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PA3PABOTKA AJI'OPUTMOB IIOBEJEHU A ITIPOTUBHUKA C UCIIOJIb3OBAHUEM
MOAEJIEM NICKYCCTBEHHOI'O UHTEJUVIEKTA

Hdyxmuii A.A., Tepemenko T.M.

DEVELOPMENT OF AN ALGORITHM OF THE ENEMY'SBEHAVIOR USING MODEL S OF
ARTIFICIAL INTELLIGENCE

Duzhiy A., Tereshchenko T.

B cmamve onucan npoyecc paspabomku aicopumma noge-
OeHUsl NePCOHAdICA-NPOMUBHUKA C UCNONb308AHUEM MOOe-
aetl uckycemeennozo unmennexkma 6 cpede Unity3D. Pas-
pabomansl CKpunmuvl MexaHuKku NO8eOCHUsl HA SI3bIKe NPo-
epammuposanuss CH#. Pazpabomannas moodenv nogedenus:
Modicem Obimb UCNONL308AHA 8 NPOMOMUNE USPOBO2O NPU-
JIOJICeHUSL.

Kniouesvle cnosa. ucposoe npunodicenue, CKpunm, aieo-
pumm, , cyena, unity3d, C#, szeix npoepammuposanus, AU,
UCKYCCMBEHHbLL UHMELeK.

Beenenne. MHnycTpus KOMIBIOTEPHBIX UIpP -
3TO CEKTOp SKOHOMHKH, CBSI3aHHBIH C pa3pabOTKOH,
MPOABMKEHUEM U MPOAaXKed KOMIbIOTepHbIX Urp. Ha
JTAHHOM JTale pa3BUTHS OH OYEHb aKTUBHO COBEp-
mieHcTByeTcs. VHAYCTpUsl KOMIIBIOTEPHBIX HIP OX-
BaTHIBAaeT OOJBIIOE KOIUYECTBO CIICIHATIBHOCTEH, 110
KOTOPBIM Pa0OTarOT THICSIYH JIIOJIEH IO BCEMY MHDY.
Bce Oompiiee KOIMYECTBO JIOACH HHTEPECYIOTCS
9THM HaIPaBJICHHUEM, a APAIJICIBFHO C 3TUM aKTHBHO
pacTeT CHpoc Ha XOpOILINE KaueCTBEHHBIC HIPHI.
BaxHpIME 3amagamMu B pa3paboOTKe KOMITBIOTEPHBIX
UTp SIBISIIOTCSA Pa3padOTKa ajJrOpHUTMOB IIOBEICHUS
MPOTUBHHUKA C HCHOJb30BAaHUEM MOAENEH HCKYCCT-
BEHHOT'0 UHTEJIEKTA.

Leab craTbm — omucarh NpoIecc pa3paboTKu
aNropuT™Ma MOBEACHUS NMPOTUBHHUKA C HCIOIb30BAHU-
€M MoJeJIell ICKYCCTBEHHOT'O MHTEJITIEKTa IS Toce-
JIYIOIIETO €T0 UCIIOJIB30BaHMS B MIPOTOTHIIE UIPOBOTO
TIPUIIOKCHHUS.

WrpoBoil HCKYCCTBEHHBIH MHTEIUIEKT — 3TO Ha-
60p NMPOrpaMMHBIX METOANK, KOTOPHIE HCIIOIB3YIOTCS
B KOMITBIOTEPHBIX HI'Pax I CO3MAHMS WIUTIO3UU WH-
TENJIEKTa B MOBEJCHHM IEPCOHAXKEH, YNpaBIIEMBIX
koMIeroTepoM. Urposoit UM, momumo MeTonoB Tpa-
JULHOHHOTO HCKYCCTBEHHOI'O MHTEIIEKTA, BKIIIOYAET
TaKKe alrOpUTMBI TEOPUH YIPaBICHUS, poOOTOTEX-
HUKH, KOMITBIOTEPHOH Tpa)uku ¥ HHPOPMATUKU B
LIEJIOM.

