NaboparopHo ynpaxkHeHune N3

UHCTpYKUMKM KbM murpa "Box Shooter"

(c mamepuanu Ha bpasaH YuH, Muyu2aHCKU ObpxcaseH yHusepcumem)

A. MNpepBapuTeNnHn ykasaHuA 3a pa3paboTka Ha CKPMNTOBU KOMMNOHEHTU

e [natdpopma Unity nsnonssa C# n/mnm JS e3num 3a cb3gasaHe Ha CKPUNTOBM aceTu. U asaTta
e3MKa ce NoAAbpKaT OT BrpageHaTta cpega MonoDevelop.

e [lpu cb3aaBaHe Ha HOB CKPUNT (codTyepeH KOMMOHEHT) cpeaaTta Cb3aBa CKeNeT Ha Knaca
C MUMETO Ha CKpMNTa,

e CKpunTOBETE MOrAT Za Ce 334aBaT 3a YNpaB/ieHNe Ha UTPOBU 0BeKTH (T.e. Aa um ce
npucBoABaT) c A0baBsHe B MHCMEKTOPA MU C BNaYeHe B A0/IHaTa My 4acT.

e [lpu npnucBosiBaHE Ha CKPUNTOB KOMMOHEHT Ha UTPOBK 0HEKT Ce Cb3AaBa eK3emMNaap
(06€eKT) Ha TO3M Knac, Hanp.:

using UnityEngine;

using System.Collections;

public class Chaser : MonoBehaviour {
// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {

}

e [lybAnYHWUTE NPOMEHAMBM Ha K/laca UM Ha ek3emniap (06eKT) Ha Knaca npeacTaBAT KaTo
BMAMMM MoJieTa (CBOMCTBA) Ha CKPUNTa B MHCMEKTOPA, CbC 3a43AEHUTE UM HaYa/lHU
CTOMHOCTM (aKO MMa TakuBa).

e [lybanyHMTE CBOWCTBA Ha eK3eMNasApa Ha Knaca (T.e. Ha o6eKTa) morat A4a ce MPOMeHAT
KaKTO B CKpUNTa (MporpamMHo), Taka 1 B MHCMEKTOpPA.

e MeToabT Start () ce n3BMKBA €4HOKPATHO NPU CTapTUPAHE Ha UrpaTa 3aefHo C
Awake () mOnEnable (), nokato Update () ce nanbaHABa 3a BCeKN dpenm, T.e.
[ECeTKM MbTU B CEKYHAA.

e MogaenbT Ha U3NbJHEHME HA METOAMTE € C yNpaBaeHMe NO CbOUTUSA, KaTo C ONPOCTEH BUA,
€ NoKasaH Ha ¢urypaTa no-4ony.



Other Events:

D Upda__t_i_ii FixedUpdate
- OnCollisionEnter
Game \ OnTriggerEnter
EE—— N OnMouseDown
Initial n
[ Initialization > Event OnMouseUp
1) Awake Loop
2) OnEnable s
3) Start 2) LateUpdate

3a noseye MHPOPMALMA OTHOCHO Pesa Ha U3Mb/HEHME Ha METOAUTE, BUNKTE
https://docs.unity3d.com/Manual/ExecutionOrder.html

e  O6pPbLEHMETO KbM UIPOBUSA OBEKT, KbM KOMTO € NpUKaYeH eK3emMnaspa Ha Knaca, CTaBa
WK C UMETO Ha 06eKTa (Hanp. gameObject), nau c pedpepeHLMATa KbM CaMma
eK3eMnaAap Ha Knaca, Hanp. this.gameObject.

e  BcuykuM cBoWiCcTBa HA UrPOBMA OBEKT MOoraT Aa ce MPOMEHAT MPOrpamHo. Hanp. moxem aa
CKpueMm (aeakTMBupame) UrpoBm 0BEKT MO CAeAHUSA HAUYUH:

this.gameObject.setActive (False); //makes the game object invisible
e MoKeM Aa TbPCUM UTPOBU 0B6EKTU UK MO UME, UM NO MapKep (Tar)

private gameObject targetl;

private gameObject target2;

voif Start() {
targetl.Find(“Ball”); //finds the game object named Ball
target2.FindWithTag (“Floor”); //finds object tagged as Floor
targetl.setActive (False); //set as invisible

target2.transform.position.x +=1; //moves it 1 meter in X

}
e Moxem Aa MecTMM/3aBbpTame/cKannpame UrpoBu 06eKT NogobHO Ha NOKa3aHUA No-rope
HayuH 3a target2
e Morem fa focTbnBame Apyrvu coPpTyepHU KOMMOHEHTU Ha UTPOBM 06eKTn oT Tun TYPE
ypes
gameObject.getComponent<TYPE>() ;
Hanpumep:

rb = gameObject.getComponent<RigidBody> () ;

rb.useGravity = true; //turns gravity on

3a noseue nHdpopmaumsa: https://docs.unity3d.com/Manual/UnityManual.html



b. Yka3zaHusA 3a paspaboTka Ha urpa Box Shooter — noarotoska u cb3gasaHe Ha MULIEHA

