NaboparopHo ynpaxkHeHue N4

1. UHcTpyKuum Kbm urpa "Box Shooter"

(c mamepuanu Ha bpasaH YuH, Muyu2aHCKU ObpxcaseH yHusepcumem)

A. [loBbplueTe NbpBO HMBO Ha urpa "Box Shooter" cbrnacHo o6HoBeHUTE UHCTPYKLUUK OT Moayn

3. AKO MMaTe HenpeoAoAMMMU TPYAHOCTH, 3apeaeTe Ny6anKyBaHaTa 3a To3u moayna urpa Box
Shooter BB.

Ctbnka O (onumoHanHa) — ako xenaete ga nona3sate cpegata MonoDevelop n He cTe 4
n3bpanu npv UHcTanauusaTa, HanpaseTe CNeaHoTo:

1.

2.

B meHto Edit > Preferences B naHena External Tools nstepete 3a External Script Editor
cpenata MonoDevelop.

Cnep ToBa, Unity npoekTsbT BY e ce oTBOpu/CnHXpoHm3upa B/c MonoDevelop cpepaTta
ype3 meHto Assets > Open C# Project.
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b. YKa3aHuA 3a pa3paboTka Ha urpa Box Shooter — aHMmupaHe Ha muweHuTe

MrpaTta Box Shooter e FPS urpa cbc cTpenba no ABUKELLM Ce MULLEHM OT TPU Pas/IMYHKU TMNa:

mMuleHa TargetBonus (Time Amount=3)
mMuLieHa TargetPositive (Score Amount=5)
muweHa TargetNegative (Score Amount=-10)

B 3aBMCMMOCT OT TUMa Ha MULLEHATA, Pe3yTaTbT MOXKE Aa Ce NOBULWW UAM Hamanu. UrpaTta
npoAb/rKaBa GUKCUPaAHO BPEME U LeAn MaKCUMaeH pesyaTar.



Ctbnka 1 — cb3ganTe ¢ npedaba TargetPositive HOB urposu o6ekT ¢ koopauHaTu (0, 1, 12) ¢
uen ga ro Bmwkaate gobpe. Cenektuparite To3n ob6ekT 1 Toraea (3a Hero) OTBopeTe
aHMMaLMOHHUSA npo3opel, Ype3 meHo Window > Animation. OnutanTe ga nssagute
aHMMAaLMOHHUSA MPO30pPEL, OT UTPOBUSI NPO30OPELL 1 Aa ro PasnosioXknTe HAKbAE B cpeaara, cnejg
KOETO nak Aa ro BbpHeTe KaTo Tab B UrpoBus Npo3opeLl.

CTbnka 2 — cb3galTe HOB aHMMaLMOHeH knun ¢ nve Target Idle ypes 6yToHa Create.
3anaseTte 1031 knun ¢ ume Target Idle.anim B nankata ¢ acetu. 3abenexeTe, 4Ye ABa pecypca
6s1xa cb3ganeHu TOKy-LLO:

® aHumaTop ¢ ume TargetPositive
® aHuMmaLMOoHeH knun ¢ ume Target Idle

Cwb3pganTte HoBa nanka ¢ ume Animations 1 npemecTteTe Tam BaTta pecypca.

3a no-uHTepecHo, B Target Idle moxeTe oa yBenuyaBaTte U HaMansiBaTe cKanvMpaHeTo Ha
obekTa.

Ctbnka 3 — Target Idle we 6bae CbCTOAHMETO Ha MULLIEeHaTa no nogpasbupaHe u HAMa aa
3afaBa H/KaKBa NpoMsiHa 3a Tasu MULLEHa.

N3bepeTe TargetPositive n cb3ganTe HOB aHMMAaLMOHEH KINUM MO HayMHa, NokasaH Nno-4ony Ha
durypaTa. lNpenmeHyBanTe ro Ha Target Spawner u ro npemecreTe B nankata Animations.

