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Inspector-BiIKHO IFPOBOro NepPCoHaXy

© Inspector | S
L' o 3rdPersonController | | Static =
Tag | Player ¢ | Layer | Player s |

Prefab | Select | Revert | Apply |
¥ .~ Transform 1+,

Position X 4.77 ¥ 0O £ 2.202

Rotation X0 ¥ 90 Z 0

Scale *11.3 ¥ 1.3 Z|1.3
|z Vv Comment (Script) -
> 5o ¥ Animator [ %,
[ 2 @ I« ¥ Third Person Controller (Script) L] %,
» || ¥ ¥ Third Person Input (Script) [
¥ .4 Rigidbody [y %,

Mass 20

Cirag 0

Angular Drag 0.05

Use Gravity 4

Is Kinematic -

Interpolate | Mane $ |

Collision Detection | Centinuous s |
b Constraints




Scene-BIKHO
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ba3a An1Aa CTBOPEHHA IrPOBOro
NpPOCTOpY

Components BM3Ha4yatoTb NOBEAHKY, 30BHILLHIN BUTALA,
Ta PYHKLUiT irpoBoro 06’ekty GameObject

Prefabs no3B0nA0Tb CTBOPUTM NONEpPeAHtO
KOH®irypauito rpynu irpoBux ob’ekTis, AKi HeObXiaAHO
3b6epiratv Ta BUKOPMCTOBYBATM BaraToKpaTHO

Tags 003BONAIOTb iAeHTUGIKYBATU irpoBi 06’ eKTH

Layers pob6naTb NPOCTiLWO rpynyBaHHA irpoBUX
e/IeMEeHTIB Ta IX noganblle BUKOPUCTAHHA
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