JlabopaTtopna po6ora Nell

Cucrema napiramii Unity3D

Mema: : O3HalOMUTHCS 3 TPOIECOM CTBOPEHHS HAaBITAIIIHOI CITKU.
Posrnsnytu ocHoBu BukopuctanHsa NavMesh. Hauutucs 3amikatu NavMesh 1
po3ouparucs B ioro kommnoneHTax sik NavMesh Obstacle, Off Mesh Link i NavMesh.

Jlimepamypa

Al Navigation (NavMesh) — camocmitinuti nouyx winsxy oo yini 6 Unity:
https://gamedev.dou.ua/forums/topic/46391/

Unity-Technologies/NavMeshComponents: https://github.com/Unity-
Technologies/NavMeshComponents

Creating a NavMesh Agent: https://docs.unity.cn/cn/current/Manual/Navigation.html

3MmicT podoTu
3aeoanusa 1. CTBOPUTH IIHOBI HABITAIIIHI KapTH B IFPOBOMY CBITI, SIKUil OYyB
CTBOpEHUI Ha JabopaTopHiii po6oTi Nob.

3aeoanusn 2.HanamryBatu nii ronoBHoro repos. lllo mMae pobutu ronoBHMIA
TEPOM:

— Pyxatucs [0 aHTaro”icra, OMMHAIOUM TNEPEHIKOAU(CTATUYHI Ta
JUHAMIYH1).

— ATaKyBaTH aHTaroHiCTa, KOJIM BiH Oy/i€ Y 30H1 JOCSTHEHHS.
= Biniiiti Ha Ge3neuny BifICTaHb, B pa3l HEOOX1AHOCTI.

— OTpumaTi MOpPAaHEHHs MICIs CYTOYKM 3 aHTaroHictoMm. B pasi cMmepri
3aKIHYUTH TPYy.

Hanamryiite aii antaronicra. l1{o mae poOUTH aHTaroHiCT:
— PyxaTtucs 10 TOJIOBHOTO Teposi, OMHMHAIOUN TIEPEITKO/IH.
= ATaKkyBaTH rOJIOBHOTO I'eposi, KOJIHU BiH OyJie y 30H1 IOCATHEHHSI.

— OTpumaTi TIOpPAHEHHS MICIS CYyTOYKH 3 TOJIOBHUM T€POEM, 3HUKHYTH B
pasi cMepTiI.

3aeoanusn 3. llependauntu JOJNATKOBI IrpoBi OO'€KTH, $KI PyXaTUMYThCS
HaBITAI[IHHOIO CITKOIO 32 BJJACHUM MapIIpyTOM.

JlonaTkoBO MOXHA OTpHMAaTH 5 OaJliB AKIIIO 3pOOUTH yCe BUIIE3TaIaHe 31
3BYKaMH.


https://github.com/Unity-Technologies/NavMeshComponents
https://github.com/Unity-Technologies/NavMeshComponents

MeToanuHi pekoMeHaaLil

[Ilo Take NavMesh y Unity? Cuctema Hairaiii NavMesh 103BoJisi€e TOSICHUTH
IrPOBUM TEPCOHAXKAM, SK JICTATUCS TI€BHOI TOYKH pIBHS, YHHUKAIOYM BCUISKI
MIEPEITKOAN Ta BUKOPUCTOBYIOUH CTBOPEHI I'PaBIIeM MEXaHIKH.

st po6otu 3 Hero Unity MpoOMoHye HACTYITHI YOTUPU KOMITOHEHTH:

— NavMesh. OcHOBHMII KOMIOHEHT, SIKUA € CTPYKTYpOIO HaHHX, IO
OIKCYE BC1 MOBEPXHI IrpOBOTO PiBHS, AJIS IKOTO OyZe CTBOpPEHA HaBiraliiiHa ciTka.