WrpaTa Box Shooter e FPS urpa cbc cTpenba no AsusKeLLM ce MULLEHW OT PasiMyHu Tunose. B
3aBMCMMOCT OT TWMa Ha MULLEHaTa, Pe3yNTaTbT MOXKe Aa Ce MOBULWM AN Hamanu. UrpaTa
npoAbAKaBa GUKCMPaHO Bpeme.

Ctbnka 1 — OtBopeTte Unity n cb3gante HOB NpoeKT ¢ ume Box Shooter oT Tmn 3D.

M3bepeTe nanka 3a NpoeKkTHUTE dhannosBe, HO He [ObaBANTe cTaHAAPTHU BrpageHu Unity acetun
(akTmBKM) ¢ Len no-6bp3a pa3paboTka Ha urpara.

&

+ S At tarte 1) new [$1 open (@ wv account

Box Shooter BB @300 2D

- ~ . :
‘ (on ./u Enable Unity Analytics (7)

eDev\Labs\Module 3\Box Shooter BB}

bbontchev v

Cnepg ToBa wpakHeTe Ha byToHa Done n nocne Ha Create project.

Ctbnka 2 — n3beperte layout 2 by 3.

CTtbnka 3 (onumoHarnHa) — ako »xenaeTe ga nonssarte cpegata MonoDevelop n He cTe s
n3bpanu npu nHcTanauusita, HanpaBeTe CreaHOTO:

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

2. Cnep toBa, Unity npoekTsbT BY Le ce oTBOpU/cuHXpoHmn3mpa B/c MonoDevelop cpefaTta
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).

File | Edit Assets GameObject Component Mobile Input  Window Help

New Scene Ctrl+M
Open Scene Ctrl+O
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CTbnka 4 — uMnopTupanTe naketa cbC cKpunT acetn (Ha bpasaH YuH, MuyuzaHcku

OdvpicaseH yHusepcumem) ¢ ume BoxShooterStarter.unitypackage (ot apxusa

BoxShooterAssets.zip, Hann4yeH B canTa Ha Kypca), C BfadeHe Ha ¢pavina B nanka Assets B
Project naHena v nocnegpallo HaTuckaHe Ha 6yToHa Import. Ako e HyHO, 3agarTe Update 3a

CKpuUnToBeTEe.



[pyr HauvH ga rm umnopTMpare e Ypes3 MeH Assets > Import Package > Custom Package.
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Open C# Project

[MpoBepeTe, 4Ye ckpUnTOBETE Ca MMNOPTMPaHM B nanka Assets > Scripts. 3abenexerte, Ye ca

2D
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Effects
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Ctbnka 5 — B nanka _Scenes LwpakHeTe ABa NbTU Ha cueHaTta Levell, 3a ga g 3apegute B
Oun3anHepcK1sa U UrpoBus Nposopel,. PasrnenanTe nrpoBute 06eKTU U TEXHUTE MaTepmanui 1

Apyru aceTu.

B. ba3oB Au3anH Ha NbpBa cueHa

Sraphics Seminy: B
(None (#ander Tasture) — e
)

a
|

o

Add Component

CTtbnka 6 — cb3ganTe MuLleHa (Ha HMBOTO Ha rnaBHaTa kamepa), KosTo fa e Kyb ¢ ume Target
n c koopauHath (X, Y, Z) = (0, 3, 0). CkanupaiiTe ro (4pe3 Scale B Inspector) oBa nbTu (T.€. C
mawwab 2:1) n no Tpute koopanHaTu. [lobaBeTte kbM Kyba matepmnana ¢ ume Target-Positive
Material.
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CTbnKa 7 — cb3[alTe HOB CKPpUMNTOB KOMMOHEHT Ha e3uka C# 3a gBumkeHne Ha obekTa ¢ nve
BasicMover 1 ro npemecTeTe B nankata Scripts. 3abenexete, ye Unity aBToMaTU4HO Cb3gaBa
no wabrnoH crnegHUst CKpUMT:



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BasicMover : MonoBehaviour {

// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {

}

Ctbnka 8 — npepaboTteTe ckpunTa € Len potaunst Ha UrpoBms 06eKT, KbM KOMTO TOW €
NpUKpeneH, cbrnacHo durypara no-gony.
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3a BCekV KOMMNOHEHT, A06aBeH KbM UTPOBMSA KOMMOHEHT, MOXeTe Aa pasrfiefate oHnanH
nomoLy, 0THOCHO Scripting API, ype3 MapkupaHe Ha koMnoHeHTa (Hanp. Transform) n ¢
M3Mom3BaHe Ha NoKa3aHOoTO Nno-rope MeHw (unun yped CTRL+'). MoxeTe 1 AMpeKTHO aa
OoTBOpUTE B Opay3bp NOMOLLTA 32 TO3U KOMMOHEHT Ha agpec
https://docs.unity3d.com/ScriptReference/Transform.html.

