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Jly4ui cTeneHb G6akanaBpa B 061aCTH TPOrpaMMHPOBAHHSA UTP.

B HacTostee BpeMst paboTaet HaZ MPOEKTOM BUPTYaJIbHOH peaybHO-
cu IrisVR B Heio-Hopke, rie 3anumaercs pa3pa6oTkoii MporpaMMHOro
obecneuenus, MO3BOJISAIOLIEr0 apXUTEKTOPaM CO3/aBaTh MOAEJH BUPTY-
anbHOM peanbHocTH o CAD-Mozensm. [{o npoekra IrisVR [Ixek pa6o-
TaJs B He6oJIbLIOi He3aBUCHMOf CTyaeHYecKoit KoMaH/e, 3aHUMaBIIeics
pa3paboTKoii Urp, Hanucas NpH aToM KHUTY «OUYA Game Development
By Example».

Jlopen C. Meppo (Lauren S. Ferro) — KOHCYJ/ITaHT N0 UrpodHKaLMH
(reiiMuduKkanuu), AU3aiiHep UIP U CXOXHUX C UrpaMH TIPHJIOXeHHIt. 3a-
HHUMAaeTCsl MPOeKTHPOBaHHEM, KOHCYJIbTal1ell U pa3paboTKoil cTpaTeryii
ZUISL LIEJIOTO PSAAA TPOEKTOB B 061aCTH MPOoheCCHOHANBHOTO 06y UeHHsl, CH-
CcTeM peKOoMeHIaiuii 1 o6uieo6pa3oBaTe bHbIX Urp. Beset akTuBHYIO HC-
cJleZioBaTeNbCKYyI0 paboTy B o61acT reiiMudukanuy, npopuInpoBaHus
UrpOKOB M OPHEHTUPOBAHHOTO Ha MOJIb30BaTeJeil TPOEKTUPOBAHUSA UTD.
ITpoBOAMT CeMHUHaphl AJIS1 CHELUATUCTOB U KOMIIAHUH, 3aHUMAIOLIUXCSI
pa3paboTKOii Urp ¥ MPHUIIOKEHHI C JIEMEHTAMU UTPBI, OPUEHTHPOBAHHBIX
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TaMH MrpblL



Npeancnosue

CToHuT noaymMath 06 HCKyCCTBEHHOM MHTEJIJIEKTE, U B yM€e BO3HUKAET MHO-
xecTBO accouranuit. OT nMpocTeix Mozesleif MoBeieHUsI, HAMpHMep Tpe-
CJleloBaHHe UM yberaHHe OT UTPOKa, I0 TP C UCKYCCTBEHHBIM MHTEJI-
JIEKTOM B KJIaCCHYECKHE 1IaXMaThbl, METOAOB MAallIMHHOIO o6yqe}mﬂ 28078
HpoleIypHOIi reHepaly KOHTEHTA.

IBuxox Unity caesnan pa3apaGoTKy HIp HAMHOrO ieMOKpaTHuHee. Biia-
rojiapsi NPOCTOTE MCII0Jb30BAHUSM, OBICTPOMY COBEDILEHCTBOBAHHUIO TEX-
HOJIOTHH, TIOCTOSIHHO PAacTyLIEMY COOOIIECTBY U HOBBIM 00JIa4HBIM YCJIy-
ram ABHxKoK Unity npeBpaTHJICS B OAMH U3 BaXKHEMIIMX MPOrpaMMHBIX
NPOAYKTOB AJis UTPOBOI HHAYCTPHH.

C yyeToM BbIIIECKa3aHHOrO OCHOBHOM LI€JIbIO HAMIMCAHUA KHUTH Oblia
NOMNBITKA IOMOYb BaM, YNTaTeIb, Yepe3 onucaHHe TexHoJoruit Unity, 3Ha-
KOMCTBO C Nepef0BLIM ONBITOM, H3y4YeHHe TeOpHH, pa306paThCsl B HIESX
Y METOJIaX MCKYCCTBEHHOrO HHTEJLJIEKTA, YTO obecrieunuT BaM npenMyiie-
CTBa KaK B JIIOGUTENBCKOIA, TaK M B IpO(PeCCHOHAIBbHOM pa3paboTke.

OTa KHUTra PeleNTOB IO3HAKOMUT Bac C HHCTPYMEHTaMH CO3/IaHUsI UC-
KYCCTBEHHOT'O MHTEJIJIEKTa, HAallpMMeD AJIs1 PeaM3aliMi JOCTOHHBIX NPO-
TUBHMKOB, JIOBEJIEHHBIX 10 COBEPLIEHCTBA, U Aa)e AJis pa3paGoOTKH co6-
CTBEHHOTO HECTaHAApTHOrO ABMXKKAa UCKYCCTBEHHOro MHre/ulekra. OHa
CTaHeT BallUM CIPaBOYHBIM 10CO6HEM NpH pa3pabOTKe METOAOB HUCKYC-
cTBeHHOro MHTeJTekTa B Unity.

o6po noxanoBaTh B yBJIEKaTeJIbHOE My TelIeCTBHE, KOTOPOE COYETaeT
B cefe psz Beliei, IMEIOIUX /IS MEHs1, KaK Ipo¢)ecCHOHaa U IIPOCTO ye-
JIOBeKa, 60JIb1lI0e 3HaYeHHE: TPOrpaMMHpOBaHHe, pa3pabGoTKa Urp, HCKYC-
CTBEHHBII1 HHTEJUIEKT U OOMeH 3HaHUSIMM C JPYTMMHU pa3paGoTYHKaMH.
He Mory He OTMETHTB, KaK sl IOJIbILEH U Pajl, YTO BBl YUTAETE HAITMCAHHBIH
MHOH TeKCT npsMo ceifuac, u 51 61aronapeH komManze usaatenbctsa Packt
3a npeocTaBleHHe Takoit Bo3aMoXxkHocTH. Hazneroch, 4To 3TOT Matepual
TIOMOXXET BaM HE TOJIBKO TMOAHATb Ha HOBBbI YPOBEHb HAaBBIKH PabOTbI
¢ Unity 1 MCKyCCTBEHHBIM HHTEJIJIEKTOM, HO M COAEPXKUT onrcaHHe yHK-
111, KOTOPHIMU BbI 3aUHTEPECYeTe MOJIb30BaTej el CBOUX UIP.

O 4yem pacckasbiBaeTcs B 3TOI KHUre

Tnasa 1 «Hnmennrexmyanvtvie Mooenu nogedenus: nepemeuierues OnuChI-
BaeT HanboJiee MHTEPECHBIE AJITOPUTMBI IlepeMellleHHs], OCHOBaHHbIE Ha



.
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NPUHLUMIAX YNpaBJeHUs MoBeAeHHeM, paspaboranHbix Kpeitrom Peii-
HosbacoM (Craig Reynolds) coBmectHo ¢ SIlHoM Mwuuinarronom (Ian
Millington). OHu cTanu 0CHOBOM 6OJIBIIMHCTBA AJITOPUTMOB UCKYCCTBEH-
HOro MHTEJUTEKTa B COBPEMEHHBIX UIPax HapsAy ¢ APYTMMH aJrOPUTMaMH
ynpaBJieHUs TepeMelleHHeM, TAKHMH Kak CeMelCTBO aJIrOPUTMOB OIpe-
ZeJIeHUsI MapLIpyTa.

Inasa 2 «Hasuzayus» onucbIBaeT aITOPUTMBI ONpeeIEHHsT MapILpyTa
IUISL CJIOXCHBIX ClieHapHeB nepeMellenusi. OHa pacCMaTpHBaeT HECKOJIBKO
€roco6oB NMpeaCTaB/IeH st KTPOBOTO MHPA C IIOMOLLbBIO Pa3IMYHbIX rpacdo-
BBIX CTPYKTYP U JITOPUTMbI IOMCKA MyTelt B Pa3IMYHBIX CUTYaLUSX.

Inasa 3 <«IIpunamue pewenuii» NeMOHCTPUPYET Pa3IMYHbIE METOAbI
NPUHATUA peIleHui, A0CTaTOYHO rubkue, yTobObI MpUCIOCabaAMBaATHCS
K Pa3HbIM BMAAM TP, U JOCTAaTOMHO HaJeXHble, YTOObI MO3BOJIUTb pa3-
pabaTheIBaTh MOAY/IbHbIE CHCTEMbI IPHHATHS PEIIeHHH.

Inasa 4 «Koopounuposanue u maxmuxa» COAep>XUT PSR PELIENITOB KO-
OpAMHALMK JelCTBHUIT areHTOB, NpeBpaILAIONIUX UX B LIEJOCTHEHIH opra-
HM3M, HampUMepP B BOMHCKOeE NoJpa3/iejieHe, U METOJ0B NPHUHATHUS Tak-
THYECKUX PEIIEHHI Ha OCHOBaHMM rpadoB, TaKMX KaK TOYKM MO3MIHI
Y KapThl BJUSHUH.

Inasa 5 «Opeanvt wyecme azenmog» ONMUCHIBAET pasIMYHbIE NMOAXOBI
K MOJIeJIMPOBaHHIO MBILLJIEHUSA areHToB. [/ MoeanpoBaHus 6yayr uc-
NOJIb30BaHbI YK€ U3BECTHbIE HAM MHCTPYMEHTHI, TakHe Kak KoJIaiaepsl
U rpagsr

Ihaea 6 «Hacmonvrvie uzpot ¢ uCKy cCmeen bim uHmMeanexmom» paccMar-
PHUBAET CeMeiiCTBO arOPUTMOB ISl pPa3paboTKH HACTOJIBHBIX MIP C HC-
MOJIb30BAaHHEM TEXHOJIOTUH HCKYCCTBEHHOTO HHTEJIJIEKTA.

Inasa 7 «Mexanuamv: 06yuenus» nocesueHa 06JaCTH MaIIMHHOTO
o6yyenusi. OHa MOCIY>XUT XOPOLIMM CTapTOM JJIsl U3YUeHHsl M IPUMEHe-
HUS METOZOB MAIIMHHOTO 06y4YeHuUs B UTpax.

I'nasa 8 «Pa3snoe» onuceiBaeT NpUMeHEHHE HOBBIX METOAOB M aJITOPUT-
MOB, pacCMaTpPHBAaBIIMXCsl B NpeAbIAYIUX IJIaBaxX, AJs CO3ZaAHHUS Moje-
Jieii oBeieH Usl, KOTOPbIe He BIMCBHIBAIOTCS HU B OJHY U3 NEPEYNCIEHHbIX
BbIIlIe KATETOPHUH.

YT1o noTpebyetca aAs paboTbl C KHUFOW

ITpuMepsl, IpeACTaBIeHHblE B KHUTe, ObUIM NPOTECTHPOBaHbI C MOCJIEN-
Heii Bepcueit Unity (Ha MOMeHT 3aBeplueHHs1 paboThl Haf KHUTOM 3TO
6buta Bepcusi Unity 5.3.4f1). Onnako, npuctynas Kk paboTe Hax KHHUTOIA,
a ucnoab3oBan Unity 5.1.2, mo3TOMy ee MOXXHO CYUTaTh MHHUMAJIbHOM
peKoMeHyeMOii BepcHeit A1t onpo6oBaHUs IPHMEPOB.
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KoMy aapecosBaHa 3Ta KHUA

ITa KHMra pacCYMTaHa Ha TeX, KTo yske 3HakoM ¢ Unity u xouer o63aBec-
THCb MHCTPYMEHTaMH /ISl CO3IaHMsI HCKYCCTBEHHOTO MHTEJIJIEKTA U pea-
JIN3aI[U{ UTPOBOIi JIOTHKH.

Pa3saeAnl

B 3T0ii KHHUTre BbI HaiiZieTe HECKOJIBKO YaCTO BCTPEYAIOLIMXCSI 3aT0JIOBKOB
(«IToaroroBka», «Kak ato peanusoBatb», «Kak ato paboraer», «/lomno-
HMTeJabHas HHGopManus» U «[loJie3Hble CCHLIKU» ).

Pa3zzesbl, HaYMHAIOLIMECS C 3TUX 3ar0JIOBKOB, COAEPXKAT MOSICHEHHUS
K peajM3alMH PELENTOB U UCMOB3YIOTCS CAeAyIOIUM 06pa3om:

MoaroroBka

O6bsicHsIeT Ha3HaYeHHE PELIENTa U ONUCHIBAET HACTPOIKY MPOrPAMMHOTO
obecrieyeHust U Apyrue NOArOTOBUTENIbHbIE AEHCTBHS, HEOOXOAUMBIE sl
OCYyLIECTBJIEHUSI pelleNnTa.

Kak aTo peanusosartb...
OnucpIBaeT 1Wark no peajin3allMy peLenrTa.

Kak 3ato paGoraer...

OO6bIYHO BKJIIOYAET IIO].IpO6H0€ obbsicHEHHE TOro, 4TO IMMPOU3OILJIO B IMpe-
AbIAYLIEM pa3aelie.

AononuutenbHaa uHopmaums...

ConepXHUT JOMOJHUTENbHYI0 HH(GOPMAIIMIO O peliernTe AJisl JIyYIlero no-
HMMaHHsl YUTaTEeNIEM.

Mone3Hble CCbINKU

CozepXXHUT CChLIKH Ha MOJIE3HbIE MaTEPHAJIbI, COAEPKall1e MH(POPMALHIO,
CBSI3aHHYIO C PELIETNITOM.

CornaweHusi

B 3T0i1 KHHre UCMOJIb3yeTCs HECKOJBKO Pa3HbIX CTUjeldl ohopMieHUs
TEeKCTa [ BbieJIeHHs] pasHbIX BUAOB HHGopMauuu. Huxe npuBoasitcs
NPUMEPHI 3THX CTHJIEN M OOBACHAETCS UX Ha3HAYEHHE.
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[IporpaMMHBIif KO B TekcTe, UMeHa Tabul 6a3 JaHHBIX, UMEHa Na-
nok, uMeHa ¢haiisoB, pacumpenus ¢aiiynos, ¢pukTBHble afpeca URL,
TN0JIb30BATENLCKMI BBOA M CChUIKM B Twitter GyAyT BBITJIALETh Tak:
«AgentBehaviour - 3T0 1a6JIOHHBIA KJIacc AJs onpeneseHus 60JbIINHH-
CTBa Mo/ieJieit MOBe/leH!s B IJIaBe»,

Broku nporpaMMHOro kozia o(popMJISIIOTCS TaK:

using UnityEngine;

using System.Collections;

public class Steering

{
public float angular;
public Vector3 linear;
public Steering ()

{
angular = 0.0f;
linear = new Vector3();

Koraa mnorpe6yercsi mpuBieyb Balle BHHMaHHE K ONpelesieHHOMY
(bparMeHTy Ko/ia, COOTBETCTBYIOIIME CTPOKH MJIU 3JIEMEHTDI Oy YT BhIAE-
JIEHBI XXHPHBIM;

using UnityEngine;
using System.Collections;

public class Wander : Face

{

public float offset;
public float radius;
public float rate;

}

{!} Tak 0HOpPMARIOTCA NPEAYNPEXAEHNA U BaXHbIE NPUMEYaHNA.

Tak 0pOPMNAIOTCA COBETbI M PeKOMeHAALUW.

OT3biBbI N NOXXeAaHUN

Me1 Bceraa pazbl 0T3bIBaM HallMX YMTaTeseil. PacckaXkure HaM, YTO BbI
aymMaeTte 06 3TOit KHUre — YTO MOHPABUJIOCh HJIH, MOXET ObITh, He NMOHPa-
BH0Ch. OT3bIBBI BaXKHBI A1 HAaC, YTOOBI BBIMYCKATh KHUTH, KOTOPBIE OY-
AyT U1 BAC MAKCHMAJIbHO NOJIE3HBL.
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Bbl MoxkeTe HanucaTh OT3BIB MPSIMO Ha HaleM caiite www.dmkpress.
com, 3aiiif Ha CTPaHHMIY KHHUIHM,  OCTaBUTb KOMMEHTapHuil B paszene
«OT3bIBHI U pelieH3uH» . Takxke MOXCHO NOCJIaTh MUCbMO IJIaBHOMY peflak-
Topy mo agpecy dmkpress@gmail.com, npu 3TOM HamUIIWTE Ha3BaHHe
KHUIH B TeMe MHChbMa.

Ecnu ecTb TeMa, B KOTOPO# Bbl KBaJIM(bHLIUPOBaHBI, ¥ €CJIH Bbl 3aHHTe-
pecoBaHbI B HATMCAaHUY HOBOW KHUTH, 3anosiHuTe ¢opMy Ha HallieM caiite
no azpecy: http://dmkpress.com/authors/publish_book/ nau Hanuuinre
B M3[aTeJbCTBO IO agpecy: dmkpress@gmail.com.

Moasepkka NOAb3OBaTeNei

ITokynaTensiM HalIMX KHUT Mbl TOTOBbI MPEAOCTABUTD AONOJHUTEIbHbIE
ycayrH, yToOblI Ballla MOKYMKa IPUHEC/Ia BAM MAKCHMAJIbHYIO MOJIb3Y.

3arpy3ka UCXo4HOro Kkoga npumepos

3arpy3uTb aitsibl ¢ ZONMOTHUTENbHOM MHpOPMaLUEit A/151 KHUT U3aaTeb-
crBa «JIMK IIpecc» moxxHo Ha caiiTe www.dmkpress.com 1l WWW.IMK.
po B paszene «Uurarenam — Daiisbl K KHUTaM» .

3arpy3ka UBeTHbIX UANIOCTPaUMA K KHUre

BpI Takke MoxeTe nosny4uth aiin B popmare PDF c usetHbIMU MILTIOCT-
pauMsMHM M AUarpaMMaMi K 3Toil KHure. I[BeTHble H306paxkeHus: MOMO-
TYT JIy4llle IOHSATb COePXKaHNe KHUTH. 3arpy3uThb 3TOT (aitn MOXKHO No
azgpecy: http://www.packtpub.com/sites/default/files/downloads/Unity5
xGameAlProgrammingCookbook_Colorimages.pdf.

Cnucok oneyaTtok

XoTs MBI TIPUHSIK BCE BO3MOXKHbIE MePbl, YTOOBI YAOCTOBEPUTHCS B Ka-
YyecTBe HalllMX TEKCTOB, OIIMOKHM BCe paBHO ciaydaioTcs. Eciau Bbl Haiize-
Te OIWKOKY B OAHOI M3 HALIMX KHUT — BO3MOXHO, OLIKOKY B TEKCTE MU
B Koie — MbI GyzneM ouyeHb 6sarosapHbl, €CJIM BBl COOOLINTE HaM O HeW.
Cuenas 3To, Bbl H36aBUTE APYTHUX YMTATEJIEN OT PaCCTPONHCTB M OMOXETe
HaM yJYYLIUTb NOCJAEAYIOLIMEe BEPCUU ITOi KHUTH,

Ecau BB HallsIM OneyaTKy, MoXasyiicTa, coobIuTe 0 Hell rIaBHOMY
penaxTopy no aapecy: dmkpress@gmail.com, ¥ Mbl MCIIPaBUM 3TO B CJie-
AYIOLUIMX THPaXKax.
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Hapywenune aBsTopckux npas

ITupatcTBo B UHTepHeTe Mo-npeXxHeMy OCTaeTcst HAaCYIIHOl MpobeMoit.
Usnatesnncrsa «/ MK IIpecc» u Packt oueHb cepbeaHo oTHOCATCS K BO-
npocaM 3alIUTHI aBTOPCKUX NTPaB U JIHLeH3UpoBaHus. Eciiy BbI cToJIKHe-
Tech B IHTEepHeTE ¢ HE3aKOHHO BHIMOJIHEHHOI KonHueit 060t Hameit KHU-
rH, NOXaJyiicTa, Coo0IIMTE HaM aJpec KOMUM WK BeG-caiiTa, YTOObI Mbl
MOTJIY TIPUHSATD MEPBL. ,

IToxanyiicTa, - CBSXHUTECh C' HAMM N0 aApecy 3JEKTPOHHOH MOYTHI
dmkpress@gmail.com co CChLIKO# Ha M0/{03PUTEIbHbIE MATEPHAIBL.

M1 BbICOKO LieHHM J1I06Y10 ITOMOLIb M0 3aLIHTE HALIMX ABTOPOB, IOMO-
ramoulyio HaM INpeaoCTaBJIsATh BaM Ka4eCTBEHHbIEC MaTepHAJIbI.

Bonpocbi

Bbi MoX€Te NpUCHUIATD JII06bIE BOMPOCHI, KacaloI[HeCs TaHHOM KHHTH, 10
aapecy dm@dmk-press.ru uan questions@packtpub.com. Msi nocrapa-
€MC#l PelIUTh BOHHKIINE IPOGJIEMBI.
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NHTeAneKTyaAbHble
MOAEAU NoBeAeHUS.
nepemelleHvie

B 310l rnaBe paccmaTpvBaloTCA anropuTMbl UCKYCCTBEHHOrO UHTeNnnekTa
AN NEPEMELLIEHNA U OXBATLIBAIOTCA CNneaylowme peuenTb:

C000 00O 0000O0OOOO0OO

co3panue wabnoHa Moaenei NoBeaeHus;

npecnenoBaHve 1 yKNOHEHWE;

DOCTUXEHWE LENU 1 yxoa, OT NOroHw;

NOBOPOT 0OBLEKTOB;

6nyxaaHue BOKpYr;

cnenoBaHve No MapLpyTy;

YKNIOHEHWE OT BCTPEY C areHTamu;

YKNOHEeHWe OT BCTPeY CO CTeHaMu;

CcMelmBaHue Moaeneit NnoBeaeHns ¢ NPUMeHeHNeM BECOBbIX KO3d-
duumneHToB;

cMeluuBaHue Moaeneii noseaeHns ¢ NpUMEHeHNeM NpUOpPUTETOB;
coyeTaHve moaenein noBeaeHns ¢ NPUMeHeHWeM KOHBeWepa ynpas-
nexHus;

cTpensbba cHapaaamm;

NPOrHO3nMpoBaHWe anamnca paccensaHna CHapaAaos;

HauenueaHue cHapsaa;

CO34aHne CUCTEeMbl NPbIXKOB,

BseaeHue

B Hacrosimee Bpemsi Unity siBisieTcsi OAHHMM M3 CaMbIX NOMYJISPHBIX
UrpOBBIX JABHXKKOB, @ TAKXK€ OCHOBHBIM HHCTPYMEHTOM CO3JaHUs MID AJIst
MHANBUAYaJIbHbIX Pa3pabOTYMKOB, He TOJIbKO 6Garonaps AOCTynHOI 6u3-
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Hec-MOZIeJIH, HO M HaJIe)KHOCTH PedaKTopa NMPOEKTOB, eXXerOAHLIM YJIyy-
IIEHUSIM H, YTO CaMoe IJIaBHOE, MPOCTOTE UCMOJIb30BaHUS M MOCTOSTHHO
pacTyiemMy coobuiecTBy pa3paboTYHKOB MO BCEMY MHPY.

Baaroaapst Tomy uto ABrxok Unity cam 3a60THTCS O CJIOXKHBIX 3aKy-
JIMCHBIX Tpoueccax (oToGpaxeHue, GpU3nyecKue MPOLECCH], HHTErpaLus
M Kpocc-mIaThopMeHHOe pa3BepThIBaHME — JIMLIb HEKOTOpPbIE M3 HUX),
Pa3pabGoTYNKH MOTYT COCPEAOTOYMTHCS Ha CO3IAHUH CHCTEM HCKYCCTBEH-
HOTO MHTEJIJIEKTa, OXUBJAIOIIMX UIPBI, 00eCreYrBalOMMX HHTEPAKTUB-
HOE B3aUMO/IEICTBHE B PeaJIbHOM BPEMEHH.

Ilesp KHUTH — MO3HAKOMMUTDb Bac C HHCTPYMEHTaMHU NPOEKTHPOBAHHSA
HCKYCCTBEHHOTO MHTEJUIEKTA, YTOOBI Bbl MOIJIM CO31aBaTh AOCTONHBIX
MPOTHMBHHUKOB, A0BOAS HUX IO COBEPIUEHCTBA, M Jaxke pa3paboTaTh COO-
CTBEHHBIH JIBU’KOK HCKYCCTBEHHOTO MHTEJLJIEKTA.

OTa rJ1aBa HAYMHAETCSA C HECKOJbKMX Han0o/1ee MHTEPECHBIX aJITOPUT-
MOB, OCHOBaHHBIX Ha NMPHHIIMIIAX YIPaBJEHHUs NepeMellleHreM, pa3pabo-
taHHbix Kpeitrom PeitHonbacom (Craig Reynolds) cosmectHo ¢ STHom
Muumnnrronom (Ian Millington). Ha atux nmpuHuunax 6asupyercs
GOBIIMHCTBO AJITOPUTMOB HCKYCCTBEHHOTO HHTEJIJIEKTa B COBPEMEHHBIX
Urpax Hapsily ¢ APYTMMH aJITOPUTMaMH YIpaBJIeHUs NepeMeLIeHUsIMH,
TaKUMH KaK CeMeHCTBO aJITOPUTMOB ONpeJesieH|sl MaplIpyTa.

Co3aaHve WwabAoOHa MoAeAed noBeAeHUs

Ilepen coamanueM MozeJeii noBeeHus1 HEO6XOAUMO 3aJI0KHUTh IPOrPaMM-
HBIA (PYHAAMEHT He TOJIBKO AJISI Peajn3aluy HHTEJJIEKTYaJbHOro Iepe-
MelleHYs1, HO U IJISl MOAYJIbHOI CHCTeMBI, TTIO3BOJIAIOIIMI U3MEHATD U JI0-
6aBATb MOJENN TMOBeZleHUs. 31ech CO3JAIOTCs NMOJb30BATENbCKHE THIIBI
AaHHBIX ¥ 6a30BbIe KJIACCHI AJ1s1 6OJIBIIMHCTBA JITOPUTMOB B 3TOI IIaBe.

MoaroToska

Jns Hayasia BCNOMHUM MOPSAOK BbINOJHeHUs: GYHKLHI OOHOBIEHUSI:

O Update;

QO LateUpdate.

Takxe BCIIOMHHM O BO3MOXXHOCTH YIPaBJIEHHMS NOPSIAKOM BhINOJIHE-
HUs cueHapueB. B Hauiell Moaesn moBeeHUsI CLlEHAPUM BBHINOJHAIOTCS
B CJIEAYIOLIEM NOPSIAKE:

O cleHapHH areHToB;

O cueHapuu Mojeieii noBeeHUS;

QO Mopenu NoBeeHUsT WM CLeHapHH, 3aBUCHMBbIE OT NMPeAbIAYIINUX

ClIeHapHeB.
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O Inspector [ oi il e
%& MonoManager &

f,‘Add»sclv'ip'ts to the custom order and dl‘ag them to.
reorder, |

-~

Scripts in the custom order can execute before or
after the default time and are executed from top to
bottom. All other scripts ezecute at the defaulttime
In the order they are loaded.

(Changing the order of a script may modify the meta
data fgr more Ehan_ one script)

Default Time

= Agent oo | =
= AgentPlayer {2000 ] =
= AgentBehaviour B0 =
= Seek 400 7 ] -
= Pursue _5—6.6—_—- -

[Revert [{apply |

Puc. 1.1 < MNpumep onpepenexns
nopsAaka BuINONHEHWA CLUEHapUeB NepemMeLLieHus.
CueHapwit Pursue BbinonHsaeTcs nocne cueHapun Seek,
KOTOPbLI BbINONHAGTCA nocne cueHapua AgentBehaviour

Kak ato peanusosartb...

HyxHo co3naTh TpH Kiacca: Steering, AgentBehaviour u Agent.
1. Knacc Steering — moJib30BaTeJIbCKUIt THIT JAaHHBIX JJIs XpaHEHUs
3HayeHMIi mepeMellleHUs U IOBOPOTA areHTa:

using UnityEngine;
using System.Collections;
public class Steering
{
public float anqular;
public Vector3 linear;
public Steering ()
{
angular = 0.0f;
linear = new Vector3();
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2. CosgaauM wiacc AgentBehaviour, KoTopbiif cTaHeT mwa6a0HOM AJist
6oJblLeif YacTH MoAesteil MoBeleH! B 3TOIA IaBe:

using UnityEngine;
using System.Collections;
public class AgentBehaviour : MonoBehaviour
{
public GameObject target;
protected Agent agent;
public virtual void Awake ()
{
agent = gameObject.GetComponent<Agent>();
}
public virtual void Update ()
{
agent.SetSteering(GetSteering());
}
public virtual Steering GetSteering ()
{
return new Steering();
}
}

3. U HaxoHew, k1acc Agent sIBJISAETCSI OCHOBHbIM KOMIIOHEHTOM, OTBET-
CTBEHHDbIM 32 PeIM3alMI0 MOJieJielf MHTeJJIEKTYaJIbHOTO nepeme-
menns. Cosgaaum daiia ¢ ero ckesetTom:

using UnityEngine;
using System.Collections;
public class Agent : MonoBehaviour
{
public float maxSpeed;
public float maxAccel;
public float orientation;
public float rotation;
public Vector3 velocity;
protected Steering steering;
void Start ()
{
velocity = Vector3.zero;
steering = new Steering();

}
public vqid SetSteering (Steering steering)
{
this.steering = steering;
}
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4. [lanee nHanumeM ¢yHkumio Update, obpabaThiBatolyio nepemerie-
HHe B COOTBETCTBHH C TEKYIMM 3HaUYeHHEM:

public virtual void Update ()

{

}

: Vector3 displacement = velocity * Time.deltaTime;

orientation += rotation * Time.deltaTime;
// HeoOXOmMMO OrpaHMuMTh 3HaYeHMe NepeMeHHo} orientation
// nmanasonoM (0-360)
if (orientation < 0.0f)
orientation += 360.0f;
else if (orientation > 360.0f)
orientation -= 360.0f;
transform.Translate (displacement, Space.World);
transform.rotation = new Quaternion();
transform.Rotate (Vector3.up, orientation);

5. B saxumouenue peanusyem ¢ynkumio LateUpdate, koTopas noaroro-
BUT yNpaBJIsiolliMe BO3AECHCTBHA AJIA CIeAYIOIero Kapa Ha OCHOBa-
HHH TeKyIlero Kaapa:

public virtual void LateUpdate ()

{

}

velocity += steering.linear * Time.deltaTime;
rotation += steering.angular * Time.deltaTime;
if (velocity.magnitude > maxSpeed)
{
velocity.Normalize();
velocity = velocity * maxSpeed;
}
if (steering.angular == 0.0f)
{
rotation = 0.0f;
}
if (steering.linear.sqrMagnitude == 0.0f)
{
velocity = Vector3.zero;
}

steering = new Steering();

Kak ato paGortaer...

Unes 3akmioyaercss B TOM, 4TOOBI MOMECTUTBH JIOTHKY MepeMelleHHs
B QyHKuMIO GetSteering () Moxenu noBeaeHusi, kotopas GyneT peainso-
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BaHa 103xXe, s yIPOLIeHHs KJacca areHTa, NpeAHa3Ha4YeHHOTO TOJbKO
JUIS1 OCHOBHBIX PacyeToB,

KpoMe Toro, 3To rapaHTHpyeT yCTaHOBKY YNPaBJSIOLIMX 3HAYEHHii
areHTa /10 €ro MCNOJb30BaHUsA Garogapsi HACTPOEHHOMY MOPSIAKY BHI-
NOJIHEHUs cueHapHeB U ¢yHKiuii B Unity.

AononHutenbHas uHopmaums...

ITOT NOAX0A Ha OCHOBE KOMIIOHEHTOB O3HAYaeT, YTo AJIs obecneyeHust
HY)KHBIMH MOJZeJISIMH TTOBEZIEHH S K o6pekTy Kiacca GameObject TpebyeTcs
NPUCOEAMHHUTD ClieHapHii Agent.

NMonesaHble CCbINKU

HononnurensHyio Hugopmaiuio 06 urposom nukie B Unity u nopsake
BBINOJIHEHUS (PYHKLMIT U cLleHapHeB MOXHO HailTH B odHLHaNbHOI J10-
KyMEHTaluH:

QO htitp://docs.unity3d.com/Manual/ExecutionOrder.html;

O http://docs.unity3d.com/Manual/class-ScriptExecution.html.

MNpecneaosaHe U YKAOHeHUe

Mogenu npecienoBaHUs ¥ YKJIOHEHHS OTJMYHO MOAXOAAT AJIsl Peain3a-
1IMM B NIEPBYIO OYepesib, IOTOMY YTO OMMPAIOTCS TOJIBKO HA CaMble OCHOB-
Hble MOJIeJIH TIOBEAEHHUS U PaCLIUPSIOT UX BO3MOXXHOCTBIO NpeACKa3aHHsl
CJIeAYIOLIETO 1mara K LeJIH,

MNoaroroska

Ham notpebyiorcs aBe 6a30Bbie MoZiesIH NOBeAeHUs: Seek u Flee. ITomec-
THM MX B MOPsIZKe BHIMOJIHEHUS CLieHapHeB cpa3y MocJe Kaacca Agent.
Canenyrommit Kox peain3dyeT MoJeb Seek:

using UnityEngine;
using System.Collections;
public class Seek : AgentBehaviour
{
public override Steering GetSteering()
{
Steering steering = new Steering();
steering.linear = target.transform.position - transform.position;
steering.linear.Normalize();
steering.linear = steering.linear * agent.maxAccel;
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return steering;

)
U MoneJib Flee:

using UnityEngine;
using System.Collections;
public class Flee : AgentBehaviour

{

public override Steering GetSteering()

{
Steering steering = new Steering();
steering.linear = transform.position - target.transform.position;
steering.linear.Normalize();
steering.linear = steering.linear * agent.maxAccel;
return steering;

}

Kak 3ato peanusoBarb...

Knacce! Pursue u Evade, o cyTH, peajiu3yioT OAHH U TOT Xe aJITOPUTM, OT-

JINYAsCh TOJIBKO Pa3HBIMU 6a30BbIMH KJ1aCCaMH, KOTOpbIE OHU HACJIEAYIOT:

1. Cospaaum Kkiacc Pursue, Hacaexyrommii kaacc Seek, u a06aBuM
aTpuGyTHI 1151 IPOrHO3MPOBAHUSL

using UnityEngine;
using System.Collections;

public class Pursue : Seek

{
public float maxPrediction;
private GameObject targetAux;
private Agent targetAgent;

}

2. Peaim3yeM ¢yHkuuio Awake aJisi HAaCTPOMKH BCEro, YTO CBSI3aHO
C peasIbHOH LeJIbIO:

public override void Awake()
{
base.Awake () ;
targetAgent = target.GetComponent<Agent>();
targetAux = target;
target = new GameObject();
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3. A Taxxe peayayeM pyHkiuio OnDestroy A1 KOPpeKTHOI 06paboT-
KH BHYTpeHHero obbekTa:

void OnDestroy ()

{
Destroy (targetAux) ;
}

4. Haxkonen, peasm3yeM ¢yHkImio GetSteering:

public override Steering GetSteering()
{
Vector3 direction = targetAux.transform.position -
transform, position;
float distance = direction.magnitude;
float speed = agent.velocity.magnitude;
float prediction;
if (speed <= distance / maxPrediction)
prediction = maxPrediction;
else
prediction = distance / speed;
target.transform.position = targetAux.transform.position;
target.transform,position += targetAgent.velocity * prediction;
return base.GetSteering();
}

5. Peanuaauusi Moaenu moBefeHMA Evade BBITJISAAUT TOYHO Tak Xxe,
C TOM JIUIIb paal-mueﬁ, YTO OHA HacJeayeT KJacc Flee:

public class Evade : Flee
{
// Bce To xe camoe

}

Kak ato paGoraer...

ITH MoJieJIH TIOBEIeHHUs1 6a3UpyIOTCs Ha Moaesix Seek v Flee, HO B1o6GaBOK
YYHTBIBAIOT CKOPOCTD LI€JIH, YTOGBI IIPeCKa3aTh, Ky/ia ABUTaThCs AaJIbLIIE.
KoopavHatbl Le/1eBOii TOYKH TIPH 3TOM COXPAHSIIOTCS B AOMOJHUTETbHOM
BHYTpEHHEM OObEKTE.

AocTwieHne ueAn N yxoA OT NOroHW

B ocHOBY 3THX MOzeJIeit 3a10)KeHBI Te JKe IPUHIHITBI, YTO U A7 MofieJieit
Seek u Flee, mimoc JOMOJHHUTENIBHO ONpeeisieTCS TOYKA, B KOTOPOIf areHT
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MOXET aBTOMaTHYECKH OCTAaHOBUTBCS IOCJIE BHIOJHEHHUS ONpPEJEIEHHO-
ro ycJoBus, MO0 NpH NpUOINKEHUN K MYHKTY Ha3HayeHUs (JOCTHXKe-
HMH LeJn), 1160 NpU AOCTATOYHOM YAAJIEHUU OT OMacHOM TOYKH (YXOX
OT NMOTOHH).

Noaroroska

Jlnst anroputMoB Arrive u Leave HEOOXOAMMO CO3/aTh OTAEJbHBIE (haitiibl
M He 3a0bITh HACTPOUTD MOPSIOK UX BBHIMOJIHEHHUSI.

Kak aro peanusosarb...

IIpu peanm3anuu 3THX MOZeJiei NOBeAeH! S UCMOJIb3YETCS OJUH U TOT XKe
NOAXOJ, HO OHU COZAEpXKAaT pa3Hble CBOIICTBAa M NPOU3BOAAT pa3HbIe pac-
4eThl B HaYaIbHOI YacTh ¢pyHKIuM GetSteering:
1. Bo-nepBbix, MoZeJb Arrive A0JKHA ONpeAESIATh paguyC OCTAaHOBKH
(mocTHXKEHMe LIeIN) U pauyC 3aMelIJIEHUsT CKODOCTH:

using UnityEngine;
using System.Collections;

public class Arrive : AgentBehaviour

{

public float targetRadius;

public float slowRadius;

public float timeToTarget = 0.1f;
}

2. CosgapuM ¢pyHkumio GetSteering:

public override Steering GetSteering()
{

// DanbHeiwas peanu3alMa ONMCHBAETCA HuXe
}

3. IlepBas nosoBuHa ¢pyHKIMH GetSteering BBIYMCIISET CKOPOCTD B 3a-
BHUCHMOCTH OT PaCCTOSIHUSA [0 11eJIM M pafinyca 3aMe/lJIeHHUs:

Steering steering = new Steering();
Vector3 direction = target.transform.position - transform.position;
float distance = direction.magnitude; float targetSpeed;
if (distance < targetRadius)
return steering;
if (distance > slowRadius)
targetSpeed = agent.maxSpeed;
else
targetSpeed = agent.maxSpeed * distance / slowRadius;
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4 OnpenennM BTOpYIO YacTb pyHKIMHU GetSteering, rae ycranasinBa-
I0TCS1 yIpaBJIstiolliie 3Ha4YeHHs], 3 CKOPOCTb OrPaHUYUBAETCSI MaKCH-
MaJIbHBIM 3HAYEHHEM:

Vector3 desiredVelocity = direction;
desiredVelocity.Normalize();
desiredVelocity *= targetSpeed;
steering.linear = desiredVelocity - agent.velocity;
steering.linear /= timeToTarget;
if (steering.linear.magnitude > agent.maxAccel)
{
steering,linear,Normalize();
steering.linear *= agent.maxAccel;
}

return steering;

5. Jlna peannsauuu Mojenu mnoBeneHusi Leave HeO6XOAMMBI Apyrue
CBOICTBa:

using UnityEngine;
using System.Collections;

public class Leave : AgentBehaviour
{

public float escapeRadius;

public float dangerRadius;

public float timeToTarget = 0.1f;
}

6. OnpexenuM nepsyIo NOJOBUHY dyHKIMH GetSteering:

Steering steering = new Steering();
Vector3d direction = transform.position - target.transform.position;
float distance = direction.magnitude;
if (distance > dangerRadius)
return steering;
float reduce;
if (distance < escapeRadius)
reduce = 0f;
else
reduce = distance / dangerRadius * agent.maxSpeed;
float targetSpeed = agent.maxSpeed - reduce;

7. Bropas noseBuHa ¢pyHkuuu GetSteering B Moaeau Leave B TOYHO-
CTH NOBTOPSIET BTOPYIO NOJIOBUHY PpYyHKLMHU GetSteering B Mopesm
Arrive.
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Kak ato paboraer...

[Tocne BbIYMC/IEHMs HampaBJIeHHsl BCE CJIEAYIOIIME PAcyeThl OCHOBBI-
BAIOTCS Ha ABYX Pauycax, ONpeAesOuHX, KOr4a ABUraThCsA C MaKCH-
MaJIbHOI CKOPOCTBIO, 3aMEAJIUTBCS M OCTAHOBUThCSA. C 3TOH LeJblo UC-
M0Jb3yeTCcsl HeCKOJIbKO onepaTtopoB if. B mozenu Arrive Ha GoJbuiom
PACCTOSIHUM OT areHTa ABUXKEHUE BHIMOJHAETCSA C MAKCUMAJIBHOM CKOpO-
CTbIO, NIOCJIE BXOXEHUA B 06J1aCTh, ONPE/IE/ISIEMYIO COOTBETCTBYIOIIMM
paauycoM, IBUKEHHE 3aMeJISAETCs, @ Ha 0YeHb 6JIM3KOM PacCTOSAHUM 10
LleJIM — TMOJIHOCTBIO Mpekpaiaercs. Mozenb Leave JefCTBYeT C TOYHO-
CTbIO 10 HA060POT.

[loctuxeHue uenu YX0f 0T NOroHM

Paauyc uenn Paauyc noumMku

Paawyc
0NacHoCTy

Paawyc x\‘ﬁ)

3aMeqieHus

Puc. 1.2 < BusyanbHoe npeactasneHue paboTbl
moaenen AOCTUXEHUA uenn n yxona ot NnOroHn

MosopoT obveKTos

[Ipuuenusanue B pealbHOM MHpE, TaK XK€ KaK B BOEHHBIX TpeHaxepax,
BBIINIOJIHSAETCSA HECKOJIbKO MHA4Ye, YeM aemomamuuecxoe NnpuilejBaHHe
B 6oabmnHCTBe Urp. [IpeacTassre, uto TpebyeTcs peaan3oBaTh ynpasJie-
HHe GalHeil TaHKa WK CHaitiepoM. J{J1s1 3TOro MoXHO BOCII0JIb30BaThCS
AaHHBbIM pELEeIITOM.

Moaroroska

Hy>Ho BHECTH HEKOTOpbIe U3MEHEHHUS B Kjacc AgentBehaviour:
1. To6aBuM HOBbIE CBOICTBa OrPaHMYEHUIT B JOMIOJIHEHHE K CYIIeCT-
BYIOLIUM:
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public float maxSpeed;

public float maxAccel;

public float maxRotation;
public float maxAngularAccel;

. lo6aBum ¢pyHkuuio MapToRange. OHa ITOMOXeET ONpeAeUTh HalpaB-
JIeHHe BpalLIEHUs] MOCPEACTBOM BBIYMCJIEHUS Pa3sHOCTH ABYX Ha-
MpaBJIEHUH:

public float MapToRange (float rotation) {
rotation %= 360.0f;
if (Mathf.Abs(rotation) > 180.0f) {
if (rotation < 0.0f)
rotation += 360.0f;
else
rotation -= 360.0f;
}
return rotation;

}

. Taxxe co3magum 6aadnylo MOJi€JIb NoBeAEHHUs Align, ABJSAIOMYIOCA
KpaeyroJibHbIM KaMHEM aJIrOPMTMa NOBOPOTa. 3AECh UCTIOJb3YETCS
TOT K€ NMPHHLIMI, YTO ¥ B MOJIEJIU TMOBEAEHUS Arrive, HO yXe K Bpa-
LIEHHIO:

using UnityEngine;
using System.Collections;

public class Align : AgentBehaviour
{

public float targetRadius;

public float slowRadius;

public float timeToTarget = 0.1f;

public override Steering GetSteering()
{
Steering steering = new Steering();
float targetOrientation =
target.GetComponent<Agent> () .orientation;
float rotation = targetOrientation - agent.orientation;
rotation = MapToRange (rotation);
float rotationSize = Mathf.Abs(rotation);
if (rotationSize < targetRadius)
return steering;
float targetRotation;
if (rotationSize > slowRadius)
targetRotation = agent.maxRotation;
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else
targetRotation =
agent.maxRotation * rotationSize / slowRadius;
targetRotation *= rotation / rotationSize;
steering.angular = targetRotation - agent.rotation;
steering.angular /= timeToTarget;
float angularAccel = Mathf.Abs(steering.anqular);
if (angularAccel > agent.maxAngularAccel)
{
steering.angular /= angularAccel;
steering.angular *= agent.maxAngularAccel;
}
return steering;

}

Kak aTo peanu3osarb...

A Tenepb NPUCTYNUM K peaiu3allii alrOPUTMa MIOBOPOTA, Hacjleaylolie-
ro kiacc Align:

1. Cosmaaum xiacc Face ¢ 3aKphITHIM CBOHCTBOM IS CCHUIKH HA L{€JIb;

using UnityEngine;
using System.Collections;

public class Face : Align
{

protected GameObject targetAux;
}

2. Tlepeonpeaenum pyHKuMIO Awake, B KOTOPOH HACTPOMM CChIJIKH:

public override void Awake()
{
base.Awake () ;
targetAux = target;
target = new GameObject();
target.AddComponent<Agent> () ;
}

3. PeannayeM ¢ynkumio OnDestroy, B KOTOpoil 0CBOOOAMM CCBLIKH,
yTOOBI N36€XKATh MPOGJIEM C HCUEPTIAHHEM MAMSATH:

void OnDestroy ()
{
Destroy (target);
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4. B 3akmoueHne peanusyem pyHKLHIO GetSteering:

public override Steering GetSteering()
{
Vector3. direction = targetAux.transform.position -
transform.position;
if (direction.magnitude > 0.0f)
{
float targetOrientation = Mathf.Atan2 (direction.x, direction.z);
targetOrientation *= Mathf.Rad2Deg;
target.GetComponent<Agent> () .orientation = targetOrientation;
}
return base.GetSteering():
}

Kak ato paGortaer...

Anr OPHUTM BBIYHUCJISIET YroJl MOBOPOTA, ONMHUPAsiCh HA BEKTOD OT areHTa
K LIeJIH, a 3aTeM NMMPOCTO NMepeAaeT ynpaBJjieHHEe POAUTEbCKOMY KJacCy.

BAy>xaaHue BOKpYr

ITOT MeTOA MNpejHa3HayeH IJis MOAEJUPOBaHMs CJIy4aHbIX MepeMe-
IIEeHHU}t JII0Jiell B TOJITIE, )XMBOTHBIX M MPAKTHYECKH JIIOGBIX IEPCOHAXEIH,
He YNpaBJIsieMbIX MTPOKOM M OCYLIECTBJISIONIMX XaOTHYHBIE, CyYaiiHbIe
nepeMeLIeHHsI.

Noaroroska

B kiacc AgentBehaviour HyxHO n06aBuTh pyHKuuIO OriToVec, mpeobpa-
3YIOIIYIO HanpaBJleHHE B BEKTOP.

public Vector3 GetOriAsVec (float orientation) {
Vector3 vector = Vector3.zero;
vector.x = Mathf.Sin(orientation*Mathf.Deg2Rad) * 1.0f;
vector.z = Mathf.Cos(orientation*Mathf.Deg2Rad) * 1.0f;
return vector,normalized;

}

Kak aTo peanu3oBartb...
Pa3o6bbeM peau3aluio Ha TPH 3Tamna: CaydaiiHblil BHIGOP 1€, TOBOPOT
Y NepeMellleHHe K Heii:

1. Co3gaaum knacc Wander, Hacseaylomuii kiaacc Face:
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using UnityEngine;
using System.Collections;

public class Wander : Face

{
public float offset;
public float radius;
public float rate;

}

2. OnpenenuM dyHK1UIO Awake, BBHIMOJHSIONIYIO HACTPOIKY Ha LeJIb:

public override void Awake()

{
target = new GameObject();
target.transform.position = transform.position;
base. Awake () ;

}

3. Onpenenum dpyHkuumio GetSteering:

public override Steering GetSteering()
{
Steering steering = new Steering();
float wanderOrientation = Random.Range(-1.0f, 1.0f) * rate;
float targetOrientation = wanderOrientation + agent.orientation;
Vector3 orientationVec = OriToVec(agent.orientation);
Vector3 targetPosition = (offset * orientationVec) +
transform.position;
targetPosition = targetPosition +
(OriToVec (targetOrientation) * radius);
targetAux.transform.position = targetPosition;
steering = base.GetSteering();
steering.linear = targetAux.transform.position -
transform.position;
steering.linear.Normalize();
steering.linear *= agent.maxAccel;
return steering;

}

Kak 3to paboraer...

Mopes moBeeHusl, yYUTHIBAs ABa paauyca, ONpeaesieT CayyaiiHyio no-
3MIMIO AJIS MIEPEX0/ia, OCYLIECTBSIET NOBOPOT K Hell u mpeobpa3syeT Bbl-
YiCJIEHHOE HampaBjeHHe B BEKTOP.
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CnyuaiiHan
no3numa

Cmeuenve

AreHt

Puc. 1.3 < BuayanoHoe npeacTasneHune
onpeaeneHWa napaMeTpoB AN moaeny 6nyxaaHua

CAeaoBaHVe N0 MapLipyTy

WHorna HeoOxomMMo peann3oBaTh ABHXKEHME TO 3apaHee BBIOpaHHOMY
MapLIpyTY, HO PeaJu30BaTh 3TO TOJIbKO C MOMOIIBIO KO/Ia He BCerAa Mpoc-
To. [IpeacTaBeTe; YTO Bbl paGoTaeTe HaJ Urpoii B xaHpe «Crenc»'. Crane-
Te JIM BBl MUCATh KO/, ONpe e IsIOHit MapLIpY T IS KaXA0r0 OTAEIbHOTO
oxpannuka? Crenyoumii MeToz obecrneynBaeT ru6Koe peleHue st 1o-
AOGHBIX CUTYaLIMIA:

MNogroroska
Hy>Ho onpeaenuTsb Mosb30BaTeIbCKUIT TUI JaHHBIX PathSegment:

using UnityEngine;
using System.Collections;

public class PathSegment

{
public Vector3 a;

public Vector3 b;

public PathSegment () : this (Vector3.zero, Vector3.zero)(}

! https://ru.wikipedia.org/wiki/Ctenc-akwen. — IIpum. peo.
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public PathSegment (Vector3 a, Vector3 b)
{

this.a = a;

this.b = b;

}

Kak aTo peanusosartb...

Pazaenum aToT HempocToii peuent Ha ABa 3Tana. Ha nepBom aTamne omnpe-
AenuM Kiaacc Path, abcTparupyiomuit TOYKM MapIIpyTa OT KOHKPETHBIX
NPOCTPAHCTBEHHBIX NpeACTaBJIEHMUI, a 3aTeM peain3yeM MoAeJb PathFol-
lower, MCTIOJIB3YIOLIYIO 3TY a6CTPAKLHIO AJIS CIEA0BAaHUS K TOYKaM B NPO-
CTPaHCTBE:
1. Onpezaenum knacc Path ¢ y3maMu U cerMeHTaMH, 13 KOTOPBIX TOJIBKO
Y3JIBI SIBJSIOTCS OOLIEAOCTYTHBIMM U JOJKHBI 331aBaThCs1 BPYYHYIO:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class Path : MonoBehaviour

{
public List<GameObject> nodes;
List<PathSegment> segments;

}

2. Ompenenum pyHkuHIO Start st MIOATOTOBKM CETMEHTOB IPH 3amyc-
Ke CL{€HbL

void Start()
{

segments = GetSegments () ;
}

3. Onpenenum ¢yHKUHIO GetSegments AJIsT CO3MAHHUSI CETMEHTOB M3
y3J/10B:

public List<PathSegment> GetSegments ()
{
List<PathSegment> segments = new List<PathSegment>();
int i;
for (i = 0; i < nodes.Count - 1; i++)
{
Vector3 src = nodes[i].transform.position;
Vector3 dst = nodes[i+l].transform.position;
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PathSegment segment = new PathSegment(src, dst);
segments.Add (segment) ;
}
feturn segments;
}

. OnpeznenuM nepByio pyHKIMIO 1151 abCTparupoBaHust GetParam:

public float GetParam(Vector3 position, float lastParam)
{

// reno Qyxxumm
}

. OHa o/KHa HAWTH GIMXKAMIINIg K areHTY CErMEHT:

float param = 0f;
PathSegment currentSegment = null;
float tempParam = Of;
foreach (PathSegment ps in segments)
{
tempParam += Vector3.Distance(ps.a, ps.b);
if (lastParam <= tempParam)
{
currentSegment = ps;
break;
}
}
if (currentSegment == null)
return 0f;

. BoIMC/INTD HanpaBsieHHE ABHXKEHUS U3 TEKYILeil MO3ULINH:

Vector3 currPos = position - currentSegment.a;
Vector3 segmentDirection = currentSegment.b - currentSegment.a;
segmentDirection.Normalize();

. Haiitn Touky B cerMeHTe C NOMOLIbIO MPOEKIIMHU BEKTOPa:
Vector3 pointInSegment = Vector3.Project (currPos, segmentDirection);
. U HakoHel, BEpHYTh CJIEYIOUIYIO MO3ULHIO Ha JMHUN MapLIpyTa:

param = tempParam - Vector3.Distance (currentSegment.a,
currentSegment.b);

param += pointInSegment.magnitude;

return param;

. Onpeaesnm pyHkimio GetPosition:
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10.

11.

12.

13.

public Vector3 GetPosition (float param)
{

/] meno dymxumu
}

ITo TEKYyLleMy MECTOIIO0JIOKEHHIO HaXOAUM COOTBeTCTBy}Ol.LIHﬁ cer-
MEHT:

Vector3 position = Vector3.zero;
PathSegment currentSegment = null;
float tempParam = 0f;
foreach (PathSegment ps in segments)
{
tempParam += Vector3.Distance(ps.a, ps.b):
if (param <= tempParam)
{
currentSegment = ps;
break;
}
}
if (currentSegment == null)
return Vector3.zero;

IIpeo6pa3yem napaMeTp B TOYKY IPOCTPAHCTBa U BO3BPAI[aeM ee:

Vector3 segmentDirection = currentSegment.b - currentSegment.a;
segmentDirection,Normalize();

tempParam -= Vector3.Distance (currentSegment.a, currentSegment.b);
tempParam = param - tempParam;

position = currentSegment.a + segmentDirection * tempParam;

return position;

Cosznanum Mozesnb PathFollower, Hacaeayiouyio Seek (He 3abbiBaeM
0 HaCTpOIiKe NOPsiIKa BbITOJHEHUS):

using UnityEngine;
using System.Collections;

public class PathFollower : Seek

{
public Path path;
public float pathOffset = 0.0f;
float currentParam;

}

Peannayem pyHkimio Awake A1 onpeieIeH!st LeJu:

public override void Awake()
{
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base.Awake();
target = new GameObject ();
currentParam = 0f;

}

14. Ha 3akmouMTeslbHOM 3Tane ompeAendM (yHKUuIO GetSteering,
KOTOpasi MCNoJb3yeT abCTPaKLMIO, CO3AaHHYIO KjaccoM Path, ass
onpe/iesieHUs MO3UIMH LieJH ¥ TIPUMEHsET MoJieb Seek:

public override Steering GetSteering()

{
currentParam = path.GetParam(transform.position, currentParam);
float targetParam = currentParam + pathOffset;
target.transform.position = path.GetPosition(targetParam);
return base.GetSteering();

}

Kak ato paGoraer...

Ynpassienue nepeMelleHUEM 110 3aJaHHOMY MapIIPYTY OCYILECTBJAETCS
knaccoM Path. OH oyeHb BaxkeH, MOCKOJIbKY NIOCPEACTBOM CBOEro MeToAa
GetParam oToGpacaeT CMellleHHe TOYKH BO BHYTpPeHHee Ipe/CTaBJeHHe,
a ¢ noMmolbio Metoaa GetPosition npeo6pasyer BHyTpeHHee npeacTaBie-
HHe B MO3MIIHIO B TpEXMePHOM IPOCTPaHCTBe.

C nomouibio pyHKIHIi Kacca Path anroputM cieoBaHus MO MaplIpy-
Ty NOJIy4YaeT HOBYIO MO3ULIMIO, yCTaHABJIMBAET LieJib M IPUMEHSET MOJeJb
npecJieloBaHus Seek.

AononuutenbHas uHdopmaums...

Jlnst npaBU/IBHOM PabOTHI aaropuTMa HeO6XOAMMO, YTOOBI y3/bl GBLIH
CBsI3aHbl B MHCIIEKTOpPE B ONpeaesIEHHOM IOpsAAKeE. Hpalcmqecxn 3TO
O3HavaeT, YTO y3J1aM CJIefiyeT BpYy4HYIO IaTh MMEHa C COOTBETCTBYIOLIUMH
HOMEpaMH.

KpoMe Toro, Mo>xHo onpeziesiTh GyHKIKIO OnDrawGizmos as1s1 BU3yasu-
3allMM MapIIpYTa:

void OnDrawGizmos ()
{
Vector3 direction;
Color tmp = Gizmos.color;
Gizmos.color = Color.magenta;//HanpuMep MaNMHOBLDA
int i;
for (i = 0; i < nodes.Count - 1; i+4)

{
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Vector3 src = nodes(i].transform.position;
Vector3 dst = nodes[i+l].transform.position;
direction = dst - src;
Gizmos,DrawRay(src, direction);

}

Gizmos.color = tmp;

0 Inspectm i =
[V [Path DStatlc v
" Tag|Untagged _¢| Layer [Defaule 3]
¥ & Transform [Gg %
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Rotation. ©Xj0  [yio  }2{0 = |
Scale X|1 _jyir . Jaji |
¥ [ (M Path (Script) &,
Script HePath .« 0 1.0
¥ Nodes 4
size 10 : 7§
Element 0 {PathNode1l | ©
Element 1 {PathNode2 i)
Element 2 iPathNodeB : j O
Element 3 {PathNoded o)
Element 4 ,_PavthNodeS |9
Element5  |PathNode6 ' ©
Element6 ~ PathNode? | ©
Element 7. [PathNode8 | ©
Element 8 [PathNodes =~ | ©
Element 9 PathNodelO | @

Puc. 1.4 % MNpumep onpeaeneHns NyTn B OKHE MHCNEKTopa

YKAOHeHue OT BCTpe4 C areHTamu

IIpu MozeMpoBaHMHM TOJNBI B UrPax NMOBeJeHHe areHTOB, aHAJIOTMYHOE
noBefieHnIo (hM3MYECKUX YaCTHI, BBIFJSIAUT HeecTecTBeHHO. Llesb aToro
pellenTa — Peajn3oBaTh YKIOHEHHE areHTa OT CTOJIKHOBEHHIt ¢ ce6e mo-
ANOOHBIMH BO BPeMsi IBUKEHHSI.
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MoaroToBka

Heo6xonuMo co3path Ter Agent ¥ NpUCBOMTb ero 06beKTaM, CTOJIKHO-
BEHMIi C KOTOpPbIMH TpebyeTcst u3beraTh, a TakXKe NPUCOEAUHUTD K HUM
KOMIIOHEHT clieHapus Agent.

uayi;\spector ‘ 5

1Y .~ Transform
Position X 8.06437 Y 0

Rotation X0 Y0
Scale Xl ¥l

|» (| M Agent (Script)

Puc. 1.5 < OkHO nHcnexTopa c NnapaMeTpamu areHTa,
CTONKHOBEHWI C KOTOPbIM CneayeT naberath

Kak ato peanusosarb...

JToT peuent TpedyeT co3aaTh U 06pabaTHIBATh eAMHCTBEHHHDII (aiir
1. Co3anaaum mozaeb AvoidAgent ¢ paxuycoM, onpeaeasiomuM 061acTb
CTOJIKHOBEHHS, M CIMCOK areHTOB AJIS yKJIOHEHUS:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class AvoidAgent : AgentBehaviour
{
public float collisionRadius = 0.4f;
GameObject (] targets;
}

2. PeamusyeM ¢yHKuMIo Start, 3amOJIHAIOLIYIO CIIUCOK areHTOB IO
Tery, CO3JaHHOMY paHee;

void Start ()
{

targets = GameObject.FindGameObjectsWithTag("Agent");
}

3. OnpenenuM pyHkuHIO GetSteering:
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6.

public override Steering GetSteering()
{
/] reno dyuxuum

}

Jo6aBuM mepeMeHHbIe AJIs1 BHIYUCJIEHHS] PACCTOSIHUS M CKOPOCTH
areHTOoB, HAXOAAUIMXCS MO6IU30CTH:

Steering steering = new Steering();
float shortestTime = Mathf.Infinity;
GameObject firstTarget = null;

float firstMinSeparation = 0.0f;

float firstDistance = 0.0f;

Vector3 firstRelativePos = Vector3.zero;
Vector3 firstRelativeVel = Vector3.zero;

Haiinem 6amkaiiniero areHTa, ¢ KOTOPbIM MOXET CTOJIKHYThCS Te-
Ky1uuii:

foreach (GameObject t in targets)
{
Vector3 relativePos;
Agent targetAgent = t.GetComponent<Agent>();-
relativePos = t.transform.position - transform.position;
Vector3 relativeVel = targetAgent.velocity - agent.velocity;
float relativeSpeed = relativeVel.magnitude;
float timeToCollision = Vector3.Dot (relativePos, relativeVel);
timeToCollision /= relativeSpeed * relativeSpeed * -1;
float distance = relativePos.magnitude;
float minSeparation = distance - relativeSpeed * timeToCollision;
if (minSeparation > 2 * collisionRadius)
continue;
if (timeToCollision > 0.0f & timeToCollision < shortestTime)
{
shortestTime = timeToCollision;
firstTarget = t;
firstMinSeparation = minSeparation;
firstRelativePos = relativePos;
firstRelativeVel = relativeVel;

}

Ecau Takoii areHT UMeeTcCsl, nonbITaeMcs 060HTH ero:

if (firstTarget == null)
return steering;
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if (firstMinSeparation <= 0.0f || firstDistance < 2 * collisionRadius)
firstRelativePos = firstTarget.transform.position;
else
firstRelativePos += firstRelativeVel * shortestTime;
firstRelativePos.Normalize () ;
steering.linear = -firstRelativePos * agent.maxAccel;
return steering;

Kak ato paGoraer...

