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tower defense game based on Unity3D technology
ZHANG Huazhen

(Dalian Neusoft University of Information, Dalian Liaoning 116023, China)

[ Abstract] As one of the classic leisure games, tower defense game is favored by lots of game players. The action control of
virtual characters in tower defense game is the key to improving the sense of game experience. The traditional character action control
method is relatively simple, and the operation has certain limitations, which cannot meet the fast operation rhythm of tower defense
game. Based on this, the design of action control method of virtual characters in tower defense game based on Unity3D technology
is proposed. According to the walking rhythm and corresponding frames of the virtual character, the walking design of the virtual
character is carried out. Kinect somatosensory camera is used to obtain character motion information, human motion features is
identified, and character motion data based on Unity3D technology is extracted. Dead Reckoning algorithm is used to calculate the
bone motion trajectory of the virtual character, predict the next action of the character, and realize the corresponding control.
Experiments show that the accuracy of this action control method reaches more than 98%, and the error control rate and missing
control rate of character action control are low, which can meet the needs of character action control in tower defense game.
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Tab. 1 Walking rhythm and frames of virtual characters
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Fig. 1 Continuous actions capture diagram of the figure
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Tab. 2 Action control results of tower defense game virtual characters
%
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1 98.15 1.02 0.25
2 98.67 0.98 0.34
3 99.05 0.54 0.27
4 98.53 1.01 0.09
5 99.14 0.51 0.14
6 99.26 0.43 0.23
7 98.89 0.24 0.31
8 99.02 0.35 0.21
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