NaboparopHo ynpaxkHeHune N2

UHCcTpYKUuMKM Kbm murpa "Roller Madness"

(c mamepuanu Ha bpasaH YuH, Muyu2aHCKU ObpxcaseH yHusepcumem)

A. HacTpoiku u umnopr

Ctbnka 1 — OtBopeTe Unity n cb3gante HOB npoekT ¢ ume Roller Madness ot tun 3D.
N3bepeTe nanka 3a NpoeKkTHUTE dhannose, cnen Koeto gobaBeTe cTaHAapTHU BrpageHn Unity
aceT (aKTuBM) C Len no-0bp3a paspaboTka Ha urpata (6v morno ga rm gobasute m nocne) —
nocpepcteom 6ytoHa Add Asset Package.
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N3b6epeTe acetute Characters, CrossPlatformInput, Prototyping, n Utility.
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Cnep ToBa wpakHeTe Ha byToHa Done n nocne Ha Create project.

Ctbnka 2 — n3beperte layout 2 by 3, cnen koeTo pasrneganite UMNOPTUPAHUTE aceTu BbB
BCsiKa Mnarka, KakTo € nokasaHo Ha churypaTa no-gony.
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Ctbnka 3 (onunoHarnHa) — ako xxenaete ga nonssate cpegata MonoDevelop 1 He cTe 4
n3bpanu nNpu nHcTanaunsTa, HanpaBeTe CeaHOTO:

1. B meHio Edit > Preferences B naHena External Tools nsbepete 3a External Script Editor
cpepata MonoDevelop.

2. Cnep 1oBa, Unity npoekTbT BY e ce oTBOpu/CnHXpoHM3mpa B/c MonoDevelop cpepaTta
ype3 MeHto Assets > Open C# Project.
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3. T[posepete ganu onummnte Development Build n Script Debugging ca nsépanu B Build
Settings 3a n3bpaHaTta ot Bac nnatgopma (MeHto: File > Build Settings).
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CTbnka 4 — MnopTupanTe naketa cbC cKpunT acetn (Ha bpasaH YuH, MuyuzaHcKku

OvpicaseH yHusepcumem) ¢ ume MSUGameScripts.unitypackage (ot apxuBa
RollerMadnessAssets.zip, HanM4eH B calTa Ha Kypca), C BayeHe Ha ghanna B nanka Assets B
Project naHena n nocneaBalLo HaTuckaHe Ha 6yToHa Import. [poBepeTe, Ye ckpunToBeETE Ca

MMNopTMpaHn B nNanka Assets > Scripts.
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Ctbnka 5 — umnopTtupanTe ayamo acetute ot apxua RollerMadnessAssets.zip ¢ BnayeHe Ha
nankata Audio B Assets B Project naHena. [NpoBepeTe, Ye ayamo aceTute ca UMNOpPTMPaHu B
nanka Assets > Audio. Pasrnegante rv 1 ru npocnywante B IHCnekTop naHena.

B. ba3oB Au3alH Ha NbpBa cueHa

Ctbnka 6 — o1 nanka Prefabs, nstepete FloorPrototype64x01x64 v ro 3aBneyerte B An3anH
npo3opeua. lNpeumeHyBanTte ro Ha Floor n HanpaeeTe HynMpaHe Ha KOOPAMHATUTE MY — UMK
noeavHu4YHo, unu Ypes Reset.
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CTtbnka 7 — ckanupanTe ro (4pes Scale B Inspector) no X n no Z csc ctonHoct 0.5.