U3 crincka areHToB U3BJIeKaeTCs GIMKaiLINiA, M, eCJIM OH HaXOAMTCS A0CTa-
TOYHO 6JIM3KO, TEKYILMIl aT€HT MMOKMAAET MapLIPyT, YTOOBI H36EKaTDh CTONIK-
HOBEHUS], TIPH 3TOM YUYHTHIBAaeTCs TEKYILasi CKOPOCTh BCTPEYHOTO areHTa.

nononumenbﬂasl nHpopmMaums...

JanHyio MoziesIb MOXHO HCIOJIb30BaTh B KOMILJIEKCE C APYTMMHU MOZes-
MH, TPMMEHHB NMpHEMBbI CMeIINBaHHsl (PacCMaTPUBAIOTCA HHUXKe B 3TOM
rJiaBe), HJIM MCNOJIb30BaTh KaK OTIIPaBHYIO TOUKY ISl peayu3alii BaluX
COOGCTBEHHBIX aJIFOPMTMOB NPeOTBPALlleH!s CTOJIKHOBEHH .

YKAOHeHue OT CTeH

Lless 3TOrO pelenTa — peau3oBaTh MOJEb YKJIOHEHHS OT CTOIKHOBEHHiA
CO CTeHaMH, KOTOpasi yYUThIBaeT 6e30MmacHoe paccTosiHMeE 10 HUX U obecre-
YMBaET yAaJeHHe OT UX MIOBEPXHOCTEN MPU YPEe3MEPHOM NPUOIHKEHHH.

MoAroToBska
31ech UCNONbL3YIOTCS CTPYKTypa RaycastHit M dyHkums Raycast ¢usu-

YecKOro ABMXKKa, I03TOMY obpaluaiitech K ero JOKyMEHTAL[H, eC/id 3Ta
TeMa BaM HeJJOCTaTOYHO XOPOILIO 3HaKOMa.

Kak ato peanu3osartb...

Baaronapst npozeiaHHOl paHee paGoTe 3TOT peLieNT MOy YHIICS IPOCTHIM
U KOPOTKHM:
1. Cosmagum Mozesb AvoidWall, Hacseayiouryio Seek:
using UnityEngine;
using System.Collections;

public class AvoidWall : Seek
{

// Teno oyHxumu
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2. lobaBuM cBoiicTBa AJsi ompeneseHHst 6e30MacHOro ynajeHus
Y ITHHBI OTOPaCcHIBAEMOTrO JIy4a;

public float avoidDistance;
public float lookAhead;

3. Omnpexneanm pyHKuMIO Awake 151 HACTPOHKH LIeJIEBOro 06bEKTa:

public override void Awake ()
{

base.Awake () ;

target = new GameObject();
}

4. Omnpenenum ¢pyHkumio GetSteering:

public override Steering GetSteering()
{

// Teno dyHkumu
}

5. BHyTtpH ¢yHKuNM OOBABUM U MHUIMAMH3UPYEM IEPEMEHHbIE, He-
o6xoauMele 7151 OTOpaCHIBAHHUA JIya:

Steering steering = new Steering();

Vector3 position = transform.position;

Vector3 rayVector = agent.velocity.normalized * lookAhead;
Vector3 direction = rayVector;

RaycastHit hit;

o

OT6pocKM JIyy U BEINOJIHUM HEOOXOIMMbIE PaCyeThl, €CJIM OH Iepe-
CEKaeTCs CO CTEHOI:

if (Physics.Raycast (position, direction, out hit, lookAhead))
{
position = hit.point + hit.normal * avoidDistance;
target.transform.position = position;
steering = base.GetSteering();
}

return steering;

Kak ato paboraer...

ITo HanpaBJieHHIO ABHXKEHUs areHTa oTbpaceiBaeTcs ayyd. Ecau ayy mepe-
CeKaeTCs CO CTEHOM, 1[eJIeBOii 0OBEKT NepeMellaeTCsl B HOBYIO NO3MIIHIO,
C YYEeTOM PacCTOSIHHUSA A0 CTEHbI ¥ 3aAaHHOr0 6€30MacHOro yaaleHus, Ipu
3TOM BBINIOJIHEHHE CAMOr0 TlepeMelleHus nepenaeTcs Moaeu Seek. B pe-
3yJIbTaTe CO34aeTCS BAIUMOCTD YKJIOHEHHS OT CTEH.
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HdononuutenbHaa nidpopmauyus...

Mogenb noBeZieHHst MOXKHO YJIYYIIMTh, JOOaBUB AOMOJHUTEbHbIE JyYH
¥ PacroJIoXHB UX B Buze ycoB. KpoMe Toro, aTa Mozesb noBeaeHust 06bIy-
HO MCIOJIb3YeTCs1 BMECTe C JPYTHMH MOZeJsIMH, TAKUMH Kak Pursue, my-
TeM CMeLINBaHHSL.

-—ememea
-
-
&
~
L)
-—----

o & o &

Puc. 1.6 % OpuruHansHoe pelueHue ¢ 0TépacbiBaHUeM nyya
' ¥ BO3MOXHbIe YCOBEPLUEHCTBOBaHUA

MonesHbie CCbINKKU

Bonee moapo6uyto MH(pOpMalHio 0 CTPYKType RaycastHit M ¢yHKumuu
Raycast MOXXHO HaiiTu B 0(pUIIMAIBHOIT 3/1IEKTPOHHOI JOKYMeHTallMK Ha
CTPaHHIAX:

O http://docs.unity3d.com/ScriptReference/RaycastHit.html;

O http://docs.unity3d.com/ScriptReference/Physics.Raycast.html.

CmewmnsaHue mMoaeneil noseseHUs
C secosbiMn KoadduumeHTamn

[IpreMbl CMelIMBaHUS TMO3BOJSAIOT OOBEAUHATh U CMEIIMBATh MOJAEIH
noBefieHUs1 6e3 cO3aHKsl HOBBIX CLIeHapHeB, eCIH He06X0AMMO NMPUAATH
areHTy rubpuHOe NoBeeHMeE.

3TO ONMH U3 CaMbIX MOIIHbIX TIPHEMOB B 3TO}i IJIaBe M yalle ApPYTHX
UCMOJIb3YeTCs AJISl CMEIIMBAHUA MoJieieii oBeieHns 61arofaps ero Bo3-
MOXKHOCTSIM M NIPOCTOTE pean3alyH.

Noaroroska

IIpexne Bcero Heo6xoaMMO N06aBUTH B KJacc AgentBehaviour cBOHCTBO
weight co 3HaueHHeM BecoBoro ko3 duiueHTa 1, B 1aHHOM CJIy4ae, IpH-
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cBouth eMy 3Hauenue 1.0f. Kpome Toro, TpeGyeTcst H3BMEHUTD (PYHKLHIO
Update, YTOGBI OHa MepeiaBaia CBOMCTBO weight B YHKIMIO SetSteering
KJsacca Agent. TakuM o6pa3oM, HOBBII KJacc AgentBehaviour JOJKEH BBI-
TJIAAETh MIPUMEPHO TaK:

public class AgentBehaviour : MonoBehaviour
{
public float weight = 1.0f;

// ... ocranbHas yYacTb onpeneyieHUa Kinacca

public virtual void Update ()

{
agent.SetSteering (GetSteering(), weight);

}
]

Kak aTo peanusosartb...

3aTeM HYXHO M3MEHMTb CUTHATYpY U ee onpejejeHre GYHKIUN areHTa
SetSteering:

public void SetSteering (Steering steering, float weight)
{
this.steering.linear += (weight * steering.linear);
this.steering.angular += (weight * steering.angular);

}

Kak ato paboraer...

BecoBbie k03(ppULHEHTH UCNIOJIB3YIOTCS AJI YCUJIEHUs yHpaBJsiolie-
ro Bo3jeicTBus steering mepea mobaBiieHHEM B OCHOBHYIO CTPYKTYpY
yTIpaBJIeHHUsL.

AononHutennHas uupopmaums...

CyMma BecoBbIX k03(h¢HIHEHTOB He AoskHa npesbimath 1.0f. IMapa-
MeTp weight sIBJIsIeTCS CCBUIKOIL M ONpenesisieT 3HaYUMOCTb YNpaBJIeHHs]
steering OTHOCHTEJILHO MPOYMX.

Mones3Hbie ccbinku

B atom IIPOEKTE UMEETCA IMTPUMEP YKJIOHEHUSI OT CTOJIKHOBEHMSI CO CTEHA-
MH, B KOTOPOM HCIIOJIb3y€TCs1 CMEIIHNBAHHE C YYE€TOM BECOBBLIX KOSQ)q.)H-
LTUEHTOB.
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CmewmsBaHUe Moaeneit noseaAeHUs
no npuopuTeTy

WHorzaa cMelnBaHye ¢ y4eToM BeCOBbIX K03(h(pHIIMEHTOB He JAeT HYXKHO-
rOo pe3yJibTaTa, MOCKOJIbKY TsXKeJIOBECHbIE MOJIEJIM MOBeleHUsI HUBEJIUPY-
IOT BJIMSIHME JIETKOBECHBIX, B TO BpeMsl KaK 3TH MOJIeJIN ITOBeJJeHHsI TaKxkKe
JOJDKHBI BHOCUTD CBOii BKJIaJ B pe3yJbTat. B aToM ciiyyae mpuMeHsieTcst
CMellMBaHHUe 10 PHOPUTETAM, obecreynBaollee KacKkaaHblif 3¢ ¢ekT, oT
BBICOKO- /10 HU3KOTIPUOPUTETHBIX MOJIeJIei.

MoarotoBska

ITOT noaxox OYeHb MOXO0X Ha HUCIOJIb3YEeMBIi B NMpeAbIAYIIEM peLenTe.
HyxHo 1o6aBuTh HOBOE CBOICTBO B Kjacc AgentBehaviour W M3MeHHTDb
¢dynknuio Update, opraHu3oBas nepeaavy CBoifcTBa npuopuTeTa priority
B ¢yHKuuIO SetSteering kiacca Agent. HoBbiit kiacc AgentBehaviour gos-
X€eH BbIIJISIAeTh NPUMEPHO TaK:

public class AgentBehaviour : MonoBehaviour

{ .
public int priority = 1;
/] ... ocranbHas yacTb OnpelieleHMa Kjacca
public virtual void Update ()

{
agent.SetSteering (GetSteering(), priority);

}

Kak aro peanusosarb...

A Temnepb BHeceM H3MeHeHHs B kJacc Agent:
1. /lo6aBUM NpOCTPaHCTBO UMEH ellle OHOI GbIOTEKH:

using System.Collections.Generic;

2. 1o6aBMM CBOMCTBO MMHUMAJIbHOrO 3HaYeHUsl yNpaBJsiollero Bo3-
AeACTBUA A1 TPYNIbI MOZieJIeli MOBeleHU:

public float priorityThreshold = 0.2f;

3. /lo6aBuM CBOICTBO AJS1 XpaHEHHS YMPABJAIOLIMX BO3AEHCTBHIA
TPYNIbI MOJeieit:

private Dictionary<int, List<Steering>> groups;
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. NHnnuanusupyeMm nepeMeHHy10 B pyHkuuu Start:
groups = new Dictionary<int, List<Steering>>();

. amennM ¢QyHkumio LateUpdate Tak, YTO6bI OHa NpHCBaHBaja
IlepeMeHHOH YIpaBJieHHs 3HaueHHe, Bo3BpallaeMoe (yHKIHei
GetPrioritySteering:

public virtual void LateUpdate ()
{
// onpemenuts ynpaBnAmwee BO3AEHCTBUE C YYETOM NPUOPUTETOB
steering = GetPrioritySteering();
groups.Clear();
// ... ocTambHue BHUMCNIEHUS HE U3MEHUIMUCh
steering = new Steering();

}

. 3aMeHUM curHatypy M onpenesieHne ¢yHKUUH SetSteering, moGa-
BUB COXpaHeHHe 3HaYeHHii ynpaBJieHHsl B PYNNaX ¢ COOTBETCTBYIO-
IMMH IPHOPUTETAMH:

public void SetSteering (Steering steering, int priority)
[ if (!groups.ContainsKey (priority))
[ groups.Add(priority, new List<Steering>());
;roups[priority].Add(steering);
}

. U HakoHewn, peayu3yeM ¢yHKImIo GetPrioritySteering ass Bbrumc-
JIEHHsl TPy NIIOBOrO yNpaBJISIOIero BO3AEHCTBUS:

private Steering GetPrioritySteering ()
( _
Steering steering = new Steering();
float sqrThreshold = priorityThreshold * priorityThreshold;
foreach (List<Steering> group in groups.Values)
{
steering = new Steering();
foreach (Steering singleSteering in group)
{
steering.linear += singleSteering.linear;
steering.angular += singleSteering.anqular;
}

if (steering.linear.sqrMagnitude > sqrThreshold ||
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Mathf.Abs (steering.angular) > priorityThreshold)
return steering;
}

Kak ato paboraer...

Ilpy co3maHuu rpynm Nmo NMPHOPHUTETAM CMELIMBAIOTCS COBMECTHMbIE
MOJIe/IM TIOBE/IEHHS, a 3aTeM BbIOMpaeTcs MepBasi rpynna, B KOTOPOii Be-
JIMYMHA YNpaBJISIOIIero BO3eHCTBHsI NMPEBHIIIAET MIOPOrOBOE 3HAYEHHe.
B npoTuBHOM cilyyae BbIGHMpaeTcsl 3HaYeHHe U3 IPYMbl C HAUMEHDbILINM
NIPHOPUTETOM.

AononuurenbHas uudpopmauus...

ITOT NOAXOJ MOXKHO PaCUIMPUTh, OOBEANHHB C BECOBLIMH K03 HIIHEH-
TaMM, U MOJIyYHTh 60JIee HaleXKHYI0 apXUTEKTYPY C MOBbIILIEHHON TOYHO-
CTbIO BJIMSIHMSA MOJieJieii ToBe/ieH!s Ha KaXkZIoOM YPOBHe NpHOpUTeTa:

foreach (Steering singleSteering in group)
{
steering.linear += singleSteering.linear * weight;
steering.angular += singleSteering.angular * weight;
| .

Mone3Hble CCbINKKU

B atom IIPOEKTE UMEETCA MPUMEDP YKJIOHEHUSA OT CTEH, B KOTOPOM MCIIO0JIb-
3yeTCs CMeLIMBaHHe Ha OCHOBE MPUOPHUTETOB.

KombuHmupoBaHue moaeAelt noseAeHUs
C NpMeHeHVeM KoHBelepa ynpaBAeHUs

3to ellle OAVH NMOAXOA K CMeIIMBaHMIO Mo/JieJieli MoBeAeHU S, OCHOBaHHBII
Ha 1ejsix. OH sIBJISIETCS 30JI0TO# cepenmloﬁ MeXay CMelleHHeM nepemMe-
LIeHU# U MJIAHHPOBAHHEM 6e3 peayim3aniu nocJjaeaHero.

Moarotoska

l'Ipn HCNMOJIb30BaHNHN xomaeﬁepa H3MEHSAETCSA CaM NMoaXoA K yIpaBJIEHHIO.
3nech B LHEHTPpE BHUMAHHUA HAXOASATCA LEJIH H OTpPaHHYEHHA. To ectb Bcst
TSAXKECTb OCYLIECTBJIEHHS JIOXKHUTCA Ha 6a3oBble U TNPOU3BOAHbIE OT HHUX
KJIaCChl, ONpeaeaionme MoaeJsb noBe1eHNn . HauneMm c ux peann3al .
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Huxe npusoautcst onpeaenenue kjaacca Targeter. Ero mMoxHo pac-
CMaTpHUBaTh KaK MOZIeJIb NIOBeJleHUsI, OPUEHTUPOBAHHYIO Ha KOHKPETHYIO
LeJIb:

using UnityEngine;
using System.Collections;

public class Targeter : MonoBehaviour

{
public virtual Goal GetGoal()

{

return new Goal();

}

A teneps onpeaeauM KJacc Decomposer:

using UnityEngine;
using System.Collections;

public class Decomposer : MonoBehaviour

{

public virtual Goal Decompose (Goal goal)

{
return goal;

}
kJacc Constraint:

using UnityEngine;
using System.Collections;

public class Constraint : MonoBehaviour
{
public virtual bool WillViolate (Path path)
{
return true;
}

public virtual Goal Suggest (Path path) {
return new Goal();
}
}

M, HaKOHel, KJjacc Actuator:

using UnityEngine;
using System.Collections;
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public class Actuator : MonoBehaviour

{

public virtual Path GetPath (Goal goal)

{
}

return new Path();

public virtual Steering GetOutput (Path path, Goal goal)

{

}
}

return new Steering();

Kak ato peanunsoBarb...

Knacc SteeringPipeline HcrnoJib3yeT pean3oBaHHBIE paHee KJIacchl, obec-
neyuBasl ynpaBJsOIIUii KOMIIOHEHTaMH KOHBeiiep, HO NpHUMeHsET, Kak
OTMeYaJIoCh Bbillle, COBEPILIEHHO HHOM MOAXOL;
1. Co3paaum kiacc SteeringPipeline, Hacieaylomuii MOesb OBezE-
Hus Wander ¥ BKJIIOYalolIMit B ce6s1 MacCHB KOMITIOHEHTOB /s 00-
paboTku:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class SteeringPipeline : Wander

{

}

public int constraintSteps = 3;
Targeter(] targeters;
Decomposer (] decomposers;
Constraint[] constraints;
Actuator actuator;

2. OnpegemuM ¢yHkuMo Start, MHULUAIN3UPYIOIYIO CCBUIKM Ha
KOMIIOHEHTHI, IPUCOeIMHEHHBIE K HTPOBOMY 0ObEKTY:

void Start ()

{

}

targeters = GetComponents<Targeter>();
decomposers = GetComponents<Decomposer> () ;
constraints = GetComponents<Constraint>();
actuator = GetComponent<Actuator>();

3. Onpenenum pyHKuMIO GetSteering Al paGoOTHI ¢ LeJbI0 U yNpaB-
JISIOLIMM BO3/A€HICTBUEM [UJIS €e NOCTHIKEHHUS:
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public override Steering GetSteering()
{
Goal goal = new Goal();
foreach (Targeter targeter in targeters)
goal.UpdateChannels (targeter.GetGoal());
foreach (Decomposer decomposer in decomposers)
goal = decomposer.Decompose (goal) ;
for (int i = 0; i < constraintSteps; i++)
{
Path path = actuator.GetPath(goal);
foreach (Constraint constraint in constraints)
{
if (constraint.WillViolate (path))

{
goal = constraint.Suggest (path);

break;

}
return actuator.GetOutput (path, goal);

}
return base.GetSteering();

}

Kak ato paboraer...

ITOT KO KOHCTPYHPYET COCTaBHYIO LieJib U3 CIIUCKa Liesielt targeters, co3-
AaeT A0OYEpHHUE LI C MOMOLIbIO IECTPYKTOPOB U3 CIUCKa decomposers
U mnepej BKJIIOYEHHEM MX B KOHEYHYIO LieJb NMPOBEpSeT COOTBETCTBUE
OrpaHUYeHHsIM U3 CIUCKa constraints. Ecan HU oaHa U3 Leieii He mpotina
TNPOBEPKY, UCNOIb3YETCS MOZIEJb TMOBEIeHHs M0 yMOT4aHuIo Wander.

AononHutennHas uipopmaums...

I[TonpoGyiiTe peasn3oBaTh HECKOJIbKO PELENTOB MOBEAEHHS, OCHOBAHHBIX
Ha LieJ1s1X, 1eCTPYKTOpaX, OrpaHUYeHUsIX U UCTIoJHuTete. IMeiiTe B BUAY,
YTO MCMIOJIHUTEb (IK3EMILISAD KJacca Actuator) MOXeT ObITb TOJIBKO OZMH,
¥ TOJIbKO OH OTBEYAeT 3a PHHSITHE OKOHYAaTe IbHOrO pelteHus. Hanpumep:

O ueau: MoucK, MpUOLITHE, HOBOPOT U COTJIaCOBAaHHE CKOPOCTH;

O AmecTPYKTOPBIL: aIrOPUTMBI OMCKA MapIIPYTa;

O orpaHMyeHHs: YKIOHEHHE OT CTeH,/areHToB.

Mone3Hbie cCbiNku

TeopeTnyeckre 3HaHHU MO 3TOM TEME MOXKHO IOYEPITHYTh U3 KHUrH SIHa
Munnunrrona (Ian Millington) «Artificial Intelligence for Games».
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Ctpenbba cHapsiaamu

Jror pelLenT o4€Hb BaXKeH AJisA ClieHapHeEB, YIIPpaBJIAIOUIUX 06'beKTaM", Ha
KOTOpbLle B03Ilel‘/‘lCTByeT CHJIa TS)KECTH, TAKHMHU KakK sApa WM rpaHaThl,
IMTOCKOJIbKY AaeT BO3MOXXHOCTb IIPEACKAa3aTh MECTO MMaA€HUS CHapsAa HJIH
TOYHO NOCJIaTh CHApAA K 3a/1aHHOI L[eJIH.

Moarortoska

ITOT peLenT HeCKOJIbKO OTJIMYAETCS OT MPOYHX, TOCKOJIbKY B HEM He IpH-
MeHseTcs 6a30Bblit KJ1acc AgentBehaviour.

Kak aTo peanu3oBartb...

1. Co3maauM kiacc cHapsiga Projectile co cBoiicTBaMH, KOTOpBIE 06-
pabaThIBaloTCst (U3UUECKOM CHCTEMOIH:

using UnityEngine;
using System.Collections;

public class Projectile : MonoBehaviour
(

private bool set = false;

private Vector3 firePos;

private Vector3 direction;

private float speed;

private float timeElapsed;
}

2. Omnpenpenum ¢pyHkuuio Update:

void Update .()
{
if (!set)
return;
timeElapsed += Time.deltaTime;
transform.position = firePos + direction * speed * timeElapsed;
transform.position += Physics.gravity *
(timeElapsed * timeElapsed) / 2.0f;
// mONONHUTENbHHE NPOBEPKW ANIA OYACTKM CLEHH
if (transform.position.y < -1.0f)
Destroy(this.gameObject);// wm set = false; U CkpuTb ero

}

3. U HakoHel, 106aBMM (PYHKLHIO Set, pean3yiollyi0o METAHHE UIPO-
BOro 06beKTa (HanpuMep, NocJjie HHUIHAIM3aLUH CLEeHBI )
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public void Set (Vector3 firePos, Vector3 direction, float speed)
{

this.firePos = firePos;

this.direction = direction.normalized;

this.speed = speed;

transform.position = firePos;

set = true;
}

Kak 3To paboraer...

STa MoJeJb BHIYUC/ISIET NApabOoIIMYECKYIO TPAEKTOPHIO ABUXKEHH S, OlIH-
pasicb Ha 3aKOHbI QU3UKH, U3y4YaeMble B CpeHENl LIKOJIE,

AononuutenbHas uipopmauus...

MoxHo 6bu10 BBIGpPaTh U APYroii Cnocol: peaan3oBaTh OOLIEAOCTYIHbIE
CBOWCTBa B ClieHapuM MM OODBSIBUTH MEPEMEHHbIE KaK OOLIENOCTYIHbIE
¥ BMECTO BbI30Ba (DYHKLMHU Set MOMECTUTb HEAKTHBHBII1 [10 YMOTYAHHUIO Clie-
Hapwii B 1a610HHbI 06beKT (prefab) M aKTMBMPOBATD €r0 NOCJIE YCTAHOBKU
cBOMCTB. ITO ynpocTio 6b npuMeHenue mabnoHa «I1yn 06bekTos».

NMonesHble ccbinku

3a ponosnutenbHON HH(pOpMauHeit o wabnoHe «Ilysa o6bexToB» 06pa-
1aiTech K ctathe B Bukuneauu u opuumansHoMy sugeoypoky ot Unity
Technologies:
O https://ru.wikipedia.org/wiki/O6bekTHbI_nyn;
O http://unity3d.com/learn/tutorials/modules/beginner/live-
training-archive/object-pooling.

MporHosnposaHue MecTa NaAaHUs CHapsIAa

ITocie BrLIeTa CHAPAA HEKOTOPBIE aT€HTHI A0/DKHBI yOeraThb OT HETo, eCJI1
peub MAET O rpaHaTe, WM HAOMOAATh 32 €ro MoJeToM, Koraa paspabars-
BaeTCsl CIOPTHBHasA Urpa. B s060M ciiyyae BaKHO yMeTb NpeACKas3biBaTh
MECTO NajieHusl CHapsAa AJs NPUHATUS NaJIbHEALIErO PeLIEHHS.

MoaroToska

IIpexc e yeM MbITATHCS ONPEAETUTb MECTO NaZieHH s, BAXKHO Y3HATh BPEMs],
OCTaBllI€eecs A0 NMaaeHus (P[JI]/I A0 NOCTHXXEHHA onpeneneﬂﬂoﬁ HO3HHHH).
IToaToMy BMECTO CO3aHKsI HOBOM MO/IeJIH MOBEAEHH S BHECEM H3MEHEHWs]
B KJiacc cHapsiaa Projectile.
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Kak ato peanusoBarb...

1. CHayana n06aBuM yHKuuIO GetLandingTime A/Isi BLIYUCEHHS Bpe-
MeHHU MaJeHus:

public float GetLandingTime (float height = 0.0f)
{

Vector3 position = transform.position;

float time = 0.0f;

float valueInt = (direction.y * direction.y) * (speed * speed);

valuelnt = valueInt - (Physics.gravity.y * 2 *

(position.y - height));

valuelnt = Mathf.Sqrt(valuelnt);

float valueAdd = (-direction.y) * speed;

float valueSub = (-direction.y) * speed;

valueAdd = (valueAdd + valuelnt) / Physics.gravity.y:

valueSub = (valueSub - valueInt) / Physics.gravity.y;

if (float.IsNaN(valueAdd) & !float.IsNaN(valueSub))
return valueSub;

else if (!float.IsNaN(valueAdd) && float.IsNaN(valueSub))
return valueAdd;

else if (float.IsNaN(valueAdd) && float.IsNaN(valueSub))
return -1.0f;

time = Mathf.Max(valueAdd, valueSub);

return time;

}

2. 3arem no6aBuM yHkIHIO GetLandingPos Al BBIYUCIEHUS MIPEATO-
JIOXKMTEJIBHOTO MeCTa NMaJieHUs:

public Vector3 GetLandingPos (float height = 0,0f)
{
Vector3 landingPos = Vector3.zero;
float time = GetLandingTime();
if (time < 0.0f)
return landingPos;
landingPos.y = height;
landingPos.x = firePos.x + direction.x * speed * time;
landingPos.z = firePos.z + direction.z * speed * time;
return landingPos;
}

Kak 3ato paGoraer...

3aech pewiaeTcsi ypaBHEHHE U3 NpeabIAyILero pelenta A5 GUKCHPOBaH-
HOM BBICOTHIL 3Has TEKYIIYIO MO3ULHIO CHApsIAa U ero CKOPOCTb, MOXKHO
MOJIyYHTh BpeMs], 33 KOTOPOE CHapsi AOCTHIHET 3aJaHHOMN BBICOTHL
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AononuutennHas uipopmauus...

Yro Kacaercs NpoBepoK Ha 3HayeHHe NaN, OHH HyXKHBI IIOTOMY, YTO ypaB-
HEHHE MOXeET UMeTh ABa, OXHO HJIM HU OAHOTO pelienusi. Kpome toro, kor-
Z1a BpeMs JI0 NaleHNs] MEHbLIE HyJIsl, 3TO 03HAYAET, YTO CHAPsIA HE CMOXET
AOCTUYD L1eJIeBOM BBICOTHL

HaueAnBaHWe CHapsAa

s areHTOB BaXKHO He TOJIbLKO YMeTb NPOTHO3MPOBaTb MECTO MajieHust
CHaps/a, HO M HaMpaBJIATh UX. ByeT Becelo, eciiu areHTsl, AeHCTBYIOLI1E
KaK HIPOKH B perGu, He CMOT'YT fepeaTh MY,

MoproTtoBka

Ilo aHanormu c mpeAbIAYIINM peLENnTOM BHECEM H3MEHEHHS TOJbKO
B KJIacC CHapsiaa Projectile.

Kak 3aTto peanu3soBartb...

Baaropapst npoaenaHHoit paHee paGoTe 3TOT PeLeNT MOTYYHIICS IPOCTHIM
M KOPOTKHM:
1. Onpenenum ¢pynkuuio GetFireDirection:

public static Vector3 GetFireDirection (Vector3 startPos,
Vector3 endPos, float speed)

{
// reno dyHxumm

}
2. PeunM cooTBETCTBYIOIEE KBaipaTHOE YpaBHEHHE:

Vector3 direction = Vector3.zero;
Vector3 delta = endPos - startPos;
float a = Vector3.Dot (Physics.gravity, Physics.gravity);
float b = -4 * (Vector3.Dot (Physics.gravity, delta) + speed * speed);
float ¢ = 4 * Vector3.Dot (delta, delta);
if *a*c>b*bh)
return direction;
float time0 = Mathf.Sqrt((-b + Mathf.Sqrt(b * b - 4 * a * ¢)) / (2*a));
float timel = Mathf.Sqrt((-b - Mathf.Sqrt(b * b - 4 * a * c)) / (2*a));

3. Ecau MOXHO NocJIaTh CHapsii B COOTBETCTBUH C 33JaHHBIMH Tapa-
MeTpaMH, BEPHYTb HEHYJIEBOi1 BEKTOP HANpaBJIEHHS:

float time;
if (time0 < 0.0f)
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if (timel < 0)
return direction;
time = timel;
}
else
{
if (timel < 0)
time = time0;
else
time = Mathf.Min(time0, timel);
} .
direction = 2 * delta - Physics.gravity * (time * time);
direction = direction / (2 * speed * time);
return direction;

Kak 3ato paGoraer...

IToxncTaBisis 3aaHHYI0 (PUKCHPOBAaHHYIO CKOPOCTB, MBI pelllaeM COOTBET-
CTByIOIIlee KBa[paTHOE yDaBHEHME U NOJIyYaeM HampasiieHue (TpH Haiu-
Y1H XOTA ObI OIHOTO 3HAYEHHSI BDEMEHH ), KOTOPOE He Hy)KAaeTCsl B HOpMa-
JIM3aLMH, IOCKOJIbKY yKe G110 HOpMaIM30BaHO MPH HACTPOiiKe CHapsiaa.

Aononuwrenbﬂén nudopmauyus...

OGpaTHTe BHMMaHHe, YTO NMPH OTPHULATENbHOM 3HaY€HHUH BPEMEHH BO3-
BpalllaeTCs nycmoe HanpaBjieHHe. JTO O3HAYaeT, YTO 3aJaHHOe 3HaYeHHe
CKOPOCTH HeZOCTaTOYHO BesMKO. UTO6bI pemuTh 3Ty NpobieMy, MOXKHO,
HanpuMep, onpeeuTh PYHKIHIO, KOTOpast IPOBEPHUT Pa3/IHYHble 3HaYe-
HUSI CKOPOCTH [0 BBICTpeJIa CHapsija.

Elle oaHo ysyuineHue 3aKji04aeTcs B 106aBIeHUH JONOJTHATEIBHOTO
napameTpa Tuna bool AJst ciryyaeB, KOria UMeIOTCS iBa JOMYCTUMBIX 3Ha-
YeHHsl BpeMeHH (YTO O3HayaeT ABe BO3MOJXKHbIE AYTrH) U TpeGyeTcs Mo-
cJIaTh CHapsiA HaJ MPETNSITCTBMEM, HAlIPUMED HaJ CTEHOI:

if (isWall)

time = Mathf.Max(time0, timel);
else

time = Mathf.Min(time0, timel);

Co3aaHne cucrtemMmbl NPbLHKKOB

IMpeacransre, yTo B pa3pabaTbiBaeMoii Urpe yberamluii HTpoK crocobeH
TNepenpLIruBaTh Yepe3 CKaJbl WM KpbIIM AOMOB. B atom ciyyae mpo-
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THBHHMKAM HY)XXHO HMETb BO3MOXHOCTD IPeCJIeJ0BaTh UrPoKa u ob6nanarb
AOCTaTOYHBIM YMOM, YTOOBI MIPBITaTh ¥ PaCCYMTHIBATh TAPAMETPBI CBOETO
TMPbDKKA.

MoaroTtoBka

OnpeaenanM 6a3oBblii alropuT™M BbI6OPa CKOPOCTH U BBEJEM NOHSATHE
TJIOIAZIOK /ISl MPBDKKA M MPU3EMJIEHUS, YTOOBI BBIYMCIMTH CKOPOCTb,
Heo6X0AUMYIO 17151 NiepeMeLeHHsT MeXY HUMH.

KpoMe Toro, areHTs! 10J1KHbI KIMETD TET Agent, a rJIaBHbINA 06BEKT A0
XeH UMeTb KOMNOHeHT Collider, HacTpoeHHblit kak Tpurrep. B 3aBucu-
MOCTH OT OCOOEHHOCTE} UTPBI K areHTy WK K IJIOWafKaM noTpedyercs
NPUCOEAMHUTD KOMNOHEHT Rigidbody.

Crenyloumii Kox peaM3yeT MoeJb noBeaenus VelocityMatch:

using UnityEngine;
using System.Collections;

public class VelocityMatch : AgentBehaviour {
public float timeToTarget = 0,1f;

public override Steering GetSteering()
{
Steering steering = new Steering();
steering.linear = target.GetComponent<Agent>().velocity -
agent.velocity;
steering.linear /= timeToTarget;
if (steering.linear.magnitude > agent.maxAccel)
steering.linear = steering.linear.normalized * agent.maxAccel;

steering.anqular = 0.0f;
return steering;

HaM norpebyetcs Takxke THN JaHHBIX JumpPoint:
using UnityEngine;

public class JumpPoint

{
public Vector3 jumpLocation; public Vector3 landingLocation;
// PaccroAHMe OT TOYKM MPHXKA OO TOYKMU NpU3eMIEHUA
public Vector3 deltaPosition;

public JumpPoint ()
: this (Vector3.zero, Vector3.zero)
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{
}

public JumpPoint (Vector3 a, Vector3 b)

{
this.jumpLocation = a;
this.landingLocation = b;
this.deltaPosition = this.landingLocation - this.jumpLocation;

}

Kak ato peanusoBarth...

PaccMoTpHM peasnn3anuio MOZeJH MpbIxkKa Jump:
1. OnpexaenuM kjacc npbixka Jump, Hacreaylomumii kjaacc VelocityMatch
¥ 106aBJSIOLINIA CBOM CBOICTBA:

using UnityEngine;
using System.Collections.Generic;

public class Jump : VelocityMatch
{
public JumpPoint jumpPoint;
//Tipu3HaK HOMYyCTMMOCTH MpEKKA
bool canAchieve = false;
//MakcuManbHasa BepTMKaNbHad CKOPOCTb NPy MpLKKe
public float maxYVelocity;
public Vector3 gravity = new Vector3(0, -9.8f, 0);
private Projectile projectile;
private List<AgentBehaviour> behaviours;

// maneHeiiwas peanu3auma OMNUCHBAETCA Hioke

}

2. Peanusyem Merton Isolate. OH OTKJIIOYaeT BCe MOJE/HN TOBEAEHHS
areHTa, 3a UCKJIIOYEeHHEM KOMITOHEHTa Jump;

public void Isolate(bool state)
{
foreach (AgentBehaviour b in behaviours)
b.enabled = !state;
this.enabled = state;

}

3. Onpenenum ¢pyHKLHIO, peaJH3YIOLIYIO IPBIXKOK C MCMOJIb30BaHHEM
MOJIeJIM CHapsifia, PACCMOTPEHHOM paHee;

public void DoJump ()
{
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}

projectile.enabled = true;
Vector3 direction;
direction = Projectile.GetFireDirection(jumpPoint.jumpLocation,
jumpPoint.landingLocation, agent.maxSpeed);
projectile.Set (jumpPoint.jumpLocation, direction,
agent.maxSpeed, false);

4 Pea.rmayeM MeToA AA Bb160pa CKOPOCTH B 3aBUCHUMOCTH OT LIEJIH:

protected void CalculateTarget ()

(

}

target = new GameObject();
target.AddComponent<Agent> () ;

//BuumcnuTs BpeMs Mpexka

float sqrtTerm = Mathf.Sqrt(2f * gravity.y *
jumpPoint.deltaPosition.y + maxYVelocity * agent.maxSpeed);

float time = (maxYVelocity - sqrtTerm) / gravity.y:

//TlpoBEpUTL MOMYCTUMOCTL M MPY HEOOXOMMMOCTM BHUMCIUTL APYroe BpeMd

if (!CheckJumpTime (time))

{

time = (maxYVelocity + sqrtTerm) / gravity.y;

5. PeanuayeM ¢yHKIMIO BBIYHCJIEHUS BDEMEHH:

//BHyTpeHHuMit BcnoMorarTenbHut MeTon and ¢yHkumu CalculateTarget private
bool CheckJumpTime (float time)

{

/ /BHYMCIUTL FOPU3OHTANILHYD CKOPOCTbH

float vx = jumpPoint.deltaPosition.x / time;
float vz = jumpPoint.deltaPosition.z / time;
float speedSq = vx * vx + vz * vz;

//TlpoBepuTs NONyueHHOe pelleHue Ha AOMYCTUMOCThb

if (speedSq < agent.maxSpeed * agent.maxSpeed)

{
target.GetComponent<Agent> () .velocity = new Vector3(vx, 0f, vz);
canAchieve = true;
return true;

}

return false;
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6. Ilepeonpeaesnm MeTos Awake. CaMbIM BaXXHBIM 3/1€Ch SIBJISIETCS K3-
IIMPOBaHHe CCHUIOK Ha APYrve MpHCOeAMHEHHBIE MOJEIH TOBexe-
HMsI, 4TO MPUAAET CMBICH GyHKIUM Isolate:

public override void Awake()

{

}

base.Awake () ;
this.enabled = false;
projectile = gameObject.AddComponent<Projectile>();
behaviours = new List<AgentBehaviour>();
AgentBehaviour(] abs;
abs = gameObject.GetComponents<AgentBehaviour>();
foreach (AgentBehaviour b in abs)
{

if (b == this)

continue;

behaviours.Add (b) ;

} .

7. Ilepeonpenesnm MeTox GetSteering:

public override Steering GetSteering()

{

Steering steering = new Steering():

// TipoBepuTb Hanuuue TPAaeKTOPUM M, eQNIX OHa OTCYTCTBYeT,
// cospare ee.
if (jumpPoint != null && target == null)
{

CalculateTarget();
}
//TipoBepuTh PaBEHCTBO TPAEKTOPMM HYMD.
//Ecnu HeT, yckopeHue He Tpebyercs.
if (!canAchieve)
{

o

return steering;
}

//TlpoBepuTb monafakue B TOYKY NPLDXKA
if (Mathf.Approximately((transform.position -
target.transform.position) .magnitude, 0f) &&
Mathf.Approximately ((agent.velocity -
target.GetComponent<Agent> () .velocity) .magnitude, Of))
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DoJump () ;
return steering;

}

return base.GetSteering();

}

Kak ato pab6oraer...

AJrOpUTM, OCHOBBIBAsICb Ha CKOPOCTH areHTa, ONpeessieT, CMOXET JIK
areHT JAONPbICHYTH A0 MJIOWIAAKH NPU3eMJIEHHU. 3ajaBaeMast 1ieJIb OIpe-
nesiet, 6yaeT M BBITOJIHEH MPBIXKOK, H €CJIM aTeHT COCOGEH ero coBep-
IMTh, GyAET cesaHa MonbiTKa noabopa BEPTHKAJIbHON CKOPOCTH ISt
NpHU3eMJIEHHS Ha LeJIEBYIO IIOIAKY.

Y1o panbwe

qT06bl MNOJIYYUTb 3aKOHYEHHYIO CUCTEMY IIDBIXKKOB, HCOéXOlIHMbI nJo-
aaKu Ajas Hpb[)KKa N NPHU3EMJICHUSI. Hnomamcn AOJI)KHbI UMETb KOM-
noHeHTH! Collider, HacTpoeHHble kak Tpurrepbl. KpoMe Toro, xak ymno-
MHHAJIOCh pPaHee, K IIolaaKaM MOXeT norpe6ona'rbc51 TNMPHCOEANHHUTD
koMmmnoHeHT Rigidbody, kak mokasano Ha puc. 1.7.

3
v ¥ ¥ gox Collider
£7% 7 Edit collider
Is Trigger v
M None {Physic Material)
X0 Y
Y &
¥ 4  Rigidbody
Mass
Jrag
Angular Drag
Use Gravity
Is Kinematic

Interpolate

v Landing Location (Script)
pt R Landinalocatir

Puc. 1.7

Kak nosicHsieTcs1 HuXKe, K IJIOIAAKaM HYXHO TaK)Ke NMPUCOeIUHUTH
cueHapuu MonoBehaviour.
Crenymoumii clieHapHii Hy>KHO NPUCOEANHUTS K IJIOMIaiKe MPbKKa:
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using UnityEngine;

public class JumpLocation : MonoBehaviour

{

public LandingLocation landingLocation;

public void OnTriggerEnter (Collider other)
{
if (!other.gameObject.CompareTag("Agent"))
return;
Agent agent = other.GetComponent<Agent> () ;
Jump jump = other.GetComponent<Jump> () ;
if (agent == null || jump == null)
return;
Vector3 originPos = transform.position;
Vector3 targetPos = landingLocation.transform.position;
jump.Isolate(true);
jump.jumpPoint = new JumpPoint (originPos, targetPos);
jump . DoJump () ;
}

A crnepytomuii — K niollaike MpU3eMJIEHHUS:

using UnityEngine;

public class LandingLocation : MonoBehaviour

{

}

public void OnTriggerEnter (Collider other)
{
if (!other.gameObject.CompareTag("Agent"))
return;
Agent agent = other.GetComponent<Agent>();
Jump jump = other.GetComponent<Jump>();
if (agent == null || jump == null)
return;
jump.Isolate (false);
jump.jumpPoint = null;

Monesnble ccbiikn
Q Peuenr «Cmpenvba cnapadamu».
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Hasvrauwus

B 3T0i1 rnaBe paccMaTpPUBAIOTCA Cneayiowue peuenTb:

npeacTaBneHne UrpoBoro Mnpa c NOMOLLLIO CeTew;

npeacTasneHne UrpoBoro Mupa c NoMoLubio obnacrein Aupuxne;
npeAacTasneHne UrpoBoro Mupa c NOMOLLBLIO TOYEK BUANMOCTH;
npeacrasneHne urposoro Mmmpa ¢ NOMOLLLIO HaBUrauOHHOro MeLwa,
nouck Bbixoaa u3 nabrMpuHTa c NoMoLbio anroputma DFS;

NOUCK KpaTyaiiwero Nyt B CETHU C NOMOWbio anroputma BF S;

NOWCK KpaT4aiLLero Nyt ¢ NOMOLLLIO anropuTMa JenkcTpel;

NONCK ONTUMaNbLHOrO NYTU C NOMOLLILIO anropuTma A,

YNYuLWEHHbI anroputMm A* C MEHbLUMM MCNONb30BaHUEM NaMATU —
anroputm IDAY;

nnaHWpoBaHWe HaBurauMuM Ha HeckOonbkKO KaapoB Bnepea: Nowuck
C KBaHTOBaHUEM BPEMEHU;

crnaxvseaHue MapupyTa.

©C O 000000000

BseaeHve

B aT0it ri1aBe paccMaTpHBaIOTCSA AJITOPUTMBI NMOKCKA JJI CJI0KHBIX CLe-
HapueB HaBurauu. VirpoBbie MUpbI 0GBIYHO NPEACTABIISIOT CO60i CI0XK-
HbIE CTPYKTYDBI, 6y1b 3TO JaGMPHHT, OTKPBITIA UTPOBOI MUP MJIH YTO-TO
MPOMeXXYTOYHOEe MexX Ay HUMH. [I03TOMYy 4711 pelieHHst TaKoro poja 3aaay
TpebyeTcsi N(pHMeHeHHe Pa3InYHbIX METOAOB.

PaccMOTpHM HECKOJIBKO CMOCOOOB NPEACTaBJIEHHS MIPOBBIX MHDOB,
HCTOJIb3YIOIIMX pa3Hble BUABI rPacdoBLIX CTPYKTYP, U HECKOJIbKO ajro-
PUTMOB MOMCKA MYTH, TOAXOASIUX AJI51 KOHKPETHBIX CUTyaLlHit.

CTouT OTMETHUTD, YTO AITOPUTMBI IOUCKA ONMUPAIOTCS HAa TaKHe METO-
abl, Kak Seek u Arrive, paccMOTpeHHbIE B IIpebIAY1IIeii r1aBe ¥ IPUMEHsie-
Mbl€ 1151 llepeMellleHUs Ha KapTe.
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MpeAcTasAeHVe Urposoro Mmpa C NOMOLLLIO
ceTten

CeTb zfot APYrux CTPYKTYp HCNOJIb3YETCS AJIsA IPEACTaBJIEHHUs UTPOBBIX
MHPOB, IOCKOJIbKY OHa JIETKO peainayercs M orobpaxcaercs. Tem He MeHee
UX (pyHAaMEHTOM SIBJSAIOTCS IPOJBUHYThIE NIPEACTaBJI€HHs], OCHOBaHHbIE
Ha TeopuH H cBoiicTBaX rpagos.

Moaroroska

Ipexne Bcero co3aaanM abCTpakTHBIN kjaacc rpadoB Graph U 06BSIBUM
B HEM BHPTYaJIbHble METOABI, Peasn3yiomine Bce rpadoBbie NpeacTaBe-
Hus. Takoe pelleHye BHIOPAHO MOTOMY, YTO HE3ABUCHMO OT BHYTPEHHETO
Npe/ICTaBJIeHHs] BEPIIMH U pebep airopuTMBI OKCKA MYTH AOJDKHBI Olle-
PHPOBATh CYIIHOCTSMH G0JIee BHICOKOrO YPOBH;I, YTO NTO3BOJIMT U30eXaTh
peaM3anuy aIropMTMOB JJIs KaXKA0ro BUAa rpa¢oBOro NpeAcTaBIeHMs.

ITOT KJIacC MOCTYKUT POAUTEIBCKUM KJIACCOM JJIsI Pa3/IHYHbIX BUJOB
npe/CTaBJIeHH, paCCMaTPHBAEMBIX B 3TOii IJIaBe, M CTaHET XOPOILEei OT-
NpaBHOi1 TOYKOIA AJIs peayIM3alMi rpa¢OBbIX NPEACTABIEHHI, HE ONHCaH-
HBIX B KHHTE.

Ornpenenenye kiacca Graph MPUBOAUTCS HHXKeE:

1. Co3maauM OCHOBY CO CBOICTBaMH;

using UnityEngine;
using System,Collections;
using System.Collections.Generic;

public abstract class Graph : MonoBehaviour

{
public GameObject vertexPrefab;
protected List<Vertex> vertices;
protected List<List<Vertex>> neighbours;
protected List<List<float>> costs;
// nanbHeiwas peanu3auua OMUCHBAETCA Huxe

}
2. OnpegenuM yHkImio Start:

public virtual void Start()
{
Load() ;
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3. OnpenennM ynoMsaHyTyio ¢pyHknuio Load:
public virtual void Load() { )
4. Peanu3yeM pyHKLUIO 47151 NoydeHUsI pa3Mepa rpada:

public virtual int GetSize()
{
if (ReferenceEquals(vertices, null))
return 0;
return vertices.Count;

}

5. OnpeaenuM ¢GyHKIHIO TOKUCKa GMKaRIIMX BEPUINH AJIS 3aJaHHOM
NO3ULUH:

public virtual Vertex GetNearestVertex(Vector3 position)
{

return null;
}

6. PeaymayeM ¢yHKLHIO NOJTy4eHUs BEPLUIMHBI 10 MAEHTUHKATODY:

public virtual Vertex GetVertexObj (int id)
{
if (ReferenceEquals(vertices, null) || vertices.Count == 0)
return null;
if (id < 0 || id >= vertices.Count)
return null;
return vertices[id];

}
7. Peanusyem ¢yHKUMIO U3BJIEYEHHS COCEHUX BEPILUH:

public virtual Vertex[]) GetNeighbours (Vertex v)
{
if (ReferenceEquals(neighbours, null) || neighbours.Count == 0)
return new Vertex(0];
if (v.id < 0 || v.id >= neighbours.Count)
return new Vertex[0];
return neighbours(v.id].ToArray();
}

Ham Takxe norpebyercs kaacc Vertex:

using UnityEngine;

using System.Collections.Generic;
[System.Serializable]

public class Vertex : MonoBehaviour
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public ‘int id;

public List<Edge> neighbours;
[HideInInspector]

public Vertex prev;

}

U xnacc naist xpaHeHHst cOce AHUX BEPILHH C UX cTouMOoCTsIMU. Hazoeem
ero Edge u peanusyem:
1. Onpenenum kaacc Edge, Hacaenyomuit IComparable:

using System;

[System.Sepializable]
public class Edge : IComparable<Edge>
{
public float cost;
public Vertex vertex;
/| nanvHeiwas peanu3auMA OMMUCHBAETCA HMKE
}

2. Peanu3syeM KOHCTPYKTOD:

public Edge(Vertex vertex = null, float cost = 1f)
{

this.vertex = vertex;

this.cost = cost;

}
3. OnpenenviM MeTOa CPaBHEHUS:

public int CompareTo(Edge other)
{
float result = cost - other.cost;
int idA = vertex.GetInstancelD();
int idB = other.vertex.GetInstanceID();
if (idA == idB)
return 0;
return (int)result;

}
4. PeanmnsyeM (yHKUHIO CPaBHEHHUS ABYX pebep:

public bool Equals(Edge other)
{
return (other.vertex.id == this.vertex.id);
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5. Ilepeonpenenum ¢pyHKLUHUIO CPaBHEHHS ABYX OGBHEKTOB:

public override bool Equals(object obj)
{
Edge other = (Edge)obj;
return (other.vertex.id == this.vertex.id);

}

6. Ilepeonpenenum ¢pyHKUHUIO H3BIeYeHUS X3lI-Koaa. OHa HeoOxoau-
Ma 17151 IpeAbIAYILer0 METOa:

public override int GetHashCode ()
{
return this.vertex.GetHashCode();

}

KpoMe npuBeaeHHbIX Bhllle K1acCOB, He0OX0AMMO TaKXe ONpeaeUTb
napy wa6s0HHBIX 06bexToB (prefab), ocHoBaHHBIX Ha Ky6UYecKuX MpH-
MUTHBAX, IJ151 BU3yalu3aluy 3eMJu (HarpuMep, ¢ MOMOLIbIO KyGHu4ecko-
ro NPUMUTHBA HU3KOIl BBICOTHI), CTeH U NMpoyux npenstcTBuit. Ceblika
Ha ma6IoHHBI 06bEKT 3eM/IM IPUCBaNBaeTCs epeMeHHON vertexPrefab,
a CChUIKA Ha MabJOHHBIN 0OBEKT CTEH — NIepeMeHHOI obstaclePrefab, ko-
Tophlie 6yAYT OOBABJIEHDI B CJIEAYIOLIEM pa3eie.

Haxkonet, co3aaaum kaTanor Maps AJ1s1 XxpaHeHusl TEKCTOBBIX (haiisioB,
OIpeeISIOUIMX KapThI.

Kak 3To peanu3oBartb...

A Tenepb yriyGuMcs B AeTanu peanu3sanuu ceteBoro rpacda. CHayana pea-
nu3yeM Bce GyHKUMK 06paboTku rpada, MpeayCMOTpeB MECTO AJisl pa3-
MelleHHsT TeKCTOBbIX (paiijioB, a B CJIeAYIOLIEM pa3fiesie HAyYUMCS YUTaTb
(aitnbl ¢ pacmiupeHyHeM .map, YaCTO UCMOJIb3yeMbIe B UTpaXx:

1. Onpeaennm kiacc GraphGridr, Hacaeayommit kaacc Graph:

using UnityEngine;

using System;

using System.Collections.Generic;
using System.IO;

public class GraphGrid : Graph

{
public GameObject obstaclePrefab;
public string mapName = "arena.map";
public bool get8Vicinity = false;
public float cellSize = 1f;
[Range (0, Mathf.Infinity)]
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}

public float defaultCost = 1f;

[Range (0, Mathf.Infinity)]

public float maximumCost = Mathf.Infinity;
string mapsDir = "Maps";

int numCols;

int numRows;

GameObject[] vertexObjs;

// 310 Heobxommo

// nna uTeHua u3 TecroBoro faina

// B cnenypuem pa3mene

bool[,] mapVertices;

// manvHeiiwas peanu3auus OMMUCHBAETCH HIXE

2. Onpeaennm dyHkuunu GridToIld u IdToGrid mpeo6pa3oBaHus MO3u-
LIMH B CETH B MH/IEKC BEPLIMHEI ¥ 0OPaTHO COOTBETCTBEHHO:

private int GridToId(int x, int y)

{

)

return Math.Max (numRows, numCols) * y + x;

private Vector2 IdToGrid(int id)

{

}

Vector2 location = Vector2.zero;
location.y = Mathf.Floor(id / numCols);
location.x = Mathf.Floor(id % numCols);
return location;

3. Onpenenum pynkuuio LoadMap 151 yTeHus1 TeKCTOBOrO haitna:

private void LoadMap(string filename)

{

}

// 3mech GynmeT peanu3oBaHa

// npouenypa urenus daitnos

// ¢ ucnome3soBanuem

// vertices[i, j] mna noruku npencraBneHus U

// vertexObjs[i, j] mnA XpaHeHMs HOBHX 3K3eMMNAPOB
// waBNOHHHX OGBEKTOB

4. Tlepeonpenenum pyukumio LoadGraph:

public override void LoadGraph ()

{

}

LoadMap (mapName) ;
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. Ilepeonpenenum dyHkumio GetNearestVertex. 3aech ucnosb3yercs

TPaAMLMOHHBIA NMOAX0J, He PaCCMaTPUBAIOLIMI MOJyYEHHYIO Bep-
IIMHY B KayecTBe npensTcTBus. B nanbHeiimeM oHa 6yaeT yyylieHa:

public override Vertex GetNearestVertex(Vector3 position)
{

position.x = Mathf.Floor (position.x / cellSize);

position.y = Mathf.Floor(position.z / cellSize);

int col = (int)position.x;

int row = (int)position.z;

int id = GridTold(col, row);

return vertices([id];

}

. ITlepeonpenesum dpyHkuMIo GetNearestVertex u peasnsyem B Heii ai-

roput™ noucka B mupuny (Breadth-First Search, BFS), xoropsiit
GyneT onmucaH HMXE B ITOM e IJIaBe;

public override Vertex GetNearestVertex (Vector3 position)
{

int col = (int) (position.x / cellSize);

int row = (int) (position.z / cellSize);

Vector2 p = new Vector2(col, row);

// DanbHeiwas peanu3auus OMUCHBAETCA HIXe

}

. OnpexenuM CNUCOK NMPOBEPEHHBIX MO3UIMIT (BEPLUIMH) U OYepenb

MO3ULIMIA, KOTOpbI€ ellle NMPEeACTOUT MPOBEPHUTD:

List<Vector2> explored = new List<Vector2>();
Queue<Vector2> queue = new Queue<Vector2>();
queue.Enqueue (p) ;

. Cnenylomnﬁ IIMKJI BBIMOJIHAETCS, ITOKA B O4Y€peaAHu OCTAIOTCS HENpo-

BepeHHble 3j1eMeHTh. Ecn Bce ajieMeHThl NpoBepeHbl, BO3Bpallia-
ercsinull:

do
{
p = queue,.Dequeue();
col = (int)p.x;
row = (int)p.y;
int id = GridToId(col, row);
// nanbHeiwas peanusauua ONMMCHBAETCA HiKe
} while (queue.Count != 0);
return null;
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9. Ecsm ato A0NyCTHMas BEpIINHA, HEMEAJIEHHO U3BJIEKAEM €€:

if (mapVertices[row, col])
return vertices(id];

10. Jo6aBUM MO3MLMIO B CIIMCOK MPOBEPEHHBIX, €CIIM €€ ellle TaM HET:

4f (lexplored.Contains(p))
{
explored.Add (p) ;
int i, 3
// manbheiwas peanu3auma OMMUCHBAETCHA HUXe

}
11. To6aBuM Bcex AOMYCTHMBIX cOCeieii B OYepeab:

for (1 = row = 1; i <= row + 1; i+4)
{
for (j = col - 1; j <= col + 1; j++)
{
if 1<01]3<0)

continue;

if (j >= numCols || i >= numRows)
“continue;

if (1 == row && j == col)
continue;

queue.Enqueue (new Vector2(j, i));
}

Kak ato pa6oraer...

MNpencrasnexue MpeacTasneHue B BuAE BeKTOpa
B BUAE CETH (yHuBEpCanLHOE)

ol112 LTI Te]7Te]
314|535
6|7|8

Puc. 2.1 < MNpeo6Gpa3osaHne NO3NLUIA
13 ABYMEepHOro B 0AHOMEepHOe NpeacTaBneHve




68 < Hasurauvs

AJITODHTM HCNOJIb3YeT CBOM BHYTpeHHHe (YHKILMH IJIs aJanTaluu
ob6Lien0oCcTYNHBIX (YHKIIMIA, YHACIEIOBAaHHBIX OT POAMTEJBCKOrO KJIacca,
1 mpeobpa3yeT MO3MLUM M3 ABYMEPHOIO B OJHOMEPHOE NPEACTABJIEHHE
(MHIEKC BePILINH) C TPUMEHEHNEM MPOCTBIX MaTeMaTHYeCKUX (pyHKIHIA.

@yHkuuio LoadMap BbI AOXKHBI PeaM30BaTh CaMM, HO B CJIEAYIOLIEM
pa3zene 6yaeT MpeaCTaBJeH OAMH U3 BO3MOXHBIX €€ BADHAHTOB AJIs1 YTe-
HUS onpe/ieJIeHHbIX BUJOB TEKCTOBBIX (aiijioB ¢ kapTaMH, OCHOBAHHLIMU
Ha ceTsX.

AononuutenbHana uHpopmauus...

PaccMoTpuM oaMH U3 BApHaHTOB peayn3aluu GpyHkuuu LoadMap, ucmosib-
30BaB B kauecTBe npuMepa ¢aiia B popMaTe .map:
1. Onpexenum 3Ty yHKUMIO M co3gaauM obbexT StreamReader aJis
yreHus ¢aiina;

private void LoadMap(string filename)
{
string path = Application.dataPath + "/" + mapsDir + "/" + filename;
try
{
StreamReader strmRdr = new StreamReader (path);
using (strmRdr)
{
// manbHeiiwas peanu3auus ONMUCHBAETCA Huxe
}
}
catch (Exception e)
{
Debug.LogException(e) ;
}
}

2. O6bSABUM H MHMIMAIH3HMPYEM HeOOX0AMMbIE IIEpEMEHHBIE:

int j = 0;
int i =0;
int id = 0;

string line;
Vector3 position = Vector3.zero;
Vector3 scale = Vector3.zero;

3. IpouuTaem 3aroJioBok (aitsa, comepxKalHii BRICOTY U LIHPUHY:

line = strmRdr.ReadLine();// crpoka, He comepxauas BaxHOJ MHbOpMALMK
line = strmRdr.ReadLine();// Bucora
numRows = int.Parse(line.Split(' ')[1]);
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line = strmRdr.ReadLine();// umpuua
numCols = int.Parse(line.Split(' ')[1]);
line = strmRdr.ReadLine();// crpoka "map" B Qaiine

. I/IHMuMaJIHSpreM CBOMCTBAa, BBIZIEJIUB [JIS1 HUX NaMSTh:

vertices = new List<Vertex>(numRows * numCols);
neighbours = new List<List<Vertex>>(numRows * numCols);
costs = new List<List<float>>(numRows * numCols);
vertexObjs = new GameObject [numRows * numCols];
mapVertices = new bool [numRows, numCols];

3 Onpe,ueJmM uMka for anst 06xona CHMBOJIOB B CJIEAYIOLIMX CTPOKaX:

for (i = 0; i < numRows; it++)
{
line = strmRdr.ReadLine();
for (j = 0; j < numCols; j++)
{
// manbHeitmas peanMs3auma OMUCHBAETCA Hioke
}
}

IIprcBOMM JIOTHYECKOMY NPEJCTaBJIEHHIO CUMBOJIa 3HaYeHHe true
niu false:

bool isGround = true;
if (line[j] !="'.")

isGround = false;
mapVertices[i, j] = isGround;

. Co3maauM 3k3eMIiap 1abJI0HHOro 06 beKTa:

position.x = j * cellSize;
position.z = i * cellSize;
id = GridToId(j, i);
if (isGround)
vertexObjs[id] = Instantiate(vertexPrefab, position,
Quaternion.identity) as GameObject;
else
vertexObjs[id] = Instantiate(obstaclePrefab, position,
Quaternion.identity) as GameObject;

. Jlo6aBuM HOBBIiT UTPOBOIt 06bEKT B rpag U AagUM eMy COOTBETCT-
ByIOLIIEE UMST: .

vertexObjs(id] .name = vertexObjs(id].name.Replace(" (Clone)",
id.ToString());

Vertex v = vertexObjs([id].AddComponent<Vertex>();

v.id = id;
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10.

