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Peanimzanusi npocToro, CJiy4aiHOro reHeparopa 00beKToB
Ha ypoBHsx B Unity 3D

Vavsanos Ecop Anopeesuu
Tpuamypckuii eocyoapcmeennwiii ynueepcumem umernu [llonom-Anetixema
Cmyoenm

AHHOTALIUA

B nmaHHOW cTaThe paccMaTpHUBAETCS W OIMCHIBACTCA pPeaM3aIis IMPOCTOrO,
CIy4aifHOTO TeHeparopa OOBEKTOB HAa YPOBHAX IMPH IOMOIIM CTaHIAPTHBIX
cpenctB  Unity. ['eHepamust  OCYIIECTBISIETCS  TOCPEACTBOM  CIICIIHAIBHO
HalMCcaHHOTO ckpunTa Ha si3bike C#. IlpakTuyeckuMm pe3ysibTaToM SIBISETCS
CJIy4ailHO CreHepUpOBaHHbBIE OOBEKTHI HA YPOBHE.

Kawuesbie ciioa: Unity 3D, ciydaliHblii reHEpaTop 00bEKTOB, CKPHUIIT

Implementation of a simple, random object generator at levels in Unity 3D

Ulianov Egor Andreevich
Sholom-Aleichem Priamursky State University
Student

Abstract

This article discusses and describes the implementation of a simple, random object
generator at levels using standard Unity tools. The generation is carried out by
means of a specially written script in the C# language. The practical result is
randomly generated objects at the level.
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JIJisi TIOBBINIEHUSI PEUTPAOUIIBHOCTH KOMIBIOTEPHBIX W MOOWJIBHBIX HWIP
MHOTHE pPa3pabOTYMKU CTPEMSTCS 00aBUTh OJIEMEHT Ciy4ailHOCTH, Jelas
KKJBIM Mepe3anyck Urpbl 0ojiee yBIEKATENbHBIM U YHUKaIbHBIM. KpacuBwiii u
NPaBUJIBHO 3alOJIHEHHBI YPOBEHb JA€T WIPOKY IOYYBCTBOBATh aTMocdepy,
MPEICTaBUTh ce0sl HA MECTE IIABHOTO Ieposl.

[lesib naHHOW CTAaThH PAaCCMOTPETh BO3MOXHOCTH UTPOBOTO JBMKa Unity
3D B co3nanuu cirydyaifHOTO reHeparopa 0ObEKTOB Ha CIICHE.

N.A. CaBun, O.B. bareHbkHHa B CBOEH CTaTh€ PACCMOTPEIU MPOIECCHI
HAIlMCaHUs CKPUIITOBBIX CLIEHAPUEB MpPHU pa3pabOTKe BUPTYAIbHOIO TpEHaKepa
«Y4ueOHO-IPON3BOJICTBEHHbIE ~ MacTepckue  kKadenper  «['mapomexaHuka W
tpancnopTHbie MamuHeD OMI'TY[1]. C. A. CypoauH B CBOEH cTaThe MPEACTABUI
CIIEHapull yriyOJI€HHOTO W3YYEHUS OJJHOTO M3 JYYIIHUX ABUKKOB, CYIIECTBYIOIIUX
Ha JaHHBIA MOMEHT, /I co3aanus kpacusbix 2D u 3D urp[2]. B cBoeii padote P.
®. TaitnynnuH, B. A. 3axapoB, E. A. AkceHOBa HU3Y4YWJIM HUHCTPYMEHT sl
pa3pabotku nByx- u tpé€xmepnbix urp — Unity 3D[3]. K. B. bormanos, II. P.
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Muxees, 1. H. CyBopoB B cBoeli paboTe onucany pa3BUTHE UTPOBBIX JBUKKOB, a
MMEHHO TMpOBENU 0030p OT NPUMHUTHUBHOM Tpaduku [0 BBICOKOYPOBHEBBIX
WHCTpYMEHTapueB [4].

HauyunaeMm co3manue reHeparopa ¢ CO3/1aHusl MTPOEKTa, a TAKKE MHTETPALIUU
ckayaHHbIX 2D Mozeneit B mpoekT[5] cM. pucyHok 1-2.