— 3BepTaloyuch 10 Hei MepCoHa)ki MOXYTh MPOpPaxyBaTH CBIM IUIAX 10
IIEBHOI TOYKH.

— NavMeshAgent. lle KOMIIOHEHT, SIKHUW 3aKpIMIIOETHCS 32 ITPOBUMU
o0'ekTamMH, SIKI MalOTh 3roJIOM IepecyBaTHCs 3a piBHeM. Taki irpoBi 00'ekTu
HA3UBAIOTh areHTaMHU.

- Off-mesh Link. [leit koMITOHEHT HEOOX1THUHN SISl CTBOPEHHS OCOOJIMBHUX
NUISIX1B Juiie Ha piBHi. [Tigiiom cxonamu, BXia y mopTai, CTpUOOK 3 maThopMHu.

— NavMesh Obstacle. Ilepeminienns, ki CXWIbHI 10 (I13UKA a00 MOXKYTb
3MIHIOBaTH CBO€ TMIOJOKEHHA OyAb-SKUM I1HIIMM YMHOM I[IOBUHHI MaTH JaHHM
KOMITOHEHT JIJI TOTO, 11100 areHTy 3HaJIM MPOo iX ICHYBaHHS 1 MOTJIHU iX 0O1UTH.

VYV Unity areHTH ONHUCYIOTHCS SIK MWIIHAPH, a TTOBEPXHI, SKUMH BOHU MOXYTb
pyXaTucs, K OnyKJIuX 0araToKyTHHKIB. JIJIg MOIIyKy HMUISXY MK JBOMa TOYKaMH B
CIIHI, CTIOYATKY 31CTaBJISETHCS MOYATKOBA Ta KIHIIEBA TOYKH 3 HAMOIMKYUMH 10 HUX
nosironamu. Jlasi, BIABIIYIOUX BCl CYCIJIHI MOJIITOHU, ITYKAETHCS IUISX, IO T03BOJISE
JOCSTTA NMyHKTY npusHadueHHs. Y Unity peamizaiii JaHUX Al BUKOPUCTOBYETHCS
MOIIUPEHUHN aNTOPUTM MOMTYKY HUTSIXY A*.

[TocniIoBHICTh MOJITOHIB, SIKA OMUCY€E LHUISIX /10 KIHIIEBOI TOYKH, Ha3UBAETHCS
KOPHJIOPOM.

Ipunyun po6omu NavMesh

Hacammnepen, /uist momyky HUIsiXiB 1 CTBOPEHHsS KapT "HaBiraiii'", cieHa mae
OyTu crnemiaigbHO MiAroToBieHa. Y 2D-irpax BUKOPUCTOBYETHCS TBOBHUMIpPHA CITKA,
MPOCTIIIe KaKy4H, MaCUB TOYOK, IO SKUX MEPCOHAX Moxke nepemimarucs. Jms 3D-
NPOEKTIB HEOOXI1HO CTBOPIOBAaTH CHEI[laJIbHy OKpeMy CITKy, $Ka IIOBHHHA
BpPaxOBYBATH, KPiM JIOBXKWUHU 1 IIUPUHU CLICHU, T 1 11 BUCOTY.

Unity mae crangapTHH# HaOip HEOOXiMHUX THCTPYMEHTIB JUIsi CTBOPCHHS KapT
"HaBiraiiii'", BCl BOHU 3HaXOAAThCs B po3auii Navigation.
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i cTangapTHI IHCTPYMEHTH JAIOTh 3MOTY CTBOPIOBATH HAWIIPOCTIII KapTH Ha
Oy/b-sIKiil TOPU3OHTAIbHIN TOBEPXHI.

[Ticast TOTO SIK CTBOPHIIH IMMOBEPXHIO HA CIIEHI, HEOOX1THO TOAAaTH 1 KOMIIOHEHT
NavMeshSurface.
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3 ycboro Habopy IOCTymHUX mapameTpiB kommoHeHTa NavMeshSurface
ckopuctaemocsi Clear 1 Bake, ski 3HaXomaThCs B CaMOMy HHU3Y MEPEIiKy
HaJIaIITyBaHb.