11.

vertices.Add(v);

neighbours.Add (new List<Vertex>());

costs.Add (new List<float>());

float y = vertexObjs[id].transform.localScale.y;

scale = new Vector3(cellSize, y, cellSize);
vertexObjs[id].transform.localScale = scale;
vertexObjs[id].transform.parent = gameObject.transform;

. Ol'[pelle]IMM ABa BJIOKEHHBIX LIMKJIAa Cpa3dy IOCJI€ NMpEeabIAYLIEro,

4TOOBI HACTPOUTD COCEAElt AJIs1 KAXKAON BEPLIMHBDL

for (i = 0; i < numRows; i++)
{
for (j = 0; j < numCols; j++)
{
SetNeighbours (j, 1i);
}
}

Onpenenum ¢pyHKIHIO SetNeighbours, HCIIOIb3yEMYIO BBILLE;

protected void SetNeighbours(int x, int y, bool get8 = false)
{

int col = x;
int row = y;
int i, j;

int vertexId = GridToId(x, y);
neighbours[vertexId] = new List<Vertex>();
costs[vertexId] = new List<float>();
Vector2[] pos = new Vector2[0];

/| nanvhelimas peanusauuMa ONMCHBAETCA Huke

}

BbluncIMM 3HaYeHHUs, COOTBETCTBYIOLINE OIMXKaNIINM BOCBMM BEp-
IMHaM (CBEPXY, CHU3Y, CIIpaBa, CJIeBa U 110 YriaM):

if (get8)
{
pos = new Vector2([8]; int c = 0;
for (i =row - 1; 1 <=row + 1; i++4)
{
for (j = col -1; j <= col; j++)
{
pos[c] = new Vector2(j, i);
Ctt;
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12. Hactpoum 6mxaiiline YyeToipe BepIUMHEI (KPOME YIJIOBBIX):

else
{
pos = new Vector2(4];
pos(0] = new Vector2(col, row - 1);

pos[1] = new Vector2(col - 1, row);
pos[2] = new Vector2(col + 1, row);
pos[3] = new Vector2(col, row + 1);

}

13. To6aBuM coceHHEe BEPIUMHBI B CTUCKU. DTO Ta e NPOLEeAYpa, 4TO
H as 6mokaimmx:

foreach (Vector2 p in pos)
{

i = (int)p.y:
j = (int)p.x;
if @ <01l 3j<0)
continue;
if (i >= numRows || j >= numCols)
continue;
if (1 == row && j == col)
continue;
if (!mapVertices[i, j])
continue;
int id = GridToId(j, i);
neighbours [vertexId] .Add (vertices[id]);
costs[vertexId].Add(defaultCost);

}

Mone3Hbie cCbiNku

3a gonosnHuTenbHON HHbOpPMalueii o ¢popmaTax KapT obpauraiiTech Ha
caiit 1abopamopuu Moving Al, BosrnaBisieMoii npocdeccopom CtepTeBaH-
toM (Sturtevant): http://movingai.com/benchmarks/, rae Takxe MoxHo
3arpy3uTb HEKOTOpbIe GeCTIaTHBIE KapThL.

MNpeacTasAneHne Urposoro Mupa C NOMOLLLIO
obnacTeir Aupuxae

O6nactu [lupuxie, Ha3bIBaeMble MO-APYromMy AuarpamMmoit Boposoro, —
OZtMH U3 crioco6oB pa3ieJieHst IPOCTPAHCTBA HA PETHOHBI, COCTOSLINE U3
HabOpOB TOYEK, PACIOJIOKEHHBIX K 3a/laHHOI TOuKe GJIMXKe, 4eM BCe MPO-
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yue. Takoe rpacuyeckoe MpeacTaBjieHre IOMOraeT pa3fiejMTh NMPOCTPaH-
CTBO C MOMOLIBIO NPUMUTHUBOB Unity MM Melueit, YTO He MOJHOCTBIO CO-
OTBETCTBYET ONpeJesieHHIO, a SIBJISIETCSI MPOCTO MCIONb30BaHUEM HIeH
B Ka4yecTBe CPEACTBa AOCTHXEHMS KOHeuHoii nean. Ob6aactu [Aupuxie
06BIYHO 0TOOPAXKAIOTCS B BUJE KOHYCOB, OrPaHMYMBAIOIIMX 061aCTh AJIs
JaHHOI BePUIMHBI, HO 3/1ECh 3TOT IPHHLIMI aJaNTUPOBaH NMOJ KOHKPETHbIE
HYXZbl ¥ UMEIOIUECS HHCTPYMEHTHL.

Puc. 2.2 < MNpumep anarpammel, nam nonnroHa BopoHoro

MoarotoBka

Ilepen onpeneneHuem HoBoro kjacca rpada Graph cosmaauM KJjacc
VertexReport, 3aTeM BHeceM HEKOTOpble U3MEHEHHs1 B Kjacc Graph M J0-
6aBuM B TpoexT Ter Vertex:
1. ITomecTuM omnpenesneHue knacca VertexReport B TOT ke ¢aii, nepen
KJ1accoM Graph:

public class VertexReport
{
public int vertex;
public GameObject obj;
public VertexReport (int vertexId, GameObject obj)
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A

{

vertex = vertexId;
this.obj = obj;

1

O6partnTe BHUMaHWE, 4TO K 0ObekTaM BeplnH B cueHe HeobxoauMo
NPUCOeANHNTL KOMMNOHEHT konnaiaepa v Ao6asuTb Ter Vertex. ATn
06beKTbl MOryT ObiTb NPUMUTUBAMWU UNN MELLIAMWN, OFpaHUYNBAIOLL-
MU MakCUManbHbI pa3mep o6nacTu, paccMaTpuBaeMoi Kak y3en ans

BEPLUWHDI.

Kak ato peanu3oBarTb...

Pa3o6beM atoT peuenT Ha ABe YacTu. CHayasa OmpeaesMM peau3aluio
BEPLIHH, a 3aTeM nepeiizieM k rpady:

1.

OnpegennM kiacc VertexDirichlet, Hacaexyromuit knacc Vertex:

using UnityEngine;
public class VertexDirichlet : Vertex
{
// naneHeiwas peanu3auMsA ONMCHBAETCA HUXe

}

OnpeaeanM ¢yHkuuio OnTriggerEnter masi perucrpaunu ob6bekTa

B TeKyllell BepIIUHeE:

public void OnTriggerEnter (Collider col)
{
string objName = col.gameObject.name;
if (objName.Equals("Agent") || objName.Equals("Player"))
{
VertexReport report = new VertexReport(id, col.gameObject);
SendMessageUpwards ("AddLocation", report);

!

. Onpenenum dbyHkuuio OnTriggerExit aus o6paTHOIA mpoeaypo:

public void OnTriggerExit (Collider col)
{
string objName = col.gameObject.name;
if (objName.Equals("Agent") || objName.Equals("Player"))
{
VertexReport report = new VertexReport(id, col.gameObject);
SendMessageUpwards ("RemoveLocation", report);
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4. Omnpenenum kiaacc GraphDirichlet, Hacieayrommit kiacc Graph:

using UnityEngine;
using System.Collections.Generic;

public class GraphDirichlet : Graph
{

Dictionary<int, List<int>> objToVertex;
}

. Peanusyem ¢pyHnknuio AddLocation, ucrosb3yemyio Bhllie:

public void AddLocation(VertexReport report)

[ int objId = report.obj.GetInstanceID();
if ('objToVertex.ContainsKey(objId))
[ objToVertex.Add(objId, new List<int>());
;bjToVertex[obde].Add(report.vertex);

}

. OnpenennM Takxe pyHkuuio RemoveLocation:

public void RemoveLocation (VertexReport report)
{
int objId = report.obj.GetInstancelD();
objToVertex [objId].Remove (report.vertex);

}

. Ilepeonpeaenum pyHkuuIo Start a1 MHULMATU3ALUH CBOICTB:

public override void Start()
{

base.Start();

objToVertex = new Dictionary<int, List<int>>();
}

PeannayeM ¢yHuuio Load, KoTopasi MOAKJIIOYUT BCE, 4TO HeobXo-
AMMO:

public override void Load()
{
Vertex([] verts = GameObject.FindObjectsOfType<Vertex>();
vertices = new List<Vertex> (verts);
for (int i = 0; i < vertices.Count; i++)
{

VertexVisibility vv = vertices[i] as VertexVisibility;
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vv.id = i;
vv.FindNeighbours (vertices);

}
9. IMepeonpenemm pyHKIHIO GetNearestVertex:

public override Vertex GetNearestVertex(Vector3 position)
{
Vertex vertex = null;
float dist = Mathf.Infinity;
float distNear = dist;
Vector3 posVertex = Vector3.zero;
for (int i = 0; i < vertices.Count; i++)
{
posVertex = vertices[i].transform.position;
dist = Vector3.Distance(position, posVertex);
if (dist < distNear) )
{
distNear = dist;
vertex = vertices[i];

}
return vertex;

}

10. OnpenennM neperpy>xeHHYI0 Bepcuio pyHKLHH GetNearestVertex,

NPUHMMAIOLIYIO UTPOBOf OOBEKT:

public Vertex GetNearestVertex(GameObject obj)
{
int objId = obj.GetInstanceID();
Vector3 objPos = obj.transform.position;
if (!'objToVertex.ContainsKey(objId))
return null;
List<int> vertlds = objToVertex[objId];
Vertex vertex = null;
float dist = Mathf.Infinity;
for (int i = 0; i < vertIds.Count; it++)
{
int id = vertIds[i];
Vertex v = vertices[id];
Vector3 vPos = v.transform.position;
float d = Vector3.Distance (objPos, vPos);
if (d < dist)
{
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vertex = v;
dist = d;

}
return vertex;

}
11. Peanusyem dyHxuuio GetNeighbors:

public override Vertex[] GetNeighbours (Vertex v)
{

List<Edge> edges = v.neighbours;

Vertex[] ns = new Vertex[edges.Count];

int i;

for (1 = 0; i < edges.Count; it+)

{

ns[i] = edges(i].vertex;
}

return ns;

)
12. U Haxonel, onpeaeanM pyHkuuio GetEdges:

public override Edge(] GetEdges(Vertex v)
{

return vertices(v.id].neighbours.ToArray();

}

Kak ato paboraer...

Korza areHT 11 Hrpok BXOAMT B 06,1aCTh, MPUHAJIEXALLYIO BEPLIMHE, OH
ToChIaeT coobieHre poAUTEICKOMY Kiaccy rpada 1 ykasbiBaeT Ha Bep-
IIMHY B CJIOBape 06beKTOB, ynpouas auckperusaunio. Koraa urpok mo-
Kuzaet 06J1acTh, BHINOJIHsIETCs 06paTHOe aeiicTBue. Koraa urpok oro6pa-
XAeTCsl B HECKOJIbKO BEPIUMH, GYHKINSA BO3BpalllaeT MHAEKC 6mKaliiueit
M3 HUX.

KpoMe Toro, ucnosip3oBaHKe CI0Baps YNpPOLIAeT MpoLecc npeobpaso-
BaHUsS MAEHTH(HHMKATOPOB IK3EMIISPOB O0OBEKTOB B MHAEKCHI MaccuBa
BEpLIUH.

AdononHutenbHas nHpopmauums...

ViMeiiTe B BUAY, YTO NMPH MCHOJIb30BAaHMHM PEAIM30BAaHHOIO METOZA pa3-
MelleHHe BepIIMH M YCTAaHOBKa CBs3eil Mexay HUMH (pebpa) MOJKHbI
BBINOJIHATLCS Bpy4Hyo. Eciu Bam moHanobutcst Gosee ynoOHbIit (vau
aBTOMaTH3UPOBaHHBIN) MEXaHN3M, TONPOOYiiTe peajn30BaTh €ro CaMu.
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B crenyiouem perente Mbl pacCCMOTPHM TaKOi aBTOMaTU3WPOBaHHBII
CNIOCO6 TMOJTy4YeHHSI COCEAHUX BEPLIMH Ty TeM OTOPaCchIBAHHSI JIyyeil, KOTO-
PBIit MOXET MOCJIYXKHUTb OTIIPABHOM TOYKOM AJis1 pealn3aluH.

Mone3Hble CCbINKU

Q Peuent «IIpedcmasnenue uzpo6ozo Mupa c noMousbI0 Moex 6UOUMO-
cmu».

MpeAcTaBAEHWE UrPOBOro MUPa C NOMOLLLIO
TOYeK BUAMMOCTH

370 eue OOWH YaCTO NPUMEHsEMbll METOA TNpeACTaBJEHUs] UTPOBOro
MHpa B BHJE TOYEK, PACIOJIOKEHHBIX B 06/1aCTH HaBUral[MH, pa3Mellae-
MBIX BPYYHYIO WJIH aBTOMaTHYeCKH, C MOMOIIBIO ClieHapueB. 3/eCh UC-
NOJIb3YIOTCSI TOYKH, pa3MelllaeMble BPYYHYIO U IMOJKJIIOYaeMble aBTOMa-
THYECKH C NIOMOIIBIO CLIEHapH .

MNoaroTtoska
Tax e, kaKk B MpebIAYyLIEM DelenTe, CHayasla ONMpefe]UM, YTO HaM HO-
Tpebyercs:
O wumMemoumiics knacc Edge cienyer 1o6aBuTh B TOT xe aiis, nepex
KjaccoM Graph;
Q ompenenntb pyHkIHIO GetEdges B kacce Graph;
O peann3sobarth kiacc Vertex.

O6patute BHMMaHue, 41O K 06bekTamM BepLInH B cueHe Heo6xoammo
NpUCOeanHUTL KOMNOHEHT konnainaepa u nobasutb Ter Vertex. B ka-
yecTBe Konnanaepa pekoMeHAyeTCs UCnonb3osaTb NPUMUTUB CPepbl
Sphere.

Kak ato peanu3osarb...

Co3pmaaum kiace rpadoBoro npecTaBaeHUs K COOCTBEHHbII KJacc Vertex:
1. Omnpenennm knacc VertexVisibility, Hacneayrommii knacc Vertex:

using UnityEngine;
using System.Collections.Generic;

public class VertexVisibility : Vertex
{

void Awake ()

{
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neighbours = new List<Edge>():

}

2. Onpenenum ¢pyukuuio FindNeighbours asst aBTomaTu3anuu npoiec-
Ca COeIMHEHHS BEPILIMH MeXAY COOO0ii:

public void FindNeighbours(List<Vertex> vertices)
{

Collider ¢ = gameObject.GetComponent<Collider>();

c.enabled = false;

Vector3 direction = Vector3.zero;

Vector3 origin = transform.position;

Vector3 target = Vector3.zero;

RaycastHit[] hits;

Ray ray;

float distance = 0f;

// nanbHeiwas peanu3auMA OMMCHBAETCA Huke

}

3. OG6oiineM Bce 06bEKTHI, OTOpachiBasi JY4YH [Jisl TIPOBEPKH MPSAMOi
BHIMMOCTH, TIOMYTHO TOMOJIHAS CIIUCOK coceneii:

for (int i = 0; i < vertices.Count; it++)
{
if (vertices[i] == this)
continue;
target = vertices[i].transform.position;
direction = target - origin;
distance = direction.magnitude;
ray = new Ray(origin, direction);
hits = Physics.RaycastAll(ray, distance);
if (hits.Length == 1)
{
if (hits([0].collider.gameObject.tag.Equals("Vertex"))
{
Edge e = new Edge();
e.cost = distance;
GameObject go = hits[0].collider.gameObject;
Vertex v = go.GetComponent<Vertex>();
if (v != vertices[i])
continue;
e.vertex = v;
neighbours.Add(e) ;

}

}
c.enabled = true;
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4. Onpenenum knacc GraphVisibility:

using UnityEngine;
using System.Collections.Generic;

public class GraphVisibility : Graph
{
// nanbHeitwas peanu3auus ONUCHBAETCA HioKe

}

5. Onpenenum ¢yHKUMIO Load AJ1si CO3MaHUS CBsA3€il MEXAY BepIIH-
HaMH:

public override void Load()
{
Vertex[] verts = GameObject.FindObjectsOfType<Vertex>();
vertices = new List<Vertex>(verts);
for (int 1 = 0; 1 < vertices.Count; i+t)
{
VertexVisibility vv = vertices[i] as VertexVisibility;
vv.id = i;
vv.FindNeighbours (vertices);

}
6. Onpexnenum pyHkuuio GetNearesteVertex:

public override Vertex GetNearestVertex(Vector3 position)
{
Vertex vertex = null;
float dist = Mathf.Infinity;
float distNear = dist;
Vector3 posVertex = Vector3.zero;
for (int i = 0; i < vertices.Count; it++)
{
posVertex = vertices[i].transform.position;
dist = Vector3.Distance(position, posVertex);
if (dist < distNear)
{
distNear = dist;
vertex = vertices[i];

1
return vertex;
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7. OnpenenuMm ¢pyHkuuio GetNeighbours:

public override Vertex[] GetNeighbours (Vertex v)
{

List<Edge> edges = v.neighbours;

Vertex[] ns = new Vertex[edges.Count];

int i;

for (i = 0; i < edges.Count; it+)

{

ns(i] = edges[i).vertex;
}

return ns;
1

8. U HakoHel, nepeonpeneanM ¢pyHKIHUIO GetEdges:

public override Edge[] GetEdges (Vertex v)
{

return vertices|[v.id].neighbours.ToArray();

}

Kak ato paGoraer...

Poautensckuii knacc GraphVisibility BrimosHsieTr 06x0a BCeX BepLIMH
B ClieHe M MpUMeHseT K Kaxaoit pynkuuio FindNeighbours, yTo6s1 aBTO-
MaTHYeCKH c03JaTh rpacg, HO UCXOAHBIE BUAUMBIE TOYKH JOJDKHBI pa3Me-
watbcst BpyuHyio. KpoMe toro, paccTosinne Mexay AByMst TOYKaMH OIIpe-
AensieT CTOMMOCTb COOTBETCTBYIOILEro pebpa.

AdononuutenbHaa uupopmaums...

Pe6paMu COeIMHAIOTCSI TOJIBKO TOYKH, HAXOMASAIIHECS B NPSAMOi BUAUMO-
CTH APYT C APYroM. DTO pellieHHe MOAXOAUT TaKXKe A/ CO3AAHUS UHTEJI-
JIEKTyaJIbHbIX rpad)0B, yYUTHIBAIOIIMX JECTHUIIBI M CKAJIbl, HYXKHO JIUILIb
noMecTuTh GYHKUHIO Load B JOCTYNHBI M3 peJaKTopa KJacc, YToObI ee
MOXHO OBIJIO BBI3BATH B PEXMME DPeJAKTHPOBAHHSI, C BO3MOXHOCTDHIO
JanbHellIero H3aMeHeHHsI UM YAaJeHUsl COOTBETCTBYIOIMX pebep, A
JOCTUXKEHHS HY)KHOTO pe3yJjibTaTa.

BepHuTtecs k pasaeny «ITodzomoexa» U3 NpeAbIAYIIETO peELENTa, eCIN
MOYYBCTBOBAJIY, YTO YIYCTHJIM YTO-TO Ba)KHOE.

3a pomosHUTENbHON HH(OPMalHeii 0 N0JIb30BaTeIbCKUX PEAaKTOPaX,
peJaKTope ClieHapHeB U NOpPsiAKe BbINOJHEHHUsI KOJa B Pe)XXMMe pelaKTH-
poBaHus obpamaiitech k 1okyMenTanuu Unity:

O http://docs.unity3d.com/ScriptReference/Editor.html;
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O http://docs.unity3d.com/ScriptReference/ExecutelnEditMode.
html;

Q http://docs.unity3d.com/Manual/PlatformDependentCompila-
tion.html.

NonesHble CCbINKM
Q Peuent «IIpedcmaenenue uzposozo mupa ¢ nomoupto obracmeti [Ju-
puxnes.

MNpeacTasAeHWe UrposBoro MMpa C NOMOLLLIO
HaBUraUWOHHOIO MeLa

B C/10)KHBIX CUTYaL[UsIX, HAPHUMeP KOria MPUMEHAETCS HECKOJIbKO BUIOB
rpacoB, a py4yHoe pa3MellleH!e BEPIIMH CJIHIIKOM XJIONOTHO, MOCKOJIBKY
Tpe6yeT MacChl BpeMeHH 1S TOKPLITUSA 60JIbIIMX 061acTeit, He06X0AMMO
HCT0JIb30BaTh HABUTallMOHHBII MeLll.

ToatoMy ceityac Mbl MOCMOTPHM, Kak U3 Mellla MOZIeJIU TOJY4YUTDb Ha-
BUTaLIMOHHBII Melll, UCNIOJIb3Ysl B KA4€CTBE BEPIINH LEHTPHI TPEYroJbHU-
KOB, ¥ 3aTeM 06paboTaTh €ro, Kak ONMUCHIBAJIOCH B NIPEABIAYILEM PELiENnTe,

Moproroska

dror peluent TpeGyeT ONpeAeEHHOTO OMbITAa CO3/IaHUS CLiEHapHeB AJis
ynpaBJIeHHs1 pelakTOpOM M NMOHHUMaHUs peaju3alliM TOYEK BUAUMOCTH
B rpacoBOM npezcTaBieHUHU. Takxke CTOUT OTMETHTD, YTO CLleHapHii aB-
TOMaTHYECKH CO3/1aeT SK3eMILIAD UrpoBoro obbexTa CustomNavMesh B cue-
He, ¥ eMy Heo6X0auM IIA6JIOHHBINH 06BEKT, TOA0GHO NMPOYMM rpacdoBbIM
NpeACTaBJIEHUSIM.

HaicoHen, Ham noTpe6yercs onpeaeantb kaacc CustomNavMesh, HacJie-
ayrouuit kaace GraphVisibility:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class CustomNavMesh : GraphVisibility

{
public override void Start()

{
instIdTold = new Dictionary<int, int>();

}
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Kak ato peanu3soBarb...

Co3naiuM OKHO pelakTopa, YTOGBI YIPOCTHUTD MPOLECC aBTOMATH3AIMH
1 oGoiTHCh Ge3 yTsokeneHus: GyHKUMM Start rpacda, 4To YpeBaTo 3amen-
JIEeHHeM 3arpy3KH CLIE€HBL.
1. Co3smaauMm knaacc CustomNavMeshWindow M momMecTHM ero B KaTajior
Editor:

using UnityEngine; using UnityEditor;
using System.Collections;
using System.Collections.Generic;

public class CustomNavMeshWindow : EditorWindow
{
// nanbHeiwas peanMsaums OMUCHBAETCA Huxe

}
2. To6aBuM aTpUGYTHI B OKHO pelaKTopa:

static bool isEnabled = false;
static GameObject graphObj;

static CustomNavMesh graph;

static CustomNavMeshWindow window;
static GameObject graphVertex;

3. PeanusyeM ¢pyHKIHIO IJIs1 HHULHAIM3ALMHU ¥ OTOOpa)XEHHS OKHa:

(MenuItem("UAIPC/Ch02/CustomNavMeshWindow")]
static void Init()
{
window = EditorWindow.GetWindow<CustomNavMeshWindow> () ;
window.title = "CustomNavMeshWindow";
SceneView.onSceneGUIDelegate += OnScene;
graphObj = GameObject.Find ("CustomNavMesh");
if (graphObj == null)
{
graphObj = new GameObject ("CustomNavMesh");
graphObj .AddComponent<CustomNavMesh> () ;
graph = graphObj.GetComponent<CustomNavMesh> () ;
}
else
{
graph = graphObj.GetComponent<CustomNavMesh> () ;
if (graph == null)
graphObj .AddComponent<CustomNavMesh> () ;
graph = graphObj.GetComponent<CustomNavMesh> () ;
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4. Onpenenum dyHkuuio OnDestroy:

void OnDestroy()
{
SceneView.onSceneGUIDelegate -= OnScene;

}
5. Peanmnsyem ¢ynkiuio OnGUI asist MPOPHCOBKY HHTEpbePa OKHa:

void OnGUI ()
{

isEnabled = EditorGUILayout.Toggle ("Enable Mesh Picking",

isEnabled);
if (GUILayout.Button("Build Edges"))
{
if (graph != null)
graph.LoadGraph () ;

}

6. PeannayeM mepBy1o NOJIOBUHY (pyHKUMH OnScene Aisi 06paboTKH
I[eJTYKa JIEBOM KHOIKOM MBIIIX Ha OKHE CLIEHBL:

private static void OnScene (SceneView sceneView)
{
if (!isEnabled)
return;
if (Event.current.type == EventType.MouseDown)
{
graphVertex = graph.vertexPrefab;
if (graphVertex == null)
{
Debug.LogError (*No Vertex Prefab assigned");
return;
}
Event e = Event.current;
Ray ray = HandleUtility.GUIPointToWorldRay(e. mousePosition);
RaycastHit hit;
GameObject newV;
// nanbHeiwas peanMsauus ONMMCHBAETCA HuUXE

}

7. Peaqusyem BTOpYI0 MOJIOBUHY (YHKUMH 06paGOTKH INETYKa Ha
Melle;

if (Physics.Raycast (ray, out hit))
{
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GameObject obj = hit.collider.gameObject;

Mesh mesh = obj.GetComponent<MeshFilter> () .sharedMesh;
Vector3 pos;

int i;

for (1 = 0; i < mesh.triangles.Length; i += 3)

{

int i0 = mesh.triangles(i];

int il = mesh.triangles[i + 1];

int i2 = mesh.triangles[i + 2];

pos = mesh.vertices(i0];

pos += mesh.vertices[il];

pos += mesh.vertices[i2];

pos /= 3;

newV = (GameObject) Instantiate (graphVertex, pos,
Quaternion.identity);

newV.transform.Translate (obj.transform.position);

newV.transform.parent = graphObj.transform;

graphObj.transform.parent = obj.transform;

}

Kak ato paboraer...

Kon, npeacraBneHHbli Bbllle, CO3[aeT HECTaHAApPTHOE OKHO pellakTopa
¥ HacTpauBaeT 06paboTunk co6bITHit OnScene B OkHe cueHbl. KpoMe Toro,
OH C0371aeT y3J1bl rpada, BbIOJHSAs 06X0 MaCCHBa BEPIIMH MELIA U olpe-
JieJisist LeHTP KaXXI0ro TpeyroyibHuKa. B 3akmoyenne BbI30BOM yHKLMM
LoadGraph rpacpa onpeznesiioTcs COCERH.

Mouck BbiIxoAa U3 AabUpuHTa C NOMOLLLIO
anroputma DFS

Anroput™ noucka B riy6uny (Depth-First Search, DFS) omucoiBaer
MOMCK MapuIpyTa M LIMPOKO MCIOJAb3YeTCsl Ha YCTpOiicTBax C Hebob-
M o6beMoM namsaTH. C HeGOJMbUIMMH M3MEHEHUSIMH, KacCalOLMMHCS
CMHCKOB MOCELIaBUIMXCS H OOHAPY>KEHHBIX Y3JI0B, 3TOT aJrOPUTM TaKxKe
YaCTO MCMOJIb3YETCs /s aBTOMAaTHYECKOTO CO3/IaHus JJaOUPHHTOB, NPH
3TOM CYTb aJITOPUTMA OT 3TOTO HE MEHSIETCS.

MoaroTtoska
STO aJropuTM BHICOKOTO YPOBHs, ONHUPAIOLIMICA HAa Haauyue o6LINX
¢yHKuMit Bo Bcex peanusaunusax rpados, NO3TOMY CaM OH peasii30BaH
B Kkjacce Graph.
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Kak ato peanu3oBars...

HecMOTpst Ha TO YTO peLEeNT COAEPXKHUT TOJBKO OnpejeseHne GpyHKLUNH,
o6paTHTe BHUMaHKE HA KOMMEHTApUH B KOZE, YTOOBI JIyyllle pa3o6paThCst
B €ro CTPYKTYDE:

1. OnpenenuMm ¢dpyHkuuio GetPathDFS:

public List<Vertex> GetPathDFS (GameObject srcObj, GameObject dstObj)
{
/| nanmbHeiwasa peanusauMa ONMCHBAETCA Hyxe

}
2. IIpoBepum Bxoambie 06BEKTH Ha 3Hayenue null:

if (srcObj == null || dstObj == null)
return new List<Vertex>();

3. O6bsIBMM ¥ HHUIIMATH3HPYEM HEOOXOAMMBIE NIePEMEHHBIE:

Vertex src = GetNearestVertex (srcObj.transform.position);
Vertex dst = GetNearestVertex(dstObj.transform,position);
Vertex[] neighbours;
Vertex v;
int[] previous = new int[vertices.Count];
for (int i = 0; i < previous.Length; it++)
previous([i] = -1;
previous([src.id] = src,id;
Stack<Vertex> s = new Stack<Vertex>();
s.Push(src);

4. Peanmsyem asroput™ DFS noucka myTu:

while (s.Count != 0)
{
v = s.Pop();
if (ReferenceEquals(v, dst))
{
return BuildPath(src.id, v.id, ref previous);
}

neighbours = GetNeighbours(v);
foreach (Vertex n in neighbours)
{
if (previous[n.id] != -1)
continue;
previous(n.id) = v.id;
s.Push(n);
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Kak ato paboraer...

AJIrOpUTM OCHOBaH Ha utepauuonHoii Bepcun DFS. O Takxe 6asupyer-
cs1 Ha 06X01e B MopsAKe, onpeesseMoM rpagom, u npurnumne LIFO (nep-
BBIii NpHIIeJ1, NEPBbI ylIeN), KOTOPBI peaju3yeTcsi C MOMOLIBIO CTeKa
111 XpaHEHHUs! MOCEIIABIIMXCA U BHOBb OOHapy KEHHBIX Y3JI0B.

Y1o panbuwe...

3nech Bri3biBaeTcs QyHkuus BuildPath, kotopas elite He peasim3oBaHa. Bax-

HO OTMETHTb, YTO OHA IPMMEHSIETCSI PAKTHYECKH BO BCEX a/ITOPUTMAX IOMC-

Ka, PACCMaTPHBAEMbIX B 3TOH [J1aBe, M [I03TOMY He SIBJISIETCSI YaCThIO pelienTa,
Koa Mertoaa BuildPath mpuBoaMTCS HUXe:

private List<Vertex> BuildPath(int srcId, int dstId, ref int[] prevList)
{
List<Vertex> path = new List<Vertex>();
int prev = dstId;
do
{
path.Add (vertices(prev]);
prev = prevlist[prev];
)} while (prev != srcld);
return path;

Mouck KpaTyanwero nyTn B cetn

C NOMOWbIO anroputMa BFS

Anroput™ noucka B wmpuny (Breadth-First Search, BFS) — ewe ot 6Ga-
30Bblii MexaHM3M 06xoia rpacha M MpeaHa3HayeH JUIst MOJIyYeHHsl KpaTyaii-
1Iero My TH 3a HaMMeHblllee KoJIMYecTBO LaroB. OH TpeGyeT 10CTaTOYHO MHO-
IO MAMATH U 06BIYHO UCTIONIB3YETCs1 Ha MOLLHBIX KOHCOJIAX M KOMIIbIOTEpaXx.

MoarotoBka

STO aIropuTM BBICOKOTO YPOBHS, ONMHMPAIOLIMIICA HA HaJMyHe OOuMX
¢dyHnkumit Bo Bcex peanusauusix rpados, NO3TOMY caM OH PeaJiM30BaH
B kjacce Graph.

Kak 3ato peanu3osars...

HecMOTpsi Ha TO YTO PELIENT COAEPKHUT TOJIBKO oNpeaesieHre ByHKLMH,
obparuTe BHHUMaHKe Ha KOMMEHTApUH B KOZI€, YTOOBI Jiyyle pa3obpaTbCs
B €r0 CTPYKTYpE:
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1. O6bsaBuM dyHkuMIo GetPathBFS:

public List<Vertex> GetPathBFS(GameObject srcObj, GameObject dstObj)
{
if (srcObj == null || dstObj == null)
return new List<Vertex>();
// nanbHeiiwas peanm3auMs ONMUCHBAETCA Hyke

}
2. O6bsIBMM U MHULMATU3UPYEM HEOOXOAMMbIE IEPEMEHHBIE;

Vertex[] neighbours;
Queue<Vertex> q = new Queue<Vertex>();
Vertex src = GetNearestVertex(srcObj.transform.position);
Vertex dst = GetNearestVertex (dstObj.transform.position);
Vertex v;
int[] previous = new int[vertices.Count];
for (int i = 0; i < previous.Length; it+)
previous[i] = -1;
previous(src.id] = src.id;
q.Enqueue (src) ;

3. Peaynnayem anroput™ BFS noucka nyrtu:

while (q.Count != 0)

{
v = q.Dequeue();
if (ReferenceEquals (v, dst))
{

return BuildPath(src.id, v.id, ref previous);
)

neighbours = GetNeighbours(v);

foreach (Vertex n in neighbours)

{
if (previous([n.id] != -1) continue;
previous[n.id] = v.id;
q.Enqueue (n) ;

}

}
return new List<Vertex>();

Kak ato paboraer...

Anroput™ BFS noxox Ha anropurm DFS, nockosbky Tak xe ocHOBaH Ha
onpe/ieJIeHHOM Mopsiike 06xoza rpada, HO BMECTO CTeKa, KaK B aJITOPUTMe
DFS, anroputM BFS ucnosb3yer ouepesb A1 XpaHEHHS NOCEIaBIINXCS
¥ BHOBb 0GHAapYKEHHBIX y3JI0B.
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Y1o panbue...

Meron BuildPath 3mech He peaiM30BaH — €ro peaju3allus MPUBOAUTCH
B pelieNnTe MOMCKA B IJy6HHY.

MNonesHble ccbinkun
O Peuenrt «ITouck évixoda us rabupunma c nomouspro arzopumma DFS».

Mounck KpaTyanwero NyTn C NOMOLLbLIO
anroputma AenkcTpebl

Anroput™M [leiiKcTphI epBOHAYaIbHO ObLI pa3paboTaH s pelIeHus 3a-
ZlayM MoMcKa KpaTtyaitiero mytu B rpade. [I0aTOMy anroputm nossosisiet
C MMHMMAJIbHBIMH 3aTPaTaMH ONpeJeUTh MapLIPYT K JII000M LieJH U3 3a-
AaHHO# Toukyu. PaccMOTpuM ero McnoJsib30BaHMe, ONMPasCh Ha /Ba pas-
HBIX MTOAXO0AA.

MoAaroTtoBka

TIpexxie BCEro HyXKHO MMIIOPTHPOBATh B NMPOEKT KJacC GUHAPHO KyuH
c caiita Game Programming Wiki (GPWiki), noromy uro ¢peiimMBopku
.Net 1 Mono He HMeIOT BCTPOEHHBIX CPEACTB AJ1s1 paboThI C GUHAPHOIA Ky-
4eit WK NPHOPUTETHBIMH OYEPEASIMH.

3arpy3utb MCXOAHBIA (aityn Kiacca W 6GoJblie y3HaThb O ABOMYHOM
Kyue MoxHo Ha caitte GP Wiki: http://content.gpwiki.org/index.php/C_
sharp:BinaryHeapOfT.

Kak ato peanusoBarts...

CHauyana peanusyeM anroputm JleiikCTpsl C TeM e KOJINYeCTBOM Iapa-
METPOB, YTO 1 IPyTHe aITOPUTMBI, a 3aTeM H3MEHHM PeaM3aLHIO AJIs1 Bbl-
TIOJIHEHUSI JITOPUTMOM NePBOHAYaIbHOIM LIeJIH.
1. Ompeaennm ¢pyHxumio GetPathDijkstra BMecTe ¢ BHyTPEHHHMH e-
PEMEHHBIMH:

public List<Vertex> GetPathDijkstra(GameObject srcObj, GameObject dstObj)
{
if (srcObj == null || dstObj == null)
return new List<Vertex>();
Vertex src = GetNearestVertex(srcObj.transform.position);
Vertex dst = GetNearestVertex (dstObj.transform.position);
GPWiki.BinaryHeap<Edge> frontier = new GPWiki.BinaryHeap<Edge>();
Edge[] edges;
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2,

Edge node, child;

int size = vertices.Count;

float[] distValue = new float[size];

int[] previous = new int[size];

// nanbHeiwas peanu3auMA OMMUCHBAETCA HDKE

}

Jo6aBuM 1CXOAHbII y3es B Kydy (paboTaeT noo6HO TPHOPUTETHOI
oyepeay) U Ha3Ha4YUM BCEM Y3JaM, KPOMe HCXOJHOrO, pacCTOsIHHe,
paBHOe HeCKOHEYHOCTH:

node = new Edge(src, 0);
frontier.Add (nbde) ;
distValue[src.id] = 0;
previous|[src.id) = src.id;

for (int i = 0; i < size; it+)
{

if (i == src.id)

continue;
distValue[i] = Mathf.Infinity;

previous[i] = -1;
} :

. OmpenennM Uk 06x0aa oYepeau:

while (frontier.Count != 0)
{
node = frontier.Remove();
int nodeld = node.vertex.id;
// nanbHefimasa peanu3auus ONUCHBAEeTCA Huxe
}
return new .List<Vertex>();

. Kon 06pa6oTkyu npuOLITHS B MECTO HA3HAYEHHS:

if (ReferenceEquals(node.vertex, dst))
{

return BuildPath(src.id, node.vertex.id, ref previous);

)

B npoTHBHOM CJIy4ae BHINOJHAIOTCS 06paboTKa nocelaBUInxcs y3-
JIOB ¥ n06aBJIeHKe MX COCe/ieli B 0uepeaib. 3aTeM MOJIYYEHHbIiH My Th
BO3Bpataercs (€cau UMeeTCs):

edges = GetEdges (node.vertex);
foreach (Edge e in edges)
{

int eld = e.vertex.id;
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if (previous[eld] != -1)
continue;
float cost = distValue[nodeld] + e.cost;
if (cost < distValue[e.vertex.id])
{
distValue[eId] = cost;
previous(eld] = nodeld;
frontier.Remove (e);
child = new Edge(e.vertex, cost);
frontier.Add(child);

}

Kak ato paboraer...

Aunroput™ [eiikctpbl pabotaer nopobHo anroputmy BFS, Ho ouenuba-
€T HeOTpPHLATEJbHbIE CTOMMOCTH pebep A/ NMOCTPOEHHS! HaWJIyYILEro
MapuIpyTa U3 HCXOJHOI BepiuMHbI B JTI06yIo Apyryio. [IoaToMy 3aech uc-
NOJIb3YEeTCS MAaCCHB AJIS1 XpaHEHU S IPeABIAYIIUX BEPLIMH.,

DononHutenbHas uupopmauus...

A Tenepb pacCMOTPHM, KaK U3MEHUTD TeKyIHii aroput™ [efkcTpsl, 4TO-
OBl 3a4€iiCTBOBaTh MPHEMBI NpeABapUTeE/bHOIH 00pabOTKH M COKPaTHTDH
BpeMsl TIOMCKa. DTOT MpPOLIECC MOXHO pa3buTh Ha TPU KPYNHBIX 3Tana:
U3MeHeHHe OCHOBHOIO IrOpMTMa, Co3flaHue (PYHKUMM NpeABapUTEJIb-
Hoit 06paboTKH (KOTOpYIO YAOGHO MCIOJIb30BaTh, HATIPUMED, B PEXKUME
peaaKTopa) U, HaKoHell, onpezenieHHe QYHKIHH MOMCKa.

1. MI3aMeHHUM CHrHaTypy OCHOBHOM QYHKIUM:

public int[] Dijkstra(GameObject srcObj)
2. N3amenum BO3BpaliaeMoe 3Ha4Y€HHe:
return previous;

3. Ynanum crpoku, noGaBneHHbIe Ha ware 4 B pasgene «Kax amo pea-
au308amo».
4. JIonoJHUTEBHO YAaIMM CJIEAYIONIYIO CTPOKY B HayaJe:

Vertex dst = GetNearestVertex(dstObj.transform.position);
5. Jlo6aBMM HOBOE CBOMCTBO B KJacc Graph:
List<int[]> routes = new List<int[]>();

6. OnpeneanM yHKIMIO NpeaBapUTEIbHOM 06paboTku DijkstraPro-
cessing:
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public void DijkstraProcessing()
{
int size = GetSize();
for (int i = 0; i < size; i+4)
{
GameObject go = vertices[i).gameObject;
routes.add (Dijkstra(go));

)
7. PeaymmsyeM HoByio pyHKIuio GetPathDijkstra moucka:

public List<Vertex> GetPathDijkstra(GameObject srcObj, GameObject dstObj)

{

List<Vertex> path = new List<Vertex>();

Vertex src = GetNearestVertex(srcObj);

Vertex dst = GetNearestVertex (dstObj);

return BuildPath(src.id, dst.id, ref routes[dst.id]);
}

Merop BuildPath 3mech He pean3oBaH — ero peaiu3anusi NPUBOAUTCSA
B pelienTe MOUCKa B IIyOHHY.

NonesHble CChINKK
Q Peuenr «ITouck evixoda ua rabupunma c nomowpio anzopumma DFS».

MoncK ONTUM3ALHOIO NYTU C NOMOLLLIO
anroputma A*

bBnaronaps npocrorte u a¢HeKTHBHOCTH, a TaKkKe LIHPOKUM BO3MOXHO-
CTSIM ONITHMM3ALIUHU ITOPUTM A* yalile APYTHUX UCHOJb3YETCs AJ1s MOUCKA
nyTu. He cayyaiiHo cyiecTByeT HECKOJIbKO alTOPUTMOB, OCHOBAaHHBIX Ha
HeM. [Tockosbky anroput™ A* umeet oburie KOpHH € aaroputMom [leiik-
CTpBI, B UX peau3alysiX MPOCMAaTPUBAETCS CXOACTBO.

Moaroroska

Tak xe xak anroput™ [efKCTpHI, 3TOT pPeLeNnT UCNOJIb3YeT GHHAPHYIO
Kyuy c caiita GPWiki. Kpome Toro, BaxkHo IOHUMATb, YTO TaKoe AeJera-
Thl (06pabOTYNKHU) U A1 Yero OHH MpeAHAa3HaYeHbl. V1 HaKkOHel, B 3TOM
pelieniTe Mbl BXOZIMM B MMP OCO3HaHHOTO MOUCKA, a 3TO 03HAYAET, YTO BhI
JOJKHBI TOHUMATh, YTO TaKOe 3BPUCTHKA M JIJIs1 YeTO OHA HYJKHa.

ITpouie roBops, 3TOT pelenT OCHOBaH Ha 9BPUCTHYECKOI PYHKIIUM BbI-
YMCJIEHUSI IPUOTU3UTEIbHOM CTOUMOCTH MePexozia MeX Ay ABYMsI BepILH-
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HaMH, KOTOpasi N03BOJIseT CPaBHUBATh A/IbTEPHATHBBI U BLIOMPATh Te, YTO
XapaKTepU3yloTCs MUHUMaJIbHOIt CTOMMOCTBIO.

BreceM He6obLIMe u3amMeHeHHs B kaace Graph:

1. OmnpenesuM CCHUIKY Ha ieJieraTta:

public delegate float Heuristic(Vertex a, Vertex b);

2. PeanuayeM (pYHKIHIO BbIYMCJIEHUS IBKJINA0OBA PACCTOSIHUS AJIS UC-
M0JIb30BaHUsI B KaYeCTBe 3BPUCTUKH 10 YMOJYaHHIO:

public float EuclidDist (Vertex a, Vertex b)

{
Vector3 posA = a.transform.position;
Vector3 posB = b.transform.position;
return Vector3.Distance (posA, posB);

}

3. Peayuayem pyHKIHIO MaHX3TTEHCKOrO PaCCTOSIHUS AJIS1 HCIOJIb30-
BaHMs B KaueCTBe APYroii 3BPUCTUKH. DTO MO3BOJMUT CPaBHHTb pe-
3yJbTaThl C UCIIO0JIb30BAHHEM Pa3MTMYHBIX IBPUCTHK:

public float ManhattanDist (Vertex a, Vertex b)
{

Vector3 posA = a.transform.position;

Vector3 posB = b.transform.position;

return Mathf.Abs (posA.x - posB.x) + Mathf.Abs(posA.y - posB.y);
)

Kak 3To peanusoBarb...

HecMoTpst Ha TO YTO peLienT COAEPXKUT TOJILKO onpeeseHre GQyHKIMH,
obpaTHTe BHUMaHKE HAa KOMMEHTApHH B KOJIE, YTOOBI JIy4Iie pa3o6paThCs
B €r0 CTPYKTYPE:
1. OnpenenuMm ¢yukumio GetPathDijkstra ¢ BHyTpeHHMMHU NepeMeH-
HBIMH:

public List<Vertex> GetPathAstar (GameObject srcObj,
GameObject dstObj, Heuristic h = null)
{
if (srcObj == null || dstObj == null)
return new List<Vertex>();
if (ReferenceEquals(h, null))
h = EuclidDist;

Vertex src = GetNearestVertex (srcObj.transform.position);
Vertex dst = GetNearestVertex (dstObj.transform.position);
GPWiki.BinaryHeap<Edge> frontier = new GPWiki.BinaryHeap<Edge>();
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Edge[] edges; Edge node, child;

int size = vertices.Count;

float[] distValue = new float[size];

int[] previous = new int(size];

// nanbHelwas peanm3auMsA ONUCHBAETCA HiDKe

2, /To6aBuM HCXOIHBIN y3eJ1 B Ky4uy (paboTaeT Nog06HO MPUOPHUTETHOM
ouepeay) ¥ Ha3HAYUM BCEM Y3JIaM, KpOMe UCXOIHOTrO, pacCTOSIHUE,
paBHOE GECKOHEYHOCTH:

w

e~

“o

node = new Edge(src, 0);
frontier.Add(node) ;
distValue[src.id] = 0;
previous[src.id] = src.id;

for (int i = 0; i < size; it++)

{

}

if (i == src.id)

continue;
distValue[i] = Mathf.Infinity;
previous[i] = -1;

Onpenenum Uk a5 o6xona rpada;

while (frontier.Count != 0)

{
}

// nameHeifwas peanusauuA ONMUCHBAETCA Hioke

return new List<Vertex>();

Pean3yeM ycJ0BHe BO3BpAILEHUS Ty TH:

node = frontier.Remove();
int nodeld = node.vertex.id;
if (ReferenceEquals(node.vertex, dst))

{

}

return BuildPath(src.id, node.vertex.id, ref previous);

IMonyunM coceHHe BepIIMHbI (B HEKOTOPBIX KHHUTaX OHM Ha3biBa-
I0TCS1 I0YEPHUMM):

edges = GetEdges (node.vertex);

. O60ﬁl‘leM cocezieit U BbIYUCJIUM CTOMMOCTD:

foreach (Edge e in edges)

{
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int eld = e.vertex.id;
if (previous[eld] != -1)
continue;
float cost = distValue[nodeld] + e.cost;
// xmoueBoit MOMEHT
cost += h(node.vertex, e.vertex);
// DanbHeiwas peanu3auus ONMUCHBAETCA HuXe

}

7. PaciIMpuM CIHCOK MCCJIeIyeMBIX y3J10B (rPaHuIl) U H3MEHHM CTOH-
MOCTH, €CJI1 3TO He06X0UMO:

if (cost < distValue[e.vertex.id])

{
distValue[eId] = cost;
previous[eId] = nodeld;
frontier.Remove (e);
child = new Edge(e.vertex, cost);
frontier.Add(child);

}

Kak ato paGoraer...

AnroputM A* pa6oTtaeT aHaJIOrH4HO aroputMy [leiikcTpol. OaHako BMec-
TO Y3JIOB C A€HCTBUTEIbHO HU3KOH CTOMMOCTBIO OH BhIOMpaeT HaubGosee
nepcrneKTHBHbIE, OCHOBBIBASICh Ha 3aJJaHHON 3BPUCTHYECKOI (YHKLUH.
B Hamlem ciyyae B KayeCTBE 3BPDHUCTHKM IO YMOJYAHHIO MCIOJIb3YETCS
3BKJIMJIOBO PaCCTOSTHHE MeXJy BepUIMHaMH U JONOJHHTEIbHO UMeeTCs
BO3MOXHOCTb MCI0JIb30BaTh MAHX3TTEHCKOE PacCTOsTHUE,

AononHutensHas uHdopmaums...

IToskcnepuMeHTHpYiiTe C pa3IMYHBIMU 3BPHUCTUYECKHUMH (DYHKIMAMH,
Hau6oJiee NOAXOAAIMMH /Il UTPbl U KOHTeKcTa. [Ipumep H1Xe AeMOH-
CTPHPYET, KaK 3TO CAeJaTh:

1. Onpenenum aBpucTHYeCKYIO GYHKIUIO B Kaacce Graph:

public float Heuristic(Vertex a, Vertex b)
{

float estimation = 0f;

// 3pechb nomemaerca NOTMKa

return estimation;

}

3nechb BaXKHO To, YTOOBI pa3pabaTbiBaeMast IBPUCTHKA SIBJIAIACD NpUeM-
nemoti 1 nocaedosamenvioti. TeopeTnyeckue 060CHOBaHHUSA MO 3TOi TeMe
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MOXHO HaiiTu B Kuure Paccena (Russel) u Hopsura (Norvig) «Artificial
Intelligence: A Modern Approach»’.

Merton BuildPath 3xech He peaslM30BaH — €ro peaju3auus NPUBOAUTCS
B pelleNTe NMOKMCKa B IIyOHHY.

Mone3aHble cCbiNkuU

QO Peuent «IToucx xpamuaiiwezo nymu ¢ nomougpto anzopumma /Jeix-
cmpbiy,
O Peuent «[Touck 6vixoda u3 aabupunma ¢ nomowpro anzopumma DFS»,
Bosee noapobHyio nHbopMauHio o AejieraTax MoXHO HaiiTi B oduu-
aJIbHOM 3JIEKTPOHHOH JOKyMeHTaluK Ha cTpaHuLe https://unity3d.com/
learn/tutorials/modules/intermediate/scripting/delegates.

YAYHWEHHbIN aAropuTMm A¥ C meHbwUM
NCNOAL30BaHNEM NaMATU — aAroputm IDA*

Anroputm IDA* — ommH M3 BapMaHTOB aJfOPUTMa TMOMCKA B [IyOUHY
C UTepaTUBHBIM yraybneHueMm. OH TpebyeT MeHblle MaMATH, YEM aJIro-
PUTM A*, IOCKOJIbKY TIO3BOJISIET HE XPAHUTh CTPYKTYPbI JaHHBIX 10CELIaB-
IIMXCS ¥ BHOBb OOHAPYXEHHBIX Y3JI0B.

MoAarotoBka
[l peaM3aumy 3TOro peLenTa BaKHO IOHUMATh, Kak paboTaeT peKypCHsi.

Kak aTo peanu3soBartb...

ITO ANMMHHBINA PEUenT, MO3TOMY Pa3o6beM €ro Ha [Ba 3Tama: co3JaHHe
TJIaBHOH M BHYTpPeHHel peKypcuBHBIX GyHKuui. O6palaiiTe BHHMaHHe
Ha KOMMEHTApHUH, YTOOBI JIyyllle pa306paThCs B €T0 CTPYKTYPE:

1. HauHeM c onpenesienus rinaBHoi pyHkuuu GetPathIDAstar:

public List<Vertex> GetPathIDAstar (GameObject srcObj,
GameObject dstObj, Heuristic h = null)
{
if (srcObj == null || dstObj == null)
return new List<Vertex>();
if (ReferenceEquals(h, null))
h = EuclidDist;
// manbHeitwas peanu3auMA OMUCHBAETCA HUxe
}

! Paccen C., Hopsue I1. VickycCTBEHHBIii HHTEJUJIEKT: COBPEMEHHbIii MOAXO0/. 2-¢ U3,

M.: Bunbsamc, 2015. ISBN: 978-5-8459-1968-7. — IIpum. peo.
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2. O6DbABUM ¥ MHULHAIM3MPYEM IE€PEMEHHBIE, UCIIOIb3yEMbIE ajro-
PUTMOM:

List<Vertex> path = new List<Vertex>();
Vertex src = GetNearestVertex (srcObj.transform.position);
Vertex dst = GetNearestVertex(dstObj.transform.position);
Vertex goal = null;
bool[] visited = new bool[vertices.Count];
for (int i = 0; i < visited.Length; i++)
visited[i] = false;
visited[src.id] = true;

3. Peanu3yem LMKJ aJITOPUTMA;

float bound = h(src, dst);
while (bound < Mathf.Infinity)
{
bound = RecursivelIDAstar (src, dst, bound, h, ref goal,
ref visited);
}
if (ReferenceEquals(goal, null))
return path;
return BuildPath(goal);

4. Tenepb onpeaesuM BHYTPEHHIOIO PEKYPCHUBHYIO QYHKLIHIO:

private float RecursiveIDAstar (
Vertex v,
Vertex dst,
float bound,
Heuristic h,
ref Vertex goal,
ref bool[] visited)

// nanbHeiwas peanu3auMa OMMUCHBAETCA HiKe

}
5. ToaroToBuM Bce 15 HaYala PEKypPCHH:

// Ga3oBuit cnyuait

if (ReferenceEquals(v, dst))
return Mathf, Infinity;

Edge[] edges = GetEdges(v);

if (edges.Length == 0)
return Mathf,Infinity;
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6. IIpuMeHUM peKypCHIO K KaX IOMy U3 coceaeit:

/| pexypcuBHHIt cnyuait
float fn = Mathf.Infinity;
foreach (Edge e in edges)

{

)

int eld = e.vertex.id;
if (visited[eld))
continue;
visited(eId] = true;
e.vertex.prev = v; .
float £ = h(v, dst);
float b;
if (f <= bound)
{
b = RecursivelDAstar (e.vertex, dst, bound, h, ref goal,
ref visited);
Mathf.Min(f, b);

fn

else

fn = Mathf.Min(fn, f);

7. BepHeM 3HayeHMe, NOJyYEHHOE B XOJIe PEKYPCUU:

return fn;

Kak ato pa6oraer...

Y1o panbwe...

Kak BuanTe, airopuT™ OYeHb MOXO0X HA PEKYPCHBHYIO BEPCHIO NMOMCKA
B rny6uny (DFS), Ho ucnob3yeT NpUHIUIT NPUHATHA PEIlIeH it Ha OCHO-
Be 3BPUCTHKH U3 anropuT™a A*. OcHoBHas (GyHKIUS OTBEYaeT 3a 3aMmycK
PEKypCHH U NOCTpoeHHe My TH. PekypcuBHast (pyHKIMS OTBevaeT 3a 06X0A
rpada ¥ MOMCK y3/1a Ha3HaYEeHHUS.

Ha aToT pa3 HeobxonuMo peann3oBathb Apyrylo ¢ynkiuio BuildPath, ot-
JIMYAIOILYIOCS OT NMPUMEHAEMOii B NpeJbIAYIIHUX pellenTax MOUCKa MyTH.

IToaToMy peas3yeM 3TOT METOZ, KOTOPEHIii IOKA He ONpe/eJIeH:

private List<Vertex> BuildPath (Vertex v)

List<Vertex> path = new List<Vertex>();
while (!ReferenceEquals(v, null))
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path.Add(v);
v = v.prev;
}
return path;

MA3HWPOBaHVE HaBUraUMWM Ha HECKOALKO
K3ApOB BnepeaA: NOUCK C KBAaHTOBaHWEM
BpPEeMeHu

Pacuer nytH B 601bwNX rpagax MOKET 3aHATb MHOIO BPEMEHH M JaXKe
NPHOCTAaHOBUTb MIPYy Ha Mapy CeKyHA. JTO, KAk MUHUMYM, MOXET pa3-
PYLIMTb LI€JIOCTHOCTb BOCTpUsTHs. K cyacTbio, IMeeTcst JOCTaTOYHO Me-
TOZOB H30€eXaTh 3TOrO.

ATOT peuenT OCHOBLIBAETCA HAa UCNONb30BaHUM CONPOrpamMMm ans Npe-
AOTBPALLEHUN 3a4EePXeK B Urpe 1 N03BoNAET BbINONHATL NOUCK B $O-
HOBOM pexume. [1na ero peanvMsaumm Heo6xo0AMMO NOHMMaTL 0CO6GEH-
HOCTH pab0Tbl CONPOrpamm.

Moaroroska

PaCCMOTpPIM pea.rmaaumo IMIOHUCKa l'IyTPl C UCIIOJIb30BaHHEM conporpaMM
Ha NpuMepe MOAXGMKaIMK aaroputMa A*, ONKMCaHHOTO Bblllle, MpeoGpa-
30BaB CUTHaTypy ero GyHKIHH.

Kak ato peanusoBartb...
HecMmotpst Ha TO uTO peuent COAEPXKHUT TOJILKO OIpEAeseHHe dyHxuMY,
06paTme BHHUMaHHE Ha KOMMEHTAapHUH B KoAae, ‘{T06bI Jydie paaoépan:ca
B €ro CTPYKTYpe:
1. Vamenum knacc Graph u n06aBUM B HEro HECKOJbKO CBOMCTB.
OnHo — 7151 XpaHEeHHUs TYTH, U Jpyroe — IJisi IPU3HaKa 3aBepLIeHHst
COnporpaMMbl:

public List<Vertex> path;
public bool isFinished;

2. OnpenpenuM METOX:

public IEnumerator GetPathInFrames (GameObject srcObj,
GameObject dstObj, Heuristic h = null)
{
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// manbHeiwas peamu3auMA OMNUCHBAETCA HiDKe

}
3. [lo6aBuM B HaYaI0 HHULMAIU3ALMIO CJIEAYIOLINX CBOHCTB:

isFinished = false;
path = new List<Vertex>();
if (srcObj == null || dstObj == null)
{
path = new List<Vertex>();
isFinished = true;
yleld break;
}

4. Wamenum nuki obxoxa rpada:

while (frontier.Count != 0)

{
// ornuuyaercsa or anropurma A*
yield return null;
N
node = frontier.Remove();

5. Kpome Toro, BKJIIOYMM ellle TPOBEPKH H3BJIEKAEMOTO ITyTH:

if (ReferenceEquals(node.vertex, dst))
{

// ormmyaerca o anropura A*
path = BuildPath(src.id, node.vertex.id, ref previous);

break;

I
}

6. Haxonen, c6pocuM HyXHbIe 3HAY€HHSI ¥ BEDHEM YIIPaBJIeHHE B KO-
Hell pyHKIMH MOCJIe 3aBepIIeHHs OCHOBHOTO IIMKJIA:

isFinished = true;
yield break;

Kak ato pabortaer...

Onepatop yeld return null BHYTpM OCHOBHOrO LHMKJIa AEACTBYET Kak
¢aar aast nepenaun ynpasiaenns GpyHKIUH Gosiee Bbicokoro ypoBHs. Tak
Cc TIOMOILBIO BHyTPeHHel moaaepxky MHoro3agayHocTd B Unity B kax-
JIOM HOBOM KaJIpe BbIMOJIHSETCS HOBBI LKL,

Mone3Hbie ccbinku
Q Peuent «/Touck onmumanbHo20 nymu ¢ NOMOubI0 arzopumma A*».
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Bosiee noapobHyio HHGOPMALHKIO O COMPOrpaMMax M MPUMEPBI UX HC-
M0JIb30BaHUsI MOXKHO HAalTH B O(MIHAIbHOI 3JIEKTPOHHOI JOKYMeHTa-
IIMY 110 afpecam:

O http://docs.unity3d.com/Manual/Coroutines.html;

O https://unity3d.com/learn/tutorials/modules/intermediate/

scripting/coroutines.

CrAa)XvuBaHve MapLupyTa

IIpn ucnonbp3oBaHuu rpa)0B C PABHOMEPHO pacHpefeJeHHBIMU BEpPIIH-
HaMH, TAKUX KaK CETH, EPEMELIEHUs] aTEHTOB B UIPe OGBIYHO BHITJISAAAT
Mexanucmuueckumu. B HEKOTOPBIX BMAAX UTP 3TOrO MOXHO H36E€XKaTh,
NPUMEHHB CIJIaXKMBaHHE MY TH, KAK ONUChIBAETCSA HUXKE.

OpUrMHanbHbiA nyTh CrnaxeHHbii NyTb

Puc. 2.3

MoaroTtoBka

OnpenennM B peaaktope Unity HoBeiif Ter Wall U IpHUCBOMM ero BceM
o6beKTaM B CLiEHEe, KOTOpbIE UTPAIOT POJib CTEH U MIPOYUX MPEMATCTBUIA.

Kak aTo peanusosarb...

IJTO NMpocTasi, HO O4eHb MOLIHAS PYHKIH:
1. OnpexenuM pyHKIMIO CrJIaXXHBaHUS Smooth:

public List<Vertex> Smooth(List<Vertex> path)
{

// nanbHeimas peanu3auMs OMUCHBAETCA HuKE

}
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[IpoBepuM, CTOUT JIX NPOCYUTHIBATh HOBBIH MYTh;

List<Vertex> newPath = new List<Vertex>();
if (path.Count == 0)

return newPath;
if (path.Count < 3)

return path;

OboiteM CIMCOK ¥ TOCTPOMM HOBBII MyTh:

newPath.Add (path(0]);
int i, 3;
for (i = 0; i < path.Count - 1;)
{
for (j =i+ 1; j < path.Count; j++)
{
// nanbHeimas peanu3auMs ONMMCHBAETCA Hixe
}
i=3-1
newPath.Add (path[i]);
}

return newPath;

O6DbsBUM U MHULHAIH3UPYEM TePEMEHHBIE, HCTIO/b3yeMble (PYHK-
1Meit A1 OTOPacHIBaHUS JIyYeit:

Vector3 origin = path[i].transform.position;
Vector3 destination = path[j].transform.position;
Vector3 direction = destination - origin;

float distance = direction.magnitude;

bool isWall = false;

direction,Normalize();

. OT6pOCHM JIy4 OT TeKy1LIero Ha4ajJbHOro y3Ja K cJjeaymoiiemMy:

Ray ray = new Ray(origin, direction);
RaycastHit[] hits;
hits = Physics.RaycastAll (ray, distance);

. Ecom JIy4 nepeceKkaeT CTEHY, NpePBEM LIUKJIL

foreach (RaycastHit hit in hits)

{
string tag = hit.collider.gameObject.tag;

if (tag.Equals("Wall"))
{

isWall = true;
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break;

if (isWall)
break;

Kak aTo paboraer...