CTtbnka 9 — npoBepeTe KakBo 03Ha4yaBa MeToabT Transform.Rotate, kakto n Vector3.up, no
onucaHusa B CTbnka 8 HauuH.

Ctbnka 10 — cbxpaHeTe CKpunTa 1 NpoBepeTe B MHCMNeKTopa 3a obekta Target oanv u kak ce
B/XAa NpoMeHnmBaTa spinSpeed v HenHaTa HavanHa ctonHocTt 180.0f (rpagycu 3a cekyHaa).
MpourpanTte ckpunta u ce ybeaete B potauusita Ha obekta Target. Onutante B pexvm Ha urpa
(He Ha gm3anH!) ¢ 360 n 10 rpagyca 3a cekyHaa.



Ctbnka 11 — ynpaxHeTe ce, KaTo HanpaBuTe rpeLlka B
gameObject.transform.Rotate (Vector3.up * spinSpeed * Time.deltaTime);

— Hanp. 3ameHuTte spinSpeed ¢ spinSped. OnuTanTe ce ga npourpaeTe urparta v pasrnegante
panopTyBaHUTE MPELLKM C ABOVHO LLpakBaHe Ha cboOLleHMeTo 3a rpelka. MonpaeeTte
rpeLukaTa.

Ctbnka 12 — npepaboTeTe CKpUnTa C LieNn TpaHcnauusi Ha UrpoBusi 06eKT, KbM KOWTO TOM e
MpUKpeneH, CbrnacHo koaa no-gony. 3anaseTe NPOMeHUTE U BKTE Kak B MHCTMEKTopa 3a
obekTa-myLLIeHa ce NpeacTaBs npoMeHnMBaTa motionMagnitute. Mpowrpaiite ckpunTa un
obsicHeTe NoBefeHNeTo Ha obekTa-MuLLIeHa.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BasicMover : MonoBehaviour {

public float spinSpeed = 180.0f;
public float motionMagnitute = 0.1f;

// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {
// rotate around the up axis
gameObject.transform.Rotate (Vector3.up * spinSpeed * Time.deltaTime);

// move up and down
gameObject.transform.Translate(Vector3.up * Mathf.Cos(Time.timeSincelLevelload
) * motionMagnitute);
}
}

CTtbnka 13 — npepaboTeTe cKpunTa C LieN YyCIoBHA poTauusl U TpaHcnaunsa Ha UrpoBUsi 0GeKT,
KbM KOMTO TOW € NPUKpeneH, CbracHo koda no-Aony. 3anasete NPOMEHUTE U BUXKTE Kak B
MHCMeKTopa 3a o6ekTa-MULLEeHa ce NpeacTaBsAT ABETE HOBU NpomeHnvBu. MNpourpaiiTte ckpunTta
N B PEXMM Ha Urpa MapkvpanTe 1 feMapkupaiiTe BCEKV eAuH OT ABaTa yek-6okca.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BasicMover : MonoBehaviour {

public float spinSpeed = 180.0f;
public float motionMagnitute = 0.1f;

public bool doSpin = true;
public bool doMotion = false;

// Update 1is called once per frame
void Update () {
if (doSpin) {
// rotate around the up axis
gameObject.transform.Rotate (Vector3.up * spinSpeed * Time.deltaTime);

}
if (doMotion) {



// move up and down
gameObject.transform.Translate(Vector3.up * Mathf.Cos(Time.timeSincelLevel
Load) * motionMagnitute);

Ctbnka 14 — 3anaseTe cb3fageHarta JOTYK cleHa nof ume Levell.

Ctbnka 15 — npeumeHyBanTe BasicMover ckpunta B BasicTargetMover n ce onuTaiiTte ga
cTaptupaTte urpata. Kbge e rpewikara?

YkasaHue: NnpoMeHeTE CbLLUO0 Taka MMETO Ha Krlaca.

