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3ABJAHHA

#P0o3poOUTHU MepliMKM piBeHb KOMII IOTEPHOI TPHUBHUMIpPHOI I'pPU B
KaHpi 1myTep Bif mepuol ocobu. YMOBa MNPOXOJKEHHS PIiBHA —
3HUILLEHHS BCiX I0JaTKOBUX JUHAMIYHUX 00 €KTIB - TEPOPHUCTIB.

#IrpoBMKA mOpoCTip peasi3zyBaTU AK COHAYHUMU [JieHb PpauoHY
IIOKMHYTOI'0 MiCTa.

¢#Po3pobuTn 1 peasidyBaTH MexXaHi3MH B3aeEMOJii MiX yciMma
NUHaMi4YHHMHU 00'€eKTaMHU.
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OCHOBHI ETAIIK CTBOPEHHA
TPUBUMIPHHUX CLHEH

" MOJEJIIOBAHHA — CTBOPEHHA TPUBUMIPHOI MaTeMaTHUYHOI MOJieJil CLIeHH i
00'EKTIB B HiH;

" TEeKCTYPYBaHHS — IIPU3HA4YE€HHSA IOBEPXOHb MOJieJIEW PACTPOBUX a0
NpOoLeIYPHUX TEKCTYP (HACTpOMKa BJIACTUBOCTEN MaTepiasiB —
IPO30PIiCTh, BIIOUTTS, IOPCTKICTD Ta iH.);

" OCBITJIEHHS — BCTAHOBJIEHHS Ta HAJIALITYBAHHA JKepeJl CBIT/a;

" aHiMalif (B AesAKUX BUIaiKaX) — HaJaHHS PyXy 00 €KTIB;

" MHaMiyHa CUMYJsLid (B JeIKUX BUNIAJIKaX) — aBTOMAaTUYHUM PO3PaAXyHOK

B3Aa€EMO/Iii YACTUHOK, TBEPAUX / M IKUX TiJI 3 MOJIeJIbOBAHMMHU CUJIAMHU

rpaBiTallil, BITPY, BULUTOBXYBAHHA Ta iH., a TAKOX OJWH 3 OJHUM;

peH IepUHT (Bi3yaJii3allis) — mooy0Ba NpoeKIlil BiAOBIAHO 10 06paHOi

biznyHOI Moaei

@
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CTBOPEHHA INPOEKTY

*

Y BepXHbOMY KYTi I[JTAaBHOTO MEHIO 0O6MpaeMo

«File -- New Project» (¢pan — CcTBOpeHHS IPOEKTY).
Jlasii 06MpaeEMo Micle Ha YKOPCTKOMY JUCKY, /e MAa€E Oy TH
30epexeHUU npoekKT, Hanpukaaa: C:/Project_1

Open Project  Create New Project
Project Location:

Import the following packages:

[ ] Character Controller.unityPackage A~
.| Light Cookies.unityPackage

|| Light Flares.unityPackage

|| Partides.unityPackage

[ ] Physic Materials.unityPackage

[ Projectors.unityPackage

|| Saipts.unityPackage &
T Lo :

Setup defaults for: | 3D v Create
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U PO3POBKH

& Unity (64bit) - my.unity - New Unity Project 1 - PC, Mac & Linux Standalone™ <DX11>
Mobile Input  Window _Help

File Edit Assets GameObject Component

A Pivot

2 Navigation

€ Game erarchy
A gBuilding1Hi

LES
-197.5

Culling Type

() Assembly-CSharp - Mscripts\hpshow.cs - ManoDevelop-Unity
Fle Edit View Search Project Buld Run Version Control Tools Window Help
(») [pebug =] [ unity Editor | { @ Solution loaded.
2/
Solution ax (RO | p.ou.cc %\ terHeh.es x \_FirstPersonController.cs % Y hpics Y shotsaund.cs <]
L o
¥ [E5] New Unity Project 1 43 hpshow » [ Update £ ot
¥ |2 Assembly-CSharp 1 using UnityEngine; |5 R thl
H tbh
» | 1) References 2 using System.Collections; |
=
5V 5 using UnityEngine.UL; =
‘ 4 using UnityEngine.SceneManagement; =
» [ city_lowpoly z
v | Mscripts. H
[ bullet.cs 7 public class hpshow : MonoBehaviour { 2
8 int it
1) hps int count;
5 bool alive; =
1] hpshowics public Tewt text; )
[13] shot.es =8
» ]} Standard Assets 3
[0 finshcs void start () { 2
[13] hpBar.cs. &
(0] lastcs B
(3] s void Update () {
) NewbehaviourScrptcs $F(Input. GetMouseButtonDown(@)){
= if (GameObject.FindGameObjectuithTag (“hand").GetComponent<Animator().GetCurrentanimatorStateInfo(e). IsName("def")&alive) { =
1] sces 28 if (count < 9) { =
[11] shotSound.cs 21 GameObject.FindGameObjectiithTag ("guns").Senddessage ("sh: 2
(0] thh.cs 22 Ray ray = new Ray (transform.position, transform.forward);
[0 terHeh.cs 23 RaycastHit rch;
0] tpes 25 if (Physics.Raycast (ray, out rch)) {
» || Assembly-CSharp-Editor 26 if (rCh.collider.gameObject.tag == “myEneny”) {
» [ Assembly-CSharp-firstpass 27 rCh.collider.ganeObject .Sendessage (“danage");
+ (1] Assembly-UnityScript - : ¥
b |12 Assembly-UnityScript-Editor . countis
> (1] Assembly-UnitySeript-firstpass 3 Jelse {
GameObject.FindGameObjectilithTag (“hand").GetComponent<Animator> ().Play (
count = 03
¥
« i I '
[a] Errors  [+/] Tasks.