I[Ipy MOCTPOEHMH HOBOrO MyTH B Ka4yeCTBE OTNPABHON TOYKH MPUHMMA-
€TCsl HAaYaJIbHBII y3eJ1, U3 HEro OTGpackIBaeTCsl Y4 K CJIeAYIOLEMY Y3y
MyTH, ¥ TaK IOBTOPSIETCS, MOKa JIyd He mepeceyeT cTeHy. Korzaa ato npou-
30ii41eT, BRIGMPaeTCs MpebIAYIIHiA Y3e B KauecTBe CIeAYIOLIEro yaa A
HOBOTO NMyTH M OTIPABHOM TOYKH AJisi 06x0Aa BbIOPAHHOIrO paHee y3Ja,
noka He 6yayT npoBepeHbl Bee y3sbl. Takum ciocobom onpexensiercs 6o-
Jiee MHTYUTHBHBI NyTb.
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peweHnn

B aToii rnase paccmaTpusaioTcs cneaytoume peuenTb:

BbIGOP C NOMOLLbIO AepeBa NPUHATUA PeLLuEeHUNA;

paboTta kOHe4yHoro aBTomara;

yCcoBepLIeHCTBOBaHNE KOHEYHOro aBTomMara: nepapxuyeckme KoHeu-
Hble aBTOMaThb!;

KOMOVMHUpOBaHWE KOHEYHbIX aBTOMATOB U AepeBbeB NPUHATUA pe-
LWeHWiA;

peanu3auus nepesbeB Moaenei NoBeaeHus;

paboTa C He4eTKon NOruKon;

npeacTaBneHue COCTOSIHUIA C NOMOLLLIO YACNOBbLIX 3HAYEHWIA: cUCTe-
Ma MapkosBa;

NPUHATUE peLleHnii B MOAEensx LieneHanpaBneHHoro NoBeaeHus.

O 000 O 00O

BseaeHue

IIpuHsATHE pelleHHit WM U3MEHeHHe TedyeHHsl Mrpbl Ha OCHOBAHUM ee
COCTOSIHMI MOXKET CTaTb BECbMa XaOTHYHBIM, €CJIM 10JIaraThCs JMIIb Ha
NPOCThIE YNPaBJAIOLINe CTPYKTYphL. [103TOMYy paccMOTPHM pa3jiMyHble
METO/IbI IPUHATUS PELIEHHIA, ZOCTaTOYHO rubKHe AJIs1 aflaNTaluy K pas-
JIMYHBIM THIIAM MTP U IOCTATOYHO HaJeXKHbIE, YTOOBI CA€1aTh BO3MOXKHBIM
MOCTPOEHHE MOAYJIBHBIX CHCTEM NPUHSATHUSA PEILEHUIA.

Mertozasl, NpeAcTaBeHHbIE B 3TOM I'JlaBe, B OCHOBHOM (a3HpyIOTCS Ha
JepeBbsX, aBTOMaTax M MaTrpuuax. KpoMe Toro, HekotTopble U3 HUX Tpe-
6yI0T XOpOILEr0 MOHMMAHUSA PEKYPCUH, HAaCJIeJOBAaHHS 1 OJMMOpdHU3Ma,
MO3TOMY MMEET CMBICJI 03HAKOMHUTBLCS € 3TUMU TEMaMH.
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Bblbop C NOMOLLBLIO Aepesa NPUHATUS
pelueHiA

JlepeBbsi MPUHATHUSA PelIeHU CYUTAIOTCS OOHUM M3 NMPOCTEHIINX MeXa-
HM3MOB 6J1aroaps HarJIsAHOCTH M MPOCTOTe peanu3annu. Kak ciencrsue
CErOAIHA 3TO OAMH M3 HanboJIee YaCTO UCIIOIb3YEMBIX METOAOB. OH KpO-
KO MCIIOJIb3YeTCSA B APYTUX 06J1aCTAX yNpaBJieHHs NMEPCOHaXAMH, TAKHX
KaK aHMMaLus.

Moaroroska

ITOT pelienT TpeGyeT XOPOLIEro 3HaHUsi PEKYPCHUH M HACJleJOBaHUs, 10-
CKOJIbKY B €r0 peajlM3aliMi HCHOJIb3YIOTCS BUPTyaJibHble PYHKIIMH.

Kak aTo peanu3oBartb...

Peaqmnsauus 3toro peuenrta tpebyeT 60JbLION BHUMATEJbHOCTH H3-32
6osbuIOro KoMYyecTBa 06pabaThiBaeMbix (aiisoB. 34€Ch MBI CO3JaaNM
poauTesibckuit kaacc DecisionTreeNode, KOTOpBIit HAacCIeAYIOT BCe OCTaJIb-
Hble. [lajlee pacCMOTPUM peaIM3alUI0 HECKOJIBKUX Y3JIOB /ISl CTAaHAApT-
HBIX pelIeHHUI:

1. Bo-nepBsix, co3aaauM poauTeabcKuil kaacc DecisionTreeNode:

using UnityEngine;
using System.Collections;
public class DecisionTreeNode : MonoBehaviour
{
public virtual DecisionTreeNode MakeDecision()
{
return null;
}
}

2. Co3pmaaum nceBaoaGeTpakTHBIN Kiace Decision, Hacjaeaylomuii po-
auTenbckuit kaacce DecisionTreeNode:

using UnityEngine;
using System.Collections;
public class Decision : DecisionTreeNode
{
public Action nodeTrue;
public Action nodeFalse;

public virtual Action GetBranch()
{
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return null;

}
3. Onpeaenum nceBaoabCTpaKTHBI Kjace Action:

using UnityEngine;
using System.Collections;
public class Action : DecisionTreeNode

{

public bool activated = false;

public override DecisionTreeNode MakeDecision ()

{

return this;
}
}

4. PeanusyeM BupTyasnbHyio ¢yHkuuio LateUpdate:

public virtual void LateUpdate()

{
if (lactivated)
return;
// nomecTuTe COIA peanM3aUMD KOHKPETHHX MOAENeil NoBeeHus

}
5. OnpezaenuM 3aKOHYEHHBIH kacc DecisionTree:

using UnityEngine;
using System.Collections;
public class DecisionTree : DecisionTreeNode

{
public DecisionTreeNode root;
private Action actionNew;
private Action actionOld;

}
6. Ilepeonpenenum pynkuuio MakeDecision:

public override DecisionTreeNode MakeDecision ()
{

return root.MakeDecision();

}
7. Hakonen, peanmnsyem ¢pyHkuuio Update:

void Update()
{

actionNew.activated = false;
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actionOld = actionNew;
actionNew = root.MakeDecision() as Action;
if (actionNew == null)

actionNew = actionOld;
actionNew.activated = true;

}

Kak ato pabortaer...

Boibop myTH B yajiax AepeBa pelIEHHIt BBIMOJIHAETCS BBI30OBOM PEKyp-
cuBHOit (yHKuMM MakeDecision. OOpaTHTe BHHMaHHeE, YTO 3JIEMEHTHI
BePXHEro ypoBHs AepeBa (pHUC. 3.1) SIBJAIOTCS peleHUsIMH, a HUKHEro
ypoBHs — aeiictBusMu. [Ipu co3aannu aepesa ciienyet NposiBUTb 0COOYI0

OCTOPOXKHOCTD, 4TOOBI B HEM HE 06paSOBaJIMCb ITUKJIBL.

Het

nencraue peicTamne

CoxpaHuTb NpexHee AeNCTBMe

HeT

HU4Ero

Puc. 3.1 < [epeso peweHuin

AononuutenbHas uHpopmauums...

Co3aaHHble paHee NCeBA0aGCTPAKTHBIE KJIACCHI TOCJIYXKAT OCHOBOIA I10JIb-
30BaTeJIbCKUX pelieHuii u aeiicTeuii. HanpuMep, pelieHne HayaTh aTaKy

Ha Urpoka WM yOexxaTb OT Hero.
IIpumep Nos1b30BaTENBCKOrO PELIEHHUS:

using UnityEngine;
using System.Collections;
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public class DecisionBool : Decision

{
public bool valueDecision;
public bool valueTest;

public override Action GetBranch()
{

if (valueTest == valueDecision)
return nodeTrue;
return nodeFalse;

PaboTa KOHe4YyHOro asTomaTta

JIpyroit HHTepecHBIii ¥ MPOCTOIi MpHeM OCHOBaH Ha UCMOIb30BaHUU KO-
Heunbix aBromaToB (FSM). {11 ero peasiaanuu TpeGyeTcst B3IJISIHYTh Ha
npo6JieMy NOZ APYTHM YIJIOM, He KaK B NpeabiAyLieM perente. KoHeunsie
aBTOMAThI XOPOIIIH, KOria He06X0AMMO OpPHEHTHPOBATLCsI Ha KOHKPETHBIE
co6bITH1, a MOJIENTb TOBEIEHHSI 10JIXKHA OCTaBaThCs MIPeXHeN, oKa He u3-
MEHSITCS YC/IOBHSI.

MoaroToBka

Takoit MexaHU3M IJIaBHBIM 06pa3oM 6a3npyeTcst Ha MOZAEJAX TMOBeAEeHUs
aBTOMATOB U 3akJjazbiBaeT yHIAMEHT IS CJieyIOLIero peLenTa, KoTo-
Pblii CTaHeT yJIyYlIeHHOIi Bepcueii TeKyLIero.

Kak 3aTto peanusoBarTb...

ITOT peLienT BKJIIOYAET IOCJEe0BATENbHYIO PeaM3alHIO TPeX KJIACCOB,
CMBICJI UCNIOJIb30BaHUSI KOTOPBIX CTAHET SICEH HA 3aKJIIOYUTEJIbHOM 3Talle:
1. Knacc Condition:

public class Condition

{
public virtual bool Test()

{
return false;

}
2. Knacc Transition:

public class Transition

{
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public Condition condition;
public State target;

}
M xnacc State:

using UnityEngine;
using System.Collections.Generic;

public class State : MonoBehaviour

{
public List<Transition> transitions;
}

PeanuayeM pyHxuuio Awake:

public virtual void Awake()

{
transitions = new List<Transition>();
// 3pech nomelaercs HacCTpoKa NepexofioB

Onpepenum QyHKIMIO MHUIHATH3ALIUH;

public virtual void OnEnable()

{
// 3mece BHMONMHAETCA MHMUMANM3ALUMA COCTOAHUA

}

. Onpeaennm pyHKIUIO 3aBePLIEHUST:

public virtual void OnDisable ()
{
// 3mece BHMONHAETCA QMHANM3AUUA COCTOAHUA

}

. Onpenenmvx Cb)’HKLIHIO peajn3aliii MOAEJH NMOBEAEHUs, COOTBET-

CTBYIOLIEH COCTOSTHHIO;

public virtual void Update()
{

// Bymer peanu3oBaHa Huxe

// 3pmecy onpemenseTca momeNb NoBedeHMA
}

. Peannsyem ¢yHKIHIO, ONIpeAesIOIYIO COCTOSIHHE IS CJIEAYIOLLe-

ro mara:

public void LateUpdate ()

{
foreach (Transition t in transitions)
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if (t.condition.Test())

{
t.target.enabled = true;
this.enabled = false;
return;

}

Kak 3To pa6oraer...

Kaxpoe cocrosiHue — 3to cueHapuit MonoBehaviour, KOTOpbIit BBIMOHAET
UM He BBINIOJIHSET Nepexo k cieayiouieMy coctosiuuio (puc. 3.2). Boc-
nosb3yeMcsi pynkuueit LateUpdate, yTo6s He MEHATDH MPUBBIYHOrO MOA-
xo71a K pa3paboTke Mo/ieJIeli ToBeIeHH s, U peaiu3yeM B Heii IPOBEPKY He-
00X0MMOCTH TIepexo/ia B [PYroe COCTOsIHUE. BaXkHO OTK/0YaTh Kaxa0e
COCTOSIHME B 06BEKTE MrPbl, KPOME HAYaJIbHOTO.

V&Iciaue MNepexoa

Cocrostue B

Cocrostmne A
t

Cocrosnnne C

Puc. 3.2 < lNepexoabl Mexay COCTOAHUAMN

AononuutenbHas uHpopmauus...
st wiumiocTpauny pa3paboTky J0YEPHUX KJIAaCCOB, HAaCIeAYIOLINX KJ1ace
Condition, pacCMOTPUM HECKOJIKO NPUMEDPOB: OJUH MPOBeEPsSIET BXOxe-
HHe 3HAYeHHs! B IMaANa3oH, a BTOPOii npoBepsieT cob.o/ieHre ABYX yCJIo-
BUiL:

Huxe npuBoauTCs onpefelieHre nepBoro kjaacca — ConditionFloat:
using UnityEngine;
using System.Collections;

public class ConditionFloat : Condition
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public float valueMin;
public float valueMax;
public float valueTest;
public override bool Test()

{

if (valueMax >= valueTest && valueTest >= valueMin)
return true;
return false;

U BToporo kiacca ConditionAnd:
using UnityEngine;
using System.Collections;

public class ConditionAnd : Condition
{

public Condition conditionA;
public Condition conditionB;
public override bool Test()

{
if (conditionA.Test() & conditionB.Test())
return true;
return false;

YcoseplieHCTBOBaHNe KOHe4YHOro aBToMaTa:
nepapxuyeckme KoHe4Hble asTOMaTbI

KoHeuHble aBTOMAaThl MOXXHO YCOBEDILEHCTBOBATb, BBeAs MOAAEPKKY
cyoeB Wi Hepapxuii. CaM NPHHLMI OCTAETCA TEM XK€, HO COCTOSIHUSA MO-
JIyYaloT BO3MOXHOCTb BKJIIOYaTh COOCTBEHHBIE KOHEYHbIE aBTOMATBI, YTO

nenaet ux 6osiee rTHOKUMH U MaclITabMpyeMBIMH.

Moaroroska

B ocHOBY 3TOr0 perenTa noJioXeH NpeAbIAY Uit peLeNT, MO3TOMY JIsl €r0
MOHMMaHHsl BaXKHO 3HATh, KaK paboTaeT pelenT KOHEYHBIX aBTOMATOB.

Kak aTto peanu3oBartb...

Co3gaauM COCTOsIHHE, CIOCOOHOE COmepXKaTh BHYTPEHHHE COCTOSHHS,
1151 pa3pabOTKH MHOTOYPOBHEBbBIX HEpapXU4YeCKHX aBTOMATOB:
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1. Onpenennm Kkacc StateHighLevel, Hacaeaylomuii Kaacc State:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class StateHighLevel : State

{
}

2. [lo6aBuM CBOICTBA A1 yNpaBJieH!s BHYTPEHHMMH COCTOSTHUSIMH:

public List<State> states;
public State stateInitial;
protected State stateCurrent;

w

[epeonpenenm GYHKINIO NHULHATIU3ALUH:

public override void OnEnable()
{
if (stateCurrent == null)
stateCurrent = statelnitial;
stateCurrent.enabled = true;

}
4. IlepeonpenenuM pyHkuuio puHaIu3anuu:

public override void OnDisable()
{
base.OnDisable();
stateCurrent.enabled = false;
foreach (State s in states)

{
s.enabled = false;

}

Kak ato paGoraer...

Knacc cocTosiHust BepXHero ypoBHsI MO3BOJISIET aKTHBUPOBATh BHYTPEH-
HHUe KOHeYHble aBTOMATBhI, PEKYPCHBHO H3MEHSIs €ero BHYTPEHHHE COCTOS-
Hus. [IpuHIMN paGoThI OCTaeTCs HeM3MeHHbIM 6J1arofapsi CUCKY COCTOS-

HHUH U noAxoay poAMTEJIbCKOroO KjiacCa K BBINTOJIHEHHIO MEPEXOA0B.

Mone3nbie cCbiNku
EcTecTBeHHO, cChlKa Ha penent «Pa6oma xoneunozo asmomamar.
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KombuHnposaHne KoHe4YHbIX aBTOMaTOB
N Aepesbes NPUHATUS pelleHuin

IIpensinymue peuentsl OTAMYAIOTCS YAUBUTENBHON NMPOCTOTOH, MO3TO-
My Mbl 6e3 Tpyzsa cMoxeM OObeIUHUTD MX U MOJIYYHTb MOLIHYIO CHCTEMY
NPHUHATHS PELIeHHIA, 06J1aAaI0IYI0 JOCTOMHCTBAMH 0O0MX MOAXO0/0B, YTO
MO3BOJIUT YCMELIHO MPUMEHATD €€ B CAMBIX Pa3HbIX 0OCTOSATENbCTBAX.

MoAaroTtoBka

PaccMoTpyM, kak MOANGDHIUPOBATh U PACIIUPUTD AOYEPHUE KJIACCHI IS
CO31aHHsI KOHEYHOTO aBTOMATa, CIOCOGHOTO BHIMOJIHATD CJIOXKHBIE Tepe-
XO/Ibl Ha OCHOBE JIepeBa NPUHATUSA PellleHHH.

Kak ato peanu3oBartb...

ITOT pelLleNnT OCHOBAH Ha CO3JIaHHH Maphl I0YEPHHUX KJIaCCOB, HACIEAYIO-
LIMX KJIaCC, ONHCAHHBII BbIllle:
1. OnpexesuM HOBBIIt KJIacC AEMACTBHI CO CCBIJIKOM Ha COCTOSTHHE:

using UnityEngine;
using System.Collections;
public class ActionState : DecisionTreeNode

{
public State state;

public override DecisionTreeNode MakeDecision()
{

return this;

}
}

2. Peanu3yeM KJIacC nepexo0B, XpaHsILUIMi AEPEBO PELIeHUIA:

using UnityEngine;
using System.Collections;

public class TransitionDecision : Transition
{
public DecisionTreeNode root;

public State GetState()

{
ActionState action;
action = root.MakeDecision() as ActionState;
return action.state;
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3. UamennM yHkumio LateUpdate B Kiacce State AJis IOMAEPIKKH T1€-
pexoz0B 060UX BUOB:

public void LateUpdate()

{
foreach (Transition t in transitions)

{
if (t.condition.Test())

{
State target;
if (t.GetType().Equals(typeof (TransitionDecision)))

TransitionDecision td = t as TransitionDecision;
target = td.GetState();

}

else
target = t.target;

target.enabled = true;

this.enabled = false;

return;

}

Kak 3ato paGoraer...

N3amenenus B knacce State no3BoJsAIOT eMy 06pabaThIBaTh HOBBIN BUA Me-
pexonos. HoBnie Ao4YepHHE KJIACChl CO34aHbl ClIEHAJIbHO, ‘{T06bl 06XHT-
PUTb 06€ CUCTEMBI U NIOJTYYUTh B pe3yJbTaTe HYXKHBIi y3eJ1 AeiicTBHS, KO-
TOprﬁ CaM HHYero He feJaetT, HO Boaapamae'r HOBO€ COCTOSIHHE, KOTOpO€E
aKTUBHPYETCsI I0CJIe BbIGOPaA C MOMOLIBIO AepeBa NPUHATHS PeleHHH.

Mone3Hble CCbINKK

CchLJIKH Ha CyleAYIOLIHe peLenThl:
QO «Buibop c nomowpio Oepeea NPUHAMUA peueHuli»;
O «Paboma xoneunozo asmomama.

Peannsaunn AepeBbeB MOAeAeit NoBeAeHUs

[lepeBbsi Mozeieit MOBeIEHUSI MOXKHO PaCCMaTPUBaTh KaK CHHTE3 1eJIoro
psiia APYrUX METOI0B HCKYCCTBEHHOTO MHTEJIJIEKTa, HANPUMepP KOHEYHbIX
aBTOMATOB, NJIAaHHPOBaHHs M JepeBbeB NpUHATUA pemieHuid. Ha camom
AieJie OHU UMEIOT HEKOTOPOE CXOACTBO C KOHEYHBIMH aBTOMaTaMH, TOJILKO
BMECTO COCTOSIHMIi B HUX HCNIOJIb3YIOTCs 1€iCTBHUS, 3aKTI0YEHHbIE B Ipe-
BOBHAHYIO CTPYKTYDY.
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MoaroToska
IJTOT penent TpeGyeT 3HAHHS CONMPOrpaMM.

Kak ato peann3osartb...

ITo aHasioruu ¢ peann3anueii JepeBa NpUHITHS PelLIEeHHIi ONIpeIesIMM TPH
nceBA0abCTPaKTHBIX KJIacca:

1.

Onpezennm 6a3oBbiii kaacc Task:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class Task : MonoBehaviour

{
public List<Task> children;
protected bool result = false;
protected bool isFinished = false;

}

. Peayimayem ¢pynkuuio puHanmm3anum:

public virtual void SetResult (bool r)
{

result = r;

isFinished = true;
}

Peannayem pyHKLHIO 47151 CO3MaHUA MOZieJiell TOBeJEHHS:

public virtual IEnumerator Run()
{

SetResult (true);

yield break;
}

. PeanusyeM o61yio pyHKLHIO A5 3aMyCKa OBEAEHUS:

public virtual IEnumerator RunTask()

{

yield return StartCoroutine(Run());
}

Onpenenum knacc ConditionBT:

using UnityEngine;
using System.Collections;

public class ConditionBT : Task
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public override IEnumerator Run()

{
isFinished = false;
bool r = false; )
// peanusyiire 3mech CBOD MofelNb NMOBEHEHUS,
// Bo3Bpamapmyp B r 3Hauenue true wmm false

SetResult (r);
yield break;

}
6. Omnpezaenum 6a30Bblii KJIacc AeiCTBUiIL:

using UnityEngine;
using System.Collections;

public class ActionBT : Task
{

public override IEnumerator Run()

{
isFinished = false;
// peanu3yiire 3pech CBOD MofmeNb NoBefeHuA

return base.Run();

}
7. Onpepnenum xnacc Selector:

using UnityEngine;
using System.Collections;

public class Selector : Task
{

public override void SetResult (bool r)
{
if (r == true)
isFinished = true;

)

public override IEnumerator RunTask()
{
foreach (Task t in children)
yield return StartCoroutine(t.RunTask());
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8. OmnpenesnM Taoke Kjacc Sequence:

using UnityEngine;
using System.Collections;

public class Sequence : Task
{
public override void SetResult (bool r)
{
if (r == true)
isFinished = true;

}

public override IEnumerator RunTask()

{
foreach (Task t in children)

yield return StartCoroutine(t.RunTask());
}

Kak aro paboraer...

JlepeBbsi Mozesieil NoBeAeHUsl AEHCTBYIOT MOAOOHO A€pPEBbsM MPUHATUSA
peteHuit. OnHaKO 37€Ch KOHEYHBIE Y3JIbl HA3BIBAIOTCS 3aa4aMH, U HEKO-
TOpbI€E y3JIbl He ABJISIIOTCS YCAOBUSMU, 3amyCTHTb HabOp 3a1a4 MOXKHO 04~
HUM U3 IBYX CIIOCOGOB: C IIOMOLLBIO CEJIEKTOPA UJIX 110C/Ie0BaTeTbHOCTH.
CesnexTops! 3amyckaioT Habop 3aa4 U BO3BPAILAIOT 3HAYEHHe true, eCM
oZ1Ha 13 3312y BepHeT true, Mx MoxHo paccMaTpuBaTth kak y3sst UJIN. Tlo-
CJIe0BaTeIbHOCTH BBITOJIHAIOT Habop 3a/1a4 ¥ BO3BPALLIAIOT 3HaYeHHe true,
€CJI BCe 3a1a4y BepHY U true. FIx MOXHO paccMaTpuBaTh Kak y3usl U.

Mone3Hbie cCbiNku

ITo3HakOMHTbCSI ¢ TeOpHeEil 1O 3TOi TEMe MOXHO B KHHre SITHa MUJIIHHT-
toHa (Ian Millington) <«Artificial Intelligence for Games».

PaboTa c He4eTKOW AOrvKon

HHoraa TNPUXOAUTCA UMETD 1€JI0 C CEPbIMH 06JIaCTﬂMPI, rae peueHus npu-
HHUMAIOTCA HE HA OCHOBE aJIbTEpDHAaTUBHBIX 3HaueHMi. B Takux cJy4asix Ha
BBIDYYKY NPpHUXOAMT HEYETKAsA JIOTMKa — Ha6op MaT€MAaTHYE€CKHX METOOOB,
ITOMOraouMx CnpaBUTbCA C l'IOlIO6HbIMH 3aJlayaMH.

HpenCTthTe, 4YTO BBI paapa6a'rbmae're aBTOIIHJIOT, KOTOPOMY AOCTYIHbI
JiBa IECTBUSL: ynpaBJieHHE PYJIEBBIM KOJIECOM U CKOPOCTbIO ABH)XECHUSI,
Ka)X/10€ U3 KOTOPLIX ONpeAesi€TCs pAAOM 3HaYeHHH. ABTONUJIOT A0JDKEH
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BbIGpaTh, KyAa MOBEPHYTh M KAKYyIO NMPU 3TOM NOAAEPKUBATh CKOPOCTb.
IJTO U eCTh OOMH M3 BUAOB CephIX 06JIacTei, MPEACTABJIATh U 0OCIYXKH-
BaTh KOTOpbIE NPM3BaHa HEYETKAS JIOTHKA.

MoaroTtoBka

lns atoro perienta notpeGyeTcs ONPEAENUTb PSAA COCTOSIHMM, NPOHY-
MepPOBaHHBIX MOCJIEA0OBATEIbHBIMHU LIEJbIMU YMcaaMH. [TockoJibky npea-
CcTaB/IeHHe 3aBHCHT OT KOHKPETHOIi Urphl, 3aliMemMcs 06paboTkoii ucxon-
HbIX JAHHBIX TAKUX COCTOSTHMIA, a TaKXKe UX paamvieanuem (fuzzification),
yTOObl TMOJYYUTh TEHEPAaTOpP HEYETKUX pellieHHil obliero HasHayeHHs.
Teneparop 6yner Bo3Bpamarth HaGop HeueTKHX 3HAaYeHHit, OTPaXKAIOMWMX
cTerneHb MPUHAJIEHHOCTH KaXKA0T0 COCTOSHUSL

Kak aTto peanusosarb...

CoaganuM 1Ba 6a30BbIX KJIaCCa M FEHEPATOD HEYETKUX PELIEHHIA:
1. Poaurenbckuii kinacc MembershipFunction:

using UnityEngine;
using System.Collections;

public class MembershipFunction : MonoBehaviour
{
public int stateId;
public virtual float GetDOM(object input)
{
return 0f;

)
2. Knacc FuzzyRule:

using System.Collections;
using System.Collections.Generic;

public class FuzzyRule
{
public List<int> statelds;
public int conclusionStateld;
}

3. U knacc FuzzyDecisionMaker:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;
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public class FuzzyDecisionMaker : MonoBehaviour
{
}

Onpeaenum curHatypy GYHKUHMM NPUHATHA pelleHuit U ee CBOM-
CTBa:

public Dictionary<int,float> MakeDecision (object[] inputs,
MembershipFunction[] [] mfList, FuzzyRule[] rules)

{
Dictionary<int, float> inputDOM = new Dictionary<int, float>();
Dictionary<int, float> outputDOM = new Dictionary<int, float>();
MembershipFunction memberFunc;
// nanbHeiiwas peanusauus ONMUCHBAETCA HiKe

}

Peanuayem LMK/ A5 06X0/1a HCXOMHBIX JAHHBIX U 3aMONHEHHUs Ha-
yasbHOM crenenu npuHaanexHoctd (Degree of Membership, DOM)
KaX/I0r0 COCTOSTHHSA:

foreach (object input in inputs)
{
int r, ¢;
for (r = 0; r < mfList.Length; r++)
{
for (¢ = 0; c < mfList(r].Length; c++)
{
// manbHeiimas peanu3alyMA OMUCHBAETCA HiXe
}
}
}

// manbheiwas peanm3auMs OMMCHBAETCA HIKE

OnpezaenuM TeJI0 CAMOrO BHY TDEHHETO LIMKJIa, BRI3bIBAIOLIETO QyHK-
1MI0 crelgHKaluy NPUHAJIEKHOCTH:

memberFunc = mfList(r][c];
int mfId = memberFunc.stateld;
float dom = memberFunc.GetDOM (input);
if (!'inputDOM.ContainsKey(mfId)’)
{
inputDOM.Add (mfId, dom);
outputDOM.Add (mfId, 0f);
}
else
inputDOM(mfId] = dom;
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7. OboiineM npaBuIa AJs1 HACTPOHKH MCXOAAIIMX CTeleHeit MpHHaA-
JIEXHOCTH:

foreach (FuzzyRule rule in rules)

{
int outputld = rule.conclusionStateld;
float best = outputDOM[outputId];
float min = 1f;
foreach- (int state in rule.statelds)

{
float dom = inputDOM([state];

if (dom < best)
continue;
if (dom < min)
min = dom;
}
outputDOM[outputId] = min;
}

8. U HakoHell, BepHeM Habop cTeneHeil IpUHAAIEXKHOCTH:

return outputDOM;

Kak 3ato paGoraer...

3nech a1 06pabOTKH BXOAHBIX AAHHBIX B BUAE AaHHBIX OOBEKTHOrO THIMA
HCIIOJIb3YEeTCSI MeXaHuaM ynakoBk/pacmakosku (boxing/unboxing).
Tlpouecc paamvisanus (fuzzification) ocyiecTBaAsIETCS C MOMOLIBIO MOJIb-
30BaTeJIbCKUX GYHKIMH crenuUKALMH NMPHHAAJIEXKHOCTH, YHaciea0-
BaHHBIX OT 6a30BOro KJIacca, CO3aHHOrO BHayaJle. 3aTeM GepeTcst MMHU-
MaJibHasl CTeNeHb IPHHA/JIE)KHOCTH BXOJAHOrO COCTOSIHMS IJIsI KaXJO-
ro NMpaBWJIa, U BBIYUCISIETCS UCXOAALIAs CTeNeHb MPUHAAJIEXKHOCTH AJIs
Ka)kI0r0 MCXOZSILIEr0 COCTOSIHUS C YyYETOM MaKCHMAJIbHOTO UCXOASILIETO
COCTOSIHUSA BCEX IPUMEHHMMBIX PaBHJL

AononHutenbHas uHpopmauus...

Mo>Ho nonpo6oBaTh co3aaTh npuMep PYHKLHH, MOMOraolLeii onpese-
JINTb — HAXOAMUTCA JIK IPOTUBHHUK B SIPOCTH, 3HAasA, YTO YPOBEHDb €ro 310-
poBbs (Bapbupyetcs B aana3oHe ot 0 zo 100) MeHbiue uu pasex 30:
using UnityEngine;

using System;

using System.Collections;

public class MFEnraged : MembershipFunction

{
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public override float GetDOM(object input)
{
if ((int)input <= 30)
return 1f;
return 0f;

Ob6patute BHUMaHHe, YTO OGIIMM TpebOBaHUEM SIBISETCS HaNIHM4YHe
N0JIHOrO HaGopa mpaBuJI, 10 OXAHOMY AJIS1 KaXKA0H KOMOHUHALIUM COCTOSTHUI
M3 Ka)xa0ro Habopa BXOJAHBIX AaHHBIX. ITO BeleT K NOTepe MaciuTaGupye-
MOCTH, HO XOPOIIO NMOAXOAUT A1 HEGOBIIOro KOMNYECTBA BXOAHBIX Iie-
PEMEHHBIX ¥ HEGOJIBILOro KOJHYECTBA COCTOSIHHIA Ha OJJHY NEPEMEHHYIO.

Mone3Hble CCbINKK

[To3sHakOMHTBCS C TeOpHUeil paamviéanus v npobaeMaMi HeZJOCTaTOYHOM
MacutabupyemocTy MOXHO B KHure SlHa Musmurrosa (Ian Millington)
«Artificial Intelligence for Games».

MpeAcTaBAeHWe COCTOSIHUIA C NOMOLLbIO
4YUCAOBLIX 3HaYeHWn: cuctemMa Mapkosa

ITocie 3HaKOMCTBa C HEYeTKO# JIOrMKO# 100aBUM HECKOJIBKO CTIOCOGOB pac-
IMpeHUs GYHKIMOHAIBHOCTH KOHEYHBIX aBTOMATOB, OIHAKO HEYeTKas JIo-
TMKa He paboTaeT HEmoCpeACTBEHHO CO 3HAYEHUSIMM — OHH JI0JDKHBI GbITh
Da3mbimbl 1151 IpUMeHeHNs B 3Toi obactu. [lemm MapkoBa — aTo MaTeMa-
THYECKasl CHCTeMa, N03BOJIAIONIAst pa3paboTaTh CUCTEMY MPUHATHS pelle-
HHUI1, KOTOPYIO MOXXHO PaCCMaTPUBAaTh KaK aBTOMAT HEYETKMX COCTOSIHMUIA.

Moaroroska

STOT pellenT UCNOJb3yeT KIacChl MATpUIl U BekTOpoB U3 Unity ans ui-
JIIOCTPALMM TEOPETUYECKOro MOAXO0/A U MOArOTOBKM paboyero mpuMepa,
KOTOPBIf MOXHO YJIYYIIMTh C IPUMEHEHHUEM I0JIb30BAaTENBCKUX KJIACCOB
MaTpHI ¥ BEKTOPOB, MOAAEPXKUBAOLIUX 06s3aTebHble METOZBI, TaKHeE
KaK YMHO)XKeHHe BEKTOPOB ¥ MaTpHLI.

Kak aTo peanusoBarts...
1. Co3aaaum poauTeabCKHii Kacce s 06paboTKH Mepexo/0B:

using UnityEngine;
using System.Collections;
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public class MarkovTransition : MonoBehaviour
{

public Matrix4x4 matrix;

public MonoBehaviour action;
}

. Peanuayem meton IsTriggered:

public virtual bool IsTriggered()
{
// 3pmecb HaxomMTCA peanusauus
return false;

}

. Ompenenum aBTOMaT COCTOsIHMIT MapkoBa BMeCTe C €ro CBOMCT-
BaMH:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class MarkovStateMachine : MonoBehaviour
{ .
public Vectord state;

public Matrix4x4 defaultMatrix;

public float timeReset;

public float timeCurrent;

public List<MarkovTransition> transitions;
private MonoBehaviour action;

}

OnpeneanM GpyHKIHIO Start A MHUIUATIU3ALHMH:

void Start()
{

timeCurrent = timeReset;
}

. Peasmayem ¢ynkimio Update:

void Update()
{
if (action != null)
action.enabled = false;

MarkovTransition triggeredTransition;
triggeredTransition = null;
// manbHeiwas peanM3auMa ONUCHBAETCA HuKe



122

o

% [pwvHsiTVE peweHni

6. Haiinem Tpe6yemsiii mepexon;

foreach (MarkovTransition mt in transitions)

{
if (mt.IsTriggered())

{
triggeredTransition = mt;

break;

}

Ecau nouck yBeHYaJCsl yCIIEXOM, PaCYMTaeM MaTpPHULy COCTOSIHUSA
UTPBL

if (triggeredTransition != null)
{
timeCurrent = timeReset;
Matrix4x4 matrix = triggeredTransition.matrix;
state = matrix * state;
action = triggeredTransition.action;
}

. B npoTHBHOM ciryyae 06HOBMM TaiiMep 06paTHOro OTCYeTa M pac-

CYMTAeM MATPHILy COCTOSIHMSI MIDHI IO YMOJYAHMIO, €CJIH ITO He-
06x01MO:

else
{
timeCurrent -= Time.deltaTime;
if (timeCurrent <= 0f)
{
state = defaultMatrix * state;
timeCurrent = timeReset;
action = null;

}

Kak 3aTo paboraer...

M5 onpeseMaN COCTOSIHME WIpBI, HCXOAS M3 YHCJIOBOTO 3HAYEHUS
CBOMCTBa, NPEACTABJIEHHOTO 4-MEPHbIM BEKTOPOM, KX /Iblif 3IEMEHT KO-
TOPOrO COOTBETCTBYET OAHOMY COCTOSIHMIO. 3HaYeHHs COCTOSIHUS MIDBI
M3MEHSIOTCS TIPH JII06OM Nepexoze, B COOTBETCTBHH C MPUCOeAMHEHHOIH
maTpuueil. Koraa cpaGaTeiBaeT MexaHM3M Iepex0fa, COCTOSIHUE WIpbI
M3MEHSIeTCs], NIPH 3TOM MBI MCIOJIb3yeM TaiiMep 06paTHOro oTcyera st
BbINOJIHEHHU S TTePeX0/ia 110 YMOTYAHHIO U COOTBETCTBYIOLIErO H3MEHEHUS
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MTPBL. DTO MOXKET MIPUTOAUTHCS, KOT 12 HYXKHO COPOCHTD COCTOSIHHE HTPbl
nocJjie UCTeYEeHHs OnpelesIeHHOTO NMepuoAa BpeMEHH MJIM TPOCTO pery-
JISIPHO NIPUMEHSATDH NIpeo6pa3oBaHuUsl.

Mone3Hble CCbINKKU

ITo3HaKOMHUTBbCS C TeopHeil NMpUMeHEeHUs1 MmpoleccoB MapkoBa B urpax
C HCKYCCTBEHHBIM HHTEJIJIEKTOM MOXHO B KHUre flHa MunnunrroHa (Ian
Millington) «Artificial Intelligence for Games».

MpuHsiTVE pelweHnA B MOAEASIX
LeAeHanpasAeHHOro noseAeHUs

Mogzenyn neseHanpaBIeHHOrO MOBeEHNUS NMO3BOJISIIOT AaTh areHTaMm He
TOJIbKO MHTEJIEKT, HO U OMpejesieHHYyI0 cB060ay BhI6OPa, OCHOBAHHYIO
Ha 11eJI1 ¥ 3a1aHHOM HaGope mpaBuL.

IIpeactasbTe, YTO MBI pa3paGaTeiBaeM MOZ€EJb MOBEEHUS BOMHA, KO-
TOPBIii ZOJDKEH He TOJIBKO A06paThCsl A0 BpaxKeckoro ¢iara (OCHOBHas
1IeJIb), HO M NM03a60TUTECS O COXPaHEHMH CBOEH XKU3HHM U 60enpHIacoB
(BHYTpeHHMe LieJ A/ JOCTHXEHHS raBHON uesn). [lns peanmsanuu
3TOi MozeNM MOBEJEHHS MOXHO HCHOJIb30BaTh YHMBEPCAJIbHBIN ajro-
PUTM 06paboTKK LieJiel, TAKOM, YTOObI areHT MOT MPOSABUThH HEYTO, MOXO-
’Kee Ha cBo6ozy BeIGOPa.

Moaroroska

Jlanee MbI pacCMOTPHM CO3JaHME MeXaHH3Ma BbIOOpa (ceseKTopa) Lee-
HarnpaBJIeHHBIX AeHCTBU, OCYLIECTBIISIOLIETO BEIGOP C y4eTOM I'JIaBHOIA
e, n3beraouiero NOCTOPOHHUX AEHCTBUI, BeAYIIUX K HEYAaye, U YYH-
THIBAIOLIETO JJIMTEILHOCTD AeiicTBHIA. Tak sk e Kak B NPeAbIAYLIEM PELENTe,
371eCb NOTpe6yeTCsT MOAEMPOBATh LI€JIH C TIOMOILLbIO YHCIOBHIX 3HAYEHUIA.

Kak 3aro peanu3oBartb...
KpoMe cenexropa, onpesennM Takxke GasoBble KJacchl il AeHCTBHIA
U Lenei:
1. Onpeaenum 6a30Bblii KJIacc A€HCTBUI:
using UnityEngine;
using System.Collections;

public class ActionGOB : MonoBehaviour
{
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public virtual float GetGoalChange (GoalGOB goal)
{

return 0f;
}

public virtual float GetDuration()
{

return 0f;
}
}

2. OmpexnesM poaUTEIbCKHUIL K1acc Heeit GoalGOB ¢ MeToxamu:

using UnityEngine;
using System.Collections;

public class GoalGOB
{

public string name;

public float value;

public float change;
}

3. OmnpenenuM cooTBeTCTBYIONINE (PYHKIIUH BRIYUCIEHUS OLEHKH He-
yIOBJIETBOPUTEJILHOCTH U H3MEHEHUIA C TeYeHHeM BPeMeHH:

public virtual float GetDiscontentment (float newValue)

{

return newValue * newValue;

}

public virtual float GetChange()

{
return 0f;

}
4. Omnpeaenum kaacc ActionChooser:

using UnityEngine;
using System.Collections;

public class ActionChooser : MonoBehaviour
{
}

5. Peannsyem pyHKIMIO 06pabOTKH HEHYKHBIX A€ICTBHIL:

public float €alculateDiscontentment (ActionGOB action, GoalGOB[] goals)
{

float discontentment = 0;
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foreach (GoalGOB goal in goals)

{
float newValue = goal.value + action.GetGoalChange (goal);
newValue += action.GetDuration() * goal.GetChange();
discontentment += goal.GetDiscontentment (newValue);

}
return discontentment;

}
6. Peamnsyem ¢yHKIIHMIO BEIGOPA AEHCTBHUS:

public ActionGOB Choose (ActionGOB[]) actions, GoalGOB[] goals)
{
ActionGOB bestAction;
bestAction = actions([0];
float bestValue = CalculateDiscontentment (actions[0], goals);
float value;
/| manbHeiwas peanM3auMs ONMUCHBAETCA Huxe
}

7. BoiGop Jyuiiero aefiCTBHS 3aBUCHT OT OLEHKM HaHMEHbILEro
yiep6a:

foreach (ActionGOB action in actions)
{
value = CalculateDiscontentment (action, goals);
if (value < bestValue)
{
bestValue = value;
bestAction = action;

}

8. BepneM Hauuyulllee feiicTBHE:

return bestAction;

Kak ato pa6oraer...

DyHKUNM HeyaOBJIETBOPUTENLHOCTH IOMOraloT M36exaTb HEHYXHbIX
AeiCTBHI B 3aBUCHMOCTH OT CTENEHH OTKJIOHEHHS OT LieJIH U OCHOBBHI-
BAIOTCS HA MOHATHSAX AEACTBUSA U BPeMeHH, HeOOXOAMMOrO AJISl €ro BhI-
nosHeHus. PyHk1Us BLIOGOPA ONpeesisieT CaMOe ONTUMAbHOE AeiCTBHE
C TOYKH 3peHHSI MUHUMAJIBHOTO yiep6a (HeyA0BIETBOPUTENBHOCTD).



[NaBa

KoopanHuposaHune
N TaKTUKa

B aToi1 rnaBe paccmaTpuBalOTCA METOAbI KOOPAUHAUUK W BLIPaboTkK Tak-
TUKMK:

06pa6oTka rpynnosbix GOPMUPOBaHUIA,

pacwupeHue anropytma A* ans KOopAnHaUUK: anroputm A*mbush;
BbI6OP YAOOHbLIX TOYEK NO3NULUN;

aHann3 ToYek NO3ULUIA NO UX BbICOTE;

aHann3 Toyvek No3nuuii N0 0630pPHOCTU N HE3AMETHOCTH;

OueHKa ToYeK NO3ULMIA ANA NPUHATUA PeLUeHNs;

KapTbl BIUSAHUS;

yNyuweHue KapT BANSHUA NyTEeM 3an0NHEHUs;

ynydlweHve kapT BAMAHUA C NOMOLWbLIO GUNbTPOB CBEPTKY;
nocTpoeHne 60eBbIX KPYroB.

000000000

BseaeHue

JTa rjaBa He OrpaHM4YMBAETCS OAHUM HampaBJIeHHEM, B Heil COAepXKaTCs
He TOJIbKO OPUTHHAJIbHbIE PELIeNThbl, HO ¥ OMKMCHIBAETCS IPUMEHEHHE 3Ha-
HUI, MOJIy4YEHHBIX [IPH PeaN3aluy NpeabIAYLIMX PELenToB, A1 CO3/a-
HHSA COBEPLIEHHO HOBbIX UJIM YCOBEPILIECHCTBOBAHHBIX IIDUEMOB.

B 3T0ii rs1aBe pacCMaTpHBAIOTCA Pa3jMYHbIE PELENTb KOOPAWHALNH
JNEHCTBHUI areHTOB, NMPEBpALIAIONIME UX B €AMHbIA OPraHMU3M, U METOIbI
NPHHSTHUS TaKTUYeCKHX pellleHUiH, OCHOBaHHble Ha rpadax (HampuMep,
TOYKHM MO3MIMIA) ¥ KapTaX BAMSAHMA. B 3THX MeTOax HCMOJb3YIOTCS pas-
JIMYHBIE 3JIEMEHThI U3 MPEAbIAYLIMX [JIaB M PELENTOB, OCOGEHHO 3TO Ka-
CaeTcs aJArOpUTMOB NMOCTPOEHHsI rpad)0B U aJIrOPUTMOB BBIGOpA MYTH U3
2naeol 2 «Hasuzayus».
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O6paboTka opmuposaHuii

BlIer paccMaTpHUBaeTCA KJIIO4YeBOH AJITOPUTM CO3AaHHUs I'PYIIT BOCHHBIX
arenToB. OH 06/1a1aeT 10CTaTOYHOM rHOKOCTHIO, YTOGHI TO3BOJIUTH CO3/1a-
BaTbh COOCTBEHHbIE IPYMNINOBbIe (POPMHPOBAHUS.

PesyssraToM 3TOro peuenta fABJAsSETCS HAGOD LEJIEBBIX MO3HLHIA
¥ TIOBOPOTOB AJIs1 KaXaoro areHTa B opMupoBaHuu. Bam octanercs
TOJIBKO Pa3paboTaTh AITOPUTMBI IEPEMELIeH s areHTOB K NMOJyYeHHbIM
LeJIsIM.

[na 3T0ro MOXHO MCNONL30BaTb anrOPUTMbI, ONUCaHHLIE B Mase 1
«AHTENNeKTyanbHbIe MOAE NN NOBEAEHUS: NePEMELLEHNE.

Moaroroska

3Iler MBI OIpeAe/INM TPpHU 6a30BBIX Kjacca — TPHM THUNA AAHHBIX IJIs1 UC-
MOJIb30BaHUA KJlacCaMH BEpPXHEro YpPOBHSA H aJIrTOPUTMAMH. Knacc
Location ouyeHs MOX0X Ha KJacc Steering u UCMOJb3yeTCs A ONpeneie-
HMSI 11eJIEBOI MO3UIMH M ITOBOPOTA, C YYETOM OMOPHON TOYKHU U MOBOPOTA
dopmupoBanus. Knacc SlotAssignment — 3TO THN JaHHBIX, ONpeneJsio-
M CTIHCOK COOTBETCTBHIT HHAEKCOB U areHToB. VI HakoHel, kJacc KOM-
noHeHTa Character xpaHuT LieJieBoi kylacc Location.
Hwxe npuBoauTCs Ko Kyacca Location:

using UnityEngine;
using System.Collections;

public class Location

l .
public Vector3 position;
public Quaternion rotation;
public Location ()
{

position = Vector3.zero;
rotation = Quaternion.identity;

}

public Location(Vector3 position, Quaternion rotation)
{

this.position = position;
this.rotation = rotation;
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KJyacca SlotAssignment:

using UnityEngine;
using System.Collections;

public class SlotAssignment

{
public int slotIndex;
public GameObject character;

public SlotAssignment ()
{

slotIndex
character

-1
null;

}
M KJyacca Character:

using UnityEngine;
using System.Collections;

public class Character : MonoBehaviour

{

public Location location;

public void SetTarget (Location location)
{
this.location = location;
}
}

Kak aTo peanu3oBars...

Onpeaenum aBa kiacca, FormationPattern u FormationManager:
1. TceBnoabeTpaxTHsIil Kaace FormationPattern:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class FormationPattern: MonoBehaviour
{

public int numOfSlots;

public GameObject leader;
}

2. Omnpegenum pyHKLHIO Start:

void Start()
{
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if (leader == null)
leader = transform.gameObject;
}

. OnpeueJmm (.l)yHKl.[PlIO, BO3BpallaiolIy0 MO3ULHUI0O 3aJaHHOIr0 CJIO-
Ta:

public virtual Vector3 GetSlotLocation(int slotIndex)
{

return Vector3.zero;
}

. OnpenennM bpyHKLHUIO, BO3BPAILAIOLIYIO NPU3HAK NOAAEPKKH (op-
MHPOBaHHEM 3aIaHHOT'0 KOJIMYeCTBa CJIOTOB:

public bool SupportsSlots(int slotCount)
{

return slotCount <= numOfSlots;

}

. OnpenennM GyHKIHIO YCTAHOBKM CMEILEHHI B MECTaX, I 3TO He-
06X011UMO:

public virtual Location GetDriftOffset (List<SlotAssignment>
slotAssignments) :
{
Location location = new Location();
location.position = leader.transform.position;
location.rotation = leader.transform.rotation;
return location;

}
. OnpepesnM KJ1acc ynpaBsieHUs! GOPMHPOBaHHEM:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class FormationManager : MonoBehaviour

{

public FormationPattern pattern;
private List<SlotAssignment> slotAssignments;
private Location driftOffset;

}

. Peannsyem ¢pyHKLMIO Awake:

void Awake()

{
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slotAssignments = new List<SlotAssignment>();
}

8. OnpenenMM (bymcumo O0OHOBJIEHMSI MHAEKCOB CJIOTOB B COOTBET-
CTBHH C NNIOPAAKOM HUX CJIEA0OBAHUA B CIIUCKE:

public void UpdateSlotAssignments ()
[ for (int i = 0; i < slotAssignments.Count; i++)
! slotAssignments[i].slotIndex = i;
;riftOffset = pattern.GetDriftOffset (slotAssignments);

}
9. Peanusyem ¢pyHKUHIO 106aBJIeHHS NEPCOHAXa B GOPMUPOBaHHE;

public bool AddCharacter (GameObject character)

{
int occupiedSlots = slotAssignments.Count;
if (!pattern.SupportsSlots(occupiedSlots + 1))

return false;

SlotAssignment sa = new SlotAssignment();
sa.character = character;
slotAssignments.Add(sa);
UpdateSlotAssignments () ;
return true;

}
10. Peamusyem ¢yHKIHIO yaaneHus nepcoHaxa u3 popMHpOBaHUS:

public void RemoveCharacter (GameObject agent)

{ .
int index = slotAssignments.FindIndex(x => x.character.

Equals(agent));
slotAssignments.RemoveAt (index) ;
UpdateSlotAssignments();

}

11. Peanu3yem ¢pyHKIHIO OOHOBJIEHHS CJIOTOB:

public void UpdateSlots()
{
GameObject leader = pattern.leader;
Vector3 anchor = leader.transform.position;
Vector3 slotPos;
Quaternion rotation;
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rotation = leader.transform.rotation;
foreach (SlotAssignment sa in slotAssignments)

{

// nanbheiwas peanu3auMA ONMUCHBAETCA HIKE

}
12. U HakoHeN, onpeaenauM Tejio Lukia foreach:

Vector3 relPos;

slotPos = pattern.GetSlotLocation(sa.slotIndex);

relPos = anchor;

relPos += leader.transform.TransformDirection(slotPos);
Location charDrift = new Location(relPos, rotation);
Character character = sa.character.GetComponent<Character>();
character.SetTarget (charDrift);

Kak ato pabortaer...

Knacc FormationPattern XpaHMT OTHOCHMTeJIbHbIE MO3MLMHU CJIOTOB. Ha-
npuMep, J0o4YepHHit kuacc CircleFormation GyaeTr uMeThb CBOIO PYHKLHIO
GetSlotLocation, Bo3BpallaloOLIyI0 OTHOCHTEJIbHBIE MO3ULUH CJIOTOB, pa3-
MeLIEHHBbIX Ha OKPYXHOCTH. OH CJIyXKUT 62a30BBIM KJIaCCOM, K KOTOPOMY
aucneryep FormationManager no6aBiisieT CJIoii, ynpaBJstioluii neperpym-
nupoBkoil. Biarogapsi Takoil opraHM3aunu pa3paGoTyuK cMoxeT Ge3
TpyAa CO3AaBaTh HOBble BUABI ()OPMHUPOBaHHMIA, HacaeRylolre 6a30BbIi
KJacc.

Knacc FormationManager, kak y»ke YMOMMHAJIOCh, PeajM3yeT BepXHHIi
CJIoii ¥ ynipaBJisieT pa3MellleHHeM ¢popMHipoBaHus. Bce BbiuncieHns B HeM
OCHOBaHbI Ha MO3ULIMHU U ITIOBOPOTE JIUAEPA, K KOTOPbIM IPUMEHSIOTCA He-
o6xoaumsie peo6pa3oBaHuUsI.

Y1o panbwe...

CTOMNT OTMETHTD, YTO KJ1acchl FormationManager u FormationPattern mosmxk-
HBI GBITh KOMIIOHEHTaMM OHOTO M TOro e o6nekTa. Eciv moJte, onpene-
Jisto1Ilee IMJepa, MMeeT 3HaueHHe null, 1MaepoM CTAaHOBUTCS CaM OGBEKT.
To ecTb IMAEPOM MOXHO CAEJIaTh APYroil 0ObEKT, YyTO6bI U36ABUTHCS OT
JIMIIHUX JIeTaJieil B OKHEe MHCIEKTOpa U obecrneynTh 6oJiee sICHOe pa3je-
JIEHUE KJIaCCOB.

Mone3Hble ccbinku

Q Peuent «Jocmuxcenue yeau u yxod om nozonu» B raase 1 «Humeanex-
myanvHble Modenu nosedeHUs: nepemeweHues.
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QO Bosee noapobHyio uH(pOpMaLHIO O ApeithOBOM CMELIEHHUH U JKCIie-
PHMEHTAX C 3TUM 3HAYeHHEM MOXXHO HaWTH B KHMre Slna Musimur-
toHa (Ian Millington) «Artificial Intelligence for Games».

PacwupeHue anroptma A*
AN KOOpAUHaUMW: anroputm A*mbush

TITocJsie 3HaKOMCTBa C MPUMEHEHHEM aropuT™Ma A* /151 MoMCKa My TH BOC-
N0JIb3YEMCS1 €0 MOMLIbIO M THOKOCTBIO 471 pa3paboTKH MOAE N CKOOPAH-
HMPOBAHHOIO MOBeJEeHHs, a UMEHHO YCTPOICTBa 3acaJbl Ha MTpoKa. ITOT
aJIrOPUTM 0COBEHHO MOJIE3eH, KOrAa TpebyeTcs: HeJOPOroe peleHHe YIIo-
MSTHYTOM BblLI€ 33]a4H, K TOMY XK€ OH MPOCT B PEATM3ALIHH.

ITOT pelenT onpezessieT MapIIPYT AJIS KaXAOr0 areHTa, ero nepeme-
IeH’e MPH YCTPONCTBE 3acajbl B 33JIaHHOI BepLINHe WM TOYKe rpada.

MoaroTtoBka

Co3naguM crelMaJbHbIi KOMIIOHEHT AJIA areHToB Lurker. 3TOT KJacc
XPaHUT MapIIPYThl, KOTOpPble B AAJIbHENIIEM HUCHOJb3YIOTCS B MPOLECCe
HaBUTallUH.

Huxe npuBoANTCS KOA KOMITOHEHTA Lurker:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class Lurker : MonoBehaviour
{
[HideInInspector]
public List<int> pathIds;
[HideInInspector)
public List<GameObject> pathObjs;

void Awake ()
{
if (pathIds == null)
pathlds = new List<int>();
if (pathObjs == null)
pathObjs = new List<GameObject>();
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Kak ato peanu3osarts...

Co3sgaauM cHayaja riaBHyio GYHKIMIO, ONpeaesisiolyio NepeMelleHus
BCEX areHTOB IIpH YCTPOICTBe 3acaipl, a 3aTeM (YHKLHIO HAaCTPOHKH
MapUIpyTa AJisi Ka)KAOro areHTa.

1.

2.

OnpezesnuM rjaBHYIO (PYHKIIMIO 171 3aCafbL;

public void SetPathAmbush (GameObject dstObj, List<Lurker> lurkers)
{
Vertex dst = GetNearestVertex(dstObj.transform.position);
foreach (Lurker 1 in lurkers)
{
Vertex src = GetNearestVertex(l.transform.position);
l.path = AStarMbush(src, dst, 1, lurkers);

}
O6bsiBUM (DYHKIMIO A1 HAX0XKAEHUS KXKAOrO OTAENbHOrO MyTH:

public List<Vertex> AStarMbush (

Vertex src,

Vertex dst,

Lurker agent,

List<Lurker> lurkers,

Heuristic h = null)
{ // BanbHeiiwas peanu3auMs ONUCHBAETCA HuXe
}

. O6bsABMM He0OX0AMMBIE NIEPEMEHHDIE [/ BBIYMCJIEHUS AOMOIHHU-

TeJIbHBIX CTOUMOCTEIA:

int graphSize = vertices.Count;

float[] extra = new float [graphSize];

float[] costs = new float [graphSize];

int i;

W HHUMAIM3MPYeM NiepeMeHHbIe OObIYHBIX M ONOTHUTEIbHBIX CTOU-
MOCTeif:

for (i = 0; i < graphSize; i++)

{

extra[i] = 1f;
costs(i] = Mathf.Infinity;
}

Jo6aBuM 1OMOIHUTEIbHBIE CTOMMOCTH AJIS1 BCEX BEPILIHH, KOTOpPbIE
BKJIIOYEHBI B MapIIPYT APYroro areHTa:
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foreach (Lurker 1 in lurkers)

{
foreach (Vertex v in 1l.path)
{

extra[v.id] += 1f;

}

6. O6BsABMM U MHMLHAIU3UDYEM NIEPEMEHHBIE /IS PACYETOB 110 aJIro-
puUTMy A*:

Edge(] successors;
int[] previous = new int[graphSize];
for (i = 0; i < graphSize; i++)

previous[i] = -1;
previous(src.id] = src.id;
float cost = 0;

Edge node = new Edge(src, 0);
GPWiki.BinaryHeap<Edge> frontier = new GPWiki.BinaryHeap<Edge>();

7. HayHeM peayM3anuio OCHOBHOIO LIMKJIa airOpuTMa A*;

frontier.Add(node);
while (frontier.Count != 0)
{
if (frontier.Count == 0)
return new List<GameObject>();
// manbHeiwas peanu3auMs OMMUCHBAETCH Huxe
}

return new List<Vertex>();

8. IlpoBepum gocTuxeHue ueau. Ecm uesb He focTUrHYTa, NpepBaTh
pacyeT CToMMOCTEH M MPOAO/KMTb BBHINOJHEHHE OOBIYHOrO airo-
putma A*:

node = frontier.Remove();
if (ReferenceEquals(node.vertex, dst))
return BuildPath(src.id, node.vertex.id, ref previous);
int nodeld = node.vertex.id;
if (node.cost > costs[nodeId])
continue;

9. O6oitneM coceaHHe BepLUIMHbI M MPOBEPHM, MOCELIATHCh JH OHU
npexze:
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successors = GetEdges (node.vertex);
foreach (Edge e in successors)

{
int eld = e.vertex.id;
if (previous[eId) != -1)
continue;
/| nansHeiwas peanu3auMa ONMCHBAETCA HIDKe
}

10. Ec/M oHM ewe He mocewiaauch, J06aBUM UX B MCCIeAyeMylo 06-
JIaCTh:

cost = e.cost;

cost += costs(dst.id];

cost += h(e.vertex, dst);

if (cost < costs[e.vertex.id])

{ .
Edge child;
child = new Edge (e.vertex, cost);
costs(eld) = cost;
previous[eld] = nodeld;
frontier.Remove (e);
frontier.Add(child);

}

Kak ato pa6oraer...

Anroput™ A*mbush aHanM3npyeT MapIIpyThI BCeX areHTOB U YBEIHYHBa-
€T CTOMMOCTb UX y3J10B. Bilarosiaps atoMy, korja areHT 6y ieT pac4MTBhIBATh
CBOIi MapLIPYT C MOMOLIbIO A*, OH BbiGepeT MapIIpyT, He BBIOMpaBLIHICS
paHee APYTHMH areHTaMH, TakUM criocoboM GyAeT co3iaHa OCMBICJeHHast
CeTb LeJIEBBIX NTO3ULUMH NIPH yCTPONHCTBE 3acafbl.

Yro panslue...

CymecTByeT npocTasi B peali3alli YJIydllleHHasi BEPCHS aJifOPUTMa —
BapuaHT P-A*mbush. ITpocroe ymopsizoueHHe y4acTHMKOB 3acafpl, OT
6/MMKHMX K JaJbHUM, CIHOCOGHO 3HAYMTENbHO YJIYYIINTh pe3yJbrarT,
MPaKTHUYECKH He H06aBJIsAA NP 3TOM BBIYUCIMTENbHBIX 3aTpPaT. JTO CBS-
3aHO C TEM, YTO ONepaLusl YIOpsIA04EHH BBIOJHAETCS TOAbKO OAUH Pa3
U JIETKO peaM3yeTcs C TOMOLIbIO IPUOPUTETHOM ouepe I, KOTOpast 3aTeM
HCIIOJIb3YeTCS KaK OObIYHBII criHcok B anroput™e A*mbush 6e3 Heobxo-
AMMOCTH BHECEHH S GOJIbLINX U3MEHEHUIA.
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Bblbop yAOBHLIX To4YeK no3nunin

BriBalOT CHUTyalMH, KOrAa KOJMYECTBO TOYEK MO3MLUI AO/DKHO ObITh
yMeHbLIEHO B OMNpe/ieIeHHbIii MOMEHT MIPbl WM U3-3a OTPaHHYEHHOr'O
ob6beMa naMsaTH. B aTOM peliente npuMeHsieTCsl MeXaHU3M, Ha3bIBaeMBI
YILUIOTHEHHEM, KOTODbIii IIOMOraeT pPeUIUTh 3Ty 3ajiauy, OLeHHUBasl MO3H-
IL[MM 110 PUCBOEHHBIM UM 3HAYEHUSIM.

NoarortoBka

B 3ToM peuenTe MCNOAB3YIOTCS CTaTHYECKHE METOAbI, MO3TOMY BaXKHO,
4TOOBI BBl MOHUMaJIM 3Ha4YeHHe U 0COOEHHOCTH UCMOAb30BaHUS CTaTHYe-
cKUX QYHKIHUH.

Kak 3T0 peanu3oBarb...