Ctbnka 16 — CkannpaHe Ha BPEMETO - urpata Moxe ga ce nokassa ¢ 15, 30 unum 60 dperima
3a cekyHAa Ha 0aBeH, cpefeH 1 6bp3 KOMMIOTLP. 3a Aa ckanMpame CKOpOCTTa Ha BbpPTEHE
Taka, Ye Ja e egHakBa 3a pasnMyHMTE YeCcTOTW Ha MokasBaHe Ha Kagpute, usnonasame
Time.deltaTime — JaBa B MUIMCEKYHOM BPEMETO OT NOCHeAHUsA nokasaH penm!

CTtbnka 17 — npemaxHeTe KOMNoHeHTa BasicTargetMover ot obekta Target n fobaseTte
CbLLECTBYBaLUMs KOMMOHEHT TargetMover. B pexum Ha nrpa ekcnepMMeHTupanTe cbe
CcTorHocTUTE Ha Motion State, kakTo € nokasaHo Ha churyparta no-gony.

Pasrnepante B pegaktopa koga Ha BasicTargetMover.

CbxpaHsiBaiiTe NepMoanyHo clieHara.



Fle Edt Assets Gamedbject Component Wiindow Help.

DB S 5 1 e | & cicsal]

Ctbnka 18 — cb3gante npedab ot obekta Target 6e3 ga cmeHsATe umeTo My. N3TpuiiTe obekta
Target u cbxpaHeTe cueHara.

C. YKa3aHusa 3a pa3paboTka Ha urpa Box Shooter — urpau u kKamepa

Ctbnka 19 — cb3ganTe urpad ¢ aBaTap kancyna (Capsule) n ro nosuumoHuparite B Touka (X, Y,
Z) = (0, 1, 0). NpenmeHyBawite ro Ha Player n nsbepete 3a Tag npegedmvHnpaHaTa CTOMHOCT
Player (kakTo e nokasaHo Ha duryparta no-gony).

Fie §dt Asmets GameObject Component Mindow Help

Reflaction rohes
Anchor Querrde

Defauk Matenial

e

a4 Camponent

[obaBeTe npegeduHMpaHunsa KOMNoHeHT ¢ ume Character Controller ot naketa Physics.
3abenexeTe, 4Ye TOW He NpMema CbOUTUS OT KNaBmaTypa UM MULLIKA C LeN OBWMKEHNETO Ha
urpava — TpsibBa camu ga ce Mnorpwxum 3a ToBa.

CbxpaHeTe clLieHaTa 1 s npourpaiTe.

10



Ctbnka 20 — B nankaTta Scripts cb3gante HOB ckpunTt ¢ ume BasicController, no koga no-gony.
CbxpaHeTe ro B pegakropa u ro npucoeTe Ha Player.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BasicController : MonoBehaviour {

// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {

Debug.Log ("Horizontal input =" + Input.GetAxis ("Horizontal"));
}

B PeXunm Ha urpa BmxTe n3xoga ot Debug.Log B KOH3o0IaTa npu BXo4 C KrnaBULLN-CTPESIKN U
and.

< Unity 5.5.111 Personal (64bit) - LevelLunity - Box Shooter BB - PC, Mac & Linux Standalone* <DXT1> - i
Fle E61_Amets GameObject Component Window Help.

- BasicControlier
o
ing 5

e e ety
ing UnityEngine;

Jusi
class BasicContraller 1 MonaBehaviour {

// Use this for nftialization
void Start () {

3

// Update is called once per frame

void Updte (14

3y Debug.Log ("Horizontal mput =* + Input.GetAxis ("Horizontal"));

Ctbnka 21 — pasrnegante Input Manager koMnoHeHTa yYpe3 meHto Edit > Project Settings >
Input, B gana my Horizontal, kakto € nokasaHo no-gony.

11



Ctbnka 22 — 3a urpaya, 3ameHete ckpunta BasicController ¢ gpyr — ¢ nme Controller.
[Mpourpante ¢ ynpaBneHue 4pes cTpenkosuTe knasuwu. Npernegante n3xona B KoH3onara.
PasrnenanTte kak koabT Ha Controller nanonaea Bxoaa (ot Input.GetAxis("Vertical™) u
Input.GetAxis("Horizontal"), 3a Aa ABWXM OBeKTa-urpay.

CTtbnka 23 — npoMeHeTe no3uuusaTa Ha rmaBHaTta kamepa Ha (X, Y, Z) = (0, 2.1, 0). HanpaseTe
51 Noa-Bb3en B iepapxusita Ha urpada. Mpowvrpaiite u ce ybenerte B TpaHcnaumsta Ha
KamepaTa 4Ypes3 CTpernkute unv knaeumTe wasd.

Ctbnka 24 — pobaBeTe KbM Urpaya cbliecTByBaLLmsa ckpunt MouselLooker. MNpowvrpavite n ce
ybeneTe B poTaumsaTa Ha kameparta 4pe3 muilkata. Beue nvate FPS ynpaBneHune Ha
Kamepara.