Co-funded by the

Erasmus+ Programme
of the European Union

University-Enterprises Cooperation
GAMEHUB In Game Industry In Ukraine

MOAEJIOBAHHA ITPOBOI'O INTIPOCTOPY

-

CTapToBa
TOYKa

<=

[loTpiOHI TakKi cTaTU4YHI 00 EKTU:
-MoJieJli OyIiBeJb

-MO/eJI1l JOPOTHU 1 IepexpecThb
-MOJieJIi TPOTyapiB, OrOPOXK
-MOJIleJIb 3aJHbOT0 GOHY
(skybox)
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MOAEJIOBAHHA ITPOBOTI'O ITIPOCTOPY

KBapTaJs 3 TeKcTypamMu
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MOAEJIOBAHHA ITPOBOI'O INIPOCTOPY

File Edit Assets GameObject Ci ite Input  Win Help

TekcTypu BcepequHI ClIeHHU

" [IOKMHYTHUH KBapTaJ
" MO/JieJli HEBUCOKHMX OYJIMHKIB
" JIITHIXM COHIYHHUMU JI€Hb @
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MOAEJIOBAHHA ITPOBOTI'O ITIPOCTOPY

TekcTypu 3a Me>XKaMU KOPMCHOI 06J1aCTi

g ity (6dei) - myurity Hew Uity Project - PG Vi & U
t_Component_MobileInpat_Window _Help
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MOZ[EJIIOBAHHH OBPA3Y 1 IOBEAIHKHA
rOJIOBHOTI'O I'EPOA

" Oir, CTpUOKH " epe3apsgKa 30poi
= cTpinb6a " 00JIIK OTPUMAHOTO0 YPOHY
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[NIPOLEC CTBOPEHHA AHIIYIAI_II'I'
[NEPE3APAAKHU 3bPOI

T B AniMarnis
arms_skinale_Rightshoulder : Rotation nepe3apsaJKu
0 3aCTOCOBYETHCA
/10 PYKHU
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[IaTPOHIB CTaE
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AJITOPUTM NNPOLEAYPHU CTPL/IbBUA
roJiOBHOro repod
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ButtonDown( g

I=Name

("def" ) &&
alive Sendvessage
("damage™)
| ¥
|-
Count++
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|
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AHIMAIIIAI NEPE3APSAJIKU 35POIi
roJ;IOBHOTO FEPOA

3a gonomorot ¢yHkuii hpShow:

if(Input. GetMouseButtonDown (0)){
if (GameObject.FindGameObjectWithTag ("hand").

GetComponent<Animator>().

GetCurrentAnimatorStateInfo(0).

IsName("def")&&alive) {

if (count < 9) {
GameObject.FindGameObjectWithTag ("gunS").
SendMessage ("shot");

Ray ray = new Ray (transform.position, transform.forward);
RaycastHit rCh;

if (Physics.Raycast (ray, out rCh)) {
if (rCh.collider.gameODbject.
tag == "myEnemy") {

rCh.collider.gameObject.
SendMessage ("damage");

}

count++;
lelse {
GameObject.FindGameObjectWithTag ("hand").
GetComponent<Animator> ().
Play ("reload", 0);
count = 0;

}

} C
text.text ="" + (9 - count); ‘
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MOAEJIIOBAHHH OBPA3Y JIONATKOBOTO
[[I/IHAMI‘IHOI‘O OB'EKTY

JocTymHi aHiMalii:

¢ bir

@ CTpisibba

¢ 3HHUILIeHH] 00'eKTa

Buau akTHUBHOCTEU:

$peakllis Ha /il TOJIOBHOTO Iepos
(mosiBa Ha 3a7@aHiM BiJiCTaHi,
CTpiJib0a)

$peaklisa Ha Ail iHIIKUX JUHAMIYHUH
00'eKTiB
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AJITOPUTM NOBEAIHKH JOAATKOBHUX
ANHAMIYHHUX OB'EKTIB

Istat&&agred

audioSource.
Play();

A

t.LookAt(pla
yer.transfor
m.position);
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AJITOPUTM NNOBEAIHKH JOAATKOBHUX
ANHAMIYHHUX OB'EKTIB

rayl=newRay(
head.transfo
rm.position,
t.forward);

getAgred
0s

GetComponent
<Animator>

() .Play
("fire", @);

O ©

ch=1u/

dist;playero
bj.SendMessa
ge("takeDama

n

op chy:
EE s s

[

transform. Lo
okAt (player.
position);

-

( KiHeup |
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PEAJIIBALIA AJITOPUTMY INIOBEAIHKH
AOAATKOBUX AUHAMIYHHUX OB'EKTIB

®yHKIig terMeh:

if (Istat&&agred) { move ();
}
if ({dead&&playerlsAlive)
{
if (GetComponent<Animator>().
GetCurrentAnimatorStateInfo(0).IsName("fire"))
{ if (laudioSource.isPlaying)

{ audioSource.Play(); . . .
if (rChl.collider.gameObject.

; tag == "Player")

dist=Vector3.Distance (transform.position, player.position);
bl = GetComponent<Animator> ().
GetCurrentAnimatorStateInfo (0).

getAgred (); //cTpenbba
GetComponent<Animator> ().
Play ("fire", 0);

IsName ("walkwithweapon"); i - < 100/di
if (((dist < 30) | | (agred&&stat))&&(!b1)) if (Random.value * 100 < 100/dist)
{ { ch=10/dist;
t.LookAt(player.transform.position); playerObj.SendMessage ( 'takeDamage", ch);
rayl = new Ray(head.transform.position, t.forward); }
Physics.Raycast(rayl, out rChl); // 9K110 T06a4YUB }

transform.LookAt(player.position);
transform.Rotate (0, 180, 0);

| ®
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