LLipakHeTe Ha ByToHa 3a 3anuc (Enable/disable key frame recording mode) rope BnsBo B
aHMMaUMOHHMS Npo3opeL, 3a Aa 3ano4yHeTe 3anuca.
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e 3apavite BbB Frame 0.00 (0 cekyHAuM oT Ha4anoTo) 3a Scale Ha obektano X, Y n Z
ctorHocTtuTe 0, 0, 0. 3abenexeTe kak KyobT M34e3Ba, a nonetara 3a X, Y nZce
npeacTaBsT No BpEME Ha 3anuca ¢ YepBeH (hOoH.

e 3apante BbB Frame 0.10 3a Scale Ha obekta no X, Y u Z ctonHocTtute 1.3, 1.3, 1.3.

e 3apavite BbB Frame 0.25 3a Scale Ha obekTa no X, Y u Z ctonHoctute 2, 2, 2 (1.e.
HOpMarnHuTe pa3mepu Ha kyba).

LpakHeTe Ha ByToHa Play 1 npourpanTe, KakTo € noka3aHo no-gony
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Target-Positive Makarial

3a knuna Target Spawner gemapkupanTe Yek 6okca Loop Time — T.e. 3againTe Aa ce UsnbIiHuU
€[HOKpaTHO.

Ctbnka 4 — V3bepeTe TargetPositive 1 cb3ganTe HOB aHUMALMOHEH KIWM MO CbLUMS HAYMH.
lMpenmeHyBanTe ro Ha Target Exit n ro npemecteTe B nankata Animations. 3a Hero 3aganTte
aHumaums, obpatHa Ha Target Spawner, UMEHHO:

e 3apavite BbB Frame 0.00 (0 cekyHau oT HayanoTo) 3a Scale Ha obektano X, Y n Z
CTOMHOCTUTE 2, 2, 2 (HOpMarHu pa3mepu Ha Kyba).

e 3apaunte BbB Frame 0.10 3a Scale Ha o6ekTa no X, Y n Z ctonHoctute 2.3, 2.3, 2.3.

e 3apavite BbB Frame 0.25 3a Scale Ha obekTa no X, Y u Z ctonHoctute 0, 0, 2 (1.e.
HyneBu pasMmepu Ha kyba).

Mpowvrpante aHnmaumaTa.

[o momeHTa cTe B Dopesheet narnea B aHumaunoHHUs nposopel. MpeskntoyeTe B Curves
nsrneq v NpoMeHeTe KpuBaTta Ha HamarnsiBaHe Ha pa3Mepa KakTo NpeLeHuTe 3a gobpe.
HanpageTe 3a Bcsika eaHa oT TpuTe ocu!
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Target-Positive Makarial

M 3a To3n knun gemapkupante vek 6okca Loop Time — T.e. 3agalite Aa ce U3MbIHA
€[HOKpaTHO, 1 BWXKTE Kak Llie ce oTpa3u ToBa Ha kpuata B Curves uarneaa.

lMpenmeHyBanTe aHnmaTopa ¢ ume TargetPositive Ha Target Animator Controller.

ManesTe oT pexxmma 3a 3anvc Ha aHMMaumns (3abenexeTe 3arybata Ha YepBeHus LBAT!) n
CbXpaHeTe MpoeKTa v cueHaTa.

CTtbnka 5 — oTBOpeTe aHMMaTopa ¢ ume Target Animator Controller. BuxTte kak To npeacrass
aHUMAaLMOHHUTE KNMUNOBE KaTo Bb3MOXHU CbCTOSHUSA Ha aHMMauumsTa:
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CTpenkaTa OT Ha4a/IHOTO CbCTOAHUE Entry KbM MbpPBUAT Cb3AaAeH OT Hac KAun ¢ ume Target
Idle B cb3gaaeHa aBTOMATMYHO, 3aLL0TO NbPBUAT Cb3AaZEH KMM ce noapasbupa KaTo
HayaneH. MoHee He xkenaem Target Idle ga e HayaneH KAMN 3a Tasn aHUMaAUMS, LLPaKBame C
AeceH 6yToH Bbpxy Entry n nusbupame Set StateMachine Default State, cnen KoeTo HacouBame
Bpb3KaTa KbM Target Spawner 1 OTTYK HaTaTbK TOM CTaBa Haya/leH.