CTbnka 25 — 3a ynpaxkHeHue - nogobpeTe 0CBETEHOCTTA Ha BUPTYarHUA CBAT (MHTEH3WBHOCT
Ha OCBETMEHMETO, OTPaXeHWs!, CribHLUE, HeGe 1 Ap.) Ype3 MeHtoTaTa oT cpurypata no-gony.

12



Fle E8t Assets GameObjet Component Wiindow  Help.
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Frame Debugger

Navigation

Console

Ctbnka 26 — n3depete Main Camera n gobaBeTte KbM Hest KOMMOHeHT Rendering > Skybox.
[ob6aseTte HannyHns maTepuan Skybox Material KbM TO31 KOMMOHEHT 1 BKTE NPOMSHaTa
(camo) B pexum Ha urpa — HO He U B u3rnega Ha cueHaTta. [NpemaxHeTte Skybox B narnega Ha
clLieHaTa no ykasaHus No-405y HauuH.

4] Layer [ais :
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Scale x Ll — T —
T Camera e
Clear Flags T ————
Backgraund L Ed
Cullng mask T ——
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Reveben (128 o o 2

Target Disslar T ———|

o UL Layer 2

#Flare Layer e

[ e we,

o skybox °.

Custam skybox Gshybos materia o

Ctbnka 27 — fobaBeTe KbM rMaBHaTa Kamepa [Ba KOMMOHeHTa 3a edpeKkTu Ha KapTuHaTa
(Image Effects):
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Color Adjustments 3 Color Correction (Curves, Saturation) |
Edge Detection k Coler Correction (3D Lookup Texture) T
Displacement 3 Color Correction (Ramp) oje
Rendering k Contrast Enhance (Unsharp Mask) [
Moise 3 Contrast Stretch SE
p—
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e Components > Image Effects > Color Adjustments > Contrast Enhance (Unsharp
Mask). 3agavite Intensity ga e paBHo Ha 1 nnu 2.
e UYpes meHio Components > Image Effects > Bloom and Glow > Bloom. 3agavite Bloom
Intensity ga e paBHoO Ha 2.

MpowurpanTe.

Ctbnka 28 — nobaBeTe kbM rnaBHata kamepa Audio Source 3agante conctoTo AudioClip aa
€ paBHo Ha knuna BackgroundMusic, Loop=yes un owie Volume=0.25 n Pitch=1.2. MNpowurpanTe.

Ctbnka 29 — 10 MOMeHTa Npu NpourpaBaHe YecTo ce BuXaa YacT OT Kancynarta unm ot
csaHKaTa . 3a fa He ce Buxaa, geaktusmpante Mesh Renderer 3a o6ekta Player. Cb3gante
npecdab 3a obekTa Player upe3 BnayeHe Ha obekTa B npedab nankata. CbxpaHeTe cueHaTta U

npoekKTa.

Ctbnka 30 — Heka cb3gazeM cHapsa (projectile) BbB popmaTa Ha manka cipepa. Cbaganite
cchepata nog ume Projectile. lobaBeTe kbM cdepata Projectile Material. Ckanupante s no X, Y
n Z ¢ koedpuumeHt 0.2. [lobaeeTe Rigid Body KOMNOHEHT C Lien Aa B3aMMOAENCTBa C Apyrute
Tena. 3agante Use Gravity kato AemapkupaHo, 3a Aa HaMa rpaBuTtaulms 3a cdepara.

Crtbnka 31 — c Len ocTaBaHe Ha criefa (onawka), gobaseTe kbM obekTa Projectile ckpunTa
Effects > Trail Renderer; no6asete maTepuana Default-Particle. 3agante rpadudHo 3a
HavanHa wupuHa 0.1, a 3a kparHa - 0. 3againTe 3a UBAT MOPCKO-CUMHBO C yBeNnuyaBaHe Ha
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npo3payHocTTa. 3anasete Projectile kato npedab n nstpunte cammusa obekt ¢ nve Projectile.
CbxpaHeTe clLieHaTa 1 npoekTa.

Ctbnka 32 — 3a Aa uspaBHUTE U3rneda Ha cueHarta ¢ uarnega Ha urpata, cenekTmpante
rnaBHaTta kamepa un nsbepete Game Object > Align View to Selected (koeTo e obpaTHOTO Ha
Align with View!).