Peammzanmsa UM cunbHO BIMSAET HA TeMMILICH,
CHUCTEeMHBIE TpeOOBaHUA U OIOHKET UTPHI, H pa3pa-
00TUMKHN O6aTaHCUPYIOT MEXIY STUMH TPeOOBAHUAMH,
cTapasch cllenaTh HHTEPECHBINH M HeTpeOOBaTEIbHBIN

Kk pecypcam MU manoit uenoi. Ilostomy noaxona x
urposomy MU cepb€3HO OTaM4aeTcs OT MOAXONA K
TpaguuuoHHoMy MW — mupoko npuUMeHs0TCs pas-
HOTO pOjAa YHpOUIeHUs, oOMaHbl M SMyisuuu. Ha-
MpUMEpP: C OJHOW CTOPOHBI, B LIyTEpPax OT MEPBOTrO
nmnna 6e30mu00YHOe IBM)KEHHE W MTHOBEHHOE IIPH-
LeNUBaHue, IpHucyniee 60TaM, He OCTaBISCT HU €IH-
HOTO IIaHCA YeJIOBEKY, TaK YTO ATH CIOCOOHOCTH HC-
KycCTBEHHO cHIkarorcs. C apyroit cropoHbl — OOTHI
JIOJDKHBI [IEaTh 3acajbl, AeHCTBOBATH KOMaHIOW H T.
., AL 3TOTO HMPUMEHSIIOTCSI «KOCTBUIN» B BHJE KOH-
TPOJIBHBIX TOYEK, PACCTABJICHHBIX Ha YPOBHE.
IlepcoHaxeil KOMIIBIOTEPHBIX WIp, yIpaBise-
MBIX MI'POBBIM HCKYCCTBEHHBIM HHTEJUIEKTOM, IEJIST
Ha.
HeurpoBbie  mepconaxku (amrn.  Non-player
character, NPC) — kax mpaBuio, 3Ti NEpCOHaXH
SIBIISIFOTCS! IPY’KECTBEHHBIMU WJIN HEHTPaIbHBIMA
K 4eJIOBEYECKOMY HTPOKY.
60Th1 (aHrin. Bot) — BpaxkieOHbIe K UTPOKY TIEep-
COHaXXH, TMPHUOJIMKAIOIIUECS IO BO3MOXKHOCTSIM K
UTPOBOMY IEPCOHAXKY; MPOTUB UTPOKa B JIOOOI
KOHKPETHBIH MOMEHT Cpa)KaloTCsi HeOOIbIIoe
KOJIMuecTBO 00TOB. BoThl Hambosee CIOXHBI B
POrpaMMHUPOBAHUH.
MoObI (anrn. Mob) — BpaxaeOHbIE K HUTPOKY
«HU3KOWHTEJUICKTYaJIbHBIE» TEepCOHaKH. MOOBI
yOuBaroTCs UTPOKaMu B OOJNBIIMX KOJIMYECTBAX
paIy OYKOB OIBITA, apTe(aKTOB WM IPOXOKAE-
HUSI TEPPUTOPHH.
CornacHo aM3aiiHy WIpbl, TEPCOHAX - IMPOTHBHHUK
JIOJDKEH B TEUEHUE BCEH WIPbl HENPEPBIBHO Ipecie-
JIOBaTh UIPOKa U HAHOCHTH €My IOBPEXKICHUS, €CIIU
MOJOWAET CIAUIIKOM Osm3ko. Takke OH JOJDKEH
YMETb TEJIENOPTUPOBAThCS Yepe3 MPENsTCTBUS, eClIn
HX HEBO3MOXKHO 000MTH.
Jnst co3aHusi MOJHOTO ajIrOpPUTMa TOBEJe-
HUSI IPOTHBHUKA paboTy OBIIO pEeIIeHO pa3JaesuTh Ha
JTana:
Hanucanue ckpunTa npecieoBaHus HIPOKa
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Hamucanue ckpunTa TeinenopTaliu