Cb3naBame npexon (TpaH3uwbH) oT Target Spawner Kbm Target Idle (MuweHaTa TyK e npasu
HUWo). LLipakBame BbpXy Npexoda 1 HamansiBame NpUNoKpuBaHeTo mexay Target Spawner n
Target Idle.
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Ctbnka 6 — gobaBeTe kbM TargetPositive prefab ckpunta TargetExit. Pasrnegante kak pabotu
TargetExit. Cb3ganTe Heobxoaumus 3a ckpunTa napameTbp OT Tvn Trigger ¢ ume Exit.
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Cw3apavite npexop oT Target Idle kbm Target Exit. LLipakHeTe Ha npexoaa, 3a oa Buaute
nposopeLa no-gony.
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[ A Transition needs at least sne candition or an Exit Time to be valid, otherwise it will be ignored,

MapKupaiite yek 60Kca Has Exit Time, 3a aa HE n3nese ot cbctoAaHneTo Target Idle HesabaBHoO.
JobaseTe 3a npexoa ycioBmeTo ¢ ume Exit.
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PaswwupeTe BpemeTo 3a ocTaBaHe B Target Idle u yBennyeTe BpemeTo 3a

TimedObjectDestructor ckpunTa Ha TargetPositive, 3a Aa 3abenexnte edekra oT aHMmMauusiTa.
CbxpaHeTe u npourpanTe.

CTtbnka 7 — npunoxeTe npomeHnTe B obekta TargetPositive cnpsamo HeroBus npedab, kakTto e
nokasaHo no-aony:
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Ctbnka 8 — npunoXxete KOMMNOHEHTa 3a yrnpaslieHne Ha aHuMauuaTa  KbM OCTaHanute aBse

MULLEHW, C KonnpaHe 1 noctaBAHE Ha KOMIMOHEHTAa.
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Ctbnka 9 — nstpunte obekrta TargetPositive. CbxpaHeTe n npourpanTe.

B. lu3aiiH Ha HMBA Ha urpa Box Shooter — npexoA Kbm BTOpoO HUBO

ﬂ,06aBETe B UrpaTta eTUKEeT 3a HUBO, KOMTO Aa ce CMeHA nNpu npexod ot €4HO HMBO KbM APYyro.



Fle Edt Assets Gamedbject Component Wiindow Help.
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Mpu gocTuraHe Ha onpeaeneH 6poit ToukM (Hanp. 55) nokaseaiTe cnegHata obpaTHa Bpb3Ka
KbM urpada (etmketute NEXT LEVEL ca yeTnpm n ce BbPTAT KakTo eTukeTute PLAY AGAIN).

Fle Egt Asets Gomedbject Component Wiindow Help
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C'b3,£|,al71Te HMWBO AB€e Ha CbllaTa CueHa, HO C noBe4vye ANHaMUKa, I'IO-6'bp3O TEMNO, NO-Pa3/INYHN
MULLEHWN U NO-BUCOKA TPYAHOCT. MNpumep 3a HMBO 2 cneaBa no-aony.



Fle Edt Assets Gamedbject Component Wiindow Help.
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. Bunpg Ha urpa Box Shooter 3a Ye6 6pay3bp u 3a geckton naarpopma

MposepeTte ganu onumute Development Build n Script Debugging ca nsépanu B Build
Settings 3a n3bpanata ot Bac nnatdopma (MeHto: File > Build Settings).
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HanpaBeTe n npourpante geata 6unga, kato B 6pay3bp nHctanupate Unity plugin.



3a gomaluHa paboTa — pasyyaBaHe Ha yrnpaBrieHMe Ha roToBuU aBaTtapu oT
https://www.assetstore.unity3d.com/en/#!/content/5328
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