Ctbnka 33 — cb3gante MyLIeHa Ypes BriadyeHe Ha npedaba Target B usrnega Ha cueHaTta u
3agaBaHe Ha koopaunHatu 3a Hero (0, 6, 10). 3agaviTe 3a cBoncTBOTO Motion State Ha
KomnoHeHTa Target Mover ctoriHocTTa Spin. [lybnupawnTte Target u npemecTteTe no X HOBUS
00eKT 4 M HagsaCcHo, cnepf, KoeTo My 3aganTe 3a cBoMcTBoTO Motion State Ha kKOMNoHeHTa
Target Mover ctonHocTtTa Vertical. [lybnupante nak Target n npemecteTe no X HoBUs 00ekT 4
M HansBo, crnen Koeto My 3agante Horizontal. CbxpaHeTe cueHata 1 npoekta. lMpourpanTe.

Ctbnka 34 — cb3gante nepapxusata Targets kaTo npaseH 06ekT C HyrneBu KoopanHaTH.
lNpemecTeTe B HEr0 BCUYKMA MULLEHMN.

Ctbnka 35 — Bpeme e 3a cTpenba. Han-cmuncneHo e ga ctpensime oT camaTa kamepa.
[obaBeTe KbM KamepaTa komnoHeHTa Shooter. 3a Projectile 3agavite egHoMMeHHNs npedab! A
3a Shoot Sound Effect (Shoot SFX) 3agante Laser. Npowurpante. C uen no-6bp3a ctpenba,
3apgante Power=60 nnn noseye.

Ctbnka 36 — pasrneganTte B pegakropa ckpunta (komnoHeHTa) Shooter.

Ctbnka 37 — TpsbBa ga yHuLwoxXaBame cHapsauTe crnef U3BeCTHO Bpeme, 3aLloTo uHaye
ocTaBaTt BMAMMU B urpaTta. 3a uenta kbM npedabda Projectile nobassame ckpunta Time Oject
Destructor n 3agaBamMe BpeMe Ha XMBOT Ha cHapsga 1-2 cekyHau.

Ctbnka 38 — Cb3ganTte nnaTtHo Ype3 meHo GameObject > Ul > Canvas 1 ro npenmeHysante
Ha MainCanvas. lNog Hero (B nepapxuata my) gobasete Image ¢ nve Crosshair n
npeskntodeTe B 2D mode. MNo3numoHnpanTe kKapTMHKaTa B cpearta Ha MraTHOTO Ypes
3agbpxkaHe Ha Ctrl+Shift n nsdop Ha ueHTbpa B Ancor Presets (B nHcnektopa). 3aganTte 3a
Source Image kapTuHkaTa ¢ ume Crosshair, n yctaHoBete Width=Height=144. MpowurpanTe.
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Q Unity 5.5.111 Personal (64bit) - LevelLunity - Box Shooter BB - PC, Mac & Linux Standalone* <DX11>
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Ctbnka 39 - [Nog MainCanvas (B iepapxuaTa my) gobasete Image ¢ nme Scoreboard u
npeskntodeTe B 2D mode. MNo3numoHnpanTe kapTUHKaTa B cpegaTa Ha NnaTtHOTO Ype3
3agbpxkaHe Ha Ctrl+Shift n nsdop Ha ueHTbpa B Ancor Presets (B uHcnektopa). 3aganTte 3a
Source Image kaptunHkata ¢ ume InputFieldBackground (Color = Dark red, Alpha=100), un
yctaHoBeTe Y=120, Width=160, Height=50. NpourpavTe.

Ctbnka 40 - Nog MainCanvas (B iepapxusta My) gobasete Text ¢ ume Scoretext.
lMpemecTeTe ro B epapxmsita Ha Scoreboard. MNo3uymoHupanTe ro B cpegaTa Ha NnaTHOTO
ype3 3agbpxkaHe Ha Ctrl+Shift n n3dop Ha ueHTbpa. 3agarite 3a TekcTa cTomHocT ,,0°,
yaebeneH wpndT, pasmep 40 1 ro LeHTpupanTe n CMeHeTe LBeTa My.
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Ctbnka 41 — Nop MainCanvas (B nepapxusita my) gobasete Image ¢ ume GameOver Score
Outline n npeBkntoveTe B 2D mode. lNpemecTeTe ro B nepapxmsita Ha Scoreboard.
Mo3nunoHupanTe ro B cpegaTa Ha nNnaTHOTO Ype3 3aabpkaHe Ha Ctrl+Shift u n3dop Ha
ueHTbpa B Ancor Presets (B nHcnekropa). 3agante 3a Source Image kapTuHkaTa ¢ ume
InputFieldBackground 1 octaHanuTe CBOWCTBA KaKTO € Noka3aHo no-Aosny. Hakpas ckpuiite
pamkata GameOver Score Outline.