Ctbnka 8 — usnonasante FloorPrototype04x01x04 no Ha4yMHa, onncaH no-rope, 3a aa
cb3gageTe NpenAaTCcTBME B UrpaTta, kaTto ro npemmeHoBaTe Ha Bumper. 3abenexerte, ye
HeroBuAT maTepman e cbLo NavyGrid, koeTo npeun pasnuyaBaHeTo My ot Floor.
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CTtbnka 9 — cb3ganTe HOB Matepuan ¢ ume BumberMaterial, kato gynnuumnpate matepuana
NavyGrid 4pes Edit > Dublicate nnun ypesa CTRL+D n cmeHnTe nmeto Ha BumberMaterial.
CwmeHeTe Albedo Ha HoBMSA maTepuan ¢ nsbpaHa no BaLl BKYC TeKCTypa OT Textures (Hanp.
SwatchOrangeAlbedo) u nocrne npunoxeTte ¢ BNayeHe 1 NyckaHe HOBUSA Matepuan cnpsmMo

Bumber.

Ctbnka 10 — ynpaxHeTe ce, KaTo MecTuTe no Tpute KoopanHati Bumber:

e C BJla4yeHe Ha ocute

e CBradeHe Ha ocute + CTRL (npu KOETO MecTute Cbe snap edekT).

MoxxeTe 4a NPOMEHsATe snap HAacTPOWKMUTE Ha Taka, KakTo e NMokasaHo Ha dpurypata no-aony.

Hakpasa HynupawnTte koopauHaTuTe 1 nosamrHete Bumber ¢ 1 Harope.
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Ctbnka 11 — cb3ganTe gBa PreFab obekTa no ABa pas3nuyHu HaumHa:

e cb3ganTe npaseH PreFab o6ekT 1 3aBnevete Bumber Bbpxy Hero
e 3aBneuvete Floor B nepapxusita ot acetn

Ctbnka 12 — n3nonssariku PreFab ¢ ume Bumber, cb3ganite Tpu HOBM 06ekTa Ha BUcouvnHa 1,
KaTo 3aBnuyaTte npedaba Ha xxenaHuTe mecTa. [locne n3paBHeTe MECTOMOMNOXEHNSATA UM, KaTO
Bnaunte usbpaHarta oc (X nnu Z) c HatucHat knaemw CTRL. CMeHeTe nepcnekTMBaTta aa e
oTrope, cenektuparTe u YeTupute Bumber 06ekTu 1 rv nosuumMoHvpanTe B LeHTbpa Ha noaa.

File Edit Asscts GameObject Component Mobilelnput Window Help

Directional Light

Mocne ckanupavite YeTnpute Bumber o6ekTn ¢ npomsHa Ha npecaba Taka, ye no X n Z
ckanvpaHeTto ga e 0.5 oT opurnHanHua pasmep.

Ctbnka 13 — M3bepeTe RollerBall npedab 3a reposi B urpata ot Starndard Assets >
Characters > RollerBall > PreFabs (3abenexeTe, 4e umaTe goctbn Ao FirstPersonCharacter un
ThirdPersonCharacter) u ro 3aBneyeTte Haj nofa, 3a fa cb3gageTte HoB 0bekT ¢ nme RollerBall.
Mo3nunoHupanTe ro 5 eanHNUKM Had nNofa n pasrreganTte CKpUNToBeTe My B MHCMNEKTOpPA.
YBepeTe ce, Ye CTe B NMLIEBA NEPCMNEKTMBA 1 ONUTaNTE Aa ro ABWKUTE B PEXMM Ha Urpa B
YeTMpuUTE NOCOKU Ype3 CTpenkuTe nnu ¢ knasmwm WASD.



Ctbnka 14 — 3anaseTe cb3fgazeHarta JOTYK cLueHa nof ume Level 1.