OnpenenuM kiacc Waypoint 1 106aBUM B Hero (YHKLHUIO YIJIOTHEHHSA Ha-
60pa no3uLuit.
1. Onpenenum kiaacc Waypoint, Hacnemyromuit kjaacc MonoBehaviour
¥ IONOJIHUTEIBHO Peatn3yomuii uHrepdeiic IComparer:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class Waypoint : MonoBehaviour, IComparer
{

public float value;

public List<Waypoint> neighbours;
}

2. PeanusyeM ¢yHkuuio Compare ynoMsiHyToro HHTepdeiica:

public int Compare(object a, object b)
{
Waypoint wa = (Waypoint)a;
Waypoint wb = (Waypoint)b;
if (wa.value == wb.value)
return 0;
if (wa.value < wb.value)
return -1;
return 1;

}

3. PeanusyeM craTtuyeckyio pyHKLHUIO pacyeTa BO3MOXKHOCTH Nepeme-
I[EHHUS areHTa MeXAy AByMS MO3ULUSMMU:
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public static bool CanMove (Waypoint a, Waypoint b)
{
// peanuayiire CBOD MOZeNb NOBENEHUA ANA
// onpellenenus BO3MOXHOCTM NepeMelieHUs areHTa
// Mexmy HBYMA NO3ULMAMK
return true;

}

. O6bABMM (DYHKIHIO YIIOTHEHUS:

public static void CondenseWaypoints(List<Waypoint> waypoints, float
distanceWeight)
{

// nanbHeimas peanMsauus ONMMUCHBAETCA Hyxe

J

WHHIMann3upyeM HECKOJILKO MIEPEMEHHBIX U OTCOPTHPYEM MO3H-
LMK B OpsiAKe yObIBaHHUSE

distanceWeight *= distanceWeight;
waypoints,Sort();
waypoints.Reverse();
List<Waypoint> neighbours;

. OnpenennM LMK pacyeTa s KaXK 0N MO3ULMH;

foreach (Waypoint current in waypoints)
{
// manbHeimwas peanMsauMA OMMCHBAETCA Hipke

}

[TonyynM coceqHHe MO3ULMHK, OTCOPTHPYEM UX M 3aNyCTHM LHKJI
OL{eHKH:

neighbours = new List<Waypoint>(current.neighbours);
neighbours.Sort () ;
foreach (Waypoint target in neighbours)
{
if (target.value > current.value)
break;
if (!CanMove(current, target))
continue;
// manbHeiwas peanu3auMa ONUCHBAETCA Hioxe
)

. BbluMcJiuM 11es1eBble TO3ULIUHU:

Vector3 deltaPos = current.transform.position;
deltaPos -= target.transform.position;
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deltaPos = Vector3.Cross(deltaPos, deltaPos);
deltaPos *= distanceWeight;

9. BblYMCIMM O6LIYIO CTOUMOCTb MO3HMLMHM W PELINM: COXPAHHUTb €e
WJIM OT6POCHUTD:

float deltaVal = current.value - target.value;
deltaVal *= deltaVal;
if (deltaVal < distanceWeight)

{
neighbours.Remove (target);
waypoints.Remove (target) ;
}

Kak 3ato paGoraer...

Touky MO3MLHUIl yIOPAAOUMBAIOTCS COTJIACHO MX BaXXHOCTH (HampHMep,
10 BBICOTE, P UCII0JIb30BaHUH AJIs1 Pa3MellleH!sI CHaiNIepoB MU IPYTUM
NperMyIIeCTBaM MECTOIOJIOKEHHUS ), @ 3aTeM BBINIOJIHSETCS POBEPKa Co-
CEeIHUX TO3MLHUMH, YTOObI HCKJIIOYMTD YacTb M3 HUX. EcTecTBeHHO, MeHee
LleHHbIE TMO3MLMH MPOBEPAIOTCA B KOHLE LMKaa. B caenyrouem penenre
peuyb noitaeT 06 aHaIM3e MO3ULHIA.

Mone3Hbie cCbINKK

O Peuent «Ananus mouex no3utuil, 0CHOBAHHYIL HA UX gbicOme>.
O Peuent «Ananu3 mouex no3uyuii, 0CHOBaHKYIL HA 0630pe U BUGUMOCTIU>,

AHaAM3 TOYeK NO3MuWii N0 KX BbiCOTe

JTtoT peuent no3BoJisieT OLEHUTDh MO3ULHI0O B COOTBETCTBHHU C €€ IOJIO-
xeHreM. Co CTpaTern4ecKoii TOYKH 3peHUs MO3UUMH C HEGOJIbILOI BbI-
COTOI SIBJISIIOTCS] HEBBHITOAHBIMH. 31€Ch UCNOJb3YeTCs THOKUI aITOPUTM
onpejeJieHNs1 KayecTBa MO3MLMH, OCHOBBIBAIOIUICSA Ha BHICOTaX OKpY-
JKAIOLIUX ee MO3UIHIA.

Moaroroska

DTOT pPeLEeNnT AOCTaTOYHO MPOCT, M €r0 peau3aLis He TpebyeT 0cOOEHHbIX
MO3HaHUI. AJITOPUTM AOCTATOYHO 'MGOK M MOXET oGpabaThiBaTh CIH-
COK NMO3ULHUIl, COCEAHUX C AAHHOM, UJIM NMOJHBIA rpad. IBpUCTHYECKHI
MOAXOA K XpaHEeHHIO OKPecTHOCTell 3/1eCh He TIPUBOAMUTCS, MMOCKOJIBKY OH
cnienupuyeH A KaXAO0ii UTPHL.
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Kak aTo peanusosars...

Peanuayem ¢GyHKIHIO OLleHKH MECTOIOJIOXKEHHUS IO ero BbICOTE U BBICOTE
OKPYXaIOLMX MO3ULHUIL:
1. O6DbsIBUM (DYHKIHIO OLIEHKH Ka4eCTBa:

public static float GetHeightQuality (Vector3 location,
Vector3([] surroundings)
{

// nanbHeitwas peanu3auus ONUCHBAETCA HiDKe

}
2. VlHunuanusupyeM nepeMeHHble, HEO6XOAMMbIE /IS PaCyeToB;

float maxQuality = 1f;

float minQuality = -1f;

float minHeight = Mathf.Infinity;

float maxHeight = Mathf.NegativeInfinity;
float height = location.y;

3. OGoitnemM OKpPeCTHOCTH, YTOObI OMpeJeJUTh MAKCUMAJIBHYIO U MH-
HHUMAJIBHYIO BBICOTBL

foreach (Vector3 s in surroundings)

{
if (s.y > maxHeight)
maxHeight = s.y;
if (s.y < minHeight)
minHeight = s.y;

}

4. BopruvciauMm OLICHKY Ka4eCTBa B SaﬂaHﬁOM Anana3oHe:

float quality = (height-minHeight) / (maxHeight - minHeight);
quality *= (maxQuality - minQuality);

quality += minQuality;

return quality;

Kak 3ato paGoraer...

Mbl BbIIMOJIHSAEM 06X0}1 CIIUCKa OKPECTHBIX I'lyHKTOB, ‘{T06bl onpeneyInThb
MaKCUMAJIbHYIO 1 MUHHMAJIBHYIO BBICOTBI. 3aTeM PacCYMThIBaeM OLEHKH
MO3ULMIA B AMana3oHe oT —1 A0 1. ATOT AMana3oH MOXXHO U3MEHUTD AJIs
HYX/J KOHKPETHOIi MTPbl WM HHBEPTHPOBATbh 3HAYUMOCTb BBICOTHI B (pOp-
MyJIe.
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AHann3 To4ek nosvunin no ob63opHOCTU
N HesaMeTHOCTU

IIpu paspaboTke BOEHHBIX UTP, OCOGEHHO LIYTEPOB OT NEPBOrO JIKIIA, Yac-
TO HeOOXOAMMO ONpezeUTh EHHOCTh MO3ULMHU MO LIMpoTe 0630pa AJIst
CTpesbObl WM He3aMeTHOCTH i MPOTHBHHKA., JTOT pelleNT IOMOraeT
BBIYMCJIMTD OLIEHKY TTO3HIIUH, OCHOBBIBAsICh HAa 3TUX KPUTEPHUSIX.

MoproTtoska

Co3naauM pyHKIIHIO, TPOBEPSIONIYIO — HAXOAUTCS JIM TIO3ULIMS B TOIA XKe
KOMHATe, YTO U ApYTHE;

public bool IsInSameRoom(Vector3 from, Vector3 location,
string tagWall = "Wall")
{
RaycastHit[] hits;
Vector3 direction = location - from;
float rayLength = direction.magnitude;
direction.Normalize();
Ray ray = new Ray(from, direction);
hits = Physics.RaycastAll (ray, rayLength);
foreach (RaycastHit h in hits)
{
string tagObj = h.collider.gameObject.tag;
if (tagObj.Equals(tagWall))
return false;
}
return true;

}

Kak aTo peanusoBarts...

Co3naauM PyHKIHIO OLleHKH TO3HIMMK:
1. Onpenennm GpyHKIHIO C ee MapaMeTpaMH:

public static float GetCoverQuality(
Vector3 location,
int iterations,
Vector3 characterSize,
float radius,
float randomRadius,
float deltaAngle)

// nambHeiiwas peanu3auus ONUCHBAETCA HUXe
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. VHunmanM3upyeM nepeMeHHyI0 A1 06paGoTKM OBOPOTA B rpajy-

Ccax, KOJIMYECTBA nepeceqeﬂuﬁ H ¢)a1<m'{ec1<0ﬁ BUANMOCTH:

float theta = 0f;
int hits = 0;
int valid = 0;

. HauHeMm c rsiaBHOro nmkjia pacyeTa OLEHKH INO3ULIHH C BO3BPATOM

BBIYMCJIEHHOI'O 3HAYE€HHU ST

for (int i = 0; i < iterations; it++)
{
// manbHeiwas peaqM3auMA ONMMCHBAETCA Hioxe

}
return (float) (hits / valid);

Co3nazuMm ciydaiiHble MO3UUHMH BOIM3M MEPBOHAYATBHOM, YTOODI
ONpEENUTD €€ He3aMETHOCTh:

Vector3 from = location;

float randomBinomial = Random.Range(-1f, 1f);

from.x += radius * Mathf.Cos(theta) + randomBinomial * randomRadius;
from.y += Random.value * 2f * randomRadius;

from.z += radius * Mathf.Sin(theta) + randomBinomial * randomRadius;

. Ecim cayuvaiiHas mo3uuMs okasanacb B APYroil KOMHaTe, 0T6po-

CHUTbD €€

if (!IsInSameRoom(from, location))
continue;
valid++;

. Ecym cayuaiinast mo3auuus okasajiach B TOH ke KOMHaTe, TOTAa:

Vector3 to = location;

to.x += Random.Range(-1f, 1f) * characterSize.x;
to.y += Random.value * characterSize.y;

to.z += Random.Range(-1f, 1f) * characterSize.z;

. OTOpocuM J1yy A1l NPOBEPKH HE3aMETHOCTH:

Vector3 direction = to - location;

float distance = direction.magnitude;

direction.Normalize();

Ray ray = new Ray(location, direction);

if (Physics.Raycast(ray, distance))
hits++;

theta = Mathf.Deg2Rad * deltaAngle;
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Kak ato paboraer...

Mbi co3aany uMKia, B KOTOPOM BBIOMpaeM CJyyaifHble MO3MLHMH BOKPYT
3aJ]aHHO} U TIPOBEpsieM ee JOCTHXKUMOCTb, [TocJie 3TOro pacCUMThIBaeTCst
K03 PHLHEHT, OnpeaessaomUil Ka4eCTBO MO3UINH.

OueHKa ToYeK No3uuUii AASI NPUHSITUS
peLeHns

OnucaHHble BbIlIE METOAbI MPUHATHS pPELIEHMIt YacTO HeJOCTATOYHO
TMOKH A1 MPOCTOTO BHIYMCJIEHHS LIEHHOCTH MO3MLHKH, TaK KaK NpeaHa-
3HaYeHBI AJ1s1 TPOBEPKH 60JIee CJIOXKHBIX YCJIOBHIA. B aTOM cityyae peluTh
3a/1ayy MOXCHO C MPUMEHEHHEM PAaCCMOTPEHHBIX PaHee METOJIOB OLEHKH
MO3UIHIA.

TnaBHas uzes 3aKJ0YaeTcs B J06aBJIEHUH K Y3J1y YCJIOBUS, YTOOBI €r0
MO>KHO ObLJIO OLIEHHUTD, HAIIPUMED, HCII0JIb3Y s IEPEBO peLleHHi WK 6oJtee
CJI0XHbIE 9BPUCTHKH BBIYUCJIEHUS] 3HAYMMOCTH MO3ULIUIA,

Moaroroska

IIpexcae yem NPUCTynaTh K 3TOMY peLENTYy, IPOYMTAIiTe elile pa3 peuent
«Paboma xoneunozo asmomama» 13 NpeAbIAYIIEH [1aBbL

Kak 3aTto peanusoBartb...

Bnecem HekOTOpbIE H3MEHEHUST:
1. lo6aBuMm B kJacc Waypoint oblienocTymnHOe CBOMCTBO YC/IOBHsS
¢ TunoM AaHHbIX Condition:

public Condition condition;

2. Tenepb ero JierkO MOXKHO MHTErPHpPOBaTh C METOAAMHU NMPUHATHUSA
pemel-mﬁ, HCHOJIbayIOlIIHMH nouep}me KJIaCChbl )’CJIOBHﬁ, TaKH€ KaK
ConditionFloat.

Kak ato paboraer...

TceBnoaberpakTHbiil Kaacc Condition, OMMCaHHBIN paHee, COAEPKUT Me-
toA Test, MpoBepAIOLIHii yCIOBHE.

MonesHble ccbinku
Q TIhaea 3 «IIpunsamue pewenuii».



Kaptoi sansHua < 143

KapTbl BAUSIHUS

Emte oaun cnoco6 Ucnoib30BaHs rpadoB — OLEHKA, HACKOJIBKO AaJIeKO
NPOCTHPAeTCs BJIMSHUE areHTa WM, B JAHHOM cJy4ae, 60eBOro MOay s
Ha OTpeJieJIeHHYI0 06JacTh UTPOBOro MUpPa. B 3TOM KOHTeKcCTe BJMsSHHE
NpeacTaBisieTcsl B BUAe 06J1acTH, OKPYXKalolleil areHTa WK UX Ipynmy
areHTOB M3 OZHOTO Y TOTO JKe Nopa3/e/eHHUs.

Takoe npexcraBieHue ABAAETCS KJIIOYEBLIM 3JIEMEHTOM CO3JaHUS Me-
XaHU3MOB NPUHSATHUSA PelleHnt ¢ UCNOoNb30BaHHEM HCKYCCTBEHHOTO HH-
TeJIJIEKTa B UTPaXx, CBSI3aHHBIX C 3MYJISILIMEil BOEHHBIX AeiiCTBHIA, MM KOT-
Zla BAKHO 3HaTh, KaKasi YaCTh HTPOBOr0 MMpa KOHTPOJIUPYETCS 3aJlaHHOM
TPYMIIOi areHToB.

MoarotoBka

ToT penent TpedyeT NocTpoeHus rpada, MO3TOMY OH OCHOBAH Ha 0611em
KJiacce rpacga Graph. OnHako Ay 06paGOTKY BEPILIMH UM TOUCKa coce-
neil Ha06XOAMMO CO34aTh CBOM AOYEpHHMii kacc rpacda UM onpeneauTh
CBOM METO/Ib], KaK Ob110 onKcaHo B 21age 2 «Hasuzayus».

Jlanee MBI pacCCMOTPHMM NOPSAOK peajn3alldi KOHKPETHOTO ajrOpUT-
Ma JJIs 3TOTO peuelnTa, OMUpasch Ha obuue QyHKUMM KJaaccoB Graph
u Vertex.

Ham Takxe notpe6yioTcs 6a3oBbiit KoMIoHeHT Unity s peain3auuu
areHTa U nepeuucJijenue Faction.

Huxe npusoasitcs onpefienenus: nepeuncnenust Faction u ksacca
Unit. Fix MoxHo noMecTuTb B 061uit daiin Unit.cs:

using UnityEngine;
using System.Collections;

public enum Faction

(
// npumepu 3HaueHmit
BLUE, RED

}

public class Unit : MonoBehaviour
{
public Faction faction;
public int radius = 1;
public float influence = 1f;
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public virtual float GetDropOff (int locationDistance)
{

return influence;
}
}

Kak ato peanu3oBarb...

Onpenenum knaccel VertexInfluence u InfluenceMap Anst ynpaBienus Bep-
IIHHAaMH U rpa(bom COOTBETCTBEHHO:
1. Cospaaum kiacc VertexInfluence, Haciemyromuit knacc Vertex:

using UnityEngine;
using System.Collections.Generic;

public class VertexInfluence : Vertex
{

public Faction faction;

public float value = 0f;

}

2. Peamu3dyeM (pYHKLHMIO YCTaHOBKM 3HaYeHUH C yBeZOMJIEHHEM 00
ycrnexe:

public bool SetValue(Faction f, float v)
{
bool isUpdated = false;
if (v > value)
{
value = v;
faction

=f;
isUpdated =

true;

}
return isUpdated;

}

3. Onpenennm knacc InfluenceMap, Hacieaytowuii Kaacc Graph (uau 6o-
Jiee CIeMaTM3UPOBAHHOTO €ro MOTOMKA):

using UnityEngine;
using System.Collections;
using System,Collections.Generic;

public class InfluenceMap : Graph
( .
public List<Unit> unitList;
// aHanor BepumH B OGuyHOM rpade
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GameObject[] locations;
}

. Onpeaenum PyHKIMIO Awake 11 MHUILIMATU3ALIUH;

void Awake()
{
if (unitList == null)
unitList = new List<Unit>();

}
. Peannayem dynkumio 1o6aBienus 60eBoro MoxyJist Ha KapTy:

public void AddUnit (Unit u)
{
if (unitList.Contains(u))
return;
unitList.Add(u);
}

. Peanayem yHKLMIO yaaneHUs: 60€BOro MOAYJIA C KapThL:

public void RemoveUnit (Unit u)
{

unitList.Remove (u);
}

. HayneM onpeznenenne QyHKIHH OLEHKH BIUSHUS:

public void ComputeInfluenceSimple()
{
int vid;
GameObject vObj;
VertexInfluence v;
float dropOff;
List<Vertex> pending = new List<Vertex>();
List<Vertex> visited = new List<Vertex>();
List<Vertex> frontier;
Vertex[] neighbours;

// naneHefmas peammsaums OMUCHBAETCA Hixe
}

TTpomomxkuM, 106aBuB LuK Nepe6opa CHCKa MOy JIei:

foreach(Unit u in unitList)

(
Vector3 uPos = u.transform.position;
Vertex vert = GetNearestVertex (uPos);
pending.Add(vert);



146 < KOoOpAVHWMPOBaHWE W TaKTVIKa

// maneHeimas peanul3auua OnUCHBAETCA HuUxe
}

9. U naxonenu, npuMenuM anroput™ BFS a5 pacipocTpanenus Bius-
HUS C YYETOM pajinyca AalbHOGOHHOCTH:

// npumenenue anropurma BFS A pacnpoCTpaHeHMs BIMAHMA
for (int i = 1; i <= u.radius; i++)
{
frontier = new List<Vertex>();
foreach (Vertex p in pending)
{
if (visited.Contains(p))
continue;
visited.Add(p);
v = p as VertexInfluence;
dropOff = u.GetDropOff (i) ;
v.SetValue (u.faction, dropOff);
neighbours = GetNeighbours (vert);
frontier.AddRange (neighbours) ;

}
pending = new List<Vertex>(frontier);

}

Kak 3aTo paboTtaer...

I'pac kapTh! BaMsiHUsA paboTaeT MoA06HO 06bIYHOMY rpady, HO OMOJHH-
TeJIbHO XPaHUT MHGOPMAIIMIO O BIANUSHUH BEPIIUH, 17151 4ero Heo6X0AMMO
JINILIb HECKOJIBKO AOMOJIHMTENbHBIX MapameTpoB. HauGosee 3HaYMMOiA
4aCThIO SIBJISETCS pacyeT BJAMSHMSA, OCHOBaHHbIIl Ha aroput™e BFS.

O6sacTH BIAMSAHHUSA IJIA KaXA0ro 60eBoro MoayJisi MPOCTHPAIOTCS Ha
KapTe C y4eTOM pajinyca AajJbHOO0iMHOCTH. Ec/in BBIYHCIEHHOE BIUSHUE
(pacTekaHHe) paclpOCTpaHSETCA 3a Mpejesibl OPUTHHAJIBHOrO Habopa
BEPILMH, U3MEHsIETCS Habop BEPILKH.

Yr1o panbuwe...

DyHKUUA pacTeKaHHs AOJDKHA ObITh HACTPOEHA MOJ MOTPEGHOCTH KOH-
KPETHOM Urpel. MoxkHO onpeaeauTs GyHKIMIO, KaK MOKa3aHO HUJXKE, UC-
N0JIb3YIOLIYIO NAPAMETP PACCTOSHHU:

public virtual float GetDropOff (int locationDistance)
{

float d = influence / radius * locationDistance;
return influence - d;
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Ba)kHO OTMETHTBD, YTO NTapaMeTp PaCCTOSTHUS SBJISETCSA LEJbIM YHUCJIOM
Y onpeJieJisieT pacCTOsIHUE, H3MePsieMOe B BepLIMHAX.

Haxkonel, MO)xHO M36€>xaTh HCIIOJIb30BAHHA IPYIIN, IPUMEHSIsSI BMECTO
HMX CCBUIKY Ha MOAYJIb. TAKMM CIIOCO60OM MOXHO OTOOpaXcaTh BJIMSHHE
OT/IeJIbHBIX MOJIYJIel, paCCMaTPUBAs X B KauecTBe TPYNIT UJIM KOMaHI,

Mone3Hble cCbINKK

O Peuent «IIpedcmasnenue uzposozo mupa c nomougpio cemeti» u «Ilo-
UcK Kpamuaiiuiezo nymu 8 cemu ¢ noMouyp1o anzopumma BFS» B 2naee 2
«Hasuranus».

YAYHIWEHWE K3PT BAUSIHUS NyTem
3aMNOAHEHUS)

IIpencTaB/ieHHBIN Bbillle MEXaHU3M OLIEHKM BJIMSIHMS OTJIMYHO MOAXO-
JMT AJis POCTHIX CJIy4aeB, OCHOBAHHBIX Ha BJMSHUSAX OTAEJNbHBIX elU-
HHL, TIPEACTABJIAIOWMX IPynnbl. OHAKO €ro NPUMEHEHHE MOXET MpH-
BECTH K TOSIBJIEHHIO NP06E/IoB Ha KapTe, KOraa UX B A€iCTBUTENbHOCTH
He JIOJXKHO 6bITh. PemnTh 3Ty Mpo6JieMy MOXHO METOAOM 3alOJHEHHS,
OCHOBAaHHEIM Ha airopuT™e J{eiKcTpsl.

Moaroroska

B aToM ciyyae cienyeT 06be AMHUTD BO3MOXHOCTh MaPKMPOBKY BEPILIMH
¢ JIorMKOit GYHKIIMM pacTeKaHUs AJs1 MOAYJIeit B Kjacc rujbauu Guild.
ITOT KOMIIOHEHT CJeAyeT MPHCOEAUHUTD K HTPOBOMY OOBEKTY, OXHOMY
B KaXKZI0H THJIbJUU:

using UnityEngine; using System;
using System.Collections;

public class Guild : MonoBehaviour
{
public string guildName;
public int maxStrength;
public GameObject baseObject;
[HideInInspector]
public int strenghth

public virtual void Awake()

{
strength = maxStrength;
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B Hero Takxe HyHO 106aBUTb HyHKIMIO pacTeKaHHs. OHAKO HA 3TOT
pa3 B nipuMepe GyeT HCHOJIb30BaThCS 3BKJIMI0BO PACCTOSIHHE;

public virtual float GetDropOff (float distance)
{
float d = Mathf.Pow(l + distance, 2f);
return strength / d;

Haxkonen, Ham notpe6yeTcs THI AaHHBIX GuildRecord as1s npeacrasiie-
HMSI y3J1a B ajaroputMe [eikcTpsr:
1. Co3gagum cTpykTypy GuildRecord, peanu3yiomyio HHTepdeiic
IComparable:

using UnityEngine;
using System.Collections; using System;

public struct GuildRecord : IComparable<GuildRecord>
{

public Vertex location;

public float strength;

public Guild gquild;
}

2. PeanusyeM ¢yHkimio Equal:

public override bool Equals(object obj)

{
GuildRecord other = (GuildRecord)obj;
return location == other.location;

}

public bool Equals(GuildRecord o)
{
return location == o.location;

}
3. PeannsyeM ob6si3aTesbHble yHKIMH HHTepgdeiica IComparable:

public override int GetHashCode ()

{

return base.GetHashCode();

}

public int CompareTo(GuildRecord other)
{
if (location == other.location)
return 0;



VAYHLLIEHVE K3PT BAVSIHWS MyTem 3anonHeHns % 149

// BuuMTaHME ABNAETCA OOPATHWM HEHACTBMEM INA
// nBOMYHOM KyuM, YNOPALOYEHHON MO YOHBAHMD
return (int) (other.strength - strength);

}

Kak ato peanusosarts...

A Tenepb 0CTaeTCsl JIULIb U3MEHNTH HEKOTOPbIE (aiiyibl 1 106aBUTb B HUX
pyHxIMM:
1. To6aBuM cBOMCTBO guild B k1acc VertexInfluence:

public Guild guild;
2. BkuourM HOBBIE CBoiicTBa B Kjacc InfluenceMap:

public float dropOffThreshold;
private Guild[] guildList;

3. Taxxe no6aBuM cieayioumyio cTpoky B (yHkuuio Awake kiacca
InfluenceMap:

guildList = gameObject.GetComponents<Guild>();
4. OmnpenenuM ¢pyHKUHMIO 3aTIOJTHEHUS KapThl:

public List<GuildRecord> ComputeMapFlooding()
{
}

5. O6bABUM OCHOBHbBIE NTEPEMEHHBIE:

GPWiki.BinaryHeap<GuildRecord> open;

open = new GPWiki.BinaryHeap<GuildRecord>();
List<GuildRecord> closed;

closed = new List<GuildRecord>();

6. lo6aBuM HavaJIbHBIE Y3JIbl M3 Ka)XKAOi THJIbAMU B MPUOPUTETHYIO
oyepeb:

foreach (Guild g in guildList)

{
GuildRecord gr = new GuildRecord();
gr.location = GetNearestVertex(g.baseObject);
gr.quild = g;
gr.strength = g.GetDropOff (0f) ;
open.Add(qr) ;

}

7. Co3naauM oCHOBHOI 1Mk anroputma JlefikcTpa U BepHEM pe3yJib-
TaThI:
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10.

11.

12.

while (open.Count != 0)
{
// nanbHelwas peanu3auMs ONMUCHBAETCA HiKe

}
return closed;

. BriGepeM nepBrlii y3es B ouepean U MOJyYHM €r0 COCEAIEiL:

GuildRecord current;

current = open.Remove();

GameObject currObj;

currObj = GetVertexObj (current.location);
Vector3 currPos;

currPos = currObj.transform.position;
List<int> neighbours;

neighbours = GetNeighbors (current.location);

. Co3zaauM LUKJI, BHIMOJHSIOIIMI BEIYMCAEHHS AJIs1 KAXIO0r0 U3 Co-

cefieif, 1 MOMECTHUM Texyumifl Yy3eJ1 B CITUCOK 3aKPbIThIX:

foreach (int n in neighbours)

{

// manbHeimas peanusauua OMUCHBAETCA HioKe

}
closed.Add (current);

BbiuncinM 3anosiHeHue 1S TeKyILeil BepUIMHBI U IPOBEPHUM, MOXK-
HO JIM CKa3aTb, YTO Yy3eJ MPUHAIEKUT THIIbAHH:

GameObject nObj = GetVertexObj (n);
Vector3 nPos = nObj.transform.position;
float dist = Vector3.Distance (currPos, nPos);
float strength = current.quild.GetDropOff (dist);
if (strength < dropOffThreshold)

continue;

Co3paaum BcioMoraTesibHbIi y3esa GuildRecord ¢ maHHbIMM U3 Te-
KY€l BEepIIHUHBI:

GuildRecord neighGR = new GuildRecord();
neighGR.location = n;

neighGR.strength = strength;
VertexInfluence vi;

vi = nObj.GetComponent<VertexInfluence> () ;
neighGR.quild = vi.quild;

IIpoBepHM CITUCOK 3aKPHITHIX y3/I0B U YCJIOBHE, KOr/a CJIEAYET U3-
6eraThb HOBBIX Ha3HAYEHU:
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if (closed.Contains (neighGR))
{
int location = neighGR.location;
int index = closed.FindIndex(x => x.location == location);
GuildRecord gr = closed[index];
if (gr.qguild.name != current.guild.name
& gr.strength < strength)
continue;

)
13. IIpoBepuM Takke IPHOPHUTETHYIO OYepeib:

else if (open.Contains(neighGR))

{
bool mustContinue = false; foreach (GuildRecord gr in open)

{
if (gr.Equals(neighGR))
{

mustContinue = true; break;

}
}
if (mustContinue)
continue;
}

14. Co3paaum HOBYIO 3anuch GuildRecord u Jo6aBUM ee B IPHOPUTET-
HYIO O4Yepe/ib, €CJIM BCe NpeAbIAyLIMe MPOBEPKH NPOBATUIUCD:

else

{
neighGR = new GuildRecord();
neighGR.location = n;

}
neighGR.quild = current.quild;
neighGR.strength = strength;

15. [lo6aBum 3amuch B IPHOPUTETHYIO OYepeib:
open.Add (neighGR) ;

Kak aTo paboraer...
Ina kaxaoif BepLIMHbl ITOPMTM BO3BpAIllaeT €€ INPHHAIJIEKHOCTDb
K ruabaun. OH 06X0AUT Bechb rpac, HauUMHask C BepPUIMH, MPUHA/IE)XKAIHX
TAJIbAUSIM, H BBITIOJIHAET paCcyeThl.

AJropuT™ NpocMaTpHUBaeT Bech rpacg, HauMHasH ¢ MO3UIU, MpHUHAJTe-
JKalUX THJIbAUAM. YuutsiBas HMHBEPTHUPYIOLEee BbIYHTAHHUE, BBINIOJIHEH-
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Hoe Bblllle, IPUOPUTETHAs O4Yepeb BCera HAYMHAETCs C CUJIbHBIX y3JIOB,
M onpe/iesieHue MPUHAAJIEKXHOCTH NMPOI0JKAETCsl, MOKa He GyAyT A0CTHT-
HYTbI 3HayeHus1 MeHble dropOffThreshold. Takxke BoInoJIHsIETCS TPOBEPKa
yCJIOBHs1 OTKa3a OT U3MeHEeHHs! TPUHAIeXHOCTH: M3BMEHUTDb MPHHAAJIEK-
HOCTDb BepLIHHbI MOXHO, TOJIbKO eCJIM OLIEHKA BJIHSHHUS TMibauu 6ospiue
TeKyl1lei ¥ BbINOJIHAETCS NPUCBauBaHHe APYTOil TMJIbAMH.

Mone3Hble CCbINKK

O Peuenrt «Kapmuot erusnuss. .
O Peuenrt «ITouck xpamuaiiwezo nymu ¢ nomowpio arzopumma /Jetix-
cmpbi» 3 enaewt 2 «Hasueayus».

YAydleHne KapT BAUSIHWSI C NOMOLLIbIO
GuALTPOB CBEPTKU

DusTps1 CBepTKH 06BIYHO MPUMEHSIOTCA A1 06paboTKH H30OpakeHuH,
HO 3aJI0)KEHHbIE B HUX IPUHIIMITBI BIIOJHE MOKHO HCIOJIb30BaTh AJIsI KOD-
PEKTHPOBKY KapT BJHSHHS, 3a/laBast LIEHHOCTb MOYJIEi U UX OKPYXEHHSI,
B aTOM penenre paccMaTpMBaeTCsi Mapa aJrOPMTMOB M3MEHEHHSI CETH
C TIOMOIIBIO MATPUYHBIX (PUBTPOB.

MoaroroBka

Ilepen 3HaKOMCTBOM C peayM3alieii 3TOro pelenTa npoyuTaiiTe penent
«KapTbl BAMsiHUS», YTOOBI IOHMMATh KOHTEKCT, B KOTOPOM IIPUMEHSETCA
JIQHHBII pelenT.

Kak aTto peanu3osarb...

Peannsyem ¢yHkumio ceeprku Convolve:
1. O6bsBuM dyHKuMIo Convolve:

public static void Convolve(
float [, ] matrix, -
ref float[,] source,
ref float[,] destination)

// nanbHeiwas peanu3auMA ONUCHBAETCA Hipke

}

2. IToaroToBuM nepeMeHHbIE K MPOBEAEHUIO PAacYeTOB U 0OXoay Mac-
CHBOB:
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int matrixLength = matrix.GetLength(0);
int size = (int) (matrixLength - 1) / 2;
int height = source.GetLength(0);

int width = source.GetLength(1);

int i, 3, k, m

3. Co3pmaaum NepBblii MK AJ1s1 06X0/]a KOHEYHOI M HCXOIHOM CETOK:

for (i = 0; i < width-- size; i++)

{
for (§j = 0; j < height-- size; j++)
{

// mansHeiiwas peanM3auMA ONMMCHBAETCA HiKe

}
4. Peann3syeM BTOpOii LMKJ AJ1s1 06X0a MaTpHLbI PUIBTPa:

destination[i, j] = 0f;

for (k = 0; k < matrixLength; k+t)

{
for (m = 0; m < matrixLength; m++)
{

int row = 1 + k - size;

int col = j + m - size;

float aux = source[row, col] * matrix(k,m];
destination(i, j] += aux;

}

Kak aTo paboraer... )

Co3naetcst HOBasi CeTb /sl 3AMEHBI HCXOHOM MOCJ/ie IPUMEHEHHUST MaT-
PUYHOro QUJIBTPA K KaX A0l BepIIUHE. 3aTeM BHINOJIHAETCS 06X0/ BCEX
BEPIUHUH, KOTOPbIE NOJIXKHbI 6bITh TNIOMEUIEHBI B KOHEYHYIO CETb, IPOU3-
BOAATCA BBIYUCJIEHHMS, MCXOAHBIMH NaHHBIMHM [Jis1 KOTODBLIX SBJIAIOTCA
3HayeHUs BEpPLIMHBI U3 UCXOAHON CETH, U K pe3yJibTaTaM NpHUMEHseTCs
MaTpUyHblit GUIBTP.

BaXXHO OTMETHTb, YTO AJis1 HOPMAJILHON PaGOTHI aArOpUTMa MaTpHY-
Hblit GUIBTp f0JXKEH GBITH MACCHBOM C Pa3MEPHOCTBIO, PaBHOI KBaJpaTy
HEYETHOTO YHCJIa.

Y1o panbuwe...

Huxe npuBoaurcs pyukuus ConvolveDriver, koTopasi moMoraet BbINOJI-
HUTb 06X0/ ¢ Mcnosib3oBaHKeM (pyHkuuM Convolve, peaIM30BaHHOIA paHee:
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1.

O6mbsBuM yHKumIo ConvolveDriver:

public static void ConvolveDriver (
float(,] matrix,
ref float[,] source,
ref float[,) destination,
int iterations)

// naNbHeiwas peanu3auMa OMMUCHBAGTCA HIKe
}
Co3gaauM BCioMoraTeJibHble IepeMeHHbIE /151 XpaHEHHUs] ceTeit:

float[,] mapl;

float [, ] map2;

int i;

3aMeHMM KapThl B 3aBUCMMOCTH OT Y€THOTO MJIM HEYETHOTO KOJIM-
yecTBa MTepaLuit:

if (iterations % 2 == 0)
{

mapl
map2

source;
destination;

}

else

{
destination = source;
mapl = destination;
map2 = source;

}
[IpuMeHuM npepiAyINyI0 GYHKIHIO B X0/€ UTEPALIHii U 3aMEHbI;

for (i = 0; i < iterations; it++)
{
Convolve (matrix, ref source, ref destination);
float[,] aux = mapl;
mapl = map2;
map2 = aux;
}

MonesHble cCbinku
O Peuent «Kapmut earusanus».
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MNocTpoeHue 6oeBbiX Kpyros

rOT peuent ocHoBaH Ha airoput™me «Kpyr kyur-¢y», paspa6oraHHOM
ans urpbl Kingdoms of Amalur: Reckoning. Ero uenpb: AaTh NIPOTHBHHKAM
MHTEJIJIEKTYaJIbHBIH C0co6 MOAOHTH K 3aaHHOMY MIPOKY M aTaKoBaTb
ero. OH OYeHb MOXOX Ha peuent GOPMHUPOBAHHH, HO HCNOJb3YETCSA Ha
aTarne ynpasJieHHs, TI€ Ha OCHOBE OLEHKH CHJI MTPOKA M TIPOTHBHHKOB
NPUHMMAETCS pellieHHe O MOAX0Ae U AAeTCs pa3pelleHHe Ha ataky. Ero
peanu3alys Mo3BOJISET YIPaBJIATh CIIUCKOM 60EBbIX KPYTrOB, YTO 0CO6EH-
HO BaXXHO B MHOTOTI0JIb30BaTE/IbCKMX MIPax.

NMoproroska

Ilepen peanuzaumeii anroputMa 60eBbIX KPYroB HEOGXOAMMO CO3AaTh
HECKOJIBKO BCIIOMOTaTeIbHBIX KOMIIOHEHTOB, Bo-nepBhIX, 3TO nceBRoab-
CTpaKTHbIi Kiacc Attack, sBasioluiicss 06061UEeHHBIM MpeCTaBIeHUEM
aTaK JJIA KKAO0r0 MPOTUBHUKA, KOTOPLII UCNOJb3YeTCs KaK IAa6IoH A1
co3/laHHA aTak B urpe. Bo-BTOpBIX, 3TO KJIacc MPOTHMBHHUKA Enemy, koToO-
PbIif XpaHUT JIOTHKY AelicTBuit npoTuBHMKOB. Kak 6yzneT nokasaHo Hixe,
Kyacc Enemy XpaHMT CNMCOK pa3/IMYHBIX KOMIIOHEHTOB aTaKH, COepxka-
IMXCS B UTPOBBIX 06BEKTAX.

Huxe npuBoauTcs onpeaesenue kaacca Attack:
using UnityEngine;
using System.Collections;

public class Attack : MonoBehaviour

{
public int weight;

public virtual IEnumerator Execute()

{
// nomecTure coma ceou MOmenM MOBEAEHWA ANA aTak
yield break;

IIaJlee OMUCBIBAIOTCS 3TAIlbl CO31aHNUSI KOMIIOHEHTA IIPOTHBHHUKA Enemy:
1. OnpeaesaumM xiacc Enemy:

using UnityEngine;
using System.Collections;

public class Enemy : MonoBehaviour
{
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}

public StageManager stageManager;
public int slotWeight;
[HideInInspector]

public int circleld = -1;
[HideInInspector]

public bool isAssigned;
[HideInInspector]

public bool isAttacking;
[HideInInspector]

public Attack([] attackList;

2. OnpenenuM pyHkuuio Start:

void Start()

{

}

attackList = gameObject.GetComponents<Attack>();

3. Peanusyem (yHKIMIO HA3HAYEHHUS LIeJM IS GOEBOro Kpyra:

public void SetCircle (GameObject circleObj = null)

{

}

int id = -1;
if (circleObj == null)
{
Vector3 position = transform.position;
id = stageManager.GetClosestCircle(position);
}
else
{
FightingCircle fc;
fc = circleObj.GetComponent<FightingCircle>();
if (fc != null)
id = fc.gameObject.GetInstancelID();
}

circleld = id;

4. OnpenenuM pyHKIMIO AJIA 3aMpoca CJA0TA B AUCTIETYEDE:

public bool RequestSlot()

{

isAssigned = stageManager.GrantSlot(circleld, this);
return isAssigned;
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5. OnpeaeauM GYHKLHIO IJIs1 OCBOGOXKAEHHUS CIOTa B JUCTIETYEPE:

public void ReleaseSlot ()

{
stageManager.ReleaseSlot (circleld, this);
isAssigned = false;
circleld = -1;

}

6. PeanmsyeM ¢yHKIHIO AJIs 3anpoca aTaKu U3 cUCKa (MOPSAAOK TOT
e, YTO ¥ B UHCIIEKTODE):

public bool RequestAttack(int id)
{

return stageManager.GrantAttack(circleIld, attackList[id]);
}

7. OnpeaenM BUPTYaIbHYIO (DYHKIIMIO I MOAEJIH NOBEEHHS aTaKH:

public virtual IEnumerator Attack()

{
// Bymer peanu3oBaHa Huxe
// nomecTure coma cBOM MOZeNM MOBEAEHMA ANA aTak
yield break;

}

Kak aTto peanusosars...

Teneps peanu3yem kiaccel FightingCircle u StageManager.
1. Co3maaum kaacc FightingCircle co cBoitcTBamu:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class FightingCircle : MonoBehaviour
{
public int slotCapacity;
public int attackCapacity;
public float attackRadius;
public GameObject player;
[HideInInspector]
public int slotsAvailable;
[HideInInspector]
public int attackAvailable;
[HideInInspector]
public List<GameObject> enemyList;
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[HideInInspector]
public Dictionary<int, Vector3> posDict;

}
2. PeanmayeM dyHKkumio Awake AJ1s MHULMAIU3a UM

void Awake ()

{
slotsAvailable = slotCapacity;
attackAvailable = attackCapacity;
enemyList = new List<GameObject>();
posDict = new Dictionary<int, Vector3>();
if (player == null)

player = gameObject;
}

3. Omnpeznenum pyHkumio Update, OGHOBJISIOYIO TO3ULIUH CJIOTOB:

void Update()
{
if (enemyList.Count == 0)
return;
Vector3 anchor = player.transform.position;
int i;
for (i = 0; i < enemyList.Count; it++)
{
Vector3 position = anchor;
Vector3d slotPos = GetSlotLocation(i);
int enemyId = enemyList([i].GetInstancelID();
position += player.transform.TransformDirection (slotPos);
posDict [enemyId] = position;

}
4. PeanusyeM pyHKuMo 106aBIeHNs TPOTUBHUKOB B KPYT:

public bool AddEnemy (GameObject enemyObj)
{
Enemy enemy = enemyObj.GetComponent<Enemy> () ;
int enemyId = enemyObj.GetInstanceID();
if (slotsAvailable < enemy.slotWeight)
return false;
enemyList .Add (enemyObj) ;
posDict.Add (enemyId, Vector3.zero);
slotsAvailable -= enemy.slotWeight;
return true;
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5. Peaymsyem ¢yHKUMIO yaaIeHHs TPOTUBHUKOB U3 Kpyra:

public bool RemoveEnemy(GameObject enemyObj)
{
bool isRemoved = enemyList.Remove (enemyObj) ;
if (isRemoved)
{
int enemyId = enemyObj.GetInstanceID();
posDict.Remove (enemyId) ;
Enemy enemy = enemyObj.GetComponent<Enemy> () ;
slotsAvailable += enemy.slotWeight;
}
return isRemoved;
}

6. Peannsyem ¢yHKUHIO JJIs CMEHBI TIO3ULIMIA TPOTHBHHUKOB B KpYyre:

public void SwapEnemies (GameObject enemyObjA, GameObject enemyObjB)
{
int indexA = enemyList.IndexOf (enemyObjA);
int indexB = enemyList..IndexOf (enemyObjB);
if (indexA != -1 & indexB != -1)
{
enemyList [indexB] = enemyObjA;
enemyList [indexA] = enemyObjB;

}

7. OnpenenuM GYHKUMIO AJIS NOJTy4eHHS MPOCTPAHCTBEHHOTO MOJIO-
JKEeHHUs MPOTHBHHUKA B KPYTe:

public Vector3 GetPositions (GameObject enemyObj)
{
int enemyId = enemyObj.GetInstanceID();
if (!posDict.ContainsKey(enemyId))
return null;
return posDict[enemyId];
}

8. PeasmsyeM (yHKLHMIO BBIYHUCJIEHHMSI NPOCTPAHCTBEHHOTO MOJIQKe-
HMS CJIOTA:

private Vector3 GetSlotLocation(int slot)
{
Vector3 location = new Vector3();
float degrees = 360f / enemyList.Count;
degrees *= (float)slot;
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10.

11.

12.

location.x = Mathf.Cos (Mathf.Deg2Rad * degrees);
location.x *= attackRadius;
location.z = Mathf.Cos (Mathf.Deg2Rad * degrees);
location.z *= attackRadius;
return location; J

}

Peanusyem pyHkuuo pakTHYeCKoro 06aBJieHNUs aTaK B KPYT:

public bool AddAttack(int weight)
{
if (attackAvailable - weight < 0)
return false;
attackAvailable -= weight;
return true;

}
OnpenenM ¢yHKUHIO HaKTHIECKOTO yAAIEHHS aTaK U3 Kpyra:

public void ResetAttack()
{

attackAvailable = attackCapacity;
}

Teneps onpexnesuM Kaacc StageManager:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class StageManager : MonoBehaviour
{
public List<FightingCircle> circlelist;
private Dictionary<int, FightingCircle> circleDic;
private Dictionary<int, List<Attack>> attackRgsts;
}

PeanuayeM ¢pyHk1uIo Awake AJ11 MHULIMAIU3ALUH:

void Awake ()
{ .
circleList = new List<FightingCircle>();

circleDic = new Dictionary<int, FightingCircle>();
attackRgsts = new Dictionary<int, List<Attack>>();
foreach (FightingCircle fc in circleList)

{

AddCircle(fc);
}
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13. Coamamum ¢pyHkLHIO 715 106AaBIEHUS KDPYTOB B JUCIIETYEDE:

public void AddCircle(FightingCircle circle)
{
if (!circleList.Contains(circle))
return;
circleList.Add(circle);
int objId = circle.gameObject.GetInstanceID();
circleDic.Add(objId, circle);
attackRgsts.Add (objId, new List<Attack>()):
}

14. Kpome Toro, cosgaanuM GyHKIHIO yAaNEHHS KPYroB U3 AUCIETYEPa:

public void RemoveCircle (FightingCircle circle)
{
bool isRemoved = circleList.Remove(circle);
if (!isRemoved)
return;
int objId = circle.gameObject.GetInstancelID();
circleDic.Remove (objId);
attackRqsts[objId].Clear();
attackRgsts.Remove (objId);
]

15. Onpeaenum ¢GyHKIMIO A5 TOMyYeHUs1 GivdKaiiliero Kkpyra Ino 3a-
JNaHHOI MO3ULIUM;

public int GetClosestCircle(Vector3 position)
{
FightingCircle circle = null;
float minDist = Mathf.Infinity;
foreach (FightingCircle ¢ in circlelist)
{
Vector3 circlePos = c.transform.position;
float dist = Vector3.Distance (position, circlePos);
if (dist < minDist)
{
minDist = dist;
circle = ¢;
}
}
return circle.gameObject.GetInstanceID();
}

16. Omnpenenum GyHKIMIO BbIAENEHUS CI0Ta AJIs IPOTUBHHUKA B 3aJ1aH-
HOM Kpyre:
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public bool GrantSlot(int circleId, Enemy enemy)
{

return circleDic(circleld].AddEnemy (enemy.gameObject);

}
17. Peanusyem ¢pyHKLHMIO yAaeH!sI TPOTUBHUKA U3 3a/IaHHOTrO Kpyra:

public void ReleaseSlot (int circléId, Enemy enemy)

{
circleDic[circleId].RemoveEnemy (enemy.gameObject);
}

18. Onpeaenum ¢yHKIMIO, pa3pelIalolyio aTaKy ¥ A06aBJIAIOILYIO ee
B CITCOK AMCIeTYepa:

public bool GrantAttack(int circleld, Attack attack)

{
bool answer = circleDic[circleld].AddAttack (attack.weight);
attackRgsts([circleld].Add(attack);
return answer;

}

19. PeamusyeM pyHKLHMIO BHINOJHEHHUS aTaK;

public IEnumerator ExecuteAtacks()

{
foreach (int circle in attackRgsts.Keys)

{
List<Attack> attacks = attackRqsts(circle];
foreach (Attack a in attacks)
yield return a.Execute();

}
foreach (FightingCircle fc in circlelList)
fc.ResetAttack() ;
}

Kak ato paGortaer...

Kuaccer Attack u Enemy ynpaBJisiloT noBeieHHEM 06bEKTOB, KOria 3TO He-
06X0AMMO, YTO I103BOJISIET BBI3bIBATH KJIACC Enemy U3 Apyroro KOMIOHEHTA,
NPHUCOEeAUHEHHOTO K UrpoBoMy ob6bekTy. Kiacc FightingCircle moxox Ha
kJsacc FormationPattern, B TOM CMbICJI€ YTO BHIYMCJISIET Li€JIEBYIO MO3ULIUIO
AJIs 33aHHOTO NMPOTHBHMKA, HO A€JIaeT 3T0 HeMHOro WHave. Hakower,
KJacc StageManager maet Bce HeOOXOAMMbIE pa3pelleHHs Ha BblAeJIeHHe
1 0cB0o6OXIEHHE CJIOTOB IPOTUBHMKOB M aTaK BO BCEX Kpyrax.
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Y1o panbwe...

Peann3auuio 60eBbIX KPYTOB MOXHO JOGaBUTD B BUAE KOMIIOHEHTA B UTPO-
BOIt O6BEKT, KOTOPBIA ABJISETCA LENEBHIM UTPOKOM HJIH APYTHM MYCTBIM
00BEKTOM, COIEPIKAIUM CChLJIKY Ha OGBEKT UTPOKa.

Kpome Toro, pyHkuuu, paspeluaioliie ataKy U BbIIIOJHEHHE aTaKH,
MOJXHO NMOMeCTUTD B 6oeBoit kpyr. Ho npeanoururesibHee pa3amelaTh ux
B AMCIIEeTYEpE, YTOOBI 06ECTIeYHTh LEHTPAJIM30BAHHOE YIIpaBJIEHHE aTaKa-
MH, a 3a KpyraMH ocTaBuUTh 06paboTKy mo3uumii uejei, mogo6HO ToMY,
KaK 3To GBLIO caieJ1aHo AJ1s1 GOPMHUPOBaHUIA.

MNonesHbie ccbinku
O Peuent «O6pabomxa ghopmuposaruiir.

Bosee noapo6uyio nngopmaumio 06 anroput™e «Kpyr kyHr-gpy» Mox-
Ho Haiity B kuure Ctusa Pa6una (Steve Rabin) «Game AI Pro».



[NaBa

OpraHbl 4yBCTB
areHTos

B 3Toii rnase paccMaTpuBalOTCA anropuTMbl MMUTaUUW OpPraHoB 4yBCTB
areHToB:

uMuTaums 3peHus C NPUMEHEHWeM KONnanaepa;

“MUTauma cnyxa c NnPUMEHEHNeM Konnanaepa;

nMuTaums o60HAHUA C NPUMEHEeHEM Kkonnanaepa;

nMuTaummn 3peHnna ¢ npumeHeHnem rpada;

nMuUTauma cnyxa c npumeHeHveMm rpada;

nMuTaumna o60HAHUA C NpuMeHeHnem rpada;

peanuaauus opraHos 4yBCTB B CTENC-urpe.

0000000

BseaeHue

B 370ii r71aBe paccMaTpUBAIOTCS Pa3/INYHbIE CIOCOOBI IMUTALUM OPTaHOB
YYBCTB areHToB. [[JIs1 3TOro UCMOJb3YIOTCs y)Ke 3HAaKOMble HHCTPYMEHThI
MOJIeIMPOBAHUS: KOJJIaliiepbl ¥ rpacbl.

B nepBoM ciiyyae MCHOJB3YIOTCSA OTGpachiBaHMe Jiydeid, KoJuiaiiae-
pbl ¥ dynxuuu MonoBehaviour, cBA3aHHbIE C 9TUM KOMIIOHEHTOM, TaKHe
kak ¢yHkuns OnCollisionEnter, ucnosb3yemast st BblAeA€HUS GJIHK-
HUX OOBEKTOB B TPEXMEPHOM NPOCTPAHCTBE. 3aTeM Mbl TOCMOTDPHM, KaK
CHIMUTHPOBATbh OpraHbl YyBCTB C MPMMeHEHHEM Teopuu rpados, YTOOBI
NOJIyYUTh NpEACTaBjIeHHEe 06 UTPOBOM MHUPE.

B 3akJnoueHne OyeT onucaHa pean3alis OpraHoB YyBCTB areHTa, Uc-
NoJb3yIolllasi CMEIIAaHHBIN NMOAXO0/, 3aKII0YaloIIMICS B MPUMEHEHNH pac-
CMOTPEHHBIX PaHee aJITOPUTMOB Ha HOBOM YpDOBHe.



MUTaWM 3peHns C NpUMeHeHnem komanaepa % 165

UMuTtaumm speHun ¢ npumeHeHnem
KOAABAAEepa

3T0, MoXKayi, caMblii MPOCTO# crIocob UMHUTALMH 3peHHs. 31ech KOosIai-
aep Unity, mpocToii uin Mel-KoJiiaiiiep, UICNOJb3yeTcsl Kak MHCTPYMEHT,
TIOMOTaIOLIIHMii ONPeAEINTh, HAXOAUTCS M OGBEKT B MPSAMOil BUAUMOCTH
arexra.

NMoaroroska

OueHb BaXXHO NMPHCOEAUHUTb KOMIIOHEHT KOJUIAiiflepa K UTPOBOMY 00b-
€KTYy, KOTOpbIif MCNOJIb3yeT CLEHapHii M3 3TOrO peLeNnTa, a Takxke Bcex
ApPYTHX PELENTOB B 3TOii I1aBe, OCHOBAaHHBIX Ha CNOJIb30BAaHUH KOJIaii-
AepoB. B naHHOM ciyyae pexoMeHAYeTCst HCNO0JIb30BaTh MMPaMHUAAJIbHBII
KOJUIAH/IEP, KOTOPBI XOPOILO MOAXOAMT AJIS1 MMHTALMK KOHyca o63opa.
YeM MeHblIIe TOJIMIOHOB, TeM ObICTpee KOJLIailiep AefcTBYeT B Ipoliecce

WTPBL

Kak aTo peanusosartb...

Co3fagMM KOMIIOHEHT, CIIOCOOHBIH «yBUAETb» HAaXOAAUMXCA M06JIN30-
CTH NPOTUBHHUKOB:
1. Co3naauM koMNoOHEHT Visor 1 06bsiBMM ero cBoiicTBa. Takxe noba-
BUM NpUBeJIEHHBIE HUXKe Terd B koHurypanuio Unity:

using UnityEngine;
using System.Collections;

public class Visor : MonoBehaviour

{
public string tagWall = "Wall";
public string tagTarget = "Enemy";
public GameObject agent;

}

2. PeayudyeM (GyHKUUIO MHULHAIN3ALUUM MIPOBOro 06bEKTa, KOrAa
KOMITOHEHT Yy>Ke NIPUCOeJUHEH K HEMY:

void Start()
{
if (agent == null)
agent = gameObject;
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. O6bsBMM (YHKIMIO MPOBEPKH CTOJKHOBEHHI B KaXIOM Kajpe

M OTJIOXKHM €€ pea/In3alnio Ha 60J1e€e MO3THKE 3TAILL;

public void OnTriggerStay(Collider coll)
{

/| nanbHeiwas peanM3alus ONMUCHBAETCA HUKe

}

3 OT6p0CHM CTOJIKHOBE€HHS, HE CBSI3AHHBIE C LI€JIbIO:

string tag = coll.gameObject.tag;
if (!tag.Equals(tagTarget))
return;

. HOJIy‘{HM MO3NLHIO HTPOBOro obbexTa u onpeaejiMM HalpaBJIEHHE

Ha Hero:

GameObject target = coll.gameObject;

Vector3 agentPos = agent.transform.position;
Vector3 targetPos = target.transform.position;
Vector3 direction = targetPos - agentPos;

BbIucIMM paccTOsIHUE M CO3AaAMM HOBBII HalpaBJIeHHbIN JTy4:

float length = direction.magnitude;
direction.Normalize();
Ray ray = new Ray(agentPos, direction);

. OT6p0CMM BHOBb CO3/IaHHBIi JIy4 U OIIpeeJIUM BCE NepeCceYECHU:

RaycastHit[] hits;
hits = Physics.RaycastAll(ray, length);

. IIpoBepHM NPHUCYTCTBHE CTEH MEXAY KOMIIOHEHTOM Visor ¥ LeJbio.

Ecsn ux HeT, MOXHO NMEPEXOAUTD K BHI30BY HYXXHBIX (DYHKIHIA, pea-
JIM3YIOLUIHUX MOJEJIb IOBEACHHUS:
int i;
for (i = 0; i < hits.Length; i++)
{
GameObject hitObj;
hitObj = hits[i).collider.gameObject;
tag = hitObj.tag;
if (tag.Equals(tagWall))
return;
}
// nomecTure coma Kom
// wmomenu noeeneHus
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Kak aTo pa6oraer...

KoMnoHeHT KkoJutaiifiepa B KaXAOM Kajpe MPOBEPSAET CTOJKHOBEHHS
¢ Mo6BIMM HTPOBBIMM 06bEKTaMH B cLieHe. JI/isl COKpalleHusl HaKIa{HbIX
pacxozoB 06paGaTEIBAIOTCS TOABKO HYXKHbBIE CTOIKHOBEHHUSL.

Ecsim nocsie mpoBepkH 11eJieBoit 06BbEKT OKa3wiBaeTCs B 06J1aCTH BH-
AMMOCTH, NIpeICTaBJIeHHOM KOJIJIaiiiepoM, MPOM3BOAUTCS OTOpachIBaHKe
Jly4a, YTOOBI HCKJIIOYMTh OODBEKTHI, KOTOPHIE 3aKPBITH CTEHAMH, KaK IM0-
Ka3aHo Ha puc. 5.1.

dran1 9ran2
BuiReneHue sparos 8 061acTH BHAWMOCTH Nposepka AeACTBUTENBHOMR BUAUMOCTH
C NOMOLLBIO OTGPAcHIBAHUA yua

Konnaiipep apexus

Puc. 5.1 ¢ Ot6pacbiBaHue ny4a,
4T06bl UCKNIOYUTb O6bLEKTHI, 3aKPbITLIe CTEHAMMU

UMuTaums cAyxa € npumMeHeHnem
KOAAaAepa

NMurtauus ciayxa B 3TOM pellenTe peajM3oBaHa ¢ MPUMEHEHHUEM ABYX
CYLIHOCTeii: M3/IyyaTesst U npueMHHKa 3ByKoB. OH OCHOBAaH Ha NMPUHIU-
nax, npeajoxeHHoix Munaunrrosom (Millington), u ucnonsayer Bo3-
MOXHOCTH KoJutaiiiepoB Unity no o6HapysxeHHIO M3JyyaTejiei, pacio-
JIOXKEHHBIX MOOIM30CTH.

MoaroToBka
ITogo6HO ApyrUM pelienTaM, OCHOBAaHHBIM Ha KOJUIAiifepax, 3TOT TaKxke
Tpe6yeT MOAKIIOYEHUS KOJIIaliaepa K KaxaoMy o6bekTy, obianaoumemy
CJIyXOM, M TpHcOoeuHeHHs1 KoMNoHeHToB Rigidbody k u3nyyaTensm uau
K IPUEMHHKaM.
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Kak 3To peanusoBarb...

Co3ananuM Kyacc SoundReceiver asa areHToB ¥ Kaacc SoundEmitter as ta-
KHMX 3BYKOB, KaK, HanlpUMep, CUTHaJI TPEBOTH:
1. OmnpenesuM Kjacc NpUeMHHKA 3BYKOB:

using UnityEngine;
using System.Collections;

public class SoundReceiver : MonoBehaviour

{
public float soundThreshold;

}
" 2. OnpenenuM (pyHKIHIO, peayIM3YIOILYIO PEAKIHIO Ha 3BYK:

public virtual void Receive(float intensity, Vector3 position)
{
// nomectuTe coba KOO MOZENM NOBelEHUs

}
3. A TEnepb onpeejiMM KJacc U3Jjay4vaTesist 3ByKa:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class SoundEmitter : MonoBehaviour
{

public float soundIntensity;

public float soundAttenuation;

public GameObject emitterObject;

private Dictionary<int, SoundReceiver> receiverDic;
}

4. VlHunManu3upyeM Cnucok 6JM3sexaiux oGbeKTOB NMPUEMHHUKOB
U M3jydaTesieif, B Clydae eCJii KOMIIOHEHT MOJAKJIIOYEH HEMOCpes-
CTBEHHO: '

void Start()
{ .
receiverDic = new Dictionary<int, SoundReceiver>();
if (emitterObject == null)

emitterObject = gameObject;
}

5. Peaimsyem ¢yHkumio a5 106aBjeHHs] HOBbIX IPMEMHHUKOB B CIIH-
COK TpH BXOJi€e B 061aCTh A€iCTBUS U3MydaTels:
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public void OnTriggerEnter (Collider coll)
{
SoundReceiver receiver;
receiver = coll.gameObject.GetComponent<SoundReceiver>();
if (receiver == null)
return;
int objId = coll.gameObject.GetInstanceID();
receiverDic.Add (objId, receiver);

)

6. Takxe peaqusyeM QYHKUMIO yAaJeHUs] NMPUEMHMKOB M3 CITHCKa,
KOT/Ia OHH BBIXOAAT 3a NPe/eJIbl J0CSAraeMOCTH:

public void OnTriggerExit(Collider coll)
{
SoundReceiver receiver;
receiver = coll.gameObject.GetComponent<SoundReceiver>();
if (receiver == null)
return;
int objId = coll.gameObject.GetInstanceID();
receiverDic.Remove (objId);
}

7. OmnpexnenuM ¢GyHKINIO UCITYCKAHUSA 3BYKOBBIX BOJIH A5 6J1M3J1exa-
II[X areHTOB:

public void Emit()
{
GameObject srObj;
Vector3 srPos;
float intensity;
float distance;
Vector3 emitterPos = emitterObject.transform.position;
// nanbHeimas peamM3auuA ONMCHBAETCHA Huxe
}

8. Borunciaum 3aTyXaHHe 3ByKa AJIs KaXKA0ro u3 NpueMHHUKOB:

foreach (SoundReceiver sr in receiverDic.Values)
{

srObj = sr.gameObject;

srPos = srObj.transform.position;

distance = Vector3.Distance(srPos, emitterPos);
intensity = soundIntensity;

intensity -= soundAttenuation * distance;

if (intensity < sr.soundThreshold)
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continue;
sr.Receive (intensity, emitterPos);

}

Kak 3aTo paGoraer...