Tlinputfieidsackground

Hone (Material)

L
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 TimedObjectDestructor
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Depthoffieid

| DepthOffieldDeprecated
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1 Fsheye

Ctbnka 42 — Nog MainCanvas (B nepapxusita my) gobasete Text ¢c ume TimerText.
MpemecTeTe ro B iepapxusaTa Ha Scoreboard. [No3vunoHnpanTe ro B cpegarta Ha nnaTHOTO
ypes 3agbpxkaHe Ha Ctrl+Shift n nséop Ha ueHTbpa. 3agarite Y=160 3a TekcTta cTonHocT ,15.0%
yaebeneH wpudt, paamep 20 1 ro LeHTpUpanTe U CMeHeTe LBeTa My.

Ctbnka 43 — cb3ganTe npaseH oOekT ¢ HyneBu koopanHaTh nog umeto GameManager.
HobaBeTe kbM Hero ckpunta Game Manager 1 ro MHMUnanuanpanTe Kakto e nokasaHo no-
pony. MpovrpanTe.
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@ Inspector

[ [GameManager | [ static v
Tag | Untagged 4| Layer | Default :]
¥ .~ Transform %,
Position L] Y0 Z 0
Rotation H o Y0 Z0
Scale X1 Y1 Z(1
¥z ¥ Game Manager (Script) [ %=
Script . GameManager @
Score o |
Can Beat Level -
Beat Level Score 0 |
Start Time 5 |
Main Score Display | Scoretext (Text) @
Main Timer Display | TimerText (Text) @
Game Over Score Outline WGameQOver Score Outline @
Music Audio Source = Main Camera (Audio Source)
Game Is Over -
Play Again Buttons Mone (Game Object) | (o]
Play Again Level To Load |
Next Level Buttons Mone (Game Object) | @
Next Level To Load |

Add Component

Ctbnka 44 — pasrnegavite B pegakropa ckpunta (komnoHeHTa) GameManager.

Ctbnka 45 — npeBkntoveTe 0THOBO Ha 3D Buayanusauus. [lobaBeTte B npedaba Ha myweHaTa
Target komnoHeHTa Target Behaviour. lNoHexe npomsaHaTa e HanpaeeHa B npedaba, s ce
pasnpocTMpa 00 BCUYKM HErOBY ek3eMnnsapu. 3a LeHTpanHarta MulleHa 3agante Time
Amount=3, 3a ngBaTa MuLleHa - Score Amount=5, a 3a gacHarta - Score Amount=-10.

CTtbnka 46 — pa3rnegante B pefakropa ckpunta (komnoHeHTa) Target Behavior. O6bpHeTe
BHMMaHWe Ha pefoBeTe:

// only do stuff if hit by a projectile
if (newCollision.gameObject.tag == "Projectile") {

3a uenTta Tpsibea oa gobasum mapkep (Tar) ¢ ume Projectile 3a npedaba c nme Projectile.
Cb3pavite TakbB Tar 1 ro gobasete. o Bpeme Ha urpa 3abenexere, Ye He BCUYKN TOYHU
nonageHunsi Ha cHapsga nopassieat Lenta. 3atoBa npomeHeTe cBoncTBoTo Collision Detection B
RigidBody Ha Projectile Taka, 4e ga uma 3a ctonHoct Continuous BmecTo Discrete (n3ucksa
noBeye NpoL,ecopHa MOLHOCT, HO paboTu 1 3a 6bP30 ABMXKELLUN ce 06eKTH).

Ctbnka 47 — Play Again: cb3gante TpuMaMepeH TeKCT upe3 MeHioTo GameObject > 3D > 3D
Text ¢ ume PlayAgain, u ¢ koopguHatu (X, Y, Z)=(0, 3, 14). 3apaiite ocTaHanuTe CBONCTBA
Taka, KaKTo e MokKa3aHo Mo-Aony.
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© Inspector | SErvices a-=
" & [New Text [[] Static «
Tag | Untagged 4| Layer | Default ™
¥ .~ Transform %,
Position X0 Y3 Z 14
Rotation X0 Yo Z\o
Scale W1 Y1 Z|1
¥ .l I¥ Mesh Renderer [ #,
Cast Shadows [ on sl
Receive Shadows W
Motion Wectars | Per Object Motion 4]
b Materials
Light Probes | Blend Probes 3]
Reflection Probes | Blend Probes 1)
Ancher Override |Nune (Transform) | (o]
v TentMesh o,
Text PLAY AGAIN
Offset 2 1]
Character Size 1
Line Spacing 1
Anchor | Middle left 4]
Alignment | Lefc 1]
Tab Size Z] ]
Font Size o ]
Font Style | Bold ™
Rich Text I~
Font [ Arial | @
Color [ IJ'

[ Add Component

Ctbnka 48 — 3a PlayAgain gobasete komnoHeHT Box Collider, n 3a Hero 3agante Z=1. 3a
PlayAgain aganTe CKpunTOB KOMMNOHEHT € nme Play Again.