B. Mo3numoHnpaHe Ha KamepaTa U opraHM3aLmsa Ha nNpoekTa

Ctbnka 15 — B An3ariH npo3opeLa, nsbeperte TakbB U3rned, Ye Aa ce Bxaa Tonkara u
obmnepute. CenekTuparite rnaBHaTa kamepa 1 no3vuMoHMpanTe No An3arH uarnega kameparta
B MrpoBusl npo3oped, Ype3 GameObject > Align With View. 3abenexete npomsHaTa B UrpoBuUS]
usrnea. Virpante n BMXTe N3NON3BaHNs CTaTUYEH PEXNM Ha KamepaTta 1 Bb3aylluHa
nepcnekTuea.
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CTtbnka 16 — onutante ga ABMXUTE OMHAMUYHO kamepaTa criegerikm RollerBall, kato 3a uenta
S HanpaBuTe YacT OT nepapxudaTta Ha RollerBall (c npemecTtBaHe n BnaraHe nog RollerBall).
KakbB e pe3yntaTbT B UrpoBU pexum 1 3awo? CMeHeTe noka3saHeTo Ha nocokuTe ot Global
pexum B Local (npu n3bpaH RollerBall 06ekT), 3a ga obsicHMTe NpomMsaHaTa Ha NOSIOXKEHNETO Ha
kamepaTta. AKO He CTe JOBOJHW, BbPHETE KaMepaTa B rnaBHaTta nepapxus ot obekTu.
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Ctbnka 17 — 3a fa HakapaMe kamepaTta aa criegum RollerBall, 3aBneyeTe B MHCnekTopa 1
ckpunTta Standard Assets > Utility > Prefabs > SmoothFollow. 3a Target Ha To3n ckpunT



3agante (mak c BrnadveHe) RollerBall n yctaHoBeTe napameTtpute Distance B 6 1 Height B 5.
Pasrnepante n nsnpobearite ckpunta. CbxpaHsaBanTe NEPUOANYHO CLeHaTa.

CTtbnka 18 — cmeHeTe B HaCTpOIZKMTe Ha KaMepaTta B MHCMEeKTopa HebecHWs nsrneq ¢ nNbTeH
LBAT Mo M360p, KaKTO € NMoKa3aHo no-aony.

[ Main Camera | [] static «

Tag | MainCamera ~ #|Layer |Defaw 4]

Ctbnka 19 — nobaBeTte My3uka KbM camata kamepa (ako JobaBute Mmy3uka kbM ApYr 00eKT B
urpaTa, 3ByKa Lue 3aTuxBa npuv oTaanedyaBaHe oT kamepara), ype3 Add Comonent > Audio >
Audio Source. N36epeTe 3a AudioClip 3anuca BackgroundMusic. Mapkuparite Loop u 3agaiTe
3a Volume ctorHocTTa 0.25 (25% oT opurnHanHata cuna). CbxpaHeTe cueHaTa u g
npourpanTe.

Ctbnka 20 — 3a cb3gafieHnTe OT Hac aceTu, Cb3danTe Ha Ma-BUCOKO HUBO B iepapxusta Tpu
HOBM nanku: _Scenes, Prefabs n Materials, n npemecTteTe B TAX CbOTBETHO cLieHaTa Level 1,
[BaTta cb3fjageHu 0O MOMeHTa npedaba, u matepmana BumperMaterial.

| create -| @7 ) [lereae-| @ ] &[]
v Q Level 1 =

Ctbnka 21 — B Hierarchy, cb3ganTte npaseH urposu obekT Ypes Create > Create Empty, ¢ uen
CTPYKTYpUpaHe Ha nepapxusi oT obektu. [NpenmeHnysanTte ro Environment n npemecreTe B
nepapxusita my 6bmnepute n noga. Cera c npomsiHa Ha MecTononoxeHneTo Ha Environment
NpoMeHsMe uanaTta rpyna Ha nepapxusara my.

. ®u3nKa n KoOHTpoON



CTbnka 22 — cenektupante konanabp KOMMOHEHTA Ha TornkaTa 1 NnpoMeHeTe paguyca My oT
0.5 Ha 1.5. MNpowurparite 1 obsicHeTe pasnukaTa. BbpHeTe cTapaTa CTOMHOCT Ha paauyca.
[MpomeHeTe Konanabpa U Ha GbMNepuUTe.