Co3naHue alropuTMa HaHECEHHs IMOBPEKICHHUI

UTPOKY

Co3nanue 1eOCTHON MOJIENHU MMOBEICHUS U3 He-
CKOJIBKHX OTJACJIbHBIX CKPUIITOB IMO3BOJIUT 00JIETYHTD
mporiecc pa3paboTKH, a TAKXKE JaCT BOZMOKHOCTE 60-
Jiee IETANBHO Pealn30BaTh KaXIy0 YacTh. Pa3pabo-
TaHHBIC AJITOPUTMBI IIOBCACHUS InepcoHaxa-

MMOTUBHUKA MOXKHO yBUIETh Ha Puc.1 u Puc.2
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Puc.2 OO611ast Moieb OBEACHHS IPOTUBHUKA

ITocne co3maHus BCeX aNrOpUTMOB HEOOXOAMMO
HamucaTh Koj cKpunToB. Ko Obl1 HamucaH Ha S3bIKe
C#, mockonbKy JUis JaHHOTO JBHMXKKA OH Hambouee
y/:[06eH 1 UMCCT BBICOKYIO IPONU3BOJAUTECIBHOCTD.

Jnst Havama GBUT CO37[aH CKPHTII, KOTOPBIH MO-
JydaeT MOJIOKCHNE UTPOKa Ha KapTe M ero KOOPIHHA-
Tel. Jlns 3Toro wucmons3oBanack Unity-dyHkiuro
«Transformy», kotopast XpaHuT B cebe HEOOXOIUMBIC
HaM koopamHathl. Co3naHHblid ckpunT Player ¢ mo-
motrsio Drag & Drop Obut mepeHeceH Ha Hallero ur-
pOKa, KOTOpBIi, Ui yooOCTBa, TakkKe ObLT Ha3BaH
Player.

Iocnme 3TOr0 GBUT PEANU30BaH ANTOPUTM TIpe-
CITeTOBAHUS UTPOKA IPOTHBHUKOM. J[JIst 3TOTO co3/a-
JIM CKPUINT IUTS Bpara, KOTOPBIA oOpamiaics K CKpHII-
Ty Player, u mo3Boiminm eMy HCIoNb30BaTh (YHKIIHH
MU TIEpEeMEHHBIC, HAXOMASAIINECCS BHYTPH CKPHIITA
Player. Jlns 3Toro HCIonb30Bajach (QyHKLUS
«FindObjectOf Type(typeof())», kotopast mo3BosseT
HACTPOUTH OOIICHHUS CKPUIITOB IpyT ¢ npyrom. Iloce
MbI 3aCTaBJISUIA Bpara JABUTATHCS, HCIONB3YS METOI
«.Move», HO mepen 3TUM CAEeNaB MPOBEPKY C MOMO-
mpio oneparopa «if{}» , uToObI paccrosHue MexITy
BparoM M UrpokoM Obiia 6osee Tpex eAWHUI], TOJIBKO
TOT/Ia BBIMONHATE JBMKeHHE. C MOMOIIBIO (QYHKIIHH
«Quaternion», KoTopasi MO3BOJSIET Peain30BaTh MO-
BopoT, 1 ¢hyHkmu Vector3.Angle, kotopast BRIYHCIIS-
€T Yroi MOBOPOTA, OCYIIECTBISUTH MOBOPOT Bpara K
UTPOKY, €CIIA BEKTOP €ro IBHXKCHHS HAMPABJICH He K
nepcoHaxy. Takke K CKpUNTy ObL1 JOOABICH He-
00JBLIOrO pa3Mepa Ko, KOTOPBIil OTBEYaeT 3a rpaBu-
Tanuto. Peanmn3yercs OH ¢ TOMOLIBIO (YHKLHUH
.Move(Vector3.Down*10), koropasi, Kak MbI BHIHM,
BBINIOJTHSIET JIBHIKCHHE, HANIPABICHHOE BHU3 C CHJIOH B
10 equHMIL