B GameManager 3a csorictBoTo Play Again Level to Load 3aganite Tekcta ,Levell®. HanpaBseTte
oT obekTa PlayAgain npecab, 3a ga cb3gagemM nocne noBeyve TaknBa 06eKkTy Npu Kpam Ha

urpara.

Cw3pavite owe Tpu PlayAgain obekTa no octaHanuTe Tpu CTpaHu Ha urpata, MOCTaBETE BCUYKM
PlayAgain o6ekTu B iepapxusi, KOSITO ja ce BbpTu Ype3 ckpunTa Rotate (Way=Around Y).
[es3aktuBnpante rm n Heka GameManager rim akTuenpa cnep Kkpas Ha urpara.
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Ctbnka 49 — cb3ganTe cucteMa oT YacTuum Ypes meHtoto GameObject > Particle System.
MpeumeHyBante g Ha Target Positive Explosion. 3agavte um cBoncTBa CbrnacHo gurypure no-
nony.

[obaeeTte n komnoHeHTUTe Audio Source ¢ ayamo knun PositiveHit, kakto n Time Object
Destructor ¢ Len pa3spyLuaBaHeTo Ha cucTeMaTa oT Yactuum crnef 1 cek, kKaTo npeMaxHeTe
umKbna. MHnunanuanpanTe rm cbrinacHo gurypure.

p

P e o ——
Tag [Untagged i layer [Defaur ]

Listener

L ]
L ]
L ]
L ]
[ ]
L]
L ]
L ]
L ]
L ]
L ]
v

Target-Positive Material
Shader

Ctbnka 50 — cb3ganTe B Prefabs npedad Ha Target Positive Explosion (Lie cnyxu 3a ob6ekTw,
[o6aBsLLM TOYKM)M crned ToBa M3TpumTe 0b6ekTa 3a To3un npedab.

Oybnupaiite Target Positive Explosion n ro nmeHoBanTte kato Target Negative Explosion (e
cnyxu 3a 06ekTn, oTHemalLm Bpeme). [NpomeHeTe caMmo ABa napameTbpa:

e B Renderer - Target Negative
e B Material Audio Source - NegativeHit.
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Ly6nupante Target Negative Explosion n ro nmeHoBanTte kato Target Bonus Explosion (we
cnyxu 3a obekTun, fobasswm Bpeme). [pomeHeTe camo fABa NnapameTbpa:

e B Renderer - Target Bonus
e B Material Audio Source - BonusHit.

Ctbnka 51 — nperMeHyBainTe TpUTE MULLEHN Taka:

e 3a ueHTpanHata (Time Amount=3) muwieHa 3agante nme TargetBonus
e 3a nsABaTta MuweHa (Score Amount=5), 3agante nme TargetPositive
e 3a pgscHaTa - Score Amount=-10, 3aganTe ume TargetNegative

Ctbnka 52 — HanpaseTe npadabu OT TpUTe MULLEHN U T N3TpuiTe. 3a TpuTe nNpedaba
3aganTte CbOTBETHU Matepmanu, Kakto n napametpu Explosion Prefab B ckpunta Target
Gehavior. 3a Tpute npedaba gobaseTe ckpunToBus kKoMmnoHeHT Timed Object Destructor, ¢
Time Out = 3.

Ctbnka 53 — npomeHeTe B GameManager ctapToBOTO Bpeme oT 5 Ha 15 cek. Cb3ganTe
npas3eH 06EeKT C HyneBW KOOPAMHATK NoA MMEeTo Spawner (pa3mMHoXuTen) 1 gobaBeTe KbM HEro
CKpunTa 3a pa3MHOXaBaHe Ha 06ekTuTe ¢ nme SpawnGameObjects. NHnunanuanparite ro
cbrn. huryparta no-gony.

© Inspector
[ [Spawner | [] static =
:. Tag [ Untagged t] Layer [ Default :]
¥ .~ Transform &,
Position X0 Y0 Z[0
Rotation ®0 Y0 Z\0
Scale H1 Y1 Z11
" [« Spawn Game Objects (Script) [
Script - SpawnGameObjects @
Seconds Between Spawning 0.1
* Min Range -25
¥ Max Range 25
¥ Min Range g
¥ Max Range 25
Z Min Range -25
Z Max Range 25
¥ Spawn Objects
Size 3 |
Element 0 \WTargetBonus @
Element 1 W TargetNegative @
Element 2 W TargetPositive ]

[ Add Component

Ctbnka 54 — CbxpaHeTe, TecTBaNTe urpata v pasrreganTe ckpunta 3a pasMHoOXaBaHe Ha
obekTuTe ¢ nme SpawnGameObjects.
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