El Create a new project with Unity 2019.4.16f1

Templates Settings

Project Name *
Simple map ganetatod

2D .
F\learn

“
il

Puc. 1. Co3nanue mpoekra

Puc. 2. UMniopT Moaenen B mpoeKT
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Hanee HeoO6xoaumMo co3aath npedadsl (mpedad - 3To0 0COOBIN THUIT ACCETOB,
no3BoJisitomuii  Xpanuth Bech GameObject co BceMH KOMIIOHCHTaMH W
3HaueHUSAMH CBOWCTB. [Ipeda® BhICTYymaeT B pojid I1abjoHA JUIS CO3JaHUs
IK3EMILUISIPOB XPaHUMOTO 00BeKkTa B cieHe. JIroObie m3MeHeHHss B mpedade

HEMEIUICHHO OTPa)XXaroTCi M Ha BCEX JK3EMIULIPAX, MHPU OTOM BO3MOXKHO
[IEPEONPENCIIATh KOMIIOHEHTHI M HACTPOMKHM Ui KaXIO0ro JSK3EeMIUIpa B
OT/ICJIBHOCTH) 3TUX OOBEKTOB, JIJISi ATOTO CO3/Ia€M HOBYIO NAIKy M Ha3bIBAEM €e
«prefabsy, meperackuBaeM Bce CIpaidThl B IMANKy M yJIajaseM CO CIeHbI. B okHe
«inspectory moJpKeH MOSIBUTHCS CHHUN KyO CM. PHCYHOK 3.

Puc. 3. Coznanue npedaboB cripaiiToB

Jlanee co3maem nBa «Empty Game Object» naseiBaem «LevelTemplateOl»
(Be1OOp 00BekTa) M «SpawnPointy (Touka MOSABICHHUS) COOTBETCTBEHHO, MCHSIEM
3HAYKWA I OOJIeTYeHHs TIOMCKa Ha creHe. «SpawnPointy paccrasiasiem B
CIIy4YallHOM IOPSIJIKE CM. PUCYHOK 4.

Puc. 4. Co3nanue ma6ioHa reHeparopa

[lpuctynmaeM K HAIUCAHUIO CKPUIITA, CO3JaeM IAaINKy Ui CKPUITOB U
co3zaeM ckpunT ¢ HazBaHueM «LevelGeneration» cM. pucyHok 5.
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I Packages

Puc. 5. Co3nganue ckpunra

HauyneM c co3gaHust MaccuBa UTPOBBIX OOBEKTOB, KOTOPBIA Oy/IE€T XpAHHUTh
npedalbl cipaiitoB. Jlanee B cTapToBON (PYHKIIMU, CO3aEM CITyYalHBIN WHTEPBAI
c WMeHeM «rand» u mpuUpaBHUBaeM K cCiydailHOMy uucity oT 0 110 CyMMBI
3arpyx’eHHbIX npegadoB. OcTanoch TOJBKO yKa3aTh MpOTrpaMMe Kakue OOBEKTHI
CO3/1aBaTh U B KAKOM MECTE, CM. PUCYHOK 0.

LevelGeneration.cs & X

Bl Ass

rand = R
Instantiate(obj d], Quaternion.identity);

97% ~+ @ MpoBnemu He Haijgerb, & Cp:16  Cams 1 MpoGen  CRLF

Puc. 6. Kox reneparopa

C s3axaroi kmaBumeid «Shifty BeiOMpacM Bce TOYKM TOSBICHUS W
nocpeactsom «Drag-and-drop» no0aBiisieM CKpHIIT CM. PUCYHOK 7.
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©® Inspector

Tag Untagged v Layer Default

Transform

evel Generation (Script)

Puc. 7. JloGaBieHue cKpurTa K TOUYKaM MOSBICHUS

Jlanee BoigenseM Bce npedadbl U mocpeactBom Toro xe «Drag-and-drop»
n00aBIsieM B OOBEKTHI CKPUIITA CM. PUCYHOK 8.

+ Level Generation (Script)

W treePine_MW

Add Component

Puc. 8. JloGaBnenue npedaboB B CKPUNT

Teneps MOXKHO HaXkaTh Ha KiaBuiy «Play» n yoeauThbcst B paboTe CKpHUIITa
cM. pucynok 9-10.
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Puc. 10. lemoHcTpanuu paboThl CKPUTITA

Kak mokxa3zaHo Ha CKpHHIIOTax ciy4daiiHas TeHepaius 0ObEKTOB Ha CIICHE

paboTaer, ¥ 3aBUCHUT TOJILKO OT KOJMYECTBA JOOABICHHBIX 0OBEKTOB, a TAK)KE OT
pacIojioKeHHe TO4YeK MosiBlieHHs. B mgaHHO# cTaThe ObLT pa3paboTaH MPOCTOM
reHepaTop cly4alHBIX 00OBEKTOB Ha CIICHE.
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