Ctbnka 23 — gemapkupante Mesh Renderer Ha eanH OoT 6bMNEPUTE M NPOBEPETE Aanuv Ton
cTtaBa HeBuauM. [NpourpanTte cueHaTta Taka, Ye Ja 6rnbcHeTe TonkaTa B HEBUAMMUS ObMNeEp.
3alo T8 oTckaya? BbpHeTe cTapaTa CTOMHOCT 1 cera gemapkupante Box Collider Ha To3um
6bmnep. MNMpourpante 1 obsicHeTe NpeM1MHaBaHETO Npe3 Hero. BbpHeTe cTapaTta CTOMHOCT U
CbXpaHeTe cueHaTa.

Ctbnka 24 — npobBanTe kak 3aBMCM OTCKa4yaHETO Ha TorkaTa oT Macata i 1 oT pm3nyHus
maTepuan, nsnonssaH B Rigid Body. 3ameHeTe dmsmdHma matepuan Rubber ¢ None, a nocne ¢
Bouncy, n nodyBcTBanTe pasnukata. BbactaHoBeTe Rubber kato domsmnyeH matepuman,
n3nonasaH B Rigid Body.

o xenaHue: Ako umame epeme, cb3dalme u usnpobealime ceou huu4YHU Mamepuarsu.

Ctbnka 25 — 3aganTe 3a uandeH matepuan 3a npedaba Ha 6bmnbpuTe Bouncy n
noyyBCTBaMTe pasnukaTta.

Ctbnka 26 — nokanuavparvite MaTepuana Ha TonkaTa, kato B HenHusa Mesh Renderer nsbepete
MaTtepuana my. [lybnvpante 1031 matepuar, npenMmeHyBanTe ro u ro npeMecTeTe B nankara c
BawwunTe maTepnann. CmeHeTe My LiBeTa. 3agante My TekcTypa ypes Shader > Unlit > Texture n
n3bop Ha npegnodnTaHa TekcTypa. AKO TS € pa3HOLBETHA, B PEXMM Ha Urpa SCHO Lie Nponuym
XNb3raHeTo Ha TonkaTta (MoXeTe Aa ro NPOMEHNTE NapamMeTpUYHO).
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CTtbnka 27 — n3bepete Tonkara n gobaeseTe KbM Hesl KOMNOHEHT Trail Renderer no aga
HaynHa:

e Upes gobaBsiHe Ha KOMMOHEHT B MHCMEKTopa
e Ypes meHio Components > Effects > Trail Renderer
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CTtbnka 28 — cb3gaiTe HOB Ball Matepuarn, HapeyeH Trail Material, B nankata Materials. B
nHcnekTopa My, 3a Shader 3aganTe Particles > Alpha Blended. 3agante My 65 LBSIT CbC
npo3payHocT (Anda Hneo) okono 30%. MpunoxeTe ro kato Material kbm Trail Material.

' Trail Material &
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Custom
FX
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Alpha Blended
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Sprites
ul
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lMpomeHeTe napameTtpute Time, Starts With n Ends With cboTBeTHO Ha 2 cekyHau, 0.8 n 0 3a
no-cTapv Bepcuu, UNu 3aanTe LUMpUHA Ha onalukaTa KaTto yHKLUSA, KaKTo € Noka3aHo Mno-
pony. NMpomeHeTe U LBeTa CbC 3alaBaHe Ha rpafueHT (B NO-CTapuTe BEpCUU ce 3aJaBaxa 5
LBATa € NpoMsiHa Ha Anda HUBOTO).

Gradient Editor
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Ctbnka 29 — 00 MOMEHTa Npu U3nu3aHe U3BbH Noga TonkaTta nponaga 6eskpariHo 3a ga
KOHTponvpamMe ToBa, AobaBsamMe kbM TonkaTa ckpunTta Health. OctaBeTe 6e3 npomsiHa
napameTpuTe Ha ckpunTta ¢ umeHa Health Points, Respawn Health Points, 1 Number of Lives.
3a napametbpa On Lives Gone nsbepete Load Level When Dead, a 3a ToBa kou Level to Load
fAa ce 3apeau 3agante Level 1.