Crnenyromeit 3agayeil ObUI0 HAIMCAaHUE CKPUIITA
TenenopTanuu Bpara. OH HY)XEH JJIsl TOTO, YTOOBI
Bpar MOT MPEOIOJeBaTh MPEMATCTBHA HAa KapTe a
TaKKe 4TOOBI PACCTOSIHUE MEXIY MTPOKOM M BParom
He ObuTa CIMIIKOM OOJNBIIOW, BeAh IJs yI0OCTBa
refiMIuIest Mbl JieJlaeM CKOPOCTh JBIJKCHHUS HIPOKa
3HAYHUTENHHO OOJIbIIE, YeM CKOPOCTh Bpara.

Jns Havana, Kak ¥ B TPEABIIYIIEM CKPHIITE,
HAM HY)XHO 0OpaTHThCS K QyHKIMsM ckpurnta Player
(«FindObjectOf Type(typeof())») u mnonyuuts pacmo-
noxenue urpoka («Transformy). Takxke ¢ TOMOIIBIO
¢byHkiyn Vector3 BBIYMCIUTD BEKTOP HAMPABICHHS K
WTPOKy, a ¢ ToMomIpio ee Meroaa .Distance - pac-
CTOSIHHE MEK]Iy BparoM U Urpokom. Jlamee MbI co3aa-
eM JIBe MepeMEHHBIC, KOTOphIe OyIyT OTBEYaTh 3a
MaKCHMallbHOE PACCTOSHHE, HA KOTOPOE HIPOK MO-
&eT oroiiTu oT Bpara (dist), u paccTosiHHE OT UTPOKa,
Ha KOTopoe OyzmeT mepemernathes Bpar (otigr). 3ana-
eM uM cBoicTBo public, 4uTo6BI MOKHO OBLIIO MEHSTH
ux mpsmo B apmwkke Unity. [lanee, ¢ momomnipo ome-
paropa "if{}", npoBepsieM: paccTOsIHUE MEXIY HIPO-
KOM M BparoM OOJblle, YeM 3Ha4YCHHE MEPEeMCEHHOMN
dist? Ecnu Tak, TO mepemernacM Bpara K MTPOKY Ha
paccTosiHUE, PaBHOE MEPEMEHHOM Otigr ¢ MOMOIIBIO
meroxa ".Parent” ¢yrkmmu " transform” u omeparopa
«if{}». Ckpunr tenenopramnuu rotTos.

IepexoquM K CIIEAYIOIIEMY YPOBHIO B3aHMO-
JCUCTBUSI Bpara U UTPoKa - J00aBJIeHHE B UIPY MOKa-
3aTeNs 3J0pOBbsl UIPOKA M 3aBUCHMOCTH €ro Iepe-
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MEHHOM OT AeicTBuil Bpara. [[jst 3TOro MOXHO pe-
JMaKTHPOBATh CTaphlil ckpurlt Enemy, ecinu Het ena-
HHS CO37aBaTh HOBbIA. MTak, moGaBiseM B CKPUIT
Tpu HOBbIe nepemennbie: health - texymmii mokasa-
Tenb 3I0pOBbs, damage - ypoBeHb HAHOCHMBIX IIO-
BPEXACHUN UTPOKY M [€JEN - CKOPOCTh BOCCTAHOBJIE-
HHSA 310pOBbsl UTpoKa. Temeps ¢ MOMOIIBIO OMeparo-
pa «if{}» u mpoBepok 3amaem B3aumopeicTBUE Bpara
U NEPEMEHHON 370pOBbs urpoka. Ecim paccrosiHue
MEXIy BparoM W UTPOKOM paBHa 3 eWHHUIIBI, TOKa3a-
Telb 37I0POBbsI YMEHBIIACTCS HA 3HAYCHHE, PABHOE
nepeMeHHoi damage, eciu paccrosHue Oombuie 3
S/IMHUII - YBEJIUYMNBACTCS HA 3HAYCHUE, PABHOE Iepe-
MeHHOH regen. Jlnsa OGombieii aTMOC(hEPHOCTH HIPEI
3ajaeM 3HaueHHe damage BaBoe OoJblIe, 4eM regen.
YToOBI mpoLecc BOCCTAHOBICHUS 3[0POBbS He ObLI
OCCKOHEUHbIH, J00aBMM elle OJHy IPOBEPKY:
if(health<100){ health=health+regen;}. YrtoObr yBH-
JIeTh, KaK MEHSCTCS YPOBEHb HALIETO 3I0POBbS, HC-
nosie3yeM dynkiuio Debug.Log(health), koropas Gy-
JIET BBIBOJIUTD 3HaueHue rnepemenHoii health B paGo-
uyro KoHCoIb (Puc. 3).