Tpurreps! Kos1aitIepoB MOMOTalOT COCTABUTD CITUCOK areHToB B 06/1acTH
aeitcTBus uanydarteas. (DyHKUKS U3TydyeHHs 3BYKa YUUTHIBAET PacCTOsA-
HMe OT areHTa [0 U3JIyyaTeJisi, CHUXKasi TPOMKOCTb 3ByKa B COOTBETCTBHH
C 3aKOHOM ero 3aTyxaHus (puc. 5.2).

Wanyyarens P
! Konnaiinep /

A
{ T ——
§ Crena /
i / i

Ynasnusarenb o

Puc. 5.2 < AreHT-npMeMHWK 1 u3nyyatenu asyka

Yro panbwe...

AJITOPUTM MOXHO YJIyYLINTb, A06aBHB yYeT BIMSHHUS CTEH Pa3IMYHOTO
THIIa Ha UHTEHCUBHOCTH 3BYKa. [[151 3TOro A0CTaTOYHO A06aBUTH OTOpa-
CbIBaHMe Jly4ya M MCIIO/Ib30BaTh MOJyYEHHbIE 3HAYEHHsI AJIS PacyeTa 3a-
TyXaHMs 3ByKa:
1. Co3snaauM cioBapb AJIst XpaHEHHUS TUIIOB CTEH B BHJE CTPOK (TEroB)
¥ COOTBETCTBYIOLIMX MM TapaMeTPOB OCJIabIeHHs::

public Dictionary<string, float> wallTypes;

2. YMeHbUINM POMKOCTb 3ByKa C/IeAYIOLIUM 06pa3oM:
intensity -= GetWallAttenuation(emitterPos, srPos);

3. OnpezenuM QyHKIMIO, BHI3BAHHYIO Ha MPEABIAYILEM IIare:

public float GetWallAttenuation(Vector3 emitterPos, Vector3 receiverPos)
{

// DanbHeimas peanu3aums OMMUCHBAETCA Huxe

}
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4. BolumucinM 3HauyeHHUs1, Heo6XOAUMbIE IJIS1 OTOPACBIBAHUA JIy4a:

float attenuation = 0f;

Vector3 direction = receiverPos - emitterPos;
float distance = direction.magnitude;
direction.Normalize();

5. OTGpocuM BHOBb CO3/IaHHBI JIyY U ONpeJeJuM BCe epeceyeHus:

Ray ray = new Ray(emitterPos, direction);
RaycastHit[]) hits = Physics.RaycastAll (ray, distance);

6. [l ka>k0ro TUNa CTeH, ONpe/esisieMOro C MOMOMIbIO TErOB, yYTeM
BEeJIMYHHY 0CJ1ab/IeHHs (XPaHUTCA B CJIOBape):
int i;
for (i = 0; i < hits.Length; i++)
{
GameObject obj;

string tag;
obj = hits[i].collider.gameObject;
tag = obj.tag;

if (wallTypes.ContainsKey(tag))
attenuation += wallTypes(tag];
}

return attenuation;

Umutaumn oboHAHUS € npyuMeHeHnem
KOAAaAAEPa

IIpu nepeHoce yyBcTBa OGOHSIHMSI M3 PEaJbHOTO MHUpa B BUPTYaJbHbIi
BO3HMKAIOT 6osbIMe CI0XKHOCTH, CyliecTByeT HECKOJIbKO METOJOB Ta-
KOTO NepeHoca, Ho GOJIBLIMHCTBO U3 HUX OMUPAETCS Ha MCIOJIb30BaHUE
KOJUIaiilepOB MJIH JIOTHKH rpadoB.

OG6oHstHHE MOXXHO CMOZEIMPOBATH ITyTeM BRIYMCJIEHHS CTOJIKHOBEHHIA
MeX/y areHTOM U TePeHOCSIIMMH 3allaX YacCTHUIIAaMH, PacCEesTHHBIMHU MO
BCEMY YPOBHIO MIPBL.

NMoaroroska

IMomo6HO ApYrMM peLienTaM, OCHOBaHHbIM Ha KOJLIaiiZiepax, 3TOT TaKXKe
TpeGyeT npucoeMHEHH KOJLIaiiiepa K KaxJoMy 06beKTy, 06J1ajalonemMy
060H}IHHCM, U KOMIIOHEHTOB TBeleOI‘O TeJsa K nanyqa'remm HJIK K l'lpPl-
€MHHKaM.
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Kak 3aTo peanusoBartb...

Pa3pa6oTaeM cueHapuu A5 NPeACTaBJeHHS YaCTHLI, TePeHOCSIHX 3ana-
XH, ¥ ar€HTOB, CTIOCOGHBIX UX YJIaBJIUBaTh:

1.

Co3znanuM cueHapHii s YaCTHII M ONpeJiesIUM CBOICTBa AJIs1 pac-
yeTa NMEPUO/IA UX CYIIECTBOBAHMUS:

using UnityEngine;
using System.Collections;

public class OdourParticle : MonoBehaviour

{
public float timespan;
private float timer;

}

Peanunsyem pyHkuuio Start s mpoBepKy Ha JOMYCTUMOCTS;

void Start()
{
if (timespan < 0f)
timespan = 0f;
timer = timespan;

}

PealmayeM Taﬁmep M OpraHu3dyeM yHHYTOXXE€HHE 4aCTHIL] IT0CJe 3a-
BEPIIEHHUSA LMKJIA UX CYLLIECTBOBaHUS:

void Update()
{
timer -= Time.deltaTime;
if (timer < 0f)
Destroy (gameObject) ;
}

3 Onpenemm KJ1aCC areHTa, obs1aaolero 060HIHUEM:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class Smeller : MonoBehaviour
{

private Vector3 target;

private Dictionary<int, GameObject> particles;
}

VM HUUMaIM3UpyeM CJIOBaphb AJisi XPaHEHHsl YacTHL, TepeHOCSIIUX
3anaxu:
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void Start()
{

particles = new Dictionary<int, GameObject>();
}

. IIO6aBMM B CJI0OBapb 06'bCKTbI, K KOTOPbIM NPUCOEANHEH KOMIIOHEHT
YaCTHII C 3allaXOM:

public void OnTriggerEnter (Collider coll)
{
GameObject obj = coll.gameObject;
OdourParticle op:
op = obj.GetComponent<OdourParticle>();
if (op == null)
return;
int objId = obj.GetInstanceID();
particles.Add (objId, obj);
UpdateTarget () ;
}

. YaanuM 4acTHIIBI C 3aMaXOM K3 JIOKAJIbHOrO CJIOBaps NpH UX YHHUY-
TOXX€HHH UJIK BBIXO/ZI€ 3a MpeeJibl AHana3oHa BOCIIPUATHSA areHTa:

public void OnTriggerExit(Collider coll)
{
GameObject obj = coll.gameObject;
int objId = obj.GetInstancelID();
bool isRemoved;
isRemoved = particles.Remove (objId);
if (!isRemoved)
return;
UpdateTarget () ;
}

. Co3gaaum Cl)yHKI.IHlO AJIs1 BBIYMCJIEHHS LeHTPpa UCTOYHHKA 3anaxa
Ha OCHOBAaHMH TEKYIUX 3JIEMEHTOB CJIOBApA:

private void UpdateTarget ()
{
Vector3 centroid = Vector3.zero;
foreach (GameObject p in particles.Values)
{
Vector3 pos = p.transform.position;
centroid += pos;
}
target = centroid;



174 <+ OpraHul YyBCTB areHToB

9. PeannsyeM ¢yHKuMIO, BO3BPALIAION[YIO LIEHTP MCTOYHHKA 3amaxa,
€CJIM TAaKOBOM HMeeTCsI:

public Vector3 GetTargetPosition()

{
if (particles.Keys.Count == 0)
return null;
return target;

}

Kak 3ato paGoraer...

ITo aHaIOrMK c UMHUTALIMEN CTyXa Ha OCHOBE KOJLIaiiiepa, 31ech TPUITep-
HBIE KOJUIaii/Iephl HCTIOJIb3YIOTCSI /sl PETMCTPALIMM YACTHL, IEPEHOCSIIMX
3amaxu, BOCIPUHHMaeMble areHToM (PealM3yeTcs C MOMOMIbIO CJI0Baps).
[Ipu n06aBieHUH WM yAAJIEHUM YaCTHL BHIYMCIISETCS TIO3MLMA LEHTpa
MCTOYHHMKA 3amaxa. OaHako (yHKUMS pean30BaHa Tak, YTO MOJIOXKEHHE
BHYTPEHHEr0 LEHTPa NP OTCYTCTBMM 3apPErMCTPMPOBAHHBIX YacCTHL He
obHoBJsieTcs (puc. 5.3).

dran1 3ran2

BuisneHue yacTuu B 06nacT 060HAHUA BubiyucneHne UeHTpa ana onpeneneHus
HanpasNeHUA K UCTOYHUKY 3anaxa

O— .,

Konnaiinep 060HAHUA

Puc. 5.3 % BblyucneHue noavuum ueHTpa
Heo6Xx0aAMMO ANA onpeaeneHnn HanpaBneHus
Ha UCTOYHKK 3anaxa

Yto paansuwe...

Jloruka MCnyCKaHHs YaCTUL PeaM3yeTCs COIJIACHO MOTPeGHOCTSAM KOH-
KPETHOM UIPbl, ¥, KaK NPaBUJIO, IJIs 3TOr0O CO3/aI0TCS 3K3EMILISPHI 1ab-
JIOHHBIX 06'beKTOB YacCTHll C 3alaXoM. Kpome TOro, peKOMEHAYETCA MpH-
KpenuTh K areHTaM KoMnoHeHTHI Rigidbody. MaccoBoe co3faHue yacTHIy
C 3aMaxOM CHMXKAeT POU3BOAUTENbHOCTD UTPBL
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UMnTauum speHus ¢ npumeHeHuem rpaca

C aToro paszesia HAYMHAETCS ONTMCAHUE PELENITOB, B KOTOPBIX AJIS1 UMUTa-
UM OPraHOB YyBCTB UCNOJIb3YeTCs JOruka paboTsl ¢ rpacdamu. U cHoBa
HayHeM C UMHUTALMU 3PEHUS.

Moarotoska

Obs3aTe/IbHO pa3bepuTe IJ1aBy, Ie OMHCHIBAIOTCA MPHEMEBI [IOMCKA MyTH,
4TOGH! OHSATH MPUHLIUI A€CTBUS PELIENTOB, OCHOBAHHBIX Ha rpacdax.

Kak aTto peanusoBarb...

Cosgaaum aj1st peanu3anuy HOBbI dait:
1. OnpeaesuM KJacc 4j1s1 UMHTALMK 3PEHHUST:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class VisorGraph : MonoBehaviour
{

public int visionReach;

public GameObject visorObj;

public Graph visionGraph;
}

2. TIpoBepuM JONYCTUMOCTh OOBEKTA MMUTALMM 3PEHUST:

void Start()
{
if (visorObj == null)
visorObj = gameObject;
}

3. OnpeznenuM U HauHeM peaju3anuio ¢hyHKIMH ONpeaeaeHNsT BUAH-
MOCTH 3aJaHHOro Habopa y3/10B:

public bool IsVisible(int[] visibilityNodes)

{
int vision = visionReach;
int src = visionGraph.GetNearestVertex(visorObj);
HashSet<int> visibleNodes = new HashSet<int>();
Queue<int> queue = new Queue<int>();
queue.Enqueue (src);
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4. PeamnsyeM aqroput™ noucka cHavaja B LINPUHY:

vhile (queue.Count != 0)
{
if (vision == 0)
break;
int v = queue.Dequeue();
List<int> neighbours = visionGraph.GetNeighbors (v);
foreach (int n in neighbours)

{
if (visibleNodes.Contains(n))
continue;
queue.Enqueue (v) ;
visibleNodes.Add(v);

}

5. CpaBHMM Habop BMAMMBIX Y3JI0B C HA60pOM, MOJyYeHHBIM CHCTe-
MOIii 3peHu s

foreach (int vn in visibleNodes)
{

if (visibleNodes.Contains(vn))
return true;

}

6. BepHeM false, eC/iM OTCYTCTBYET COOTBETCTBME MEXMY ABYMs Ha-
6GopaM¥ y3JI0B:

return false;

Kak ato paGoraer...

Penent otbickuBaeT Yy3Jibl B nIpeaejiax BUANMOCTH, UCIIOJIb3Yys aJITOPUTM
IIOUCKa B LIMPHUHY, U CPABHHUBAET 3TOT Haﬁop Cc Haﬁopom Yy3J10B, pacrnoJio-
JKEHHBIX HENMOAAJIEKY OT ar€HTOB.

Brruncienne BXOZHOrO MaccHUBa He TNPUBOAMTCS, MOCKOJIBKY 3TO BBI-
XOIMT 3a paMKH pelenrta M 3aBUCHT OT TOYHOr0O onpeae/eHus:, HalmpuMep
TNOJIOKEHHUA KAaXXAO0ro aréeHra HJin 061;e1<1‘a, AJis1 KOTOpOoro HeO6X01.IHMO
TNPpOBEPHUTH BUANMOCTbD.

NMUTaUMA cAyxa C npuMeHeHnem rpacga

WMurauus ciyxa peanrusyeTcsi mogo6HO 3peHHUIO, HO M3-3a CBOMCTB 3ByKa
o6Hapy XMBaeT He TOJIbKO €ro HCTOYHMKHU B MpsiMoil BuanMocTtu. Kpome
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TOrO, AJI1 UMUTALIMHU CJIyXa BCe elle He0OXOAMMO MCIOJIb30BATh MPUEM-
HuK. Ho, B oT/InuKe OT nmpeabiayieii peaM3aliuy, B 3TOM peLiENTe yxe
He areHT GyZIeT HenocpeACTBEHHBIM IPUEMHUKOM, a caM 3ByK Oyzer pac-
NPOCTPaHATBCS 10 rpady U nepefaBaThCs y3J1aM.

Moaroroska

Obs3aTesIbHO pa3bepuTe rJiaBy, T/I€ ONMUCHIBAIOTCS IIPUEMBI IIOUCKA ITYTH,
YTOOBI MOHATDb NPUHIUI IleﬁCTBHﬂ pelenToB, OCHOBAaHHBIX Ha rpad)ax.

Kak 3ato peanu3oBarb...

1.

OnpeaesnM KJ1acc U3JIydaTesst:
using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public class EmitterGraph : MonoBehaviour

{

/| nanmbHeiwas peanu3auMs ONMUCHBAETCA Hyxe

}
O6DbsIBUM CBOICTBa:

public int soundIntensity;
public Graph soundGraph;
public GameObject emitterObj;

Peanusyem npoBepKy AOMYCTMMOCTH CChLIKM Ha 0OBEKT U3JIydaTe-
s

public void Start()
{
if (emitterObj == null)
emitterObj = gameObject;
}

. O6bsBUM DYHKIUMIO U3TyYeHHsI 3BYKa:

public int([] Emit()
{

// nanbHeiwas peanusauuA ONMMCHBAETCA Hike
1

. O6BsBUM ¥ MTHULHAIM3UPYEM HEOGXOANMBIE TEpEMEHHBIE:

List<int> nodelds = new List<int>();
Queue<int> queue = new Queue<int>();
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List<int> neighbours;
int intensity = soundIntensity;
int src = soundGraph.GetNearestVertex (emitterObj);

6. 06aBMM MCXOAHDIH y3€J B CIIMCOK AOCTYIHBIX Y3JI0B M B OYEPE/b:

nodelds.Add(src);
queue.Enqueue (src);

7. Lluxna o6xo4a y3sio0B AJIs IOUCKA B LIKPHHY:

while (queue.Count != 0)
{

// nanbHejwas peanu3auMa OMUCHBAETCA Huxe

}

return nodelds.ToArray();
8. 3aBepiuuM LUK, CJIM TPOMKOCTD 3ByKa yTnaJja [0 HyJIst:

if (intensity == 0)
break;

9. U3BieueM y3es U3 OYepeH U NOJYyYUM €r0 Coceneii:

int v = queue.Dequeue();
neighbours = soundGraph.GetNeighbors (v) ;

10. IIpoBepuM coceneit u A06aBMM KX B Ouepeab NPH HEOOXOAUMOCTH:

foreach (int n in neighbours)
{
if (nodelds.Contains(n))
continue;
queue.Enqueue (n) ;
nodeIds.Add(n);
}

11. YMeHbIIMM rPOMKOCTb 3BYKa:

intensity--;

Kak 3ato paboraer...

Pellent Bo3BpalllaeT CIUCOK Y3JI0B B 30He JOCSATaeMOCTH 3BYKa (C yue-
TOM 3aTyXaHHs), KOTOPLIii COCTaBJISIETCS C MOMOILIBIO AJIrOPUTMa MOUCKa
B LIUPUHY. AJITOPUTM OCTaHABJIUBAEeTCS, KOTAa 3aKaHYMBAIOTCS Hemoce-
I[aBIIMeECs Y3JIbl MJIM KOTAa TPOMKOCTDb 3ByKa npu obxoze rpaga naaaer
10 HYJISL.
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Y1o panbuwe...

ITocne 3HaKOMCTBa C peaTM3aLUsAMHU CJIyXa C NpMMeHeHHeM KoJlIaitaepa
¥ rpaga MoXKHO nonpo6oBaTh peayM30BaTh HOBBIH rMOPUAHBIA 3BPHCTH-
yeckHit AIrOpUTM, IPUHUMAIOLIMIi Ha BXOAe paccTosinue. Ecim y3es oka-
3bIBAETCS BHE 30HBI JOCATAaEMOCTH 3BYKa, €ro coceleil He HyXKHO 100aB-
JISITh B O4Yepeb.

Mone3Hbie CCbINKU

Peuents! u3 21aew: 2 «Hasuzayus»:

Q  Jlouck xpamuaitwezo nymu 6 cemu c nomMouipio anzopumma BFS»;

O louck onmumanvrozo nymu c nOMoubIo aneopumma A% (IpUHUMAIO-
1uit 3BpHCcTHYECKHE QYHKIIMHU B KaYeCTBe apryMeHTa).

UMuTauun oboHsHUS ¢ npuMmeHeHveM rpada

B atom peLenTe UCIMOoJb3YeTCs CMeLIaHHBIH MOAX0A K OTMETKE BEpIINH
YaCTHLaMH, IEPEHOCALLIUMH 3arnax, KOTOPbI€ CTAJIKUBAIOTCA C HUMH.

Moparotoska

K Bepumue o/mxen 6bITh PHCOENHHEH OGLIMPHBIIT KOJLIaliAep, 3aXBaThi-
BAIOLIMi YaCTHIIBI C 3aTIAXOM, HAXOAALIMECS HETIOAATIEKY.

Kak 3ato peanusosartb...

1. Ho6aBuM cieayioliiee CBONCTBO B CLIEHAPHil YACTHL], TIEPEHOCSIINX
3anax, /11 XpaHeHHUs HAEHTHPUKATOPA NX POAMTEIS:

public int parent;

2. OnpepesiMM HOBBII KJIACC C MOAAEPXKKOi 0GOHAHM S, HACJIe LY IOMIHi
OPMIMHAJIbHBIH KJIACC BEPIIUHBL

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class VertexOdour : Vertex

{
private Dictionary<int, OdourParticle> odourDic;
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WHunuannsupyem cJoBapb 3aNaxoB:

public void Start()
{

odourDic = new Dictionary<int, OdourParticle>();
}

OnpenennM ¢pyHkumio A06aBIeHKs 3aMaxa B CI0Baph, IPUHAAJIEXKA-
Uil BEpIIUHE:

public void OnCollisionEnter(Collision coll)
{
OdourOdourParticle op;
op = coll.gameObject.GetComponent<OdourParticle> () ;
if (op == null)
return;
int id = op.parent;
odourDic.Add(id, op);
}

. OnpeznenuM DyHKIMIO yAaNeHHs 3alaxa U3 CJIOBaps:

public void OnCollisionExit (Collision coll)
{
OdourParticle op;
op = coll.gameObject.GetComponent<OdourParticle>();
if (op == null)
return;
int id = op.parent;
odourDic.Remove (id) ;
}

PeanuayeM npoBepKy NPUCYTCTBHUS 3aMaXOB;

public bool HasOdour ()
{
if (odourDic.Values.Count == 0)
return false;
return true;

}
PeaJmayeM INPOBEPKY NMPUCYTCTBUA 3aJaHHOI'O 3araxa B BEPIIHHE!

public bool OdourExists(int id)

{ .
return odourDic.ContainsKey(id);

}
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Kak ato paboraer...

YacTuisl ¢ 3anaxoM, CTaJKHBasCh C BePIIHHAMH, PETHCTPUPYIOT CBOM 3a-
nax B X c1oBapsix. [locjie 3TOro areHTh MOr'y T IPOBEPUTD, IPHCYTCTBYET
JIM 3aJlaHHbIi 3amax B GMKAMIIMX BEPLIMHAX.

MonesHble CCbINKKU

O Peuents! u3 2nasv 2 «Hasuzayus», KoHCTpyMpyiolye rpacds! U Huc-
NoJIb3YIOlINe IrOpuTM NMoucka B mmupuny (BFS).

PeaAnsauvsn OpraHos 4YyBCTB B CTeAC-urpe

Tenepsb, mocjie 3HaKOMCTBA C peaM3alyeii aIrOpuTMOB UIMHTALIMK Opra-
HOB 4YYBCTB, TIPHUILJIO BPEMSI PaCCMOTPETb 0COOEHHOCTH HX HCIOJIb30Ba-
HHUsA B MeToZax 60J1ee BbICOKOTO YPOBHSL.

HaHHbli peuent ocHoBbIBaeTcs Ha urpe Mark of the Ninja, co3apanHoR
Bpykom Maitnsom (Brook Miles) u ero komangoii u3 Klei Entertainment.
MexaHn3M Urpbl IOCTPOEH Ha Miee UCTOYHUKOB pa3ipakuTeJieit OpraHoB
YYBCTB — 3PEHHUS U CJIyXa — ¥ 06paboTKe UX AUCIIETYEPOM YYBCTB.

Noaroroska

Ilockosbky BCe KPYTUTCS BOKPYr MCTOYHHKOB, HaM TOHAaA0GsATCS ABa
HepeYUCIIeHH s, ONpeaesIONIMX BUb HCTOYHUKOB (BUAVMBIE UJIH CJIBI-
IIMMBIE) U IPUOPUTETBI, a TaK>Ke T (TO €CTh KJIaCC) HCTOYHHKA.

BoT kak BHITJIAAKT NepeynciieHye BU0B UICTOYHHKOB:

public enum InterestSense
{

SOUND,

SIGHT

AaTonepeqMcneHHenpnopMTeTom

public enum InterestPriority

{
LOWEST = 0,
BROKEN = 1,
MISSING = 2,
SUSPECT = 4
SMOKE = 14,
BOX = 5,
DISTRACTIONFLARE = 10,

’
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TERROR = 20
}i

Jlanee npuBOAMTCS THN JaHHBIX, peaIM3yIOIIMIl HCTOYHUK (Pa3aApaxku-
TeJb):

using UnityEngine;
using System.Collections;

public struct Interest

{
public InterestSense sense;
public InterestPriority priority;
public Vector3 position;

Ilepea TeM Kak MPUCTYIMTh K OMPEAEJIEHHIO KJIACCOB, HEOOXOMUMBIX
AJIs peann3aluy 3TOit HAEH, CieyeT OTMETHTb, YTO (PYHKIINH Ha YpOBHE
OpraHOB YYBCTB OYAyT OCTaBJIeHbl MyCTHIMH, YTOObI COXPaHHUTb peLenT
rMOKHUM U OTKPBITHIM [/1s1 KOHKPETHOM peaM3aliuy, HapUMep C UCIOJIb-
30BaHHMEM DELENTOB, ONMMCAHHBIX BHIIIIE.

Kak aTo peanusosartb...

OTo ANMHHBII peLenT — B HeM Gy AyT pean30BaHbl B2 00bEMHBIX KIacca,
N03TOMY BHUMATEJIbHO 03HAKOMETECh CO CJIEAYIOIMMH ITaNaMu:
1. HauHeM c cosmaHHUs KJacca, ONMpeJeNsIIOUIero areHToB U UX CBOW-
CTBa;

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class AgentAwared : MonoBehaviour

{
protected Interest interest;

protected bool isUpdated = false;
}

2. Onpeaenum GyHKIHIO 415 TIPOBEPKU COOTBETCTBUS 33JaHHOTO UC-
TOYHHKa (pa3apakuTess):

public bool IsRelevant (Interest i)

{
int oldValue = (int)interest.priority;
int newValue = (int)i.priority;
if (newValue <= oldValue)
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return false;
return true;
1

. Peamuayem ¢yHkuuio 06paboTku NOsBJIEHUS HOBOTO MCTOYHMKA

(pasapaxxurens):

public void Notice(Interest i)

{
StopCoroutine (Investigate());
interest = i;
StartCoroutine (Investigate());

J

. OnpeznennM noJjb30BaTeNbCKYI0 (YHKIHUIO IPOBEPKH UCTOYHHUKOB.

ITo KoKHA 6bITh Bala co6cTBEHHAs peanun3anys, y4uThiBalolasn
HaJINYHe COOTBETCTBYIOLIMX OPraHOB YYBCTB Yy areHra:

public virtual IEnumerator Investigate()
{
// onpemenure CBODL peanu3auup 31eCh
yield break;
}

. OnpenennM noJyb3oBaTtesbeKylo hyHkIuo a5 naepa. OHa peanu-

3yeT eiCTBUA areHTa, OTBETCTBEHHOrO 3a pa3fiayy NPHKa30B. ITO
J0JKHa ObITh Ballla cOOCTBEHHAs PeaTH3aLHsT:

public virtual IEnumerator Lead()

{
// onpemienure CBOD peanu3alup 3hech
yield break;

}

OnpeaesM KJ1acc UCTOYHUKOB (pa3gpaxxcuresteit):

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class InterestSource : MonoBehaviour
{
public InterestSense sense;
public float radius;
public InterestPriority priority;
public bool isActive;
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7. Peanusyem cBOHCTBO AJisi OJIy4YeHUs: MH(OPMALIMH O HEM:

public Interest interest
{
get
{
Interest i;
i.position = transform.position;
i.priority = priority;
i.sense = sense;
return i;

}

8. OnpenenuM ¢GyHKUHMIO AJIST MPOBEPKH BO3MOXXHOCTH BJIMSIHUSL MC-

10

TOYHHMKA Ha OpraHbl 3peHHs areHta. Ee MOXHO BKJIIOYMTDb B KJIacC
areHTa, HO J151 3TOr0 NPUAETCS U3MEHUTD YacTh CJIELYIOLIMX 3TAMOB.
3T0 oaHa U3 hyHKLMIT YPOBHSI OPraHOB YyBCTB:

protected bool IsAffectedSight (AgentAwared agent)
{

// onpememure CBOD peanM3alMp 31€Ch

return false;
}

Peannayem ciefymoouyio (yHKIMIO YPOBHSI OpPraHOB YYBCTB AJIs
NPOBEPKH BJIMAHUS MCTOYHMKA Ha OpraHsl ciyxa arenta. K Heii ot1-
HOCHMTCSI BCE TO XK€ CaMOe, YTO GbLIO CKa3aHO Ha MpebIAYILEM ITarl€:

protected bool IsAffectedSound(AgentAwared agent)
{

// onpemenuTe CBoOD peanu3auMb 3meCh
return false;
}

Onpeaenm GYHKLHIO A/ IOTYYEHHS CIIUCKA ar€HTOB, Ha KOTOpbIe
BiusieT UcTOYHMK. OHa 06bsBJIEHa KaK BUPTyaJbHasl, YTOOBI MOX-
HO GbLJIO ONpe/e/IUTh €€ TMO3/IHee WM TIPOCTO U3MEHHUTH MOPSAOK ee
paGoThL:

public virtual List<AgentAwared> GetAffected(AgentAwared(] agentList)
{

List<AgentAwared> affected;

affected = new List<AgentAwared>();

Vector3 interPos = transform.position;

Vector3 agentPos;
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float distance;
// nmanbHejimas peanu3auMA OMMCHBAETCA Hioxe

}

11. O6bsBMM OCHOBHOI1 LMKJ 06X0/a CIIMCKA aT€HTOB U BEPHEM CITUCOK

12.

13

14.

15.

nomnaAamolux 1noa BJINIHUE:

foreach (AgentAwared agent in agentList)
{
/| manbHelwan peanu3aLMA OMMCHBAETCA Huxe
}
return affected;

HpOHyCTMTb areHTra, HaXoAsAllerocsa BHE paanyca JAeldCTBUA UCTOY-
HHUKa:

agentPos = agent.transform.position;
distance = Vector3.Distance(interPos, agentPos);
if (distance > radius)

continue;

I[IpoBepuTh BO3MOXKHOCTb BIMSHHS UCTOYHHKA (pa3ApaKuTeist) Ha
OpraHbl YyBCTB ar€éHra:

bool isAffected = false; switch (sense)
{
case InterestSense.SIGHT:
isAffected = IsAffectedSight (agent);
break;
case InterestSense.SOUND:
isAffected = IsAffectedSound(agent);
break;
}

Eci1 areHT UMeeT COOTBETCTBYIOLINE OpraHbl YyBCTB, 106AaBUTD €I0
B CITUCOK:

if (!isAffected)
continue;
affected.Add (agent);

OnpenennM KJacc AucneTyepa UCTOYHUKOB (pa3paxuTeeit):

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class SensoryManager : MonoBehaviour
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16.

17.

18.

19.

20.

21.

}

public List<AgentAwared> agents;
public List<InterestSource> sources;

Peanusyem ¢pynkuuio Awake:

public void Awake ()

{

}

O6bsBUM (YHKLHUIO NOTyYEeHUsI CIMCKA Pa3BeYMKOB AJIS 3aflaH-

agents = new List<AgentAwared>();
sources = new List<InterestSource>();

HOM rpynIbl ar€éHTOB:

public List<AgentAwared> GetScouts(AgentAwared[] agents,

{

}

int leader

// DanbHeiwas peanu3aluA ONMMCHBAETCA Hixe

I[IpoBepuTb o611 KOIMYECTBO ar€HTOB:

if (agents.Length == 0)

return new List<AgentAwared>(0);

if (agents.Length == 1)

return new List<AgentAwared> (agents);

Yoanutpb Jijepa 1o ero HHAEKCy:

List<AgentAwared> agentList;
agentList = new List<AgentAwared>(agents);
if (leader > -1)

PaccuntaTh KOJMYECTBO N3BJIEKaEMBIX Pa3BeA4YHKOB:

agentList.RemoveAt (leader) ;

List<AgentAwared> scouts;
scouts = new List<AgentAwared>();
float numAgents = (float)agents.Length;

int numScouts = (int)Mathf.Log(numAgents, 2f);

[To/y4nTh CIMCOK pa3BeYMKOB, BEIGHPast UX Cy4aiHbIM 06pa3oM

M3 CITUCKA areéHTOB:

while (numScouts != 0)

{

int numA = agentList.Count;

-1)
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int r = Random.Range (0, numa);
AgentAwared a = agentList(r];
scouts.Add(a);
agentList,RemoveAt (r);
numScouts--;

}
22. BepHyTb CIIMCOK Pa3BEAYMKOB:
return scouts;

23. Onpeaemum QyHKIMIO 415 POBEPKH CIIMCKA UHTEPECYIOLIUX MC-
TOYHHKOB:

public void UpdateLoop()
{
List<AgentAwared> affected;
AgentAwared leader;
List<AgentAwared> scouts;
foreach (InterestSource source in Sources)

{

// nanbHeiwas peanuzauus OMMCHBAETCA HIKe
}
}

24. TIpomyCTUTb HEaKTUBHBIN UCTOYHMK:

if (!source.isActive)
continue;
source.isActive = false;

25. TIpomyCTHUTh MCTOYHHUK, HE BJUAIOLIMA HY HA OAHOTO areHTa:

affected = source.GetAffected(agents.ToArray());
if (affected.Count == 0)
continue;

26. Bobi6paTh CJIy4aiiHOrO JMA€epa U MOJMYYUTh CIIUCOK Pa3BeAYHUKOB:

int 1 = Random.Range(0, affected.Count);
leader = affected[l]);
scouts = GetScouts(affected.ToArray(), 1);

27. CooluuTh JMAEpY O ero Ha3HAYeHHUH, eCM He06X0AUMO:

if (leader.Equals(scouts[0]))
StartCoroutine (leader.Lead());

28. HakoHel, nepeaath pa3BeAYuKaM coobuieHHe 0 3aMeYeHHOM UCTOY-
HUKe (pa3fipaXKuTeJie), eCIU OH COOTBETCTBYET UM:
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foreach (AgentAwared a in scouts)
{
Interest i = source.interest;
if (a.IsRelevant(i))
a.Notice(i);

}

Kak ato paboraer...

Cy1ecTByeT CIMCOK HICTOYHUKOB (pa3apaxcureieii), KOTOpble MOTYT BO3-
AeiCTBOBaTh Ha OPraHbl YyBCTB areHTOB. JTOT CIIUCOK XPaHUTCS B JHC-
neryepe, KOTOpbIil r106aJbHO OOGHOBJSET KaKAbIH HMCTOMHMK, YA
BHMMaHHe TOJIbKO aKTHBHBIM.

VicToyHMK nostyyaeT CUCOK areHTOB UrPOBOTO MUPa U B /1Ba 3Tana U3-
BJIEKAET U3 HETO TOJIbKO areHTOB, CIOCOOHBIX BOCIPMHUMAaTh ero. Ha nep-
BOM 3Tare 0TOPachIBAIOTCSI areHThl, HaXOASIIHECs 3a peJeJlaMy pafguyca
AeACTBUS MCTOYHUKA, 2 3aTEM OCTAIOTCS TOJIBKO areHThl, 06J1azalouue co-
OTBETCTBYIOIUMH OpraHaMH YyBCTB.

HaxoHen, aucneryep o6pabaTbiBaeT OCTaBIIMXCSI areHTOB, BbIOMpas
Cpeay HUX JinJepa ¥ pa3BeAYHKOB.

Y1o panbuwe...

CTOHUT OTMETHTD, YTO KJIacC SensoryManager AeiiCTBYeT KaKk KOHLIEHTPATOp
AJIs1 XpaHEHUsI U YNOPANOYEHHS CIMCKA areHTOB U CMHCKA MCTOYHMKOB
(pa3apaxwureJeii), MOITOMY €ro 3K3eMIUISIP AOJ/DKEH MPHCYTCTBOBATb
B eJMHCTBEHHOM uucJe. [TosiBenne 1y6IMKaTOB MOXET NPUBECTH K He-
JKeJIaTeJbHbIM CJIOKHOCTSIM U BO3[eHCTBUSAM.

BHuUMaHHe areHTOB K MCTOYHMKAM aBTOMAaTHYECKH IEPEKJOYaeTcs
AMCIIETYEPOM HCTOYHHMKOB (pa3fpakuTesieif) ¢ yYeToM NnpHOPUTETOB.
Tem He MeHee ero MOXHO NEPEKJIIOYUTh NPUHYAUTEJILHO, BbI3BaB 001e-
aoctynHyio ¢yHkuuio Notice.

JanpHeiiline BO3MOXHOCTH COBEPIIEHCTBOBAHMS PELIENTa 3aBUCSAT OT
ocobeHHocTell KOHKpeTHO# urpsl. CnuCKH pa3BeaYHMKOB MOTYT Tmepece-
KaTbCsl ZIPYT C APYTOM, TI0O3TOMY BbI IOJKHBI MPEAYCMOTPETh 06paboTKy
B urpe 3Toit cutyauun. TeM He MeHee yxxe pa3paboTaHHasi cUCTeMa HC-
N0JIb3yeT 3HaYeHUsI IPUOPUTETOB /ISl PUHATHS PEILEeHHUIA.

Mone3Hble CCbINku

HononnurenbHyo nHdopMauHio 06 uaesx, Jexalux B OCHOBE 3TOTO pe-
LIenTa, MOJKHO HaiiTh B kHure CtuBa PabuHa (Steve Rabin) «Game Al Pro».
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HacToAbHbIE Urpbl
C UCKyCCTBEeHHbIM
NHTeANeKTOM

B aToi rnase paccmMarpuBaeTCa CeMencTBO anropuTMOB AN HACTONbHbIX
urpc MCKYCCTBeHHbIM WUHTeNNeKTom:

K/1aCC UrpoBOro Aepesa;

BBeaeHue B anroput™M Minimax;

anroput™ Negamax;

anroput™ AB Negamax;

anroput™M Negascouting;

peanu3auus conepHuka Ansl Urpbl B KPECTUKN-HONWKW,

peanu3auunna conepHUka Ana Urpbl B LWALLIKK,

0000000

BeeaeHue

B 3T0ii r11aBe pacCMaTPHBAETCsI CEMEICTBO AITOPUTMOB HCKYCCTBEHHOTO
MHTEJUIEKTa, MPUMEHSAEMBIX NPU pa3paboTke HAcTOMbHbIX Urp. OHM Oc-
HOBBIBAIOTCS Ha MJiee UTPOBOroO AepeBa (rpacda), OXBaThIBAIOLIETO OLEHKY
COCTOSIHMS M IPHHSATHE PeLIeHHs 0 Nlepexojie B coceqHMe (M0 OTHOLLEHHUIO
K HEMY) COCTOSIHUSI. DTH aJITOPUTMBI NPeAHA3HAYeHbl JIs1 CO3JaHHUsI Ha-
CTOJIBHBIX UTP C IBYMsI conepHHKamMu. Ho ¢ momolpio HEKOTOPBIX YCHIIHH
YaCTh M3 HUX MOXKHO PaCUIMPHUTH Il IPUMEHEHHUS B Urpax ¢ GOJIbIIMM
KOJIM4€CTBOM HIDOKOB.
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Kaacc urposoro aepesa

CocrosiHue HUIrpbl MOXKHO IpeACTaBUTh MHOTMMH Pa3JIMYHBIMH cnocoéamu,
HO 3/1€Cb 6leyT PacCMOTpPEHBI paClINpsIEMbIE€ KJIACChI, MOAXOAsLIHE AJIS UC-
IOJIb30BaHHA aJITOPUTMOB HCKYCCTBEHHOI'O MHTEJIJIEKTA BBICOKOI'O YPOBHS1.

Moaroroska

IoTtpebyeTcs yeTKoe MOHMMaHNEe 06bEKTHO-OPHEHTHPOBAHHOTO POrPaM-
MHPOBaHHUsI, 0COOEHHO HacJief0BaHMs M MOJMMOpPGU3Ma. ITO BBIZBAHO
TeM, YTO 37ecb GYAyT CO34aHbI YHUBEPCAIbHbIE QYHKIIUH, IPUMEHUMBIE
K peLIeHHIO 3a/1a4 psifia HACTOJIBHBIX UTP, a 3aTeM peau30BaHbl KOHKPET-
Hble MOAIKJIACChI, HAacJeAyIOLIHe U KOHKPETU3UPYIOLHe 3TH PYHKIUH.

Kak ato peanu3oBartb...

Co3aaaum aBa KJjacca ajst TNpeacTaBJE€HUA UTPOBOro A€peBa, KaK OIMCHI-
BaeTCsl HUXKeE:

1. Onpenenum abcTpakTHBIH KJaacc Xoaa Move:

using UnityEngine;
using System.Collections;

public abstract class Move
{

}
2. OnpegennM nceBa0abCTPaKTHBIH KJIACC UTPOBOTO T0JIst Board:

using UnityEngine;
using System.Collections;

public class Board
{

protected int player;

// nanbHefwas peanu3auMA OMUCHBAGTCA HMXKE
}

3. OmpenenM KOHCTPYKTOP IO YMOJIYAHUIO:

public Board()
{

player = 1;
}

4. Peaim3ayeM BUPTYaJbHYIO (DYHKIMIO JJISl TOJYYEHHS CJEAYIOIMX
BEPOSTHBIX XOZI0B:
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public virtual Move[] GetMoves()

{
return new Move(0);

}
5. PeannayeM BUpPTYabHYI0 (PYHKIMIO X012 B HACTOJIbHOM MIpeE:

public virtual Board MakeMove (Move m)

{
return new Board();
}

6. Onpenennu BUPTYaJIbHYI0 (DYHKUMIO AJISI NMPOBEPKH OKOHYaHUS
WTPBHL:
public virtual bool IsGameOver ()
{

return true;

}

7. PeamsyeM BUPTYalIbHYI0 (GYHKUUIO AAS TOJYYEHHUS TEKYLIETO
UrpOKa;

public virtual int GetCurrentPlayer()

{ _
return player;
}

8. PeanusyeM BupTyanbHylo ¢yHKIHIO [JI51 NPOBEPKU 3HA4YE€HHUST UTPBI
A1 JAaHHOTO MrpoKa:

public virtual float Evaluate(int player)
{
return Mathf.NegativelInfinity;

}

9. Taxxe peasM3yeM BUPTYaIbHYI0O QYHKLUIO JJIs IPOBEPKU 3Haye-
HUSI UTPhI U151 TeKYLIero urpoka:

public virtual float Evaluate()

{
return Mathf.NegativelInfinity;

}

Kak ato paGoraer...

3aech 3an0xkeH (GYHAAMEHT [JIs1 aJTOPUTMOB, YTO ONMMCHIBAIOTCS HHUXKE.
Kiacc Board BbicTymaeTr B kayecTBe Y3Jia, MPeACTABJISIONIETO TEKyIlee
COCTOSIHME MTDBI, a Kjacc Move cuyxut pe6poM. Dynkuus GetMoves ua-
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BJlekaeT pebepa, BeAyle K COCEAHHUM COCTOSIHUSIM MIPBI OTHOCHTEJILHO
TeKyLIero.

Mone3Hbie ccbinku

Bosee noapoGHble CBEIEHUS O TEOPETUYECKHX HIESX, JIeXKalIMX B OCHO-
Be MeTOJO0B, ONMUCAHHBIX B 3TOii IjlaBe, MOXHO HaliTM B KHure Paccesa
(Russel) u Hopswura (Norvig) «Artificial Intelligence: a Modern Approach»'
u B kuure lia Munnunarrona (Ian Millington) «Artificial Intelligence for
Games» (HacTOJIbHBIE UTPBI).

BeeaeHve B anroput™ Minimax

Anroput™M Minimax OCHOBBLIBaeTCs1 Ha Hee MUHUMH3alUH NOTePb, BO3-
MOXCHBIX B XyAILLIEeM ciTy4yae (MaKCUMaJIbHble HOoTepH ). Asroput™ Minimax
NPHMEHSETCs. He TOJIBKO B pa3paboTke U TEOPHH UTp, HO TaKXKe B CTATUC-
THKe, TEODUH NPUHATHA pelienuii U punocoduu.

ITOT MeTOA NePBOHAYaJIbLHO CHPOPMYJIMPOBaH B BUAIE€ TEOPUH UTPbI AJIs
IBYX UTPOKOB C HYJIEBOI CyMMOIi, KOraa BbIMIPBILI OJHOTO MUrPOKa Mpo-
BOJMT K MOSIBJIEHHIO NTOTEPb Y ero npotuBHUKa. OHAKO B JaHHOM CJIyyae
OH 06J1a/1aeT J0CTaTOYHON THOKOCTBIO ISt PaGOTHI U ¢ GOJIBIIMM KOJIHYE-
CTBOM UTPOKOB,

MNoarortoBska

Jln1st 3HaKOMCTBA C aJrOPUTMOM BaXKHO MMOHMMAThb Pa3HUILY MeXAY AMHa-
MHMYECKHMH U CTaTHYECKUMU METOIaMH, a Tak)Ke YMeTb HCNO0JIb30BaTh pe-
Kypcuio. /[uHaMuyeckie MeTOZIbl MPUBSI3aHbI K 3K3EMILJISIPY KJIacca, B TO
BpeMsI KaK CTaTHYeCKHe MeTOAIbI — kK caMoMy KJiaccy. CtaTuyeckuit MeTon
MOJHO BbI3bIBaTh 6e3 co3naHus sk3eMiisipa o6bekTa. OH OTJIMYHO Noa-
XOUT AJIsl AITOPUTMOB 00Llero Ha3HayeHusl, MOJO6OHEIX TeM, 4To GyayT
HCHOJIb30BaThCS B 3TOM pelienTe.

B city4ae HCNOJIb30BaHUs PEKYPCHH He BCET]a MUMEETCsI YeTKOE IOHNMa-
HMe (B OTJINYME OT UTepalMii), YTO OHA NPeACTABJSET UTEPATHBHBIH NMPO-
1ecc, Tpebyromuii peau3anuu 6aszoBoro (Takxke Ha3bIBAEMOTO YCJIOBHEM
3aBeplIEeHMs) U PeKyPCUBHOrO cjy4aeB (IPOAOJKAIOIIErO UTEPALUH).

Kaxk aTo peanusoBartb...

OnpexenuM 6a30Bblit KJacc a1 06paGOTKH BCEX OCHOBHBIX aJITOPUTMOB
1 peaym3yeM dyHKkuuio Minimax:

! Paccen C., Hopeuz IT. ckyccTBeHHBIit MHTEJIJIEKT: COBPeMEHHBIIi NOAXOA. 2-€ U3
M.: Busnbsimc, 2015. ISBN: 978-5-8459-1968-7. — ITpum. peo.
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. Omnpenennm xyacc BoardAI:

using UnityEngine;
using System.Collections;

public class BoardAI
{

}
. O6bsBUM dyHKUMIO Minimax:

public static float Minimax(

Board board,

int player,

int maxDepth,

int currentDepth,

ref Move bestMove)
{

// nanbHeimas peanusauua OMUCHBAETCA Hyoke

}

. Onpezennm 6a30Bblii Cayyaii:

if (board.IsGameOver() || currentDepth == maxDepth)
return board.Evaluate (player);

. 3azaguM HavaJIbHble 3HaY€HHUsI B 3aBUCMMOCTH OT HrpoOKa:

bestMove = null;

float bestScore = Mathf.Infinity;

if (board.GetCurrentPlayer() == player)
bestScore = Mathf.NegativelInfinity;

. BbimosiHuM nepeGop Bcex BO3MOXKHBIX XOJ0B U BEPHEM JIYYLIHiA:

foreach (Move m in board.GetMoves())
{

// nanbHeiwas peanu3auma ONUCHBAETCA HIKe
}
return bestScore;

. Co3zazinM HOBOe COCTOSIHME UIPhI C YYETOM TEKYIIEro X0a:

Board b = board.MakeMove (m) ;
float currentScore;
Move currentMove = null;

. Haunem pexypcuio:

currentScore = Minimax (b, player, maxDepth, currentDepth + 1,
ref currentMove);
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8. IIpoBepuM cyeT TeKyLIEro UrpoKa:

if (board.GetCurrentPlayer() == player)

{
if (currentScore > bestScore)

{
bestScore = currentScore;

bestMove = currentMove;

}
9. IIpoBepuM cyeT comepHUKa:

else

{
if (currentScore < bestScore)

{
bestScore = currentScore;
bestMove = currentMove;

}

Kak aro paGoraer...

Anroput™ paoTaeT Kak OrpaHHYeHHbIN mouck B raybuxy. Ha xaxaoM
mare BHIOMPAETCs XOZA, MPUBOASLIMNA K AOCTHXKEHHIO MaKCHMaJIbHOTO
cyeTa, U MPEAMNOJaraeTcs, YTO COMNEPHUK BHIOEPET BapHaHT, BeAyLIWii
K YMEHbILEHHIO CYeTa MIPOKa 10 MUHUMAJIbHOTO 3HAY€HHs, 1I0Ka He Oyzaer
JOCTUTHYT KOHEYHBIi y3es (JIMCT AepeBa).

I[Tepe6op XOA0B OCYIIECTBJAETCS C MCNOJb30BAHUEM PEKYPCHUM U 3B-
PHUCTHKM BBIOOpA MM NpeAyrafbIBaHUS BADHAHTA, PEATM30BAHHOTO B BU-
ne pyHkuuu Evaluate.

MonesHbie ccbinku
QO Peuenr «Kracc uzposozo depesas BhiLIe,

Anroput™ Negamax

Koraa B urpe c HyJ1eBOit CyMMOI#1 y4aCTBYIOT JIMIIb IBAa UIPOKA, aJITOPUTM
Minimax MOXHO yCOBEepLIEHCTBOBATb, BOCIOJIb30BaBIIUCh TeM 06CTOs-
TEJIbCTBOM, YTO MOTEPS AJi1 OAHOTO U3 UIPOKOB SIBJISAIETCS BBHITOAOU AJIs
apyroro. To ecTb ycOBepIIEHCTBOBAHHEII AJICOPUTM NIPUBEAET K TEM XKe
pe3ayJbTaTaM, YTO U aaroput™M Minimax, HO mpHu 3TOM OTHazaeT HeoGxo-
IUMOCTb OTCJIEXKUBATD XOJBL
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Moaroroska

Jli1st 3HaKOMCTBA C aJITOPUTMOM BaXXHO IIOHMMATh Pa3HUIY MEXY ANHA-
MHYECKHMHU U CTATUHYECKHMH METOlaMH, @ TAKXKe YMETb HCI0JIb30BaTh pe-
Kypcuio. JluHaMi4eckiie METOABI MPUBS3aHBI K 3K3eMILISIPY KJIacca, B TO
BpeMs Kak CTaTHYeckHe MeTobl — k camoMy kiaccy. CtaTuueckuii MeTon
MOXHO BBI3bIBAaTh €3 co3aaHus 3k3eMmsipa 06bekTa, OH OTJINYHO MOA-
XOIUT AJISl aJITOPUTMOB O0LIEero Ha3HaYeHHsI, TOAOOHBIX TeM, uTO OyayT
HCI0JIb30BaThCSA B 3TOM PeELIENTe.

B ciyyae ucnosb30BaHHsE peKypCHM He Bcerfia UMeeTCsl YeTKoe TOHH-
MaHue (B OTJIMYME OT UTepalMii), YTO OHA MpeJCTaBJIsieT UTepPaTHBHBIHA
npotiecc, Tpebytomuii peanusannu 6a3oBoro (Takxe Ha3bIBAEMOTO yCJIO-
BMEM 3aBepIIeHUs]) U PeKyPCHBHOrO cjyyaeB (IPOAOJDKAIOLIETO UTepa-
).

Kak ato peanusosartb...

Job6asum B knacc BoardAI HOBYI0 yHKIMIO:
1. Onpeaenum dyHKIHIO Negamax:

public static float Negamax (
Board board,
int maxDepth,
int currentDepth,
ref Move bestMove)

// nmanmbHeiimas peanusauMA OMUCHBAETCA HiKe
}
2. TlpoBepum 6a30BBbIii Cryyait:

if (board.IsGameOver() || currentDepth == maxDepth)
return board.Evaluate();

3. 3amaauM HayasbHblE 3HAYEHUS:

bestMove = null;
float bestScore = Mathf.Negativelnfinity;

4. BbinosiHuM nepeGop Bcex BO3MOXKHBIX XOZ0B U BepHEM JIyYIIHii:

foreach (Move m in board.GetMoves())
{

// nanmbHeiwas peanu3alus OMUCHBAETCA HiKe

}
return bestScore;
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5. Co3namum HOBOE COCTOSIHHE MTPHI C YYETOM TEKYLIEro XOAa:

Board b = board.MakeMove (m) ;
float recursedScore;
Move currentMove = null;

6. HauneM pekypcwuio:

recursedScore = Negamax (b, maxDepth, currentDepth + 1,
ref currentMove);

7. YcTaHOBHM TeKylHii cyeT, 0OHOBUM JIyYLIHii CYET H BHITIOJHMM XOf,
ecJi1 He06XOAUMO:

float currentScore = -recursedScore;
if (currentScore > bestScore)
{
bestScore = currentScore;
bestMove = m;
}

Kak 3ato paGoraer...

Ba3oBblit aaroput™ AeiicTByeT NoA06HO NpeABIAYIEMY, HO 06JafaeT He-
KOTOpbIMH NpenMyilecTBaMi. Ha kaX oM 1ilare pekypcHH CYeT CPaBHH-
BAeTCs CO CYETOM MpeAbIAYIIMX XOA0B C 06paTHEIM 3HaKOM. BMmecTo BbI-
6opa Hauyyllero BapMaHTa aIrOPUTM M3MEHSIET 3HAK CYETa, YCTPaHss
HeoOXOAUMOCTb OTCJIEXKUBATh Pe3YJIBTaT XOAa.

AononuutennHaa uidopmauus...

HOCKOJIbe aJIrOpUT™M Negamax MEHSIET UTPOKOB Me€CTaMH Ha KaXKIOM
mare, quHKI.lPlﬂ OLIEHKH HE COAECPIKHUT NMapaMeTpOB.

NMone3Hble ccbinku

O Peuenr «Knacc uzposozo depesa».
Q Peuent «Anzopumm Minimax.

Anroputm AB Negamax

Anroputv Negamax Takxe MOXHO ycoBepileHCTBOBaTb. HecMoTpsi Ha
BCIo ero 3¢ ¢deKTUBHOCTb, OH UMeeT OAWH HEAOCTAaTOK, MPOCMATPHUBAst
Gosblle y3710B (HanmpuMep, MO3ULNH HACTOJBHOMH MIPBI), 4eM 3TO Heob-
xoauMo. [lnis mpeoaosieHus 3Toii mpobJeMbl anroput™ Negamax UCIOJIb-
3yeTcsi B COYETaHUH CO CTpaTerueit MOMCKa, KOTOPYIO /11 KPaTKOCTH Ha-
3bIBalOT «ajibga-Geta» (alpha-beta).
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Moarotoska

151 3HaKOMCTBA C aJITOPUTMOM Ba)KHO IIOHMMATh Pa3HULLY MeXIy AUHA-
MHYECKHMHM M CTaTHYECKMMHU METOIaMH, a TAKXKe YMeTb UCII0JIb30BaTh pe-
Kypcuio. J[uHaMHYecK1e METOAbI IIPUBS3aHbI K 3K3eMILIAPY KJIacca, B TO
BpeMsI KaK CTaTHYECKHE METO/bI — K caMOMY KJjiaccy. CTaTHyeckHii METOX
MO2KHO BBI3BIBATh 0€3 co3aaHus 3k3eMIIsapa o6bekTa. OH OTJIMYHO NOA-
XOIMT 51 aJITOPUTMOB O6IIEro Ha3HaueHusl, MOAOOHBIX TeM, YTO GyayT
HCNOJIb30BaThCS B ITOM pellenTe.

B ci1yyae HCIIOJIb30BaHHUs PEKYPCHH He BCET1a MMEETC s YeTKOE IIOHUMa-
HHe (B OTJINYME OT HTEpaLIMii), YTO OHA NpeACTaB/IsieT UTEPATUBHBIN NpoO-
uecc, TpeGyroiuii peanu3aunu 6a3oBoro (Takxe Ha3bIBAEMOTO YCJIOBHEM
3aBepLIeHHs) U PEKYPCUBHOTO cJy4aeB (NPOAOJIKAIOLIErO UTEPALIUH ).

Kak aTo peanusosartb...

Jo6asum B knacc BoardAl HOBYIO GYHKIMIO;
1. Ompeaenum dyHkIiuo ABNegamax:

public static float ABNegamax (
Board board,
int player,
int maxDepth,
int currentDepth,
ref Move bestMove,
float alpha,
float beta)
{

// manbHefwas pean3auMA ONUCHBAETCA HIXE
}

2. TIpoBepum 6a30Bblii Cayyail:

if (board.IsGameOver() || currentDepth == maxDepth)
return board.Evaluate (player);

3. 3agaauM HayasbHbIE 3HAYEHHUS:

bestMove = null;
float bestScore = Mathf.NegativeInfinity;

4. BeimosiHUM nepe6op BCE€X BO3MOXXHBIX XO0B M1 BEpDHEM le‘-lllIPlﬁ:

foreach (Move m in board.GetMoves())

{

// nanbHejmas peanu3auMa ONMMCHBAETCA HiKe

)
return bestScore;
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5. Co3namum HOBOE COCTOSIHUE MIPHI C YYETOM TEKYLIEro XOAa:
Board b = board.MakeMove (m) ;
6. 3agagum 3HayeHUs AJI BBI30Ba PEKYPCHHU:

float recursedScore;

Move currentMove = null;

int cd = currentDepth + 1;

float max = Mathf.Max(alpha, bestScore);

7. HauneM pexypcuio:

recursedScore = ABNegamax (b, player, maxDepth, cd,
ref currentMove, -beta, max);

8. YcraHoBUM TeKyLIMii c4eT, OGHOBUM JIyYILIHii CYET U BHIMOJIHUM XOJI,
eci Heo6xoauMo. IIpu He06X0AUMOCTH OCTAHOBHM UTEPALIMYL

float currentScore = -recursedScore;
if (currentScore > bestScore)

{
bestScore = currentScore;
bestMove = m;

if (bestScore >= beta)
return bestScore;

}

Kak ato pabortaer...

OcHoBHasi uziest aroput™a Oblla ONMMCaHa BBILIE, MIO3TOMY COCPEAOTO-
YUMCS Ha cTpaTeruu nmoucka. CymecTByIoT fBa 3HaueHHUs: ajbda u Gera.
Anbga-3HaueHHe ABJISETCSA CaMbIM HU3KUM CYETOM, KOTOPOT'O UrPOK CMO-
XKeT AOCTUYb, I03TOMY M3 PACCMOTPEHHUS UCKJIIOYAIOTCS JII06bIE AeiiCTBYS
NPOTHBHUKA, HANIPAaBJIEHHbIE HA €r0 YMEHbLIEHHE. AHAIOrMYHO GeTa-3Ha-
yeHUe SIBJISIETCS] BEPXHUM IpeZieJiOM CYeTa, U He3aBUCHMO OT TOrO, Ha-
CKOJIBKO 3aMaHYMBbIM BBHITJIIAUT €TI0 JOCTHXXEHUE, AITOPUTM IpeANoa-
raeT, YTO MPOTUBHUK He MO3BOJIMT MOJIYYHUTD €ro.

TTockobKY COMEpHUKH JeNal0T XOAbI MOOYepeaHo (MUHMUMYM M Mak-
CHMYM), Ha KaXX1oM wiare TpeGyeTcsi IPOBEPUTH TOJIBKO OZHO 3HaYeHuUe.

Mones3Hbie CCbINKKU

O Peuenr «Knacc uzposozo depesa».
QO Peuenr «Anzopumm Minimax».
QO Peuent «Anzopumm Negamax».
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Anroputm Negascouting

[MoaxmoyeHne cTpaTteruii MOMCKa pacyMIaeT MECTO IJIsi HOBBIX 3ajad.
AnropurMm Negascouting nosiBUjICs B pe3yJibTaTe CYXX€HHs Auana3oHa
TNIOMCKa C MPUMEHEHHEM ynqueﬂﬂoﬁ orcexalomeﬁ 9BPUCTHKH. OH ocHO-
BaH Ha M/iee OKHA MOMCKa, ONpe/IeIAIoNIel MHTEPBaJ MEX 1Y 3HaYeHUAMH
anbga u Gera. To ecTb CyKeHHEe OKHA MOMCKA YBEJMYMBAET BEPOSATHOCTD
HCKJIIOYEHHS BETBEH,

MoaroTtoska

Jlnst 3HaKOMCTBa C aJIrOPUTMOM BaXXHO MMOHUMATh PasHHUILYy MeXIy AWHA-
MHYECKHMM M CTaTHYECKUMH METOJIaMH, a TAaKXKe YMETb MCNOJIb30BaTh pe-
Kypcuio. [lnHamMuyeckue METOAbI TPUBS3aHBI K 3K3eMILISAPY KJlacca, B TO
BpeMsi Kak CTaTHYeCKH1e MeTO/Ibl — k caMoMy kiiaccy. CTaTuueckuii MeToz
MOJXHO BbI3bIBATh 6€3 co3aaHus ak3eMmisapa o6bvekta. OH OT/IMYHO Moa-
XOIUT [J71s1 aATOPUTMOB OOIIEro Ha3HAaYeHHs, NOAOGHBIX TeM, YTO GyayT
UCIOJIb30BAThCS B ITOM peLenTe.

B ciryyae Hcnosib30BaHUS peKyPCHH He Beerja MMeeTcs YeTKoe MOHUMa-
HMe (B OT/IMYMeE OT UTepalMii), YTO OHA NpeJCTaB/sAET UTEPATUBHLII NIpO-
1ecc, Tpebyromuii peau3anyuu 6a3oBoro (Takxke Ha3bIBAEMOrO YCJIOBHEM
3aBepleHMsT) U PEKYPCHBHOTO CJIy4aeB (MPOAOJDKAIOILETO UTEPALIHK).

Kak ato peanusosars...