Ctbnka 30 — ¢ uen ycraHOBsiIBaHe Kora TonkaTta usnaga ot noga, cb3ganTe gybnuvkart Ha noga
1 ro npemmeHyBanTe DeathZone. CkanupawnTte noga xopu3oHTanHo Ha 0.7, a DeathZone — Ha 2.
Ceanete DeathZone Ha okono 2 meTpa nog noga Ha urparta. Cb3gante HoB npedab
DeathZone ¢ BnayeHe Ha obekTa B npedab nankata u cmeHeTe materiala Ha DeathZone ¢
HOBOCb3[aZeH OT Bac marepwuar.

Ctbnka 31 — gpobaBete kbM obekTa DeathZone ckpunta Damage. Mapkupante B Herosus Box
Collider yek-6okca Is Trigger, 3a ga cb3gage cboMTUE NPU KONU3US, BMECTO (DU3NYECKO
B3aumogewncTeue. [Npouvrparite cueHapus ¢ n3nagaHe u3BbH Noga Ha urpata — ckpunTa
Damage Hynupa Health Points, npu koeTo 3a Level to Load ce 3apexaa oTHavano Level 1.

[. CbOupaHe Ha MOHeTH

Ctbnka 32 — cb3ganTe obekT-MOHeTa, kaTo nanonseaTte npedgaba PickupPrototype01x01x01
ot Standard Assets > Prototyping > Models. NpenmeHyBainTe obekta Ha Coin 1 ro ugurHeTe
Hag noga. Ckanupante X, Y n Z no 0.4. Ce3pgante (4pes aybnupaHe) Hos Coin Material n B
Hero npunoxeTte TekcTypaTta SwatchYellowAlbedo c Bnayexe B Albedo Ha maTepuana.
MpunoxeTe T031 HOB MaTepuan kbm Coin.

Ctbnka 33 — go6aBeTe kbM Coin chepuyeH Konamnabp KOMMOHEHT OT pasgena Physics.
Mapkupante noneto my Is Trigger, 3a Aa ce nonsea oT ckpunTa Rotate, n 3agante 3a Radius
1.2.

Ctbnka 34 — go6aBeTe kbM Coin ckpunTa Rotate, kaTo 3a napameTbpa Speed 3agagete 180
rpagyca 3a cekyHaa, a 3a Way 3agagete Around Y (T.e. Aa ce BbPTU okomno ocTa Y).
lMpourpanTte, 3a fa ce yBepuTe BbB BbPTEHETO.

Ctbnka 35 — go6aBeTte kbMm Coin komnoHeHTa Rigid Body. [lemapkupante noneto Use Gravity
1 MapkupaiiTe noneto Is Kinematic, 3awoto Coin e ce ynpaBnsiBa He OT rpaButauusita, a ot
CKpW/MT.

Ctbnka 36 — gobaBeTe kbM Coin ckpunTta Treasure 1 3agante 3a Value ctoriHocT 1. KoraTo
RollerBall Brnese B konuaua ¢ Coin, To pe3ynTaTtbT e ce yBenunymn ¢ 1 Touka 1 MoHeTaTa Lue
n3yesHe. CkpuntbT Treasure pas3dbupa 3a konmaumsita ¢ repos Ha urpata RollerBall no Heroeusi
Tar Player n Taka s1 pasnuyaea oT ApYru KONM3nu.
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Ctbnka 37 — cb3ganTe HoB Tar (Mapkep) ¢ ume Pickup v ro gobasete kbm Coin. Cb3gante Tpu
HOBW MOHETW 1 I pasnonoxeTte Nofo6HO Ha cdurypata no-gony. Cb3fgante npaseH o6GekT,
npenmeHyBainTe ro Ha Coins 1 B HeroBaTta Nepapxus gobaseTte YeTupute MoHeTu. Mpowvrpaiite
B B3EMaHe Ha MOHeTuTe.