== i |
Puc. 3 KOHCONBHBII OTUET HAHECCHUS YpOHA

UI'POKY NPOTUBHUKOM
Korna 3nauenue nepemennoii health mamaer no
ormetku O, urpa cuuTaercs npourpadnoit. Takum 06-
pa3oM, CKPHIT IMOJHOCTBIO [OTOB, OCTANIOCH TOJIBKO
OTKOMITMJIUPOBATH €I0.

BsiBoabl. B pesynbrate paboTsl ObL1 paspa-
00TaH aJrOpUTM IIOBEJICHHS HIPOBOTO IIEPCOHAXKA-
MIPOTHBHHUKA C HCIOJH30BAaHUEM MOAETECH MCKyCCT-
BEHHOTO MHTEICKTAa. DTa MOJAENb MOXET HCIOIb30-
BaThCS B IPOTOTHUIIE KOMITBIOTEPHOM UIPHI.

Jlng uMcTmonb30BaHUS B PENU3HBIX BEPCHAX
UTPBl HEOOXOJUMO YCOBEPUICHCTBOBATh AJITOPUTM MU
00aBUTH OOJIBIIE BO3MOXKHBIX PEAKLHUH OKPYXKaro-
IIero MUpa Ha JEHCTBUS UIPOKa.
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Hdy:xuii A.O., Tepemenko T.M. Po3pobka aaropu-
TMIiB NMOBEIiHKH CYMPOTHBHMKA 3 BHKOPHUCTAHHSIM MO-
JeJiell TYYHOT o iHTeJIeKTY

Y cmammi onucano npoyec pospobku aneopummy no-
6€0IHKU NEPCOHANCA-CYNPOMUSHUKA 3 BUKOPUCTIAHHAM MO-
deneti wmyuno2o inmenexmy 6 cepedoguwi Unity3D. Pos-
POONIEHO CKpunmu Mexauiku No8ediHKU HA MOBi NPOSpaMY-
sannsi CH#. Pospobnena moodenvb nogedinku modice Oymu 6u-
KOpUCMAana 6 npomomuni izpo6o2o 000amky.

Knrouosi crosa: ieposuii 0odamok, ckpunm, aneo-
pumm, cyena, unity3d, C#, moea npoepamyeanns, I,
Wmy4Hul iHmenexm.

Duzhiy A., Tereshchenko T. Development of an al-
gorithm of the enemy's behavior using models of artifi-
cial intelligence

This article describes the creation process of an algo-
rithm for enemy’s behavior in Unity3D environment, using
models of artificial intelligence. Scripts of mechanical be-
havior, based on previously developed algorithm, were
written on the programming language C#. The developed
model of an enemy’s behavior can be used in the prototype
of game.

Keywords: game application, scripts, algorithm,
scene, unity3d, C#, Al, artificial intelligence, models.
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