Ho6asum B knacc BoardAI HoBy10 PyHKIMIO:
1. Onpeaenum dynkimio ABNegascout:

public static float ABNegascout (
Board board,
int player,
int maxDepth,
int currentDepth,
ref Move bestMove,
float alpha,
float beta)

// DaneHeMmasa peanu3auuA OMUCHBAETCA Hike
}
2. TIpoBepum 6a30BBblit cryuai:

if (board.IsGameOver() || currentDepth == maxDepth)
return board.Evaluate (player);
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3. 3agaauM HayaabHble 3HAYEHHS:

bestMove = null;
float bestScore = Mathf.Negativelnfinity;
float adaptiveBeta = beta;

4. BoinosHuM nepeGop Bcex BO3MOXHBIX XOI0B M BEPHEM JIYYIIMI:

foreach (Move m in board.GetMoves())

{

// nanebHeiwas peanuaaluus OMUCHBAETCA Hioke

}

return bestScore;

5. COBIlaJ.lPlM HOBO€ COCTOSTHHE UIpbI C YYETOM TEKYIIEro XoAa.
Board b = board.MakeMove (m);

6. 3amaauM 3HaYEHHUs ISl PEKYPCUH:

Move currentMove = null;

float recursedScore;

int depth = currentDepth + 1;

float max = Mathf.Max(alpha, bestScore);

7. Bbi3oBeM peKypcHIo:

recursedScore = ABNegamax (b, player, maxDepth, depth,
ref currentMove, -adaptiveBeta, max);

8. YcTaHOBHMM TeKY1iHii CYET M IPOBEPHM €ro AOMYCTHMOCTb:

float currentScore = -recursedScore;
if (currentScore > bestScore)
{

// manebHeimas peanu3auus OMUCHBAETCA Hike
}

9. IIpoBepHUM BO3MOXKHOCTb MCKJIIOYEHHUST:

if (adaptiveBeta == beta || currentDepth >= maxDepth - 2)
{

bestScore = currentScore;

bestMove = currentMove;
}

10. B mpoTHBHOM cJyyae NMOUILEM BOKPYT:

else

{

float negativeBest;
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negativeBest = ABNegascout (b, player, maxDepth, depth,
ref bestMove, -beta, -currentScore);
bestScore = -negativeBest;
}

11. IIpn HeobxoaMMOCTH 3aBepILMM LUK, B npoTBHOM ciy4ae 06Ho-
BUM aJalITUBHOE 3HaYEHHE!

if (bestScore >= beta)
return bestScore;

adaptiveBeta = Mathf.Max (alpha, bestScore) + 1f;

Kak ato pabGoraer...

ITOT aJIrOPUTM UCIIOJIB3YET OLIEHKY IEPBOrO X0/a AJ1s1 Kakaoro y3Ja. Cie-
AyIOIIME XO/Ibl OLl€HUBAIOTCSI B CJIeAYIOLLEl HTepaLlUH, C HCIIOJIb30BAaHUEM
OKHa, Cy>KeHHOrO 1ocJie nepBoro xozaa. Ecim utepauus sasepiumaach He-
yZaauei, OHa IOBTOPSIETCS AJ1s1 MOJIHO# LIMPUHBI OKHa. B pesyJsrate npo-
UCXOIMT OTceueHue 60JIbLION YacTH BeTBEN U yaaeTcs usbexaTb Heyaay.

Mone3Hble cCbINKKU
QO Peuenrt «Anzopumm AB Negamax».

PeaAn3aumsn coOnepHUKa AAS Urpbl
B8 KPeCTUuKn-HOAUKWU

Ins mamocTpauny NpUMeHeHUs! NMPeABIAYIIMX PELENTOB PacCMOTPUM
OIMH U3 cnoco60B peaM3allii CONMePHUKA B MOMYJIIPHOIM UIPe B Kpec-
THKM-HOJIMKHU. JTO HE TOJILKO MIOMOXET PacCIIMPUTDh 6a30BbIe KJIAaCcCHI, HO
M JaCT BO3MOXKHOCTb OCBOUTb CO3/JaHUE CONEPHUKOB B APYTUX HACTOJIb-
HBIX Urpax.

MoarotoBka

OnpeaenM KOHKPETHBIH KJ1acc X0/ AJ11 HACTOJIbHBIH UTPbl B KDECTUKH-
HOJIMKH, HACJIEAYIOLIMI POANTENBCKHIA KJIacC, KOTOPBIi GBI co3/1aH B Ha-
yaJjie 3TOH IJIaBbL

using UnityEngine;

using System.Collections;

public class MoveTicTac : Move
{
public int x;
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public int y;
public int player;

public MoveTicTac(int x, int y, int player)

{

}

this.x = x;
this.y = y;
this.player = player;

Kak ato peanu3osars...

OnpenenyM HOBBIH KJlacc, HacJeAyOWUi kiaacc Board, koTopsiii nepe-
onpezesieT METOABI POAUTES M 100aBJseT HOBBIE.

1.

Onpeaenum Kaacc BoardTicTac, Hacaeayrommii knace Board, u noba-
BUM B HeTO CBOWCTBA 151 XpaHEHUS 3HaYeHUH HACTOJIbHOH UIrpbL:

using UnityEngine; using System;
using System.Collections;
using System.Collections.Generic;

public class BoardTicTac : Board
{
protected int[,] board;
protected const int ROWS
protected const int COLS

3
3

}

. OnpeaenM KOHCTPYKTOP IO YMOJTYaHHIO:

public BoardTicTac(int player = 1)
{
this.player = player;
board = new int [ROWS, COLS];
board(1,1] = 1;
}

. Onpeneanum ¢pyHKUHIO BbI6Opa CIEAYIOMEr0 UTPOKA COrJIACHO OYe-

penHOCTH:

private int GetNextPlayer (int p)
{
if p==1)
return 2;
return 1;
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. OnpeaennM GyHKIHUIO OLIEHKH MO3UIMHU C TOYKH 3PEHHUS 3a1aHHOTO
UrpoKa:

private float EvaluatePosition(int x, int y, int p)
{
if (board[y, x] == 0)
return 1f;
else if (board[y, x] == p)
return 2f;
return -1f;

}

. OnpenennM (pyHKIMIO OLIEHKH COCEHUX MO3UIHI C TOYKU 3pEHHs
3a/1aHHOTO UIPOKa;

private float EvaluateNeighbours(int x, int y, int p)
{
float eval = 0Of;
int i, 3;
for (i=y-1; 1<y+2; yt)
{
if (1 <0 || i >= ROWS)
continue;
for (J=x=-1; j <x+2; j++)
{
if 3 <0 || J >= COLS)
continue;
if (i ==j)
continue;
eval += EvaluatePosition(j, i, p);
}
}
return eval;

}

. PeannsyeM KOHCTPYKTOp AJis1 CO3JAaHHUsI HOBBIX COCTOSIHMI C HX
CTOMMOCTAMM:

public BoardTicTac(int[,] board, int player)

{
this.board = board;

this.player = player;
}
. Ilepeonpenesum MeTox MOJIyYyeHUs JOCTYNHBEIX XOAOB B TEKYILEM
COCTOSIHUMH:
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public override Move[] GetMoves()

{

}

List<Move> moves = new List<Move>();
int i;
int j;
for (i = 0; i < ROWS; it++)
{
for (j = 0; j < COLS; j++)
{
if (board(i, j] !'= 0)
continue;
MoveTicTac m = new MoveTicTac(j, i, player);
moves.Add (m) ;

}

return moves,ToArray();

8. IlepeonpenennM ¢GyHKIMIO HONYyYEHUs] HOBOTO COCTOSIHUSA IS 3a-
AaHHOTO X0/a:

public override Board MakeMove (Move m)

{

}

MoveTicTac move = (MoveTicTac)m;

int nextPlayer = GetNextPlayer (move.player);
int[,) copy = new int[ROWS, COLS];
Array.Copy(board, 0, copy, 0, board.Length);
copy[move.y, move,x] = move.player;

BoardTicTac b = new BoardTicTac(copy, nextPlayer);
return b;

9. OnpenenuM GYHKIMIO OLEHKH TEKYILEr0 COCTOSIHUS C TOYKH 3pe-
HUS 32laHHOrO UrPOKa:

public override float Evaluate(int player)

{

float eval = 0f; int i, j;
for (i = 0; 1 < ROWS; i++)
{
for (j = 0; j < COLS; j++)
{
eval += EvaluatePosition(j, i, player);
eval += EvaluateNeighbours(j, i, player);
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}

return eval;

}

10. Peasmsyem pyHKIIMIO OLIEHKH TEKYLLEro COCTOSIHUS C TOYKH 3PEHHUs
TeKYILEero UrpoKa:

public override float Evaluate()
{
float eval = 0f; int i, j;
for (i = 0; 1 < ROWS; i++)
{
for (§ = 0; j < COLS; j++)
{
eval += EvaluatePosition(j, i, player);
eval += EvaluateNeighbours(j, i, player);

}

return eval;

}

Kak 3ato paboraer...

Mb1 onpenesnuaM HOBBIif KaCC X0/ A/ KOHKPETHOIN HAaCTOJIbHOI UIDHI,
KOTOPbIi XOPOILIO COYETAETCSA C 6a30BbLIMM aJIrOPUTMaMH, TIOCKOJIbKY OHH
HCIOJIb3YIOT €ro TOJIbKO Ha BBICOKOM YPOBHE, KaK CTPYKTYPY AaHHBIX.
Cob pelienTa 3aKJIl04aeTcs B llepeonpeiejieHUH BUPTYaIbHbIX PYHKLIUI
kaacca Board ans pereHus: mpobjeM MoaenupoBaHus. [lsisi XpaHeHust
XOJIOB UI'POKOB MCHOJIb3YeTCs1 ABYMEPHRII lieJouncieHHblit MaccuB (0
NpeACTaBJIseT He3aHATYIO KJIETKY ), a /17151 Ollpe ieieHHs1 CTOMMOCTH 3a1aH-
HOrO COCTOSIHUSI OTHOCHUTEJIbHO COCEIHUX MPUMEHSIOTCS 3BpUCTHYECKHE
METO/IbL

Yro panbwe...

Ispuctuyeckre GyHKIUM OLEHKU cyeTa (COCTOSIHMS) SIBJSIOTCS MpU-
eMJIeMBbIMH, HO He onTuMaibHbiMU. [loaToMy ucciemyem sty npobiemy
¥ nepepaboTaeM peaiM3aluy BHILIEYNOMSIHYTHIX QYHKIMI AJIS TTOJTyYe-
HuUs1 6oJiee COBEPILIEHHOT'O CONEPHHKA.

MonesHbie ccbinku
Q Peuent «Knacc uzposozo depesa».
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PeaAnn3auuns) ConepHUKa AA! Urpbl B LIALIKU

ITOT NMpPOABMHYTHI NpPHUMED MJIIIOCTPUPYET paclIMpPeHHE NpUBEIEH-
HBIX BBIlIE PeLenToB. 31eChb pacCCMaTPUBAETCS MOZEJb HACTOJIBHOM MIPBI
B IIAIIKY, peay3yioliass (YHKUUHU AJ1s1 Haurero ¢peiiMBOpka HacTOJIb-
HBIX UTP C IPUMEHEHHEM HCKYCCTBEHHOIO HHTEJLJIEKTA.

B nanHOM mpuMmepe HUcnoJsib3yloTcs WaxMaTHas gocka (8 X 8) u co-
OTBeTCTBYIoILee eif koauyecTBo maniek (12). OxHako ero Jerko MoxXHo
HACTPOUTH AJiA APYrMX 3HA4YEeHMii, eciM moTpebyeTcs Apyroi pasmep
JNOCKH.

MoarortoBka

ITpexxze Bcero HaM HYXHO ONpeJeIMTh HOBBIN Kjacc xoaa MoveDraughts
[ JaHHOTO KOHKPETHOTO CJIyyast:

using UnityEngine;
using System.Collections;

public class MoveDraughts : Move
{

public PieceDraughts piece;

public int x;

public int y;

public bool success;

public int removeX;

public int removeY;

dTa CTpYKTypa XDaHHUT LIAUIKy, lepeMellaeMyl0 B HOBYIO MO3HULIHIO
C KOOpAMHATaMH X M Yy, eCJIM MpPHU NepeMellleHHH amKa nobbeT WalKy
COMEpHHKA, COOTBETCTBYIOIAs IIaliKa 6yaeT yaaleHa,

Kak ato peanu3oBartb...

Mb1 peas3yeM aBa OCHOBHBIX KJIacca AJIsl MOZIe/IMPOBaHMS LIalleK U JOC-
KM COOTBETCTBEHHO. JTO OyAeT AJMMTENbHBIA NMpPOLECC, TO3TOMY BHUMA-
TeJIbHO 03HAKOMBTECH C KaXKAbIM €ro 3TanoM:
1. Co3naauM HoBbIN (aiin ¢ uMeHeM PieceDraughts.cs u ao6aBuM
B HETO CJIeAyIOlHe ONepPaTophI:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;
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2. [1o6aBuM nepeuncienue PieceColor:

public enum PieceColor
{

WHITE,

BLACK
)i

3. lo6aBuM nepeuucaeHue PieceType;

public enum PieceType
{

MAN,

KING
}i

4. Haunem xoHCTpYyHpOBaHHe kjacca PieceDraughts:

public class PieceDraughts : MonoBehaviour
{

public int x;

public int y;

public PieceColor color;

public PieceType type;

// manvHejiwas peanMsauuA OMMUCHBAETCA Hioxe
}

5. OnpeaennM ¢yHKIMIO HACTPOMKH IIAIIEK:

public void Setup(int x, int y, PieceColor color, PieceType type =

PieceType.MAN)

{
this.x = x;
this.y = y;
this.color = color;
this.type = type;

}

6. Onpenenum GYHKIHUIO MepeMEIIEHHS IALIEK 10 TOCKe:

public void Move (MoveDraughts move, ref PieceDraughts [,] board)

{
board[move.y, move.x] = this;
board(y, x] = null;
X = move.Xx;
y = move.y;
// nanbHeitwas peamM3auuUs OMUCHBAETCA HUXE
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10.

11.

. Eciv npu BeIno/IHEHNH X0Jia Ialllka GbeT WAIIKY CONEePHHKA, y/a-

JINTh COOTBETCTBYIOIYIO HIANIKY:

if (move.success)

{
Destroy (board[move.removeY, move.removeX]);
board[move.removeY, move.removeX] = null;

}

. OcTaHOBHUTD INpouecc, €CJM HallKa npoljia B 1aMKH:

if (type == PieceType.KING)
return;

. I3MeHHTb THI LIALIKH, €CJIH 3TO o0ObIYHAs IIAIIKA ¥ OHA aoluia 10

TMPOTHUBOITOJIOXKHOI 0 Kpast 1OCKH:

int rows = board.GetLength(0);

if (color == PieceColor.WHITE & y == rows)
type = PieceType.KING;

if (color == PieceColor.BLACK && y == 0)
type = PieceType.KING;

Onpenenum ¢GyHKIMIO AJISI TPOBEPKU BBHIMOJHEHUS XO/a B Npeze-
JlaX 0CKH:

private bool IsMoveInBounds(int x, int vy,
ref PieceDraughts[,] board)
{
int rows = board.GetLength(0);
int cols = board.GetLength(1);
if x<O0 |l x> cols || y<O0]||y>= rows)
return false;
return true;

}
OnpezenuM o61iyio QYHKIMIO AJ1s TOTyYeHHUsI BO3MOXKHBIX XOZIOB:

public Move[] GetMoves(ref PieceDraughts([,] board)
{
List<Move> moves = new List<Move>();
if (type == PieceType.KING)
moves = GetMovesKing(ref board);
else
moves = GetMovesMan (ref board);
return moves.ToArray();
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12.

13

14

15.

16.

17

18.

19.

HauneM peasmsanuio yHKLHHM NMOJYy4YeHHS] XOAOB AJsl OOBIYHOI
IIALIKH:

private List<Move> GetMovesMan(ref PieceDraughts(,] board)

{
// manbHeiwas peanu3aumMA ONMUCHBaeTCA Hioxe

}
Jo6aBuM nepeMeHHYIO Uil XpaHEHHs IBYX BO3MOXHBIX XO/I0B:
List<Move> moves = new List<Move>(2);

OnpenenanM MepeMeHHYIO AJisi XpPaHEHHST ABYX BO3MOXHBIX COPH-
30HTaJIbHBIX BADHAHTOB:

int([]) moveX = new int[] { -1, 1 };

OnpegesMM nepeMeHHYIO AJ151 XpaHeHHUsT BEpTHKAJIBHOTO HallpaBJie-
HHS, 3aBUCSALLETO OT L[BETa LIAIIKH:
int moveY = 1;
if (color == PieceColor.BLACK)
moveY = -1;

PeannayeM muk; 06x0a ABYX BO3MOXHBIX BaDMAaHTOB U BepHEM
nMelourecs xoasl. Tesio uKJIa 6yaeT pean30BaHO HHXeE:

foreach (int mX in moveX)
{

// manbHelwaA peanu3aLMA ONMCHBAeTCsA Hioxe

}

return moves;

O6bsiBUM 1Be HOBBIE IEPEMEHHbBIE /IS pacyeTa cJeayloleil no3u-
UM

int nextX = x + mX;
int nextY = y + moveY;

IIpoBepuM BBIXOA 32 MpefeJibl JOCKH:

if (!IsMoveInBounds (nextX, y, ref board))
continue;

IMepeiinem K ciemyoueMy BapuaHTy, CJiM XOA GJIOKHUpYeTCs 1al-
KOIf TOTO e I[BeTa: '

PieceDraughts p = board[moveY, nextX];
if (p != null && p.color == color)
continue;
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20.

21,

22

23.

24.

25.

26.

Co3gmaaum HOBBIH X0/ /151 106aBJIeHHS B CIIUCOK, TOCKOJIbKY OH J10-
MyCTHUM:

MoveDraughts m = new MoveDraughts() ;
m.piece = this;

Co3naguM 0ObIYHbII X0/, ECJIH MO3ULMS JOCTYIIHA:

if (p == null)
{

nextX;
nextY;

m.x
m.y

}

. B NPOTHBHOM CJly4Yae NMpOBE€pUM, MOXKET JIM LIAIIKa B3ATb WIALIKY
COMEpPHHUKA, U COOTBETCTBYIOLIIUM o6paaoM H3MEHHUM XOI:

else
{
int hopX = nextX + mX;
int hopY = nextY + moveY;
if (!IsMoveInBounds(hopX, hopY, ref board))
continue;
if (board([hopY, hopX] != null)
continue;
m.y = hopX;
m.x = hopY;
m.success = true;
m.removeX = nextX;
m.removeY = nextY;

}
Jlo6aBHUM X0/ B CITHCOK:
moves.Add(m) ;

HauHem peanuzanuio pyHKIUHN NOTYYEHUS JOCTYNHBIX XOAO0B s
JaMKH:

private List<Move> GetMovesKing(ref PieceDraughts[,] board)
{

// DanbHeimas peanu3auMs OMUCHBAETCA Huxe

}

OG6bsBMM NEpeEMEHHYIO AJ1sl XpPaHEHUSI BO3MOJKHBIX XO/I0B;
List<Move> moves = new List<Move>();

Co3nagum nepeMeHHbIe Ji TOMCKa B YeThIpeX HaNpaBJIeHUSAX:

int[] moveX = new int(] { -1, 1 };
int[] moveY = new int[] { -1, 1 };
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27. HayHeM peasM3alnuio HMKJIa IPOBEPKH BCEX BO3MOXKHBIX XOMIOB.

28.

29,

30.

31.

32.

33

34.

Teno BHyTpeHHero uukJa 6yfeT peaJlu3oBaHO Ha CjeAylolIeM
aTamne:

foreach (int mY in movey)

{

foreach (int mX in moveX)

{
/| nanbHedwas peanu3aUMA OMMUCHBAETCA Hioke
}
}

return moves;

Co3gaanM nepeMeHHbIE AJ1si MPOBEPKH XOAO0B M JOCTHXKEHUs Tpa-
HMI{ IOCKH:

X + mX;
y + my;

int nowX
int nowY

IIOéaBPIM IMKJI IDOBEPKH X0Za B 3TOM HaIllpAaBJIEHUH, IIOKa HE 6leeT
AOCTUrHYyTa rpaHuLia JOCKH:

while (IsMoveInBounds(nowX, nowY, ref board))
{

// maneHeimas peanu3auusa ONUCHBAETCA HuUxe

}

[MosyynTs CCBIIKY Ha IIAMIKY MO MO3ULIUH:
PieceDraughts p = board[nowY, nowX];

Ecau aTa mamka Toro ke 1BeTa, Aajblile UATH HeJIb35:

if (p != null & p.color == color)
break;

OnpenenuM NEepeMEHHYI0 AJIs1 CO3AaHHUs HOBBIX NOCTYIMHBIX XO40B:

MoveDraughts m = new MoveDraughts();
m.piece = this;

Co3pmaguM 06bIYHBIN X0/, €C/IH MO3ULIMs JOCTYIHA;

if (p == null)
{
m.x = nowX;
m.y = nowY;

}

B npoTHBHOM CJly4yae IpOBEPUM, MOXKHO JIM B3sITh LIAIIKY CONMEPHHU-
Ka, ¥ COOTBETCTBYIOIIUM 06pa3oM H3MEHHM XOJ:
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else

{
int hopX = nowX + mX;
int hopY = nowY + mY;
if (!IsMoveInBounds (hopX, hopY, ref board))

break;

m.success = true;
m.x = hopX;
m.y = hopY;
m.removeX = nowX;
m.removeY = nowY;

}
35. [lo6aBuMm X0 ¥ caie/aeM ellle LIar B TeKyIleM HanpaBJIeHHH:

moves.Add (m) ;
nowX += mX;
nowY += mY;

36. Cosnpanum HOBRII Kiacc BoardDraughts B HOBoM ¢aitiie;

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class BoardDraughts : Board
{
public int size = 8;
public int numPieces = 12;
public GameObject prefab;
protected PieceDraughts[,] board;
}

37. Peanusyem ¢pyHKLHIO Awake:

void Awake()

{

board = new PieceDraughts[size, size];

}

Haunem peanusanuio ¢pyskiuu Start. O6paTuTe BHMMaHHUe, YTO OHa
MOXET OT/IMYAThCS AJIsi Pa3HBIX MPEACTABIEHHH POCTPAHCTBA UIPbL:

38

void Start()
{

// WHuuManusauma M HacTpoitka HOCKM
// Bawa peanm3auus MOXET OTIMYATHCA

// DanmbHelwas peanm3auMsA OMUCHBAETCA HiDKe
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39. BeiBegem coobuenne o6 ommbke, ecau K Ma6JIOHHOMY OOBEKTY He
npucoeuHeH cueHapuii PieceDraught:

PieceDraughts pd = prefab.GetComponent<PieceDraughts>();
if (pd == null)
{
Debug.LogError ("No PieceDraught component detected");
return;

}
40. /To6aBuM NepeMeHHbIE L[UKJIOB:
int i;
int j;
41. Peanu3yem LMKJI /IS PACCTAHOBKHM 6€JIBIX IIALIEK;

int piecesLeft = numPieces;
for (i = 0; i < size; it4)
{
if (piecesLeft == 0)
break;
int init = 0;
if (182 1!=0)
init = 1;
for (j = init; j < size; j+=2)
{
if (piecesLeft == 0)
break;
PlacePiece(j, i);
piecesLeft--;

}
42, PeamsyeM LIMKJI paCCTaHOBKH Y€PHBIX IIAMIEK:

piecesLeft = numPieces;
for (i = size - 1; 1 >=0; i--)
{
if (piecesLeft == 0)
break;
int init = 0;
if i%2!'=0)
init = 1;
for (j = init; j < size; j+=2)
{
if (piecesLeft == 0)
break;
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43.

44.

45.

46.

PlacePiece(j, i);
piecesLeft--;

}

Peanu3yem GyHKIMIO YCTaHOBKM KOHKPETHO#M mawmku. Moxer oT-
JIMYaThCS M 3aBUCHT OT CIIOC06a BU3ya/IM3aLlMH:

private void PlacePiece(int x, int y)
{
// npeoGpa3oBaHus, CBA3aHHHE
// c pa3MelieHueM B npoCTpaHCTBe
Vector3 pos = new Vector3();
pos.x = (float)x;
pos.y = -(float)y;
GameObject go = GameObject.Instantiate (prefab);
go.transform.position = pos;
PieceDraughts p = go.GetComponent<PieceDraughts>();
p.Setup(x, y, color);
board[y, x] = p;
}

Peanusyem ¢pyHkumio Evaluate 6e3 mapamMeTpos:

public override float Evaluate()

{
PieceColor color = PieceColor.WHITE;
if (player == 1)
color = PieceColor.BLACK;
return Evaluate(color);

}
Peamsyem ¢ynkumio Evaluate c napamerpom:

public override float Evaluate(int player)

{

PieceColor color = PieceColor.WHITE;
if (player == 1)

color = PieceColor.BLACK;
return Evaluate (color);

}
Haunem peannsauuio o6ieii GyHKINH OLEHKH:

private float Evaluate (PieceColor color)
{

// nanbHejimas peanusalyA OMUCHBAETCA HUKE
}
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47. OnpenenuM nepeMeHHbIe AJs XPAaHEHUS OLEHKH M MPHUCBOEHHBIX
6as110B:

float eval = 1f;
float pointSimple = 1f;
float pointSuccess = 5f;

48. Co3aamvM nepeMeHHbIE JUT S XpPaHEHHUS TPAHUL JOCKH:

int rows = board.GetLength(0);
int cols = board.GetLength(1);

49. Onpenenum nepeMeHHbIE UKJIOB:

int i;
int j;

50. BrimosHuM 06X0[ AOCKH B MOMCKAX XO/AOB:

for (1 = 0; 1 < rows; it++)
{
for (3 = 0; j < cols; j++)
{
PieceDraughts p = board[i, j];
if (p == null)
continue;
if (p.color != color)
continue;
Move[] moves = p.GetMoves(ref board);
foreach (Move mv in moves)
{
MoveDraughts m = (MoveDraughts)mv;
if- (m.success)
eval += pointSuccess;
else
eval += pointSimple;

}
51. BepheM oueHky:
return eval;
52. HauHeM ¢yHKIMIO BEIOOpa AOCTYMHBIX Ha JOCKE XOA0B:

public override Move[] GetMoves()
{ .
// nansbHeimas peanusauus ONMUCHBAETCA HiKe

}
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53. OnpenenuM nepeMeHHble IS XpaHEHUS] XOIOB, rPaHMIl AOCKH M
CYETYHKOB:

List<Move> moves = new List<Move>();
int rows = board.GetLength(0);
int cols = board.GetLength(1);
int i;
int j;
54. Tlony4yuM Xoab! AJIA BCeX IIalIeK Ha HOCKE:

for (i = 0; i < rows; it+)
{
for (j = 0; i < cols; j++)
{
PieceDraughts p = board[i, j];
if (p == null)
continue;
moves .AddRange (p.GetMoves (ref board));

}
55. BepHeM HaiiieHHBIE XOABL

return moves.ToArray();

Kak 3to paGoraer...

ITa HacToJIbHas Hrpa MOZE€JIMPYETCs NPUMEPHO TaK XK€, KaK Npeabiayiias,
HO CaM TIPOLIECC UIPbI, ONPeAeIsieMbIi ee MpaBUJIaMH, FOPa3zio CI0XKHee.
Hepememeﬂna CBsA3aHbI C XO4AMH LIAILIIEK, YTO CO34a€T KaCKaI[HbIﬁ 3(1)-
¢exT, xoToprIii cexyet o6pabaTeiBaTh ¢ 0060t TINATEIBHOCTBIO. XObI
AeJIATCA Ha Ba TUIIA B 3aBUCHUMOCTH OT LIBETa LIAILIKH U €€ BUAa.

HO, KaK BUAUTE, MTpaBUJIa HA BEDXHEM YPOBHE OCTAIOTCsA HEUSMEHHBIMH.
TpebyioTcs iMnIb TepreHne 1 NOHUMaHHKe, 4ToObl pa3paboTaTh XOpOLIMeE
GYHKUNM OLIEHKM U TIPOLeAYPHI NOJTyYeHUs JOCTYIHBIX Ha JOCKE XOJ0B.

Yro panvue...

Oyskuuio Evaluate Hesb3si cyMTaTh coBeplleHHONH. MBI peannsoBaiu
3BPUCTHUYECKHIi JITOPUTM, OCHOBAaHHbBII UCKJIIOYHUTEIBHO HA KOJIMYECTBE
XOIOB W B3SITHIX IlIallleK COMEPHHMKA, KOTOPbIi MOXHO YCOBEPLIEHCTBO-
BaTb, YTOObI UCKJIIOYHTH XOABI, TMOCJE KOTOPbIX IIAIIKA UFPOKA MOXKET
6BITh B3siTa CJIEAYIOMMM XOZIOM CONIEPHUKA.

Kpome Toro, crenyer BHectH coGcTBeHHBIE U3MeHeHMsi B (DyHKLHIO
PlacePiece kiacca BoardDraughts. Mbl peann3oBasii NpsiMOii MeTO, KOTO-
Pblii, CKopee BCero, He IPUTO/ieH 1151 TPOCTPAHCTBEHHOI HACTPOMKY UTPbL



AaBa

MexaHu3Mmbl oby4eHus

B aToii rnase paccmMaTpusaloTCa BONpoOCHI, Meloume OTHOWeHNAa K agToMa-
TM3aumm oby4eHun:

npeayraabiBaHue AenNCTBUA C NOMOLLBIO anropuTMa NPOrHo3uposa-
HuA N-Gram;

yCOBepLeHCTBOBaHHLIN nepapxuyeckuin anroputm N-Gram;
nucnonk3osanue knaccudukaropos Bavieca;

MCNoNb30BaHNe AEPEBLEB NPUHATUA PELLEHWH;

nucnonbL3oBaHue 3akpennexun pednekca;

o6y4eHne C NOMOLLbLIO UCKYCCTBEHHbIX HOAPOHHbIX CETeN.

00000

BseaeHue

JrarJ1aBa nocssieHa npobieme MalMHHOTo 06y YeHus1. ITO 04eHb 06IHp-
Hast ¥ BXHas1 0671aCTh, B KOTOPO# Jaxke Ha H3yYeHHe TPUBHAIbHBIX BONPO-
COB NPHXOAUTCS 3aTPayMBaTh 60JIBLIOE KOJMYECTBO BPEMEHH, TOCKOJIbKY
ee MexaHM3MBI TpeGYIOT 10pabOTKHU ¥ MPOBEAEHUS IKCIIEPUMEHTOB.

OnaHako pelienThl, NpeCTaBJIeHHbIE B 3TOM IJ1aBe, CTAaHY T OTIMYHOM OT-
NpaBHO# TOYKOM /1J11 OCBOEHMS M TIPMMEHEHUs] MEXaHU3MOB MaIIMHHOTO
oOyueHust B urpax. VIX MOXHO HCIOJIb30BaTh Pa3IMYHBIMK CIOCOGaMu,
HO HaWJIyyLlIKe, KaK NpaBuJIo, TPe6YIOT HanboJ1ee CI0XKHOM HACTPOMKH.

HakoHell, B J0N0oJIHEHHE K 3HAKOMCTBY C peliellTaMH PEKOMEHAYeTCst
TNPOYECTD CrEeLHATH3HPOBaHHEIE KHUTH 110 3TOMY BOIIPOCY, YTOObI BOOPY-
XKHUTBCS TEOPETHYECKMMHU 3HAHMSAMH, OCBellleHHe KOTOPbIX BBIXOAMT 3a
PaMKH 3TOH IJIaBbL

MpeayraabiBaHe AeNCTBUA C NOMOLLbLIO
anroputma nporHosunposaHus N-Gram

[IpeayraaviBaHKe AeiCTBHIT — OTIMYHBIIH CIOCOG MEPEATH OT CJIyYaitHOro
BbI6Opa K BbIOOPY, OCHOBAaHHOMY Ha MpPOLLIbIX AeicTBusaAX. OMHH U3 Ba-
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pHaHTOB OOy4YeHHs 3aKJIOYaeTCs B MCIMOJb30BAaHMM BEPOSATHOCTEH s
npeacKasaHus AeiCTBUIl UTPOKa, YeM M 3aHMMAETCS aJrOPUTM MPOrHO-
supoBaHus N-Gram.

Jlnsi mpenyraabiBaHus CJEAYIOLIEr0 BEIGOpa ajICOPUTM MPOTHO3UPO-
BaHusA N-Gram XxpaHUT cBeIeHUs1 O BEPOSITHOCTSAX pelleHuit (KOTOPBIMH
06BIYHO ABJAIOTCS XO/bl), yYUThIBasl Bce KOMOMHALIMM BADHAHTOB MPEIbI-
AYIIHX 1 XOM0B,

Moaroroska

Tlpyn peannsauuu 3TOr0 peLENnTa UCMOJb3YIOTCA 060061eHHbIe THIIBL [To-
3TOMY JKeJIaTeJIbHO MMETh XOTs ObI 06l1iee MpeCTaBAEHHE O TOM, KaK OHH
paboTaloT, MOCKOJIbKY O4€Hb BaXXHO UCIIOJIb30BATh UX MPaBUJILHO.
[Ipexae Bcero Hy>HO peanu30BaThb THI AAHHBIX AJISA XpaHEHUs Aeii-
CTBHii ¥ X BEPOSITHOCTEH, YTO Gy/IeT clie1aHo ¢ moMolIbIo KJiacca KeyData-
Record.
Cosagaaum daitn KeyDataRecord. cs ¥ 406aBUM B HErO CJAeAYIOWHI KOZ;

using System.Collections;
using System.Collections.Generic;

public class KeyDataRecord<T>

{
public Dictionary<T, int> counts;
public int total;

public KeyDataRecord()
{

counts = new Dictionary<T, int>():
}

Kak ato peanu3osarb...

Peanuzanuio anropurma nporHosuposaduss N-Gram MOXHO pasfesuTsb
Ha MATb KPYMHBIX TAIOB:
1. Onpenennm mwabaoHHBI Kacc B ¢aiiie ¢ TAKUM XKe UMEHEM:

using System.Collections;
using System.Collections.Generic;
using System.Text;

public class NGramPredictor<T>

{

private int nValue;
private Dictionary<string, KeyDataRecord<T>> data;
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2. Peanm3yeM KOHCTPYKTOP AJ1s1 HHUIIHATU3ALIHH CBOHCTB:

public NGramPredictor(int windowSize)

{

}

nValue = windowSize + 1;
data = new Dictionary<string, KeyDataRecord<T>>();

3. Peaym3yeM cTtatuyeckylo pyHKUHMIO AJs npeobpasoBaHust Habopa
AeACTBHIi B CTPOKOBBIii KJIIOY:

public static string ArrToStrKey(ref T[] actions)

{

)

StringBuilder builder = new StringBuilder();
foreach (T a in actions)
{

builder.Append(a.ToString());

}
return builder.ToString();

4. Onpeznennm yHKLMIO perucTpauun Habopa nocsea0BaTeIbHOCTEN!:

public void RegisterSequence (T[] actions)

{

)

string key = ArrToStrKey(ref actions);
T val = actions[nValue - 1];
if ('data.ContainsKey(key))
data(key] = new KeyDataRecord<T>();
KeyDataRecord<T> kdr = data[key];
if (kdr.counts.ContainsKey(val))
kdr.counts(val] = 0;
kdr.counts[val]++;
kdr.totalt+;

5. U HakoHel, pean3yeM (YHKLHIO TPOTHO3MPOBAaHHSI A€HCTBHIL:

public T GetMostLikely(T[] actions)

{

string key = ArrToStrKey(ref actions);
KeyDataRecord<T> kdr = data(key];
int highestval = 0;
T bestAction = default(T);
foreach (KeyValuePair<T,int> kvp in kdr.counts)
{

if (kvp.Value > highestVal)
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{
bestAction = kvp.Key;
highestVal = kvp.Value;
}

}
return bestAction;
}

Kak ato paboraer...

AJIrOpUTM TPOrHO3UPOBaHUA PETUCTPUPYET HabOp AEACTBUI B COOTBET-
CTBUHM C pa3MepPOM OKHa (KOJIMYeCTBO eiCTBUI1, pErMCTPUPYEMBIX J1s1 NOA-
FOTOBKM NPOrHO3a) M NMPUCBaMBaeT MM pe3yJbTHpPYIOIIMe 3HayeHus. Ha-
IpUMep, IPH pa3Mepe OKHA, PaBHOM 3, IlepBble TPU AEHCTBUS COXPAHSAIOTCS
KaK KJI0Y JUIsi IpeiCKa3aHHs1 YeTBEPTOro AeHCTBHS, ClIeAYIOIEro 3a HUMH.

DyHKUUA NpeACKa3aHUS BHIYMCISET BEPOSATHOCTb 3TOTO AEHCTBUSA
¢ yuetoM Habopa mpeabiayuMx aeiicTeuii. Yem 6osiblile 3aperncCTpUpO-
BaHHBIX J€HCTBUH, TEM TOYHee NMPOrHo3 (C HEKOTOPbIMHM OTPAaHMYEHHSIMH ).

Y10 panbuwe...

Hmeiite B BUAY, 4TO A4 06bexTa THNA T HEOGXOAMMO TEPEONPEaENUTh
¢yHkuumn ToString u Equals, yTo6b1 o6ecrieduTb X KOPPEKTHYIO paboty
B KayeCcTBe MH/IEKCa BHYTPEHHHX CJIOBapeil.

YcoBepLeHCTBOBaHHbI nepapxnyeckun
anroput™ N-Gram

Anroput™ N-Gram MOXHO yCOBEpLIEHCTBOBaTh, 106aBUB MOATOTOBKY He-
CKOJIbKMX TMIPOTHO30B C ANaNa30HOM OT 1 210 n AeiicTBHIi M BhIGUpas Hau-
6oJiee IpeATNIOYTHUTENBHOE TT0C/IE CPABHEHHSI TIPEATIOIOKEHH .

MoaroroBka

Ilpexxae yeM MpPECTYNUTb K peajM3allid MepPapXHYecKOro ajaropuTMa
nporHo3upoBaHusi N-Gram, HeOOXOAUMO NMPOM3BECTH HEKOTOPhIE KOpP-
pexTHpoBKH. [lobaBuM crienyiomuii MeToa B KJaacc NGramPredictor:

public int GetActionsNum(ref T[] actions)
{
string key = ArrToStrKey(ref actions);
if ('data.ContainsKey(key)
return 0;
return data(key].total;
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Kak aTto peanusosarb...

[Mono6Ho npeaviaymeii peasusaunu aaroputMa N-Gram, peanusanus
HepapXuy4eckoii BepCHUM aiIrOpuT™Ma TpebyeT JIUIIb HECKOJIBKUX 3TaMOB;
1. OnpenenuM HOBBII KJIacc:

using System;
using System.Collections;
using System.Text;

public class HierarchicalNGramP<T>

{
public int threshold;
public NGramPredictor<T>[] predictors;
private int nvalue;

}
2. PeannayeM KOHCTPYKTOP AJIS1 HHUIMAIU3AIMH CBOMCTB:

public HierarchicalNGramP(int windowSize)

{

nValue = windowSize + 1;
predictors = new NGramPredictor<T>[nValue];
int i;
for (i = 0; i < nValue; i+4)
predictors[i] = new NGramPredictor<T>(i + 1);
}

3. OnpenennM GYHKUHUIO PErHCTPALIMH TIOC/IEN0BATEIbHOCTH, 006~
HYIO TO, 4TO ObLJIa pea/IM30BaHa AJIsl NPeAbIAYIIErO aITOPUTMA:

public void RegisterSequence(T[] actions)
{
int i;
for (i = 0; i < nValue; it++)
{
T[] subactions = new T[i+l];
Array.Copy(actions, nValue - i - 1, subactions, 0, i+l);
predictors([i] .RegisterSequence (subactions);

}
4. U HakoHel, peasin3yeM (pyHKIHUIO NPOrHO3UPOBAHUS:

public T GetMostLikely(T[] actions)
{

int i;

T bestAction = default(T);

for (i = 0; i < nvalue; it++)
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NGramPredictor<T> p;
p = predictors[nValue - i - 1];
T[] subactions = new T[i + 1];
Array.Copy(actions, nValue - i - 1, subactions, 0, i + 1);
int numActions = p.GetActionsNum(ref actions);
if (numActions > threshold)
bestAction = p.GetMostLikely(actions);
}

return bestAction;

}

Kak aTo pa6oraer...

Uepapxuueckuit anroputM N-Gram paboTaeT MOYTH Tak e, KaK €ro
TNpeLIeCTBEHHHUK, C TOH JIMIIb Pa3HUIIEH, YTO XPaHUT HABOP arOpMTMOB
NPOrHO3UPOBaHUs U NIPH pacyeTe MCMOJb3yeT PYHKIUHN JOYEPHHUX aIrO-
PUTMOB. 3aperiCTpHpPOBaHHbIE NOCJIE0BaTENbHOCTH — HanboJiee Bepo-
ATHble Gyayimye AeHCTBUS — Pa3feNAIOTCs Ha HaGOpHI U MOAMUTHIBAIOT
JlOYepHHE aJITOPUTMBI.

McnoAb30BaHMe KAaccudukaTopos baieca

Ob6yuyeHne Ha mpuMepax TSKeJIO AaeTcs Aaxe JIoAAM. Tak, Aaneko He
BCEraa MOJIyYaeTcsi YJIOBHTh CBSI3b MEXAY ABYMs HaGopamH 3HaueHHIid.
OnHuM U3 peuieHHi 3TO NPOGIEMBI ABISETCS CUCTEMATH3ALMSA OJHOTO
Ha6opa 3HayeHMii 1151 nasnbHelnei ero 06paboTKH C MOMOIIBIO KJIacCH-
(pHKaIIMOHHBIX AITOPUTMOB.

Knaccudukaropsr Baiieca — 3To aropuTMbl IpOrH03MPOBaHHs, OCHO-
BaHHbIE Ha TIPUCBOEHNH METOK NMpOGJIEMHbIM 3K3eMILIsSIpaM, C MOCIeAYI0-
MM NpUMEHEHNEM K HUM BepOsITHOCTell U TeopeMbl Baiteca co crporoit
He3aBUCHUMOCTBIO NMPEATOJIOKEHUIT MeXAY NepeEMEHHbIMM U1 aHAIN3A.
OpHuM U3 KJIIOYEBBIX MpeuMyIecTB kiaccugukatopoB baiteca siBnsieTcs
MX MaciITabupyeMocTb.

Moaroroska

IMocTpouTdh 061IMIA KJacCH(HKATOP COBCEM HEMPOCTO, TIOITOMY TPH €ro
co3fiaHuu 6yeM MPeANoiaraTh, YTo BXOAHBIE JaHHBIE MOTYT GBITH MOMe-
YeHbl KaK MOJIOXKHUTEJIbHbIE MJIM OTpHLIaTe/bHble. VITak, mepBbiM JejIoM
OTIpEIE/IMM THIIbI METOK /11 06paboTKH KaaccH(pHKaTOPOM B BUJE Tiepe-
yucyieHus NBCLabel:
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public enum NBCLabel
{
POSITIVE,
NEGATIVE
}

Kak ato peanusoBarb...

Peanu3zanuio knaccugpmrKaTopa MOXKHO pa3bUTh Ha MATh KPYITHBIX 3TAIOB:
1. OnpenennM KJ1acc U €ro CBOMCTBa:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class NaiveBayesClassifier : MonoBehaviour
{

public int numAttributes;

public int numExamplesPositive;

public int numExamplesNegative;

public List<bool> attrCountPositive;
public List<bool> attrCountNegative;

}
2. OnpenenuM MeTox Awake AJ151 MHULHATN3AIMH;

void Awake()
{

attrCountPositive = new List<bool>();
attrCountNegative = new List<bool>();

}
3. Peaymsyem ¢yHkuuio 06HOBIEHHS KJ1accHbHKaTOopa:

public void UpdateClassifier (bool([] attributes, NBCLabel label)
{
if (label == NBCLabel.POSITIVE)
{
numExamplesPositive++;
attrCountPositive.AddRange (attributes);
}
else
{
numExamplesNegative++;
attrCountNegative.AddRange (attributes);



224 <%  MexaHV3Mbl 0ByHeHUs

4. OnpeaenuM GYHKLMIO AJ1s YIPOLIEHHOTO BBIYMC/IEHUS BEPOSITHO-
CTH:

public float NaiveProbabilities(
ref bool[] attributes,
bool[] counts,
float m,
float n)

float prior =m / (m + n);

float p = 1f;

int i = 0;

for (i = 0; i < numAttributes; i++)
{

p/=m
if (attributes[i] == true)

p *= counts[i].GetHashCode();
else

p *= m - counts[i].GetHashCode();

}
return prior * p;
}

5. Y1 HakoHel, peasin3yeM (OYHKLHIO MPOrHO3HPOBAHMSI:

public bool Predict(bool[] attributes)
{
float nep = numExamplesPositive;
float nen = numExamplesNegative;
float x = NaiveProbabilities(ref attributes,
attrCountPositive.ToArray(), nep, nen);
float y = NaiveProbabilities(ref attributes,
attrCountNegative.ToArray(), nen, nep);
if x>=y)
return true;
return false;
}

Kak ato paGoraer...

Oynkuus UpdateClassifier mosyyaet Habop BXOAHBIX 3HAUYEHHIt U coOXpa-
HseT ux. OHa BbI3bIBaeTcs nepBoii. MyHkuus NaiveProbabilities orseua-
€T 3a BbIYMCJIEHHE BEPOSTHOCTEH, He06X0AMMBIX 1151 GYHKLMH TPOTHO3M-
poBaHus. U HakoHel, ¢yHkius Predict BbI3bIBaeTCs1 BTOPO#t M MOJIyYaeT
pe3yJIbTaThl KJaccudHKaluuy.
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Wcnonb30BaHMe AepeBbeB NPUHATUA
pelseHni

Panee yxe He pa3 yIIOMHHAIOCh O MOIIHOCTH U THOKOCTH JIEPEBbEB B POJIH
KOMIIOHEHTa HpHHHTHH pemeﬂuﬁ AJISA Urp. Kax OKa3bIBa€TCsl, UX MOXKHO
CTPOUTb AMHAMHUYECKH, C NMOMOIIBIO CUCTEMbI YNIPaBJICHUS 06yqe1meM.
B atoM u cocTout NpHUYHHa BO3BpaTa K HUM B 3TOM IJaBe.

CywecTByeT HECKOJIbKO aJrOPUTMOB IOCTPOEHHUS A€peBa MPUHATHS
pemeﬂni/'l, npenﬂaaﬂaqéﬂmﬂx J1s1 pa3/IMYHBbIX l.le]leﬁ, TAaKHUX KaK ITPOTrHO-
3MpOBaHMe MJIM KJaccudukauus. 3aeco 6yaeT pacCMOTPEHO AEPEBO MPH-
HsTHS pellleHuit ¢ 06yyeHUeM Ha npuMepe peaiu3anuu anroput™a ID3,

Moaroroska

HecMoTpst Ha TO YTO fAepeBbsi NMPHUHATHUA PeEIUEHMH yXe CO34aBaJMCh
B NpefibIAYy1LIeit T/1aBe, U OHM OCHOBBIBAJIMChH Ha TeX e NPUHIMNAX, YTO
M OCYLIECTBJIsileMBI€E 3/1€Ch, B JAHHO# IJIaBe 1JIS MX pean3aluy Gy ayT uc-
T0J1b30BAThCS APYTHE THIBI AaHHBIX, YYUTHIBAIOLIME MOTPEGHOCTH aro-
puTMa obydeHus,

Ham moHamobsiTcsi ABa TMNA AaHHBIX: OAMH — AJIsS Y3JI0B pelieHH
¥ OZIMH — JJ151 XpaHEeHUs1 00y YaloLINX IPHMEDOB.

Tun naHHBIX 47151 y3J10B pellieHuii DecisionNode:

using System.Collections.Generic;

public class DecisionNode
{
public string testValue;
public Dictionary<float, DecisionNode> children;

public DecisionNode (string testValue = "")

{
this.testValue = testValue;
children = new Dictionary<float, DecisionNode>();

W tvn naHHbIX Example:

using UnityEngine;
using System.Collections.Generic;

public enum ID3Action

{
STOP, WALK, RUN
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public class ID3Example : MonoBehaviour
{
public ID3Action action;
public Dictionary<string, float> values;

public float GetValue(string attribute)
{
return values[attribute];
}
}

Kak 3To peanusosartb...

OnpenenumM kaacc ID3 ¢ QyHKUMAMHU 151 KOHCTPYMPOBAHHUs iepeBa MpH-
HSITUS pellieHuit.
1. Co3agaanm knacc 1D3:

using UnityEngine;
using System.Collections.Generic;
public class ID3 : MonoBehaviour
{
// BanbHejwas peanu3auus OMUCHBAETCA Huxe

}

2. Haynem peanusanuio ¢pyHKLUMH, OTBETCTBEHHOH 3a pasjieJieHue
aTpubyTOB Ha HaGOPBL:

public Dictionary<float, List<ID3Example>> SplitByAttribute (
ID3Example[] examples,
string attribute)

Dictionary<float, List<ID3Example>> sets;
sets = new Dictionary<float, List<ID3Example>>();
// nanbHeiwas peanu3auMA OMUCHBAETCA Hioke

}

3. OboitneM Bce moJyyeHHble NPUMEPHI M OLIEHUM HX 3HaYeHHe 1S
npucBanBaHUs Habopy:

foreach (ID3Example e in examples)
{
float key = e.GetValue (attribute);
if (!sets.ContainsKey (key))
sets.Add (key, new List<ID3Example>());
sets[key] .Add(e) ;
}

return sets;
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4. Onpeaenum GyHKLMIO BHIYUCIEHHSI SHTPOMMHU Habopa MpUMepOB:

public float GetEntropy(ID3Example[] examples)

{
if (examples.Length == 0) return 0f;
int numExamples = examples.Length;
Dictionary<ID3Action, int> actionTallies;
actionTallies = new Dictionary<ID3Action, int>();
// nanvheitwmas peanu3auus ONMCHBAETCA Hyke

}

5. OGoiineM Bce mpUMepHI ¥ BBIYMCJIUM KBOTHI MX A€HCTBHIA:

foreach (ID3Example e in examples)
{
if ('actionTallies.ContainsKey(e.action))
actionTallies.Add(e.action, 0);
actionTallies(e.action]++;
}

6. BbryMcJINM 3HTPOMMIO;

int actionCount = actionTallies.Keys.Count;
if (actionCount == 0) return 0f;
float entropy = 0f;
float proportion = 0f;
foreach (int tally in actionTallies.Values)
{
proportion = tally / (float)numExamples;
entropy -= proportion * Mathf,Log(proportion, 2);
}
return entropy;

7. PeannayeM (pyHKUHMIO BHIYMCJIEHUS SHTPONHUM AJis BCex HaboOpoB
npuMepoB. OHa oyeHb T0X0%Ka Ha NMpeABIAYILYIO; B JeHCTBUTEILHO-
CTH OHA HCHOJIb3YET €e:

public float GetEntropy (
Dictionary<float, List<ID3Example>> sets,
int numExamples)

float entropy = 0f;
foreach (List<ID3Example> s in sets.Values)
{
float proportion;
proportion = s.Count / (float)numExamples;
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8.

10.

11.

entropy -= proportion * GetEntropy (s.ToArray());
}
return entropy;
}

OrnpenenM PyHKIIMIO NOCTPOEHHS epeBa IPUHSATHS PeLIeHHIA:

public void MakeTree (
ID3Example(] examples,
List<string> attributes,
DecisionNode node)

float initEntropy = GetEntropy(examples);

if (initEntropy <= 0) return;

// nambHeiwas peanu3auMs OMMUCHBAETCA HiKe
}

. O6bsIBUM M HHULIMAIM3UPYEM CBOMCTBA, HeOOXOAMMbBIE AJIS1 BBIMOJI-

HEHHA 3TOro 3aiaHUA:

int numExamples = examples.Length;

float bestInfoGain = 0f;

string bestSplitAttribute = "";

float infoGain = 0f;

float overallEntropy = 0f;

Dictionary<float, List<ID3Example>> bestSets;
bestSets = new Dictionary<float, List<ID3Example>>();
Dictionary<float, List<ID3Example>> sets;

O6oitneM Bce aTpUOYTHI, YTOOBI MOJMYYUTD NMPEANOYTHTEbHBIH Ha-
6op, OCHOBaHHBbIIi Ha MpUpPOCTe HH(OPMALHH:

foreach (string a in attributes)
{
sets = SplitByAttribute (examples, a);
overallEntropy = GetEntropy(sets, numExamples);
infoGain = initEntropy - overallEntropy;
if (infoGain > bestInfoGain)
{
bestInfoGain = infoGain;
bestSplitAttribute = a;
bestSets = sets;

!

BriGepeM KOpHEBO# y3eJ, OMMpasch Ha MpeANOYTHUTEJNbHOE pas3-
aesneHue aTpubyTOB, M U3MEHUM NPOYME aTpHOYTHI A5 CO3AAHHS
OCTaJIbHOM YacTH AepeBa:
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node.testValue = bestSplitAttribute;
List<string> newAttributes = new List<string>(attributes);
newAttributes,Remove (bestSplitAttribute);

12. OGoitneM Bce mpouMe aTpUGYTHI BbI30BOM PEKYPCHBHON (YHK-
uu:

foreach (List<ID3Example> set in bestSets.Values)
( .
float val = set[0].GetValue (bestSplitAttribute);
DecisionNode child = new DecisionNode () ;
node.children.Add(val, child);
MakeTree (set.ToArray (), newAttributes, child);
}

Kak aro paboraer...

Knacc siBnsieTcst MOAYJIbHBIM B CMbICJIe GyHKIMOHaNIbHOCTU. OH He Xpa-
HUT HUKaKoii uH(pOpMaLUK, HO croco6eH paccyuTaTh U MOJYYUTb BCe
HeoGxoaumoe st PYHKUHH, KOHCTPYHMpYIOLl€il AepeBo MPUHSATHS pe-
weHuit. MeTtoz SplitByAttribute mpuHMMaeT npUMepBI M AEJUT X Ha Ha-
6opbl, HeobXonKUMBIE AJIs BBIYHCJIEHHS HX 3HTponuu. Meton GetEntropy
HMeeT /iBe Neperpy’keHHble BEPCHH M PaCCYMTBHIBAET CIIUCOK NMPUMEPOB
¥ Bce HaGopbl NPUMEPOB C MOMOLIBI0 GPopMY I, OnpeieIEHHBIX B aJITOPHUT-
me ID3. Hakonen, meTox MakeTree peKypCHBHO CTPOMT ZIepeBO PeLIeHHI,
onupasich Ha HauboJiee 3HaYUMBbIe ATPUOYTHL.

Mone3aHble ccbinku

Q Peuent «Buibop ¢ nomowpio Oepesa npunamua peweruti» B 21age 3
«[Ipunsamue pewenuiiy.

NcnoAb30B3aHWE 3akpenAeHus pedaexca

Ipencrasbte, yTo TPebyeTCsi CO3AaTh MPOTUBHHUKA, CIIOCOOHOTO BHIOUPATh
pasyInyHble AeHCTBUS BO BpeMst IPOX0XKAEHUS UTPOKOM YPOBHsI (IIpHYeM
MoJieJIb IOBe J€HUsI TPOTUBHUKA U3MEHSETCS C TE4EHHEM UTPbI ), WJIH UTPY
C pasJMYHBIMM BHUAAMH JOMAILIHUX XXUBOTHBIX, KOTOpPBIE AOJDKHBI 06J1a-
AaTh oNpezesIeHHoM cBo60o A0 BOH.

Jlns pelleHMst 3a1ay TaKoro BHa MOXKHO MCIIOJIb30BaTh LIeJIbIH psi
METO/I0B, HalleJIeHHBIX Ha MoAenpoBaHue o6yyeHus, Gasupyrolieecs Ha
onbite. OIHUM U3 HUX SBJISIETCS aIroput™ Q-o6y4eHus:, KOTOpHIii U 6y-
AeT peajii30BaH B 3TOM pellenTe.
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Moaroroska

Tpexxae yeM yrayOUTbCA B peasn3aliMio OCHOBHOTO airopuT™Ma, HeobXo-
MO CO31aTh HECKOJIBKO CTPYKTYP AAHHBIX: CTPYKTYPY COCTOSIHUSA UTpBhI,
CTPYKTYpY AeHCTBHsI TPl M KJacC 3K3eMILIsipa npobaemsl. x MOXHO
MOMECTUTH B OAUH aii.

Huxe npuBoanTCS NprMep CTPYKTYPHI AJIs ONpeeseHUs COCTOSIHUSA
HIDBL
public struct GameState
{

// NobGaBbTe copa CBOe ONpefeNeHue COCTOAHUA WIPH

}
[anee ciexyer npuMep CTPYKTYPbI AJIs1 ONpeaeJeH!s1 JeHCTBUIM UrpbL

public struct GameAction

{

// Dob6aBbTe cbpa cBOe onpefielieHue NeMCTBUA

}

W HakoHel, MOCTPOMM THMN JaHHBIX [JIS ONMpENEJEHHS 3K3EMILIsApa
npobyieMsr;
1. Cosaaaum caiia u kaacc:

public class ReinforcementProblem
{
}

2. OnpenesuM BUPTYaIbHYI0 QYHKIHMIO JJISI MOJYYEHUS CIyYaifHOro
COCTOSIHMSA. B 3aBUCHMOCTH OT BMAa MIPHI MOXET MOTPeGOBATHCS
MOJIy4YHTDb CJIy4aiiHOe COCTOsSIHME, YYMTHIBAIOLIee TEeKyIlee COCTOsI-
HHe€ UTDBL:

public virtual GameState GetRandomState()

{
// IoGaBbTe cbma onpefefieHue CBOEj MOmeNy MOBENEHUA
return new GameState();

}

3. OnpenennM BUPTyabHYIO GYHKIIMIO 1J1s1 U3BJIEYEHUs BCEX AOCTYII-
HbIX J€HCTBHIt AJIs1 JAHHOTO COCTOSTHUS MTPBL

public virtual GameAction[] GetAvailableActions(GameState s)
{

// Onpenenure 3mech CBOD MOZeNb MOBEEHMA

return new GameAction[0];
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4.

Onpenenum BUPTYaibHYI0 (GYHKLHUIO BHITOJHEHHUS AeicTBHIA C Mo-
C/eayI0NMM BO3BPATOM I10JTy4E€HHOT0 COCTOSIHHMS M BRITOAbI:

public virtual GameState TakeAction(
GameState s,
GameAction a,
ref float reward)

// Onpepenure 3pech CBOD MOAENb NOBENEHUA
reward = 0f;
return new GameState();

}

Kak aro peanusosarb...

Hanee Mul peayu3yeM AiBa KJacca. [lepBEIif XpaHUT B cjI0Bape 3HaYeHMs,
npeAHa3HaYeHHBIe AJ1s 00y4YeHu s, a BTOPOit — aroput™ Q-o6yyeHus:

1

Onpenennm Knace QValueStore:

using UnityEngine;

using System.Collections.Generic;

public class QValueStore : MonoBehaviour

{
private Dictionary<GameState, Dictionary<GameAction, float>> store;

}

. Peannayem KOHCTPYKTOP:

public QValueStore()
{

store = new Dictionary<GameState, Dictionary<GameAction, float>>();
}

. OnpenennM QyHKIHIO NOTy4YeHUs 3HAYEHHS AEHCTBUSA AJIs1 COCTOSA-

HUS UrPHL.3/€eCh CIeAyeT YYecTb, YTO He BCe JeHCTBUSA AOCTYIHBI
nJis KOHKPETHOFO COCTOSIHU ST

public virtual float GetQValue(GameState s, GameAction a)

{
// DoGaBbTe cbpa CBOD MOmeNb NOBeneHus
return 0f;

}

PeamlayeM Cl)yHKIIPllO MOJIYy4€HUA NpeArnoOYTHUTEJIbHOIO NeidCTBUSA
IJIs1 OnpeieJIECHHOrO COCTOAHU AL

public virtual GameAction GetBestAction (GameState s)
{



232 ¢ MexaHaMbl 0byqeHUs
// lloGaBbTe cbla CBOD MOmeNb MOBeAeHUA
return new GameAction();
}
5. Peannsyem ¢pyHKUMIO cOXpaHeHHs: Q-3HaYEHHUST:

public void StoreQValue(
GameState s, GameAction a, float val)
{
if (!store.ContainsKey(s))
{
Dictionary<GameAction, float> d;
d = new Dictionary<GameAction, float>();
store.Add(s, d);
}
if (!store(s].ContainsKey(a))
{
store(s].Add(a, 0f);
}
store(s] [a] = val;
}

. Ilepeiinem k paspaGoTke knacca QLearning, 3amycKaiouiero airOPUTM;

using UnityEngine;
using System.Collections;

public class QLearning : MonoBehaviour

{
public QValueStore store;

}

. OmnpenennM ¢pyHKLMIO BbI6Opa CTy4aifHOTO AeHCTBHS U3 3alaHHOTO

Habopa:

private GameAction GetRandomAction (GameAction[] actions)
{

int n = actions.Length;

return actions[Random.Range (0, n)];
}

. Peaiuayem ¢yHkuuio obyyeHust. Peanusauus Gyaet mpou3BoAMTD-

s B HECKOJIbKO 3TanoB. HauneM c onpeaenenus. O6paTute BHUMa-
Hue, YTO 3TO CONporpamma:

public IEnumerator Learn(
ReinforcementProblem problem,
int numIterations,
float alpha,
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float gamma,
float rho,
float nu)
{
// nanbHeimas peanM3auuA OMUCHBAETCA Hixe

}

9. IpoBepuM, UHULMAIU3UPOBAH JIM CIMCOK XPaHUJIULIA;

10.

11.

12.

13

14.

15.

if (store == null)
yield break;

IMonyunM ciydaitHoe COCTOSTHUE:

GameState state = problem.GetRandomState();
for (int i = 0; i < numIterations; i++)

{

// manbHelmwas peanu3auus ONMMCHBAETCA Huoke

}

BepHeM 3HayeHue null a1 NPOAOJKEHHsT PaGOTHI C TEKYLIMM Kaj-
poM:

yield return null;

ITpoBepuM AOMYCTUMOCTD AJTMHEI MAPLIPYTA:

if (Random.value < nu)
state = problem,GetRandomState();

TTosmyyuM crucok AOCTYNMHBIX AeHCTBUI AJIs TEKYIUEro COCTOSHUS
WUTPBIL:

GameAction[] actions;
actions = problem.GetAvailableActions (state);
GameAction action; :

ITosryunM meiicTBHeE, 3aBUCSLIEE OT pe3yJibTaTa 30HAUPOBaHU S, TPO-
BeJIEHHOrO CJlyYaifHBIM 06pa3oM:

if (Random.value < rho)

action = GetRandomAction(actions);
else

action = store.GetBestAction(state);

BeiuncaMM HOBoe COCTOSIHHME MyTEM NPUMEHEHU S Bbl6paHHOI‘O aei-
CTBHA K TEKYIIEMY COCTOSTHHUIO U 3HaY€HHE BBITOARL

float reward = 0f;
GameState newState;
newState = problem.TakeAction(state, action, ref reward);
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16. ITonmyyum 3HayeHHE q C YYETOM TEKYILETO COCTOSIHMS UTPbl M TPH-
MEeHEHHs eiCTBUs K BHOBb PaCCYMTAHHOMY COCTOSTHUIO:

float q = store.GetQValue(state, action);
GameAction bestAction = store.GetBestAction (newState);
float maxQ = store.GetQValue (newState, bestAction);

17. IIpumenum dopmyay Q-obyyeHus:
q = (1f - alpha) * q + alpha * (reward + gamma * maxQ);

18. CoxpaHHM BBIYMCJIEHHOE 3HaY€HHUE g, UCN0JIb30BaB €ro poAuTeei
B Ka4yeCTBe MH/EKCOB:

store.StoreQValue (state, action, q);
state = newState;

Kak ato paGoraer...