2 X
Fie Edt Asets GomeObject Component Mobileinput Window Help

[ S X Bl o1puot [ 6 Giosal] S Collab + L © W Account_- I Coyers - lzby3 -

* scene - & project © inspectar
it BT o R B R C—C 1L
¥ \(jinOuterPratatyped2 e08K0Z
¥ ) PickupPrototype01x0La0L

* A{PRaPrototyped2 0r02
A PlatformPretotype02101102

\# PlatformPrototype0§x01x08.

o SUpAPrototypeO4X02e02
aiPrototypenSs08x0s

CTtbnka 38 — cb3ganTe TEKCTOBO Mofie 3a NokasBaHe Ha pedyntarta Yype3 GameObject > Ul
>Text. lNpenmeHyBanTe Canvas Ha MainCanvas, a B HeroBus MHcnekTop 3a Scaler 3agante Ul
Scale Mode ga e paBHo Ha Scale with Screen Size, Taka Ye KaTo NPOMEHNM NPOMOPLMMTE Ha
UrpoBusi Npo3opel, Ha 16:9 (BTopusa Tab Hag npo3opeLa), TEKCTBLT Aa ce ckanupa.
MpenmeHyBanTe Text Ha ScoreText 1 ro BuxTe B pexxum 2D (n3bvpa ce Hag ousariH
npo3sopeLa). LleHTpupanTte TekcTta, HanpaeeTe ro yaebeneH, ¢ pasmep 40, ctonHocT 0 1 6an
LBAT.

Crtbnka 39 — cb3gante GameOverCanvas ¢ GameOverScoreText. Konupante kKoMnoHeHTa
ScoreText n noctaBeTe cTonHocTute My B GameOverScoreText. YBenunyeTe pasmepa Ha
GameOverScoreText.
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Ctbnka 40 — cb3gante 6yToH PlayAgainButton ¢ Tekct PlayAgainText, KOWTO Aa MMa CTOMHOCT
Play Again. KonvpaliTe koMnoHeHTa ScoreText u noctaBeTe CTOMHOCTMTE My B PlayAgainText.
HacTtpoiTe ro Taka, 4e TeKCTbT Aa ce nobupa B 6yToHa.

Fie Edt Asets GomeObject Component Mobilelnput Window Help
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Ctbnka 41 — 3a TekcTa Ha byToHa PlayAgainText nobasete ckpunta ¢ ume Ul Button Level
Load. 3a Level to Load n3depete Level 1. Cenektupante PlayAgainButton n B MHcnekTopa 3a
cwvbutmeto On Click() nobaBeTe HacTporkuTe, NokasaHu Ha durypara no-gony.
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| SwatchTurquoiseAlbedo * PlayAgainTe o)
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v G utility

¥ Gl Prefabs

Add Component

Ctbnka 42 — feaktnBupante uenua GameOverCanvas ¢ fecenekTupaHeTo My B MHCMEKTOpa
(MbpBUAT HaW-ropeH Yek-6oKce).

Ctbnka 43 — Ha Han-BNCOKO HMBO B Nepapxusita cb3ganTe npaseH ob6ekT 1 ro npemmeHyBanTe
Ha Game Manager. Hynupawte ro. [lobaBeTe KbM HEFO CKPUNTOBUSA KOMMOHEHT ¢ MMe Game
Manager n My 3afjanTe CTOMHOCTM Ha NapaMeTpuTe Taka, KakTo € NnokasaHo Ha durypaTa no-
gony.
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(] Inspector

[## [Game Manager | [ stati
Tag | Untagged +| Layer | Default
¥ .~ Transform ]
Position H 0 Y0 Z0
Rotation H 0 Y0 Z0
Scale H1 Y1 Z/1
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Script . GameManager
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Ctbnka 44 — 3a urpaya RollerBall, B komnoHeHTa Health 3agante 3a napametbpa On Lives
Gone ctonHocTtTa Do nothing When Dead, noHexe cCKkpunToOBUAT KOMMOHEHT ¢ nme Game
Manager Le ynpasnsiBa urpata BMECTO a Ce 3apexada aBTOMaTUYHO AafeHO HUBO.