Bake mae 3Mory miaroryBatu abo '"3amekTu" KapTy Ha TOBEPXHAX, 3
ypaxyBaHHSM pO3MIpYy caMOi TOBEpXHI Ta XapaKTepUCTHK 00'ekTa, sKUl Oyje
nepeMimaTics Mo i MOBEepXHi.

Hartuckaemo kHomky Bake i1 nuBuMocs Ha pe3ynbTar, SKUA BHUMIIOB MiCISA
"3amikaHHs".

['oToBa kapTa BimoOpaskaeThCs K TOHKA HAMIBIPO30pa CHHS TOBEPXHS MOBEPX
00'eKTy.

[ToBepxHs TOTOBA, 11100 MO Hiif MOTJIM MEPEMIIIATUCS FOHITH. [[J1s IIOTO MOXKHA
JoJ1aTH OyIb-sIKUN 00'€KT, HANPUKIIaa, ckopuctaemocs 3BuuaiiHuM 3D Capsule micis
4oro BiJipa3y nojnaemMo oMy koMmrnoHeHT NavMeshAgent.
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Kommonent NavMeshAgent HeoOxiaHuH, 100 3HAXOAUTH IUIAXHU 32 TOTOBUMU
kapramu "HaBiramii'. TakoX KOMIIOHGHT Ma€ CTaHJapTHI HaJalTyBaHHS, I100
nepeMiniaTy  IOHIT 3HAWJEHUMHU [UISIXaMdM Ha KapTi. ToMy HajamrtyBaHHS
koMrioHeHTa NavMeshAgent MoxHa 3amumuty 6e3 3minu. [ani, mo0 moxkHa Oyio
BKa3yBaTH TOYKY, KyAW HEOOXITHO BIANPaBUTH IOHIT, T0JaMO HOMY Il OJHH
koMmrioHeHT ClickToMove.
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Komnonent ClickToMove macts 3MOry TpaBlieBi MHUIIKOIO BKa3yBaTH TOUKY,
Kyau ciii pyxatdcs roHITy. Ilicms Beix mux Al MOXKHA 3alMyCTUTH TMPOEKT 1
NepeBIpUTH pOOOTY KOMIIOHEHTIB.

[Ticns momaBaHHS TEPEIIKOAM Ha TMOBEPXHIO, MOTPIOHO 11 3HOBY "3amekTu'" 3a
noromororo komnonenra NavMeshSurface.

Cam mpomuec ctBoperHs NavMesh 3 reometpii piBast Unity Ha3uBaeTbcs
3anikaHHsaM. [IpoTsarom Hporo Bci Render Meshes ta Terrains mo3HadeHi Ha CIIEHI SIK
Navigation Static 30uparOThCsi pa3oM Ta 0OPOOISIOTHCA sl CTBOPEHHS HaBITaI[iHOT
citTku. J{ns Toro, mo6 3anekT! piBeHb, OTPIOHO BIAKPUTH BIKHO HaBiraifi.

KoHTpoabHi nUTaHHA:

1. Illo Take NavMesh?

2. JIns 4oTr0o CTBOPIOETHCS HaBIralliiiHa citka?

3. nst yoro BukopuctoByeThcsi NavMeshAgen?

4. Jlns yoro BukopuctoByeThest Off-mesh Link?



5. st woro BukopuctoByeTrbess NavMesh Obstacle?
6. I1lo Take 3amikanHsa? Konw 1 Ik BOHO 341HCHIOETHCSA?

7. SIx1 00’ exTH Ha3uBalOThHes Navigation Static?

Camocriiina podora:

JloormpairioBatu 1abopaTopHy poOoTy.


https://itvdn.com/ru/channel/video/it-game-development-blend-shapes