ITpu ucnosb3oBaHuM aaroput™a Q-06y4yeHHs UTPOBOi MUDP HHTEPIPETH-
PYETCA KaK KOHEYHbI aBTOMAT. O6pa’rm‘e BHHMaHHE Ha CyTb CJIE€AYIOLINX
NapaMeTpOB;
alpha: nokasaTesb 06y4eHuUsT;
O gamma: nokasaTeJb YLUEHKH;
O rho: cryyaiiHoe 30HAMPOBaHHUE;
O nu: a/MHa MapIIpyTa.

Ob6y4eHne C NOMOLLbLIO UCKYCCTBEHHbIX
HeWpOHHbLIX ceTen

IIpencrasbTe, 4TO BaM TpedyeTcst CO34aTh MPOTUBHMKA MJIH UTPOBYIO CH-
CTeMy, OCHOBaHHYIO Ha MMUTaluK paboTsl Mo3ra. IMeHHO Tak AeficTByIOT
HeiipoHHbIe ceTH. OHM 6a3upyIOTCsl Ha HeHpOHaX, MOITOMY BBEJIEM TeEp-
MHH NepPCenTPoH AJIs1 ONIUCAHUS IPYNN HeipoHOB. VX Bxoasiue 1 ucxo-
AsiLye COCTOSIHUS M COCTaBJISIIOT HEHPOHHYIO CETb.

B 3TOM penente OMUCHIBAETCS MOCTPOEHHE HEHPOHHOH CHCTEMBI, OT
NEPCENTPOHOB 110 UX COeAUHEHHU A1s1 06pa30BaHMs CETH.

MNoaroroska
Ham notpe6Gyetcs Tun gaHHbIX a5 06paboTku BBoAa InputPerceptron:

public class InputPerceptron
{
public float input;
public float weight;
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Kak 3To peanu3oBarb...

Peaymsyem aBa kpynHbix kiacca. [lepBblit U3 HUX NpeaCTaBJIsieT epCenT-
POH, a BTOPOii lpeiHa3HaueH IS yTpaBJieHHs1 HEHPOHHOM CeThIO.
1. PeasmsyeM ksacc Perceptron, Hacenyiouuit kiacc InputPerceptron,
KOTOpBIii OB1J1 ONpe/iesieH paHee:

public class Perceptron : InputPerceptron

{
public InputPerceptron(] inputList;
public delegate float Threshold(float x);
public Threshold threshold;
public float state;
public float error;

}

2. PeaJmayeM KOHCTPYKTOP M HACTPOUM KOJIMYECTBO BXOAHBIX NaHHBIX:

public Perceptron(int inputSize)
{
inputList = new InputPerceptron(inputSize];

}
3. Onpeaenum GpyHKIMIO 06paGOTKH BXOAHBIX AaHHBIX:

public void FeedForward()

( float sum = 0f;
foreach (InputPerceptron i in inputList)
( sum += i,input * i,weight;
;tate = threshold(sum);

}

4. PeanuayeM (pyHKIMIO 1J11 HACTPOHKH BECOB;

public void AdjustWeights(float currentError)
{
int i;
for (i = 0; i < inputList.Length; it+)
{
float deltaWeight;
deltaWeight = currentError * inputList[i].weight * state;
inputList(i] .weight = deltaWeight;
error = currentError;
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5.

OnpeaennM ¢yHkuuio npeo6pa3oBaHUsi BECOB Ha OCHOBE THMa
BXOZHBIX JaHHBIX:

public float GetIncomingWeight ()
[ foreach (InputPerceptron i in inputList)
[ if (i.GetType() == typeof (Perceptron))
return i.weight;
ieturn 0f;
}

. OnpeaennM kiaacc ans 06pabotku Habopa nepcenTpoHOB, 06beau-

HEHHBbIX B CETh;

using UnityEngine;
using System.Collections;

public class MLPNetwork : MonoBehaviour
{
public Perceptron[] inputPer;
public Perceptron[] hiddenPer;
public Perceptron(] outputPer;

}

. Peanusyem ¢yHkumio nepesayn BXOAHBIX AaHHBIX M3 OXHOTO KOHIIA

HelipoHHOIf ceTH B ApyroOif:

public void GenerateOutput (Perceptron[] inputs)
{
int i;
for (i = 0; i < inputs.Length; i++)
inputPer[i].state = inputs[i].input;

for (1 = 0; i < hiddenPer.Length; i++)
hiddenPer[i] .FeedForward() ;

for (i = 0; i < outputPer.Length; i++)
outputPer[i] .FeedForward() ;
}

. OnpenennM pyHKUMIO, KOTOPasi HaKTHYECKH IMYIHPYeT 00yYeHHe:

public void BackProp(Perceptron[] outputs)

{
// nanbHejwaA peanu3auMA ONUCHBAETCA Higke

}



OBy4eHme C NOMOLLLIO NCKYCCTBEHHbIX HEAPOHHLIX ceTen < 237

9. O6oiineM UCXOAALIMIA CJIOM AJIs1 BBIYMCJIEHUS 3HAYEHHI:
int i;
for (i = 0; i < outputPer.Length; i++)
{
Perceptron p = outputPer[i];
float state = p.state;
float error = state * (1f - state);
error *= outputs[i].state - state;
p.AdjustWeights (error);
}

10. O6oiineM BHyTpeHHME cJioM Perceptron, HCKJOYasi CJOH BXOAHBIX
JAHHBIX:

for (i = 0; i < hiddenPer.Length; i++)
{
Perceptron p = outputPer(i];
float state = p.state;
float sum = 0f;
for (i = 0; i < outputs.Length; it+)
{
float' incomingW = outputs([i].GetIncomingWeight();
sum += incomingW * outputs([i].error;
float error = state * (1f - state) * sum;
p.AdjustWeights (error) ;

}

11. Peanusyem yHKUHIO BeDXHEr0 YPOBHS sl YNPOILIEHHS NpPHMe-
HEHMSI:

public void Learn(
Perceptron[] inputs,
Perceptron(] outputs)

GenerateOutput (inputs) ;
BackProp (outputs) ;
}

Kak 3ato paboraer...

Mp! peann3oBaiy ABa BHZa MEPCENTPOHOB, CBA3AHHBIX MEXAY CO6OIf:
nepsblii BUA 06pabaThiBaeT BHELIHHE BXOAHBIE JAHHBIE, @ BTOPO — BHYT-
pennue. BoT moyeMy 6a3o6biii Kiacc Perceptron HacJefyeT MOCJHERHMIA.
Dynkuus FeedForward o6pabaTeiBaeT BXOAHBIE AaHHbIE U PaclpeesisieT
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X 110 ceTH. A 1151 06paTHO# Mepeiayy UCTob3yeTcs: GYHKILMS U3 YUCIa
TeX, YTO OTBEYAIOT 32 KOPPEKTHPOBKH BECOB. JTa KOPPEKMUPOSKA 66C08
U 3MyJpyet oby4eHue.

Co3aaHMe HenpeAckasyembiX 4acTuu
C NOMOWbIO aAropuTMa NOUCKa MAPMOHUA

IToCKO/IbKY 51 MY3BIKAaHT, 3TOT PeLeNnT 0CO6EHHO 6IM30K MOEMY CEpALY.
IIpeacrasbre rpyny My3bIKaHTOB, FOTOBSIIUXCS CBIrPaTh MeJOAUI0. OHU
HUKOI/Ja He UTPAH BMECTE, M, TOCKOJIbKY MEJIOAUS UM He 3HaKOMa, UM
TpebyeTcsi HACTPOUTb CBOM MHCTDYMEHTHI M BBIpAabOTaTh OOIHIA CTHIIb
urpol. IMUTaUMs Tako#M afanTauyy OCYLIECTBJSETCS C MOMOLIBIO aJro-
pUTMa MOUCKA FaPMOHUH.

MoaroroBka

Ham H806XOIIHMO OonpeaeJmuThb LEeJIEBYIO ¢>ym<umo-11enera'ra W Ha3HAYUTb
€€ nepea BbI3OBOM.

Kak 3To peanusoBartb...

Peasn3syeM airOpuT™ C MOMOIIBIO KJacca:
1. OmnpenenuM kjaacc HarmonySearch:

using UnityEngine;
using System.Collections;

public class HarmonySearch : MonoBehaviour
{

}

2. Omnpezaenum o6LIEAOCTYHBIE BXOAHbIE JaHHBIE, KOTOPLIE TPEGyeTCs
HaCTPOUTE:

[Range (1, 100)]

public int memorySize = 30;
public int pitchNum;

// oueHka kOHCOMMAaLMM
[Range (0.1f, 0.99f)]

public float consRate = 0.9f;
// oueHka KkoppeKumu

[Range (0.1f, 0.99f))

public float adjsRate = 0.7f;
public float range = 0.05f;
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public int numIterations;
[Range (0.1f, 1.0f)]
public float par = 0.3f;

. Onpeaenum cnucok rpaHul. [paHUIbI UMEIOT TUI AaHHBIX Vector?,

ToJie X KOTOPOro COOTBETCTBYET HHXKHEMY NpeflelTy, 8 Y — BEDXHEMY.
KosnmnuecTso rpaHuil 10/KHO GBIT PaBHO YHCJTY TOHOB:

public Vector2([] bounds;
OnpenennM 3aKPBITbIE cBoOIicTBa JIs1 AJIrOpUTMA:

private float(,] memory;
private float[] solution;
private float fitness;
private float best;

. PeaysyeM GyHKIMIO HHULIMATH3ALUH:

private void Init()

{

memory = new float [memorySize, pitchNum];
solution = new float [memorySize];
fitness = ObjectiveFunction (memory) ;

}

Haunem onpezesnenne GpyHKINM CO3aHUSI TapMOHHH:

private float[] CreateHarmony()
{
float[] vector = new float [pitchNum];
int i;
// DanbHeiwas peanu3auMs OMMUCHBAETCA Hike

}
OboiineM Bce TOHa (MHCTPYMEHTBI):

for (1 = 0; i < pitchNum; i++)
{

// DanbHeiwas peanu3auus ONUCHBAETCA Hioke

}

BbluKcIMM HOBOE KOJMYECTBO BO3MOJXKHBIX FapPMOHMI, YYMTHIBast
CJyyaifHoe 3HaYeHue:

if (Random.value < consRate)

{
int r = Random.Range (0, memory.Length);
float val = memory(r, i];
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10.

11.

12.

13.

14.

if (Random.value < adjsRate)
val = val + range * Random.Range(-1f, 1f);
if (val < bounds[i].x)

val = bounds[i].x;
if (val > bounds[i].y)
val = bounds[i].y;

vector[i] = val;
}

OnpenennM 3HaYeHHe Ha CJIyyaii, €CJIH OHO JOJIKHO ObITH Ciy4daii-
HBIM:

else
{

vector[i] = Random.Range (bounds[i].x, bounds(i].y);

}
[TonyuuM HOBBIIT BEKTOP:

return vector;
OnpegennM GyHKIHIO, KOTOPas IpofiesiaeT BCio paGoTy:

public float (] Run()

{
// manbHeiwafl peanu3auus OMUCHBAETCA HiKe

}
MHHHHaJlPBpreM 3HAYECHHUA:

Init();
int iterations = numlterations;
float best = Mathf.Infinity;

Bb1zoBeM NPHUBEZIEHHBIE BHILIIE quHKl.IHH U NIpou3BeaeM BBIYUCIIE-
HUS AJ1s1 NTOJIYYEHHUsI CITUCKA HAWJTYYIIUX TOHOB:

while (iterations != 0)

{
iterations--;
float[] harm = CreateHarmony();
fitness = ObjectiveFunction (harm);
best = Mathf.Min (fitness, best);
memory = harm;

}
BepHeM CIIMCOK HAWJTYYILINX TOHOB:

return
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Kak ato pa6oraer...

ANTOpUTM MHULHAIU3UPYET BCE 3HAYEHUS C YYETOM OOLIEAOCTYIHBIX
BXOZHBIX AaHHBIX U BHYTPEHHUX CBOHCTB. OH MHOTOKPaTHO BBIMOJIHSET
IHUKJ 4J1d MTOJIYYEHHUs1 CITUCKA HaWJIy4YIIUX TOHOB CpEAU MHOJXKECTBA rpa-
HHUI U pa3HbIX TOHOB, CO3AaHHBIX C IOMOLIbIO onpez[eneﬂﬂoﬁ paHee neJe-
BOit pyHKIHH,



[AaBa

Npo4ee

B 310/ rnaBe paccmMaTpuBalOTCA Camble Pa3Hble MeXaHU3MbI:

ynyyweHHan o6paboTka cnyqanHbIx yucen;

CONepHUK ANA UrPbl B BO3AYLIHBLIA XOKKEN;

ConepHUK ANA HacTonbHOro ¢ytéona;

nporpaMMHoe co3aaHne NabupuHTOB;

peanu3auusa asTonuiota ans asToMobuns;

ynpasneHvue roHkamu c nperpagamv B BUAE CUCTEMbI aAanTUBHbIX
orpaHuuuTenen.

000000

BseaeHue

B aroii nocsieaHei riase paccMaTpUBaeTCss MPUMEHEHHE HOBBIX U CTApPbIX
METOAOB M aJITOPUTMOB, OITMCAaHHBIX B MNPEAbIAYLIUX IJaBaX, AJIA CO3aa-
HMS HOBBIX MOJIeJieif oBeIeHU I, KOTOpbI€ HE YKJIaAbIBAIOTCA HH B OAHY U3
NEPEYNCJICHHBIX BbILIE KaTeFOpMﬁ. ue]lb 3TOi rJIaBbl — MOMOYb BaM ysBJje-
KaTeJIbHO IIPOBECTH BPEMA U IO-HOBOMY B3rJIAHYTbh Ha COYETAHUE PAa3HbIX
METOAO0B AJIsA AOCTHXKEHHUS pPAa3JIMYHBIX neJieit.

YAyuweHHan obpaboTka CAyHanHbIX YuceA

HHoraa tpebyercs co3aath MOAEb CAy4aiHOro MOBeJEHHs, HO B TO XKe
BPEMsI 3TO MOBeI€HHE JOJDKHO He CJIMIIKOM CHUJIBHO OTKJIOHATBCS OT 3Ta-
JIOHHOTO, HalIPMMEP 3TO KacaeTcsi MOAEIUPOBaHUs CTPeJbOBI B 1esb. [1pu
INpPUMEHEHUH MO HOPMAJIM30BAHHOIO CJIyYailHOrO MOBEAEHMS ITyJIU
6y4yT OTKJIOHATHCA Ha OUHAKOBLIE PACCTOSIHUS, 3aBUCSILIME OT PACCTOs-
HMS 10 MMLIEHH, BAOJIb oceil X ¥ . OAHAKO GBIJIO ObI XKeJaTe IbHO, YTOOBI
6oJibLIIast YACTh IMyJIb JIOXKHJIACh OJIMXKE K 1EIH, TOCKOJIbKY 3TO BbITJISIUT
ecTecTBEHHee,



YAyHWeHHan o6paboTka cAyHanHbix dmicen < 243

BosbimHCTBO hyHKIMI, reHepaTopoB Ciiy4YaiHbIX YHCeJ,BO3BpalliaeT
HOPMaJIM30BAHHbIe 3HAYEHHU S B 3alaHHOM AMAMAa30He, U 3TO COOTBETCTBY-
€T JXeJlaeMbIM pe3ysbTaTaM. Ho Takoe noBeleHue, KaKk TOJIBKO 4TO 6b110
YNOMSIHYTO, He BCETrJja XOPOLIO MOAXOAUT AJIs1 HeKOTOpbIX Urp. [Toatomy
nonpo6yeM peaa30BaTh CBOU reHEPaTOPbI CTy4YaifHbIX YHUCEJ C HOPMaJlb-
HBIM paclpefiejleHUeM BMECTO HOPMAaJM30BAHHOTO [JISi MCMOJb30BaHUsA
B Hrpax.

Moaroroska

BaxkHO MOHMMATh pa3janyve MeXAy PaBHOMEDHBHIM M HODMAJIbHbIM pac-
npezeneHusiMi. Ha puc. 8.1 npuBoautcs cpaBHuTesNbHOE rpacuyeckoe
npezcTaBjeH1e TpeGyeMoit MOeIH C HOPMAJIbHEIM U PABHOMEPHBIM pac-
npezaeeHUsIMU.

Ha sneBoM pHCyHKe AEMOHCTPUDPYETCSi paBHOMEDHOE pachpenesieHue
0 BCEMY KpyTy, KOTOpOe 06BIYHO NPUMEHSETCS B Ka4eCTBe CJIy4aifHoro
pacnpezenenusi. Tem He MeHee NpH pa3paboTKe HEKOTOPBIX MEXaHU3MOB,
HanpHMep B CJIyyae NpHLIeJIbHOI CTpesbObl, 60J1ee ecTeCTBEHHO Gy IeT Bbl-
TJISZIETh CJIy4aiiHOe paclpesie/ieHue, ToKka3aHHoe Ha puc. 8.1 crpaBa.

)
Yo umeeTcR Y7o Tpebyerce
PaBHOMepHOE pacnpeseneHine HopmansHoe pacnpenenexye

Puc. 8.1 < PasHOMepHoe (cnesa)
1 HopManbHOe (Cnpasa) pacnpeaeneHus

Kak aTto peanusosartb...

OnpenenuM NMPOCTOI KJ1acc.
1. Knacc RandomGaussian:

using UnityEngine;

public class RandomGaussian
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{

// manbHeiwas peanu3auuA ONUCHBAETCA Huxe
}

2. OmnpepnesnM Metof RangeAdditive s MHUIIMAIN3ALMU CBOHCTB:

public static float RangeAdditive (params Vector2[] values)
{

float sum = Of;

int i;

float min, max;

// manbHeiiwas peanusauus OMUCHBAETCA Hyoke

}

3. IIpoBepum xosmnyecTBO NapameTpoB. Eciii oHO paBHO HyJmo, co3/1a-
AMM TP HOBBIX 3HAYEHUS:

if (values.Length == 0)
{
values = new Vector2(3];
for (i = 0; 1 < values.Length; i++)
values(i] = new Vector2(0f, 1f);
}

4. TIpocymmupyem:

for (i = 0; i < values.Length; i++)
{

min = values(i].x;
max = values[i].y;
sum += Random.Range (min, max);

}
5. BepreM nosiyyeHHoe cry4aifHoe YHCJIO:

return sum;

AononHutensHas uHopmaums...

Bceraa creayer ctpeMuthbest K 3¢ dekTUBHOCTH. IMEHHO 1o 3TO# mpu-
YHHE CYIIECTBYET €lle OAMH CIOCOoH AJIst MOJIy4YeHUs: TOro Xe pe3yJbTaTa.
Yro6bl BOCMOJIb30BAThCS UM, HEOOXOAMMO PEaJM30BaTh HOBHIH METOZ,
OCHOBaHHbI Ha pelieHUH, npeasaraeMoM PabuHom (Rabin) u apyrumu
aBTOpaMH (TOAPOGHOCTH CM. B pa3zeie «[Tonesnvie ccoku» ).

public static ulong seed = 61829450; public static float Range()
{

double sum = 0;
for (int i = 0; i < 3; i+4)
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ulong holdseed = seed;

seed "= seed << 13;

seed "= seed >> 17;

seed "= seed << 5;

long r = (long) (holdseed * seed);

sum += r * (1.0 / Ox7FFFFFFFFFFFFFFF);

1
return (float)sum;
}

Mone3Hble ccbiNku

O bBonee noapo6Hyio HHGPOPMALHUIO O TEOPETHYECKUX OCHOBAX reHepa-
TOpa cJIy4aitHbix ynce [aycca U Apyrux MOXKHO HaiTH B CTaThbe C HO-
Mmepom 3 B kHure Ctusa Pabuna (Steve Rabin) «Game Al Pro».

ConepHUK AAS! Urpbl B BO3AYLWHLIA XOKKei

Bo3spymiHbiif XOKkeif — OfHAa U3 CaMbIX MOMYJISIPHBIX MTpP, UMEBLIMXCS
B 30JI0TOIi BeK apKaJ, U BCe ellle LIMPOKO pacnpocTpaHeHa ceroaHs. C mo-
sIBJIEHUEM MOOUJIBHBIX YCTPOMCTB C CEHCOPHBIMHM 3KPaHaMH BO3IYLIHbIM
XOKKelf CTal He TOJbKO yBJIEKaTeJbHBIM CIOCOG0M mpoBepku ¢usmye-
CKMX JBHXKKOB, HO M UTPO¥ C HHTEJJIEKTYaIbHBIM COIEPHUKOM, HECMOTPS
Ha €€ SIBHO HU3KYIO CJIOXKHOCTb.

Moaroroska

ITprMeHsieMslit 31eCh MEXaHU3M OCHOBBIBAETCSI HA HECKOJIbKMX aJITOPUT-
Max, paCCMOTPEHHBIX B 21age 1 «Hnmearexmyanvroie Mooeau nosedenus:
nepemewenue», Takux Kak Seek, Arrive u Leave, a Takxe Ha oT6pacbiBaHUM
Jlyya B HEKOTOPBIX APYTHX PelleNnTax, TAKUX KaK CrJaK1BaHUE My TH.

s NpYMEeHEHHUs 3TOTrO airopuT™Ma HeOGXOAMM MIpPOBOM OOGBEKT Jio-
NaTKY, HUCNOJIb3yeMblii areHTOM C NMPUCOEAMHEHHBIMM K HEMY KOMIIO-
HeHTaMH AgentBehaviour, Seek u Leave. Takxe cjieqyeT OTMETHTb TeraMu
00bEKTEH], UCMOJIb3yeMbIe KaK CTEHBI, TO eCTb COAepXallie KoJlIaiiaepbl
B BUe Kopo6a, KaK MoKa3aHo Ha puc. 8.2,

HakoHen, Hy><HO CO3aTh NepeyucieHHe, ONpe/essionee COCTOSHUS
COIMEepHHUKa:

public enum AHRState
{
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ATTACK,
DEFEND,
IDLE

Ter: OrpannyMBawL4asn CTeNa

O6nacrs
conepHmKa

=umm Ter: Lienesan crena Ter: OrpanHYMBAIOLLAS CTEHA s

O6nacrs Hrpoxa

Ter: OrpannynBarowasn crena

Puc. 8.2 < Bo3ayLHbliA XOKKEN

Kak aTto peanusosarb...
Knacc monyumnscsi o6beMHbBIM, M03TOMY OyabTe BHUMATENbHBI TPH BbI-
NOJIHEHNH ONMHCBIBAEMBIX JlajI€€ 1IaroB.
1. OnpenennM KJacc conepHuKa:
using UnityEngine;
using System.Collections;

public class AirHockeyRival : MonoBehaviour

{

// nanbHeiwas peanu3auMs ONUCHBAETCA Hike

}
2. O6bsaBUM 061IeOCTYNHbIE IEPEMEHHBIE U MHULMATH3UPYEM HUX:

public GameObject puck;
public GameObject paddle;
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public string goalWallTag = "GoalWall";
public string. sideWallTag = "SideWall";
[Range (1, 10)]

public int maxHits;

. O6bsBMM BHYTPEHHHE NlepeMeHHBbIE;

float puckWidth;
Renderer puckMesh;
Rigidbody puckBody;
AgentBehaviour agent;
Seek seek;

Leave leave;

AHRState state;

bool hasAttacked;

. Peanuayem meropn Awake /151 CO3aHUA BHYTPEHHUX KJIACCOB C yye-

TOM Oéme}.IOCTyl'IHbIX:

public void Awake ()
{
puckMesh = puck.GetComponent<Renderer> () ;
puckBody = puck.GetComponent<Rigidbody> () ;
agent = paddle.GetComponent<AgentBehaviour>();
seek = paddle.GetComponent<Seek>();
leave = paddle.GetComponent<Leave>();
puckWidth = puckMesh.bounds.extents.z;
state = AHRState.IDLE;
hasAttacked = false;
if (seek.target == null)
seek.target = new GameObject();
if (leave.target == null)
leave.target = new GameObject();
}

O6mwaBuM meton Update. Ero Tesio Gyzer onpeznesieHo HHXKe;

public void Update()
{

// manbHeimas peanu3auMs ONMCHBAETCSA Hioxe

}

. IIpoBepuM Tekylllee COCTOSIHUE M BHI30OBEM HYXHBbIE (QYHKLIUH;

switch (state)
{
case AHRState.ATTACK:
Attack();
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7.

8.

9.

10.

11.

12.

break; default:

case AHRState.IDLE:
agent.enabled = false;
break;

case AHRState.DEFEND:
Defend () ;
break;

)

BoizoBeM ¢yHKLHIO cOPOCa aKTUBHOTO COCTOSIHUS 6POCKa 1Iai6bI:
AttackReset ();
PeannayeM ¢yHKUHIO yCTaHOBKH COCTOSIHMS U3 BHEIIHMX OOBEKTOB;

public void SetState(AHRState newState)
{
state = newState;

}
PeanmsyeM ¢yHKLHIO OJTyYeHUsT PaCCTOSTHUSA OT JIOMATKH A0 LIaiObL:

private float DistanceToPuck ()

{
Vector3 puckPos = puck.transform.position;
Vector3 paddlePos = paddle.transform.position;
return Vector3.Distance (puckPos, paddlePos);

}

O6bsiBuM MeTox 6pocka. OH onpeesieH HUXE:

private void Attack()
{
if (hasAttacked)
return;
// nanbHeiwas peanu3aumsa ONMCHBAETCA Hixe
}

AKTHBpreM KOMITIOHEHT areHTa ¥ paCCuMTaeM paCCTOsIHME 10 IAHOBL

agent.enabled = true;
float dist = DistanceToPuck();

HponepuM PacCTOsiHHE 10 maii6el. Ecim ee MoxHO A0CTaTh, caeJia-
€M 3TO:

if (dist > leave.dangerRadius)

{
Vector3 newPos = puck.transform.position;
newPos.z = paddle.transform.position.z;
seek.target.transform.position = newPos;
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13.

14.

15.

16.

seek.enabled = true;
return;
}

IIpousBeaem 6Pocok LIait6bI, €M OHA B TMpeAesiaX AOCAraeMOCTH:

hasAttacked = true;

seek.enabled = false;

Vector3 paddlePos = paddle.transform.position;
Vector3 puckPos = puck.transform.position;
Vector3 runPos = paddlePos - puckPos;

runPos = runPos.normalized * 0.1f;

runPos += paddle.transform.position;
leave.target.transform.position = runPos;
leave.enabled = true;

PeanuayeM ¢yHkumio cbpoca mapamerpos 6pocka waiGst:

private void AttackReset ()
{
float dist = DistanceToPuck();
if (hasAttacked & dist < leave.dangerRadius)
return;
hasAttacked = false;
leave.enabled = false;
]

OnpezaesnM ¢yHKIMIO 3aIUUTHI LEJH:

private void Defend()
{
agent.enabled = true;
seek.enabled = true;
leave,enabled = false;
Vector3 puckPos = puckBody.position;
Vector3 puckVel = puckBody.velocity;
Vector3d targetPos = Predict (puckPos, puckVel, 0);
seek.target.transform.position = targetPos;
}

PeannsyeM ¢yHKLIHMIO NpeayrafbBaHus Gy AyLieil MO3UIUH IWaiObL:

private Vector3 Predict (Vector3 position, Vector3 velocity, int numHit)
{
if (numHit == maxHits)
return position;
// DanbHeiiwas peanu3auMA ONMUCHBAETCA Hioxe
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17.

18.

19.

20.

21.

OT6pocuM NyY C YY4€TOM MOJIOXEHHs M HampaBJeHHs ToJieTa
man6m:

RaycastHit[] hits = Physics.RaycastAll (position, velocity. normalized);
RaycastHit hit;

IIpoBepuM pe3y.brat 6pocka:

foreach (RaycastHit h in hits)

{
string tag = h.collider.tag;
// nanbHeiwas peanu3auus ONUCHBAETCH Hioxe

}

IIpoBepuM cTOJKHOBEHHEe C OOpTHKOM-BOpoTaMu. Ba3oBbiii Ba-
DHaHT:

if (tag.Equals(goalWallTag))

{
position = h,point;
position += (h.normal * puckWidth);
return position;

}

ITpoBepuM cToaxHOBeHHE ¢ GOKOBBIM 60PTUKOM. PekypcHBHBIii Ba-
PHUAHT:

if (tag.Equals(sideWallTag))
{
hit = h;
position = hit.point + (hit.normal * puckWidth);
Vector3 u = hit.normal;
u *= Vector3.Dot(velocity, hit.normal);
Vector3 w = velocity - u;
velocity = w - u;
break;
}

/! xoweu umkna foreach
Jlo6aBuM pexypcUBHBIii c1y4aii. ITo Aesaercs u3 nukJa foreach:

return Predict (position, velocity, numHit + 1);

Kak 3ato paboraer...

AreHT pacCUMTHIBaeT CJeAYIOUHii 6pOCcOK maibbl ¢ yueToM ee TeKyei
CKOPOCTH 0 TOrO MOMEHTA, KOr/1a [0 pe3yJIbTaTaM pacueToB Ilaii6a CTOJIK-
HeTcsi ¢ 6OPTUKOM areHrta. ITOT pacyeT MO3BOJISIET areHTY BHICTABUTD JIO-
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natky HaBctpedy maiibe. Kpome Toro, B MoMeHT, korza maiiba Haxonurcs
BOJIM3M JIONAaTKH M JABMXKETCS B ee HalpaBJIeHHH, BBINOJIHSAETCS NEePEXoa
B PeXUM aTaky. B npoTHBHOM ciyuae pexxuM H3MeHsieTCsl Ha peXXKHMM Ipo-
CTOs1 MJIM 3aIUUThI B 3aBUCUMOCTH OT PaCCTOSIHHUSL.

Mone3Hble CCbINKKN

O Peuents! «[Ipecaedosanue u yxaonenues N «Jocmudcenue ueau u yxoo
om nozonu» B 2nase 1 «Hnmeanexmyanvuvie Mooeau nosedenus: nepe-
Meujenues.

ConepHUK AA5! HaCTOAbHOrO ¢yTbona

[pyroii nmomyJisipHO#t HacTOJILHON Wrpoif, KOTOpas Hallja CBOH NMyTb
B 1M(POBOIi MUp, ABJISAETCA HaCTOJBbHBIH (yT60. B aTOM penenre cos-
JIaeTcsl CONEePHUK, UMUTUDYIOLIMI AeiiCTBUSA Ye0BEeKa, U UCIO0JIb3YIOTCS
HEKOTOpBIe METOZIbl MOJIEIMPOBaHUSs OPraHOB YyBCTB YeJIOBEKA C y4eTOM
UX OTpaHHYeHHIA.

MoaroroBka

B aToM penente MCNOJIb3yIOTCS 3HAHUS, NOJTyYeHHBIE B 21age 5 «Opeanvl
4yecma azenmos», 1J11 IMUTALMHA OPraHOB 3PEHHsI.
Cnauasia onpejie/IMM napy nepevyrcaeHuii:

public enum TFRAxisCompare
{

XY 2
}

public enum TFRState

{
ATTACK, DEFEND, OPEN

}

Kak aTo peanusoBartsb...

dtoT BecbMa OOLIMPHBIHA peuent. 3a4ech Mbl ONMpeaeJHM Napy KJacCoB:
nepBblit UMUTHPYET CTEPXKEHb HACTOJbHOrO (pyT60a, a BTOPOI — arenTa
C UCKYCCTBEHHBIM HHTEJIJIEKTOM, KOTOPBLIii YIIPaBJIsieT CTEPKHAMM:
1. OnpeneauM KJacC CTEPXKHS, KOTOPBIM YINPaBJsieT UCKYCCTBEHHBII
UHTEJJIEKT:
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using UnityEngine;
using System.Collections;

public class TFRBar : MonoBehaviour
{
[HideInInspector]
public int barld;
public float barSpeed;
public float attackDegrees = 30f;
public float defendDegrees = 0f;
public float openDegrees = 90f;
public GameObject ball;
private Coroutine crTransition;
private bool isLocked;
// nanbHelwas peanu3aLMA OMMACHBAETCA HiKe

}
Peannsyem ¢yHxumio Awake:

void Awake()

{
crTransition = null;
isLocked = false;

}

. OnpenennM pyHKIHUIO yIPaBJIEHUsI COCTOSIHUEM CTEPIKHSI:

public void SetState(TFRState state, float speed = 0f)
{
// manbHeiiwas peanu3auMs OMUCHBAETCA HuKe

}

IIpoBepuM, 3a6,10KMPOBaH JM OH (HAaYaTo ABMXKEHUE). ITO SBJISAET-
cs1 Heo0S3aTEIbHBIM:

// HeoGAsaTensHo

if (isLocked)
return;

isLocked = true;

ITpoBepnM ckOpOCTb:

if (speed == 0)
speed = barSpeed;
float degrees = 0f;

. HponepnM COCTOsIHME U IPUMEM DELIEHHE:

switch(state)
{
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10.

11.

case TFRState.ATTACK:
degrees = attackDegrees;
break;

default:

case TFRState.DEFEND:
degrees = defendDegrees;
break;

case TFRState.OPEN:
degrees = openDegrees;
break;

}

BrinosiHuM nepexon:

if (crTransition != null)
StopCoroutine (crTransition);
crTransition = StartCoroutine(Rotate (degrees, speed));

. OnpenenuM ¢pyHKIMIO BpaLleHUs] CTEPXKHS:

public IEnumerator Rotate(float target, float speed)
{

// nanbHeiuas peanu3auuA ONMUCHBAETCA Hike

}

. Teso ¢pyHKuMH, OCYLIECTBIAIOLIEH BpalleHHeE:

while (transform.rotation.x != target)

{
Quaternion rot = transform.rotation;

if (Mathf.Approximately(rot.x, target))
{
rot.x = target;
transform.rotation = rot;
}
float vel = target - rot.x;
rot.x += speed * Time.deltaTime * vel;
yield return null;
}

BepHeM CTE€PIKEHD B N0JIOKEHHE IO YMOJIYaHHUIO:

isLocked = false;
transform.rotation = Quaternion.identity;

Pean3syeM QyHKIHIO NepeMelleH!s! CTePXKHs BOOK:

public void Slide(float target, float speed)
{
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12.

13.

14.

Vector3 targetPos = transform.position;
targetPos.x = target;
Vector3 trans = transform.position - targetPos;
trans *= speed * Time.deltaTime;
transform.Translate (trans, Space.World);

}

Ol'lpelleJlHM KJIaCC OCHOBHOro MéxaHM3Ma UCKYCCTBEHHOI'O MHTEJI-
JIEKTa:

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class TFRival : MonoBehaviour

{

public string tagPiece = "TFPiece";
public string tagWall = "TFWall";
public int numBarsToHandle = 2;
public float handleSpeed;
public float attackDistance;
public TFRAxisCompare depthAxis = TFRAxisCompare.Z;
public TFRAxisCompare widthAxis = TFRAxisCompare.X;
public GameObject ball;
public GameObject[] bars;
List<GameObject>[] piecelist;
}

WHunmanusnpyeM CUcok yyacTkoB B QYHKLMU Awake:

void Awake()
{
int numBars = bars.Length;
piecelList = new List<GameObject>[numBars];
for (int i = 0; i < numBars; i++)
{

piecelist([i] = new List<Game0bject>();
}

Haunem peasmsanuio pynkiuu Update:

void Update()
{
int[] currBars = GetNearestBars();
Vector3 ballPos = ball.transform.position;
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Vector3 barsPos;
int i;
// nanbHelmas peanu3auMs OMUCHBAETCA Huxe

}

15. OnpeneJmM COCTOSIHHE Ka)KJOM JIONaTKH B 3aBUCMMOCTH OT IOJIO-
KEHUS MAYa:

for (i = 0; i < currBars.Length; i++)
{
GameObject barObj = bars[currBars(i]];
TFRBar bar = barObj.GetComponent<TFRBar>();
barsPos = barObj.transform.position;
float ballVisible = Vector3.Dot (barsPos, ballPos);
float dist = Vector3.Distance (barsPos, ballPos);
if (ballvisible > Of && dist <= attackDistance)
bar.SetState (TFRState.ATTACK, handleSpeed);
else if (ballVisible > 0f)
bar.SetState (TFRState.DEFEND) ;
else
bar.SetState (TFRState.OPEN) ;
}

16. PeamusyeM ¢yHkuuio OnGUI. OHa BBHINMOJIHSAET NMPOTHO3MPOBAHHUE
c yactoroii 30 KaJpoB B CEKYHAY:

public void OnGUI ()
{

Predict();
}

17. OnpeaesnM PyHKIHIO TPOTHO3UPOBAHUSI:

private void Predict ()

{
Rigidbody rb = ball.GetComponent<Rigidbody>():
Vector3 position = rb.position;
Vector3 velocity = rb.velocity.normalized;
int[] barsToCheck = GetNearestBars();
List<GameObject> barsChecked;
GameObject piece;
barsChecked = new List<GameObject>();
int id = -1;
// nanbHejmas peanu3auMs ONMMUCHBAETCH Hike
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18.

19.

20.

21.

OnpeaesiuM OCHOBHO# LIUKJI IPOBEPKU TPAEKTOPHHU MsT4a:

do
{
RaycastHit[] hits = Physics.RaycastAll (position,
velocity. normalized);
RaycastHit wallHit = null;
foreach (RaycastHit h in hits)
{

// manbHejmas peanu3auMs OMUCHBAETCA Huxe

}

} while (barsChecked.Count == numBarsToHandle);

IosmyynM 06beKT, y4acTBYIOWMIA B CTOIKHOBEHHH, U IPOBEPUM, SIB-
JISIeTCs1 JIM OH JIONATKOIi U He POBEPSLICS JIU PaHee:

GameObject obj = h.collider.gameObject;
if (obj.CompareTag(tagWall))
wallHit = h;
if (!IsBar(obj))
continue;
if (barsChecked.Contains (obj))
continue;

[IpoBepuM, siBasieTcs 1M onaTka Givkaiiuieii kK Msavy:

bool isToCheck = false;
for (int i = 0; i < barsToCheck.Length; it+)
{
id = barsToCheck[i];
GameObject barObj = bars[id];
if (obj == barObj)
{
isToCheck = true;
break;
}
}
if (!isToCheck)
continue;

[TosyynM TOYKY CTOJIKHOBEHHS C JIONIATKOM U BBIYMCJIMM JABHXKEHHE
A71s1 6JI0KMPOBKH Msiua B GkaiiieM yriyGaeHnu: |

Vector3 p = h.point;
piece = GetNearestPiece (h.point, id);
Vector3 piecePos = piece.transform.position;
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22.

23.

24,

25.

26.

27.

float diff = Vector3.Distance(h.point, piecePos);
obj .GetComponent<TFRBar> () .Slide (diff, handleSpeed);
barsChecked.Add (obj) ;

B npoTHBHOM CJlyyae BBIMOJHUM IIOBTOPHBIA pacyer C y4eToM TOY-
KM y/1apa O CTEHY:

c

OnpeaenuM QYHKLUHUIO PACCTaHOBKHU yriy6JieHHMit IJIsi COOTBETCT-
BYIOILEH JIOMATKH:

void SetPieces()
{
// manbHeiwas peanu3auMA ONMCHBAETCA Hipke

}
Co3gaguM cI0Bapb /st CPaBHEHUS TIyOUHBI yrry6eHuit:

// CosmaHue cnoBapa, CBASHBAKWEro Z-MHAEKC M JonaTky
Dictionary<float, int> zBarDict;

zBarDict = new Dictionary<float, int>();

int i;

Hacrpoiika caioBapst:

for (i = 0; i < bars.Length; i++)

{
Vector3 p = bars[i].transform.position;
float index = GetVectorAxis(p, this.depthAxis);
zBarDict.Add(index, 1i);

}

HauseM conocTabieHre yriay6eHuii ¢ JonaTkamu:

// ConocTaBnenue yyaCTKOB C JoMaTKaMu

GameObject[] objs = GameObject.FindGameObjectsWithTag(tagPiece);
Dictionary<float, List<GameObject>> dict;

dict = new Dictionary<float, List<GameObject>>();

Ha3HauuM yriiy6.ieHusi COOTBETCTBYIOIIMM dJIEMEHTaM CJIOBapsL:

foreach (GameObject p in objs)
{
float zIndex = p.transform.position.z;
if ('dict.ContainsKey(zIndex))
dict.Add(zIndex, new List<GameObject>());
dict[zIndex].Add(p);
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28.

29,

30.

31.

32.

33.

OnpeaesuM QyHKIMIO MOJYyYeHHs MHAEKCA JIOMATKK MO 3aJaHHOI
NO3ULIMH;

int GetBarIndex(Vector3 position, TFRAxisCompare axis)

{
// nanbHeiwas peanu3auua OMMUCHBAETCA Huxe

}
HPOBCPHM AONMYCTUMOCTD:

int index = 0;
if (bars.Length == 0)
return index;

O6DbsiBMM He06XOAMMbBIE 3HAYEHMUST:

float pos = GetVectorAxis(position, axis);
float min = Mathf.Infinity;
float barPos; Vector3 p;

O6oiiieM CITMCOK JIONATOK:

for (int i = 0; i < bars.Length; i++)
{
p = bars(i].transform.position;
barPos = GetVectorAxis(p, axis);
float diff = Mathf.Abs(pos - barPos);
if (diff < min)
{
min = diff;
index = i;

}

BepHeM HaiineHHBIIt HHOEKC:

return index;

PeannsyeM (yHKUMIO BEIYMC/IEHUS Oceil BEKTOpa:

float GetVectorAxis(Vector3 v, TFRAxisCompare a)
{
if (a == TFRAxisCompare.X)
return v.x;
if (a == TFRAxisCompare.Y)
return v.y;
return v.z;
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34,

35.

36

37.

38.

39.

40.

Onpenenum PyHKIUIO MOIyYeHUs JonaTky, 6mxkaiimeit kK Mavy:

public int[] GetNearestBars()
{

// DanbHeiwas peanu3auMa ONMCHBAETCA Hioke

}
MHHHH&JIPBpreM H806XOJIPIMbIe TNEepeMEHHbBIE:

int numBars = Mathf.Clamp (numBarsToHandle, 0, bars.Length);
Dictionary<float, int> distBar;

distBar = new Dictionary<float, int>(bars.Length);
List<float> distances = new List<float> (bars.Length);

int i;

Vector3 ballPos = ball.transform.position;

Vector3 barPos;

O6oiiem JonmaTKH:

for (i = 0; i < bars.Length; it+)
{
barPos = bars[i].transform.position;
float d = Vector3.Distance (ballPos, barPos);
distBar.Add(d, i);
distances.Add(d);
}

OTcopTHpyeM pacCTOSHUS:
distances.Sort();
I[Tosyuum paccTosiHUS M BOCTIOJIb3y€eMCsI CJI0BapeM Hao6opoT:;

int[] barsNear = new Int(numBars]); for (i = 0; i < numBars; i++)

{
float d = distances[i);
int id = distBar(d);
barsNear[i]) = id;

}

BepHeM uaeHTHUKATOPBI JIONATOK:

return barsNear;

PeannayeM ¢yHKIMIO, IPOBEPSIONLYIO, SABJISIETCS JIU 3alaHHbIH 06b-

€KT JIONaTKoi:

private bool IsBar(GameObject gobj)
{



260 <« Mpodee

foreach (GameObject b in bars)
{
if (b == gobj)
return true;

}

return false;

}

41. HauHeM peanuzauuio GpyHKUMM onpefesieHus: Gamkaiiero x jo-
NaTKe y4acTKa 110 3aJaHHOi TO3ULNH:

private GameObject GetNearestPiece (Vector3 position, int barld)

{

// nanbHeitwas peanMs3auMa ONMCHBAeTCA HMKe
}

42. OnpeneanM Heo6xoauMble epeMeHHBIE:

float minDist = Mathf.Infinity;
float dist;
GameObject piece = null;

43. O6oiinem criucok yriaybaeHui 1 onpeneauM Gamnxaiiiee;

foreach (GameObject p in pieceList[barId])
{

dist = Vector3.Distance (position, p.transform.position);
if (dist < minDist)
{

minDist = dist;

piece = p;

}
44. BepHeM yyacTOK:

return piece;

Kak ato paGoraer...

Peanuzauus conepHuka AJIsl TP B HACTOJIbHBIN (yTOON OCHOBaHa Ha
HaBbIKaX, IPMOGPETEHHBIX NIPH PEATN3aLMH COMEPHUKA AJISI UTPbI B BO3-
aywHbli xokkeil. K HUM oTHocsTCS: oTOpachiBaHue Jiyda JJis1 ONpeseie-
HUS TPaeKTOPHH Ms4Ya U U3MeHeHHe TOJIOXKEHHs JIOMaTKH, Oivxkaiimeit
K yyactky. KpoMe Toro, nepeMeinienue JonaTky 3aBUCHUT OT TOTO, HAXO-
JUTCS JIM CONMEPHHK B PeXHMe HamaZeHus1 MJIM 3alllUThI, TAK KaK OH MOXET
3a6/10KkMPOBaTh MY WM MPOMYCTHUTD €r0 AAJIbLIE.
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Mone3Hblie cCbiNku

O Peuent «/Mumayus 3perus ¢ ucnotb306aruem xoriaioepa» B zase 5
«OpeativL yyacme azenmoe».

NporpamMmHOe co3aaHWe A3GUPVHTOB

STO0 CoBepLIEHHO HOBLIH pelenT, NpeAHa3HaYeHHbIi JJIs1 MPOrpaMMHOTO
cO3/1aHMs KapT U ypoBHeil. OH oGecreynBaeT MOJHOCTbIO MIPOrpaMMHOE
cosaanue gabupunra. Kpome Toro, 3agech paccMaTpMBaeTCsA CMEIIAHHbBIA
NOAXO/, MO3BOJSAIOMMI MCIONb30BaTh AM3AH YPOBHS BMECTE C MpO-
rpaMMHO}#1 reHepalHeii KOHTEHTa.

MoarotoBska

Jlnsi pean3auy aTOro penenta Heo6XoauMo pasbUpPaThCSA B KOHLEMIHUAX
pa36ueHusi MPOCTPAHCTBA Ha /BE YACTH M MOHMMATb, KaK paboTaeT ajro-
PUTM TMOKMCKA B IIMPHHY, OMMMCAHHBIN B 21a6e 2 «Hasuzayusa».

Kak aTo peanu3soBartb...

3zech MbI ONpeieJIMM IBa KJIacca: OJMH — [71s pa3/ieisieMbIX Y3JI0B, a ApY-
roii — JJIsi XpaHEHHUs! BCEX Y3JI0B U NpeJCTaBJeHUs JaOUPUHTA.
1. Omnpegenum kjacc BSPNode u ero cBoiicTsa:

using UnityEngine;

[System.Serializable]
public class BSPNode
{
public Rect rect;
public BSPNode nodeA;
public BSPNode nodeB;
}

2. PeanusyeM KOHCTPYKTOP KJacca:

public BSPNode (Rect rect)
{

this.rect = rect;
nodeA = null;
nodeB = null;

}

3. OmpenenuM PYHKIMIO pa3/ieIeHUs Y3JI0B Ha IB€ MOArPYMIIbL:

public void Split (float stopArea)
{
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// panbHeiwas peanu3auMa ONUCHBAETCA HiKe

}
4. TIpoBepum 6a30BHlii cayyaii:

if (rect.width * rect.height >= stopArea)
return;

5. NHununanuanpyeM Heo6xoauMble lepeMEHHBIE:

bool vertSplit = Random.Range(0, 1) == 1;
float x, y, w, h;
Rect rectA, rectB;

6. Brruuc/iuM pasaiesieHHe Mo FOPU3OHTAIH;

if (!vertSplit)
{

rect.x;

rect.y;

rect.width;

rect.height / 2f;

rectA = new Rect(x, y, w, h);
y += h;

rectB = new Rect(x, y, w, h);

o OE < X
non

}

7. BbiunciiuM pasjeJieHue o BepTUKAJIHU:
else
{
X = rect.x;
y = rect.y;
w = rect.width / 2f;
h = rect.height;

rectA = new Rect(x, y, w, h);

X t= w;

rectB = new Rect(x, y, w, h);
}

8. OnpenenuM kaacc Aiasi 06pabOTKH MOA3EMEJbS M OOBABMM €ro
CBOHCTBa:

using UnityEngine;
using System.Collections.Generic;

public class Dungeon : MonoBehaviour

{

public Vector2 dungeonSize;
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}

public float roomAreaToStop;
public float middleThreshold;
public GameObject floorPrefab;
private BSPNode root;

private Li;t(BSPNode> nodeList;

9. Peanusyem dyHKIMIO pa3aeseHUS:

public void Split()

{

}

float %, y, w, h;

x = dungeonSize.x / 2f * -1f;

y = dungeonSize.y / 2f * -1f;

w = dungeonSize.x;

h = dungeonSize.y;

Rect rootRect = new Rect(x, y, w, h);
root = new BSPNode(rootRect);

10. PeanusyeM ¢pyHKIHMIO pUCOBaHHUS TaGUPHHTA U3 €O Y3JIO0B:

public void DrawNode (BSPNode n)

{

}

GameObject go = Instantiate(floorPrefab) as GameObject;
Vector3 position = new Vector3(n.rect.x, 0f, n.rect.y);
Vector3 scale = new Vector3(n.rect.width, 1f, n.rect.height);
go.transform.position = position;

go.transform.localScale = scale;

Kak aro paboraer...

JIabMpHHT COCTOMT M3 ABYX KPYIHBIX CTPYKTYp AaHHbIX. OJHa OTHO-
CHUTCS K JIOrMKe 06paGOTKH C MOMOIIBIO AIOPUTMA NOUCKA B IIHPHHY,
a Jipyrasi — K BM3yaJibHOMY OTOGpa)keHuio Jabupunra. Uaes, Jexamas
B OCHOBE 3TOT0 NMpeJCTaBJIeHHs, 3aKJII04YaeTCs B MHOTOKPaTHOM JieJIEHHH
MPOCTPaHCTBa MOMOJIaM, I0Ka BHINOJIHAETCS YCJIOBUE. JTO HAa3bIBAETCS
ABOMYHBIM pa3bueHneM npocrpaHcTsa (Binary Space Partitioning).

3aTeM cO3/al0TCs1 IOMEIEHHUS 151 0Ty YEHHBIX Y3JI0B, M, HAKOHell, 06-
JIaCTH COEIMHSIIOTCS B IEPEBO, CHU3Y BBEPX (OT JIMCTHEB K KOPHIO).

AononHuutennHas uHpopmauus...

O Cymectsyet Apyroi, 60.1ee mpocToii METOZ, HO OH TpebyeT npHuBJIEeYe-
HMSI KOMaHbl Xy10)KHUKOB UJIM AU3aifHEPOB yPOBHS, KOTOpBIE 3apa-
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Hee CO3/IAI0T Y3JIbl U ONpPEeAEeJISIOT X MECTONOJIOKEHMUE, 2 UTPa C NpH-
MeHEHHEM aJITOPUTMA MIOMCKA B LIMPUHY COEJMHSET UX B CJIyYaifHOM
HopsiaKe.

O VYuacTku MOXHO BpauaTh.

O Ero MOXHO yJIyYUIUTb C IIOMOLIBIO OMHUCAHHBIX PaHee reHepaTOpOB
CyYaiiHBIX YHCeJ U HACTPOHKHU pa3MelleHHs Y4aCTKOB B CIIMCKE.

Mone3Hble CCbINKU

O Peuent «ITouck xpamuatiuezo nymu 8 cemu ¢ NOMOWHIO ANZOPUMMA
BFS» u3 2naevi 2 «Haguzayus».

PeaAnn3sauns aBTONUAOTE AASI aBTOMOBUAS

PasBe MOXeT JOCTaBUTh YAOBOJbCTBME UrPa B aBTOrOHKH 6e3 ComepHH-
koB? Ux peanusanus siBsieTCsl OAHOI U3 CIOXHEHIINX 3324 IPHUMeEHe-
HHUS1 MCKYCCTBEHHOTO HHTeJIIEKTa B urpax. OHa OGBIYHO pelliaeTcst myTeM
CO3JaHUSI XUMPbLX areHTOB, OOXOASALIMX ONpejesieHHble OrpaHHYeHHs,
CBsi3aHHbIE C HU3UYECKOI MOZIEJbIO IOBEieH! ], B 06sI3aTeIBHOM NOpsiA-
Ke HajlaraeMble Ha UIPOKa, TMOCKOJIbKY 3TH OTPaHMYEHHs] MOTYT IPHBO-
OuTh K HEYCTOINYUBOMY MJIM HETOYHOMY MOBEJEHUIO NPH BBIYMCIECHUU
CpeAICTBaMH MCKYCCTBEHHOTO MHTeJIJIEKTa. 31eCh e OyAeT ucrnosb3oBaH
OpraHUYHBII TOJIXO/, UCMOJIB3YIOMINIi METO/BI U3 NpebIAYIIell [IaBbL

NoaroToBka

B 3T0J1 IJ1aBe pacCMaTPUBAIOTCS COCOOBI CO3/IaHUSI aBTOHOMHOTO aBTO-
MOOMJISI, OCHOBaHHBIE Ha IIPOABHUHYTHIX MeTOax U3 21asvl 1 «Humenrex-
myanvuvle Modeau nogedenus: nepemewerues, O3BOJSIOMINX CeN0BaTh
10 MapLUIPYTY, YKJIOHSSCH OT cTeH. [I03TOMY /115 MOHMMaHus peau3alnu
BBbI I0JDKHBI UMETH MTOJIHOE TIPeJCTaBJIeHHe, Kak OHM paboTalor.

Kak ato peanusoBartb...

1. Coamaaum nycroit urpoBoit 06bexT GaméObject.

2. IIpucoeanHuM K HeMy KOMITIOHEHT areHra Agent.

3. IIpucoeanHUM KOMITOHEHT CJleI0BaHus NoMapuipyTy FollowPath.

4. TIpucoennHMM KOMIIOHEHT YKJIOHEHHUS OT cTeH WallAvoid.

5. Co3aaaum c noMoubio koMnoHeHTa PathNode Tpaccy, COCTOALIyIO
13 OTAEJIbHbIX YYaCTKOB.

6. OTMeTHM rpaHHMIBI TPACCHI KAK CTEHDI.

7. Y6enumcsi, 4TO TPacca MMEET 3aBEPLIEHHBIN BUI.
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Kak aTo pa6oraer...

Hcnonb3yst cucTeMbl M3 NpeAbIAYLIMX IJIaB, JOCTATOYHO JIETKO CO3JaTh
MPOCTYIO, HO THOKYIO CHCTEMY peaju3allii HHTE/UIEKTYalbHbIX aBTOMO-
6ueit.

MonesHbie ccbinku

O Peuentsl «Cnedosanue no mapupymy» u «Ykionenue om ecmpey o
cmenamu» u3 2iaevt 1 «HMnmenrexmyanvnoie Mooeu nosedeHun: nepe-
Meujenue».

YnpaBAeHue roHKamn C aAanTUBHLIMA
orpaHu4eHnaIMn

OG6BIYHO MbI CTPEMUMCS CO3/IaTh UTPOBYIO CPeAy, PUCHOCabIMBaIOILYIO-
CA K MIPOKY, H TOHKH KaK HeJIb35 Jy4lle NMOAXOAAT Jis 3TOro, YyYHuThiBas
onpe/ieJieHHbIE PACX0XK/AEHHUS B €€ BOCIIPHATHH «XUTPbIM» areHTOM.

B naHHOM CJyyae B KayeCTBE BHYTPEHHEr0 MeXaHU3Ma HCIOJIb3yeTCs
¢dpeiiMBOpK, MO3BOJIAIOIMI MOAKIIOYATh COOCTBEHHYIO 3BPUCTHKY AJIS
ymnpaBJieHHsI CKOPOCTBIO TPAHCIIOPTHOTO CPEACTBA C YYETOM €ro CTaTyca,
[Ipuyem He BaxkHO, 6yA€T OH MPUMEHATHCS B apKaAHON TOHOYHOM Hrpe
WM B Urpe-CUMYJISTOpe, — PpefiMBOpK mozoiineT A1 060UX Cydaes.

MoaroTtoska

s peanu3anuy JaHHOTO pelienTa HEOGXOANMEI OCHOBHbIE HAaBBIKH, KO-
TOpble Aal0TCcA B 21ase 1 «Hnmennexmyanvivie MoOenu nogedeHus: nepe-
Meuyenue», YTOObl UMETb BO3MOXKHOCTb pa3pabaThiBaTh CTPATErHIO pac-
wpeHusi GppeiiMBOpKa 1MoA cOOCTBEHHBIE HYXXAbI, TO €CTb pa3bupaThbcs
B 0COGEHHOCTSIX PaGoTHI KJIacca areHTa U MojieJiM BIGOpa HampaBJIeHUs
aBuxeHus1. B o6ueM cMbiciie, peub OHAET 0 BEKTOPHBIX OMEPALHAX.

Kak 3to peanu3oBartsb...

Jlnsi peasMsauuy MCKYCCTBEHHOTO MHTEJJIEKTA Ha BBICOKOM U HHM3KOM
YPOBHSIX TOTPeOYIOTCS TPH KJacca:
1. OnpenesuM KJacc AJ1s1 TPOCTOrO areHTa CONepHHKa:

using UnityEngine;

public class RacingRival : MonoBehaviour

{
public float distanceThreshold;
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public float maxSpeed;
public Vector3 randomPos;
protected Vector3 targetPosition;
protected float currentSpeed;
protected RacingCenter ghost;

}

Onpenenum pyHKuHIO Start:

void Start()
{

ghost = FindObjectOfType<RacingCenter>();
}

. Onpenenaum ¢yHkumio Update mas o6paboTky ueseBoil Mo3UUUM

ABHIKEHUSA:

public virtual void Update ()

{
targetPosition = transform.position + randomPos;

AdjustSpeed (targetPosition);
o

. OnpeznenuM QyHKIMIO peryTMpOBKH CKOPOCTH:

public virtual void AdjustSpeed(Vector3 targetPosition)
{

// peanuayitre 3mech CBOD MOZeNb MOBedeHUA

]

OﬂpelIeJlP[M KJIaCC IOHIIHUKa-NIpU3paKa, HJIH Hel’[O6elIHMOI‘O r'OH-
IIMKa:

using UnityEngine;

public class RacingCenter : RacingRival

{
public GameObject player;

}

. Peanuayem pyHKIHIO MOKCKa LEH:

void Start()
{
player = GameObject.FindGameObjectWithTag(;Player;);

}

. ITepeonpenemm ¢yHkuuio Update, mockosbKy HermoGe JUMBIi aBTO-

Mo6HIIb AO0JDKEH l'IpPlCI'lOC&GJlPlBaTbCﬂ K NOBEACHHIO UT'DOKa:
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10.

public override void Update()
{
Vector3 playerPos = player.transform.position;
float dist = Vector3.Distance(transform.position, playerPos);
if (dist > distanceThreshold)
{
targetPosition = player.transform.position;
base.Update();

}

. PeaJmayeM €ro oco6y10 MOZ€JIb ITOBEACHUS:

public override void AdjustSpeed(Vector3 targetPosition)
{

// Tipu ucnonb3oBaHuu B Clyyae 6a30BOit MomenM
// noBemeHMA Takxe NMPUMEHAETCA PEryJMpOBKa CKOPOCTH
base.AdjustSpeed (targetPosition);

}

Onpenemm KJIaCC HCKYCCTBEHHOI'O MHTEJIJIEKTAa Ha BEDXHEM YPOBHE:
using UnityEngine;

public class Rubberband : MonoBehaviour
{

RacingCenter ghost;

RacingRival(] rivals;

}

HasHauuM KaxaoMy TOHIUMKY CJOy4alHYIO NMO3MLHIO B CHCTEME
aJanTHBHBIX OTpaHNYeHUit. B HalleM ciry4yae HCIIOJIb3YeTCsI CUCTe-
Ma orpaHHYeHHii B JOpMe OKPY>KHOCTH:

void Start()
{
ghost = FindObjectOfType<RacingCenter>();
rivals = FindObjectsOfType<RacingRival>();
foreach (RacingRival r in rivals)
{
if (ReferenceEquals(r, ghost))
continue;
r.randomPos = Random.insideUnitSphere;
r.randomPos.y = ghost.transform.position.y;
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Kak 3ato paGoraer...

UckyccTBeHHBIIf MHTEJIEKT BEPXHETO YPOBHS pacnpenesisieT FOHIIUKOB
MO0 NMO3ULHUSAM B CHCTEME aJaNTHBHbIX OrpaHMYMUTENE. Y KaXA0ro roH-
IMKa UMeeTCsl cOOCTBEHHas: MOZieJIb PEryIMPOBKH CKOpocTH. Mozeb He-
no6earMoro roHIMKA OTJIMYAETCH OT MPOYMX. DTOT areHT paboTaer Kak
I[EHTP MacC CUCTEMBI aAaNITUBHBIX orpaHu4eHuii. Ecau urpok craner no-
TOHATDb €ro, OH JOJDKeH ajanTHpoBaThcs. Eciu Het, ero Mozxesb noseze-
HHS OCTAeTCs HEU3MEHHOMM.
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