E. BparoBe u npecnegBaHe; edhekTu

Ctbnka 45 — npeBkntoyeTe 0THOBO Ha 3D Busyanusauunsa. Cb3gante Bpar B urpata noj
dopmaTa Ha Ky ¢ ume Enemy, cbc cobcTBeH matepuan EnemyMaterial, Hanp. nanonssaty
TekcTypata Enemy. 3a obekrta gobasete ckpunt ¢ ume Chaser v ro HacTponTe no duryparta
no-gony. TecTBante npecnegBaHeTo.

v [c| ¥ chaser (Script) [
Script Chaser
Speed 4]
Min Dist 0
Target L RollerBall (Transform)
. Enemy Material E
[ o Shader [ Standard

[ Add Component I

Ctbnka 46 — pobaBeTe KbM Bpara KOMMoHeHT Rigid Body, 6e3 Aa npomeHsTe HacTponkuTe.
3apanTte 3a maTtepuan B Box Collider. OtganedeTe ro oT Tonkara u ro BaurHeTe Ha 3 meTpa.

Ctbnka 47 — gobaBeTe kKbM Bpara KOMMNOHEHT-CKpUNT ¢ ume Damage. CenektupanTte Damage
on Collision n gecenektnpante Damage on Trigger. fo6aBeTe KbM Bpara KOMMOHEHT-CKPUNT C
nme Health. Taka npu ygap (6vno ¢ reposi, 6uno ¢ gpyr Bpar) BparsT CbLUO L€ 3arMea, 1 To
BegHara.

Ctbnka 48 — cb3gante npecab Ha Bpara n Ypes Hero — oLle eauH Bpar. Pasnonoxere ro
CpeLLynonoXHo Ha Nbpeusi. OpraHusvpanTe BparoBeTe B Mepapxums NogobHO Ha MOHETUTE,
KOSITO [ja € Ha Han-B1COKO HMBO. lNpourpanTte cueHapus, Npyu KOWTO ABaTa Bpara ce yomsar
B3aUMHO Mpu MaHeBpu Npw npecnegBaHeTo. AKO € HeOOX0AMMO, HaMarneTe CKOpoCTTa Ha
Bpara.
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Ctbnka 49 — cb3ganTe cuctema OT YacTuum upe3d meHtoTo GameObject > Particle System.
MpenmeHyBanTte 5 Ha Explode Player Particle.

W RaollerBall Material
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off
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of s
[ ]
Particle System Curves

. RollerBall Material &
> Shader | Unlit/Texture |

Add Component

[obaseTte komnoHeHT Audio Source c ayamo knun Player Explosion. [lobaBeTe 1 KOMNOHEHT
Timed Object Destructor ¢ Len paspyLlaBaHeTo Ha cucTemaTa OT YacTULM cref 2 Cek, kaTo
npemaxHeTe uuKbna.

Ctbnka 50 — cb3ganTe B Prefabs npedpab Ha Particle System u cnep ToBa n3tpumTe 0bekTuTe
3a 1031 npedrab. MNMocne B komnoHeHTa Health Ha RollerBall, 3agariTe T031 napameTbp KaTo
cTorHoCT Ha Explosion Prefab. TectBavite urpaTa.

Ctbnka 51 — cb3gante B Prefabs npedab-konusa Ha Particle System ¢ ume EnemyExplosion n
CoinExplosion. B cvoTBeTHUTE KOMNOHeHTU Health Ha Enemy n Coin, 3aganTte ru kaTto
CTOMHOCT Ha napameTtbpa Explosion Prefab. 3anasete cueHaTa n npoekTa 1 TecTBanTe urpara.
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Ctbnka 52 — Heka aHMMMpame DeathZone - 30HaTa Ha CMbPTTA, 3a Ja NOKaXeM, Ye e onacHa.
N3bupame DeathZone n 3agaBame Window > Animation (Strl+6). B HoBusi npo3opeL Ha
aHUMaLMOHHUA peaakTop usbupame 6ytoHa Create n cb3gaBamMe KOMMNOHEHT-aHUMaLNA.
Moxem ga nbxHeM To3u npo3opeL, B Tab cnep npo3opeLia 3a UrPOBM PEXUM.

Unity 55111 Personal (64it) - Leve! 1.unity - Roller Madness B8 - PC, Mac & Linux Standalone <DX11> -8
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Ctbnka 53 — B pexumM Ha 3an1c B aHMMaUMOHHUA npo3opeL, Ha 3-4 mecTa 3agaBame npes 1.5
CEKYHAM NMPOMsiHA Ha LIBETa Ha MbpTBaTa 30Ha M Ha BUCcoYMHaTa . [lobaBssme koMnoHeHT Rigid
Body ¢ kuHeMaTu4eH KOHTPOI 3apaau OBWXEHUETO Ha 30HaTa. [pourpaBame aHumaumsTa.

Ctbnka 54 — pobaBsiMe TOYKU Ha KINOHMpaHe (Spawners) ¢ uen no-BbiHyBalla urpa.
Cw3paBame npaseH 06eKT ¢ uMe EnemySpawner 1 3a Hero gobaBsmMe ckpunTa
SpawnGameObject. Kato napameTpu Ha ckpunta 3agaBame Spawn Prefab=Enemy, Min
Seconds Between Spawning=4 n Max Seconds Between Spawning=8 (BpemeTo 3a
pasMHOXaBaHe e Mexay Te3n ABe CTOMHOCTM). 3a uen Ha npecnefBaHeTo 3a4aBaMe Tornkara.
MosnumoHnpame EnemySpawner Ha 10 MeTpa BMCOYMHA HaZ €4MH OT KpaKliaTta Ha noga u
cb3gaBame HeroB npedab, c KONTO reHepupame owe Tpu EnemySpawner obekta. sTpnBame
CbLUEeCTBYBALLMTE BparoBe (Te He ca HY>XHU) 1 cnarame Yetupute EnemySpawner o6ektu B
Nepapxusl Ha reHepaTopu Ha BparoBse. 3anasBame cLieHaTa 1 TecTBame.

CTtbnka 55 — Heka cb3gageM TOYKM Ha KIMOHMPaHe (Spawners) 1 3a MoOHeTuTe, kKouTo obave Lie
nagaT oTrope ¥ Lie oTckayarT, T.e. e ca oT MaTepuan Bouncy. 3a uenta gybnvpame npedaba
Ha Coin n ro kpbLasame BouncyCoin. N3BbpLuBaMe cnegHUTe NpOMeHHN:

¢ Rigid Body Beye ynpaBnsBame caMoO rpaBUTaLMOHHO, HO HE U KNHEMATWUYHO

e [loHexe B cblyecTBYBaLLMA konanawp Is Trigger TpsibBa fa ocTaHe MapKMpaHo,
cb3gaBame HoB Box Collider ¢ npasHo none Is Trigger n ¢ pmsnyeH matepman Bouncy

o [IpemaxBame ckpunta Rotate

C 7031 HOB BouncyCoin npaeumM TecTBaHe ¢ 06eKT, Cb3faeH Ha 5M BUCOYMHA.
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Ctbnka 56 — konupame komnoHeHTa Trance Renderer RollerBall 8 BouncyCoin. Jobassive
komnoHeHT Time Object Distractor ¢ Time Out paBeH Ha 12 cek.

Ctbnka 57 — TecTBanTe nrparta B pasnunyHun cLieHapuu.

Ctbnka 58 — 3a gomaluHa paboTa — HanpaBeTe urpata B [iBe CLeHN — efHa 3a HMBO 1 1 gpyra
3a HMBO 2. OcurypeTte fnecHo npemMuHaBaHe oT HMBO 1 KbM HMBO 2, KbAETO Pa3nosiokeTe
noBeYe NpPensaTCcTBMS U HACTPONTE BparoBeTe Aa ce AsukaT no-6bp3o. Ycnex!
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