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HACTPOWKA

MPOTUBHWKA &1 mixamo

A

» [lepexoanm Ha canT Mixamo, 1 CKa4mMBaeM HECKOMbKO Moaenemn NnpoTUBHMKOB. Jlyylle Bcero
bpaTb 30MOU, OH Bonee meHee aganTMpoBaH And padboThbl C HALLUM NPOEKTOM. Ha HEM Mbl
NoTPEeHNpyemMcs



HACTPOWKA HPOTI/IBHI/IKA

‘@ mlxamo Characte Animations @ \vitaliv

STANDING TORCH JUMP ON DEFAULT CHARACTER

SEND TO AERO

UPLOAD CHARACTER

Standing Torch Jump

v

» Kak TOnbKO 3anormHUMCsl, Ham
cpasy e npeacTaHeT OKHO
BbliOOpa




HACTPOWKA NMPOTUBHNKA

Proceed with this new character?

Your previous character will not be saved.
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HACTPOWKA NMPOTUBHNKA

DOWNLOAD SETTINGS




HACTPOWIKA MPOTUBHUKA




HACTPOWKA NMPOTUBHNKA

DOWNLOAD SETTINCS
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HACTPOWKA NMPOTUBHNKA

» [lepeHocum Bce, 4YTO cKka4vanu, B
narnky Prefabs. Ha nosiBuBLLeecH
coobLleHne Haxxnumaem Fix Now



HACTPOWKA NMPOTUBHUKA

- [lanee cosgaem nanky Animation, 3axoanm
B prefabs, Kyna 3akmgbiBanu Hallu
aHumauuu, solgendem yepes CTRL Hy>KHbIe
aHnmaumu (idle, running, attack) u
Haxkmmaem CTRL + D. Bce ocTtanbHoe 13
OCTaBLUerocqd - yaansem
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Make Transition

28BHavaneloTaIDUEZRUN - ATTACK
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Base Layer | Auto Live Link | || " Idle -> Run @ = %,
wse 1 AnimatorTransitionBase

Transitions Solo Mute
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W Idle -> Run

Has Exit Time L]
T — > Setings

v G): 00

Co_nditions
me — [ Idle

Animation/Zombie.controller




Base Layer ' Auto Live Link ||| " pyn -> Idle o %
w1 AnimatorTransitionBase

Transitions Solo Mute
Run -> Idle L]

w [ W%

WS Run -> Idle

Has Exit Time
b Settings

Conditions
= | Idle

= | Run



Base Layer | Auto Live Link | | ™ pun -> Attack

W 1 AnimatorTransitionBase

Transitions Solo Mute

- T

WS Run -> Attack

Has Exit Time -
» Settings

Conditions




Base Layer ' Auto Live Link | | ™ Attack -> Run @ o %
w1 AnimatorTransitionBase

Transitions

W Attack -> Run

Has Exit Time L]
» Settings
Gy:00

Conditions




Base Layer | Auto Live Link ||| "™ [dle -> Attack i 8

W 1 AnimatorTransitionBase

Transitions Solo Mute

T —

Idle -> Attack

Has Exit Time ]
b Settings

Conditions

= lj&tack

= | Idle




Base Layer ' Auto Live Link WS Attack -> Idle

W 1 AnimatorTransitionBase

Transitions Solo Mute
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W Attack -> Idle
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» Yb6upaem ranky Has Exit Time — onsa npep







1using System.Collections;

2 using System.Collections.Generic;
3using UnityEngine;

4 using UnityEngine.AI;

5

6 [RequireComponent (typeof(NavMeshAgent))]
7public class Enemy : MonoBehaviour {

8

9
10
11
12
13
14
15
16
17
18
19

public Transform target;
float distance;
NavMeshAgent myAgent;
Animator myAnim;

void Start ()
{

myAnim = GetComponent <Animator> ();
myAgent = GetComponent <NavMeshAgent> ();



PAY) vold Update ()

21 {

22 distance = Vector3.Distance (transform.position, target.transform.position);
E if (distance > 10) {

24 myAgent.enabled = false;

25 myAnim.SetBool ("Idle",true);

26 myAnim.SetBool ("Run",false);

27 myAnim.SetBool ("Attack",false);

28 }

29

30 if (distance <= 10 & distance > 1.5f) {
31 myAgent.enabled = true;

32 myAgent.SetDestination (target.position);
33 myAnim.SetBool ("Idle",false);

34 myAnim.SetBool ("Run",true);

35 myAnim.SetBool ("Attack",false);

36 }

37

38 . (distance <= 1.5f) {

39 myAgent.enabled = false;

40 myAnim.SetBool ("Idle",false);

41 myAnim.SetBool ("Run",false);

42 myAnim.SetBool ("Attack",true);

43 }

44}
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KO AIlA AHUMALIMA BPATA
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Cycle Offset
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CKPUTTTUHI MOCIE CO3OAHNA AHUMALNIA

 [locne TOro, kKak Mmbl C BaMmu co3gajiiv aHMmMmauuio,
Heobxoanmo OyaeT 3acKpunToBaTb Bpara Ha
OTBbEM XU3HU, a TaKKe co30aTb BO3MOXXHOCTb
HaHeCTU OTBETHbLIN YPOH



CKPUTTTUHI MOCIE CO3OAHNA AHUMALNIA

BHavane co3gaaum nomnocy XXnM3Hu camomy
Bpary, NOCKOsibKY Ham byaeTt Heobxoanmo
OTHMMATb XXN3HN B 0OEe CTOPOHbI.
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CKPI/II'ITI/IHF NOCINE
COS,EI,AH NA AHUMALIUA
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> LeftShoulder
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CKPUMTUHI NMOCIE
CO30AHNA AHUMAL A
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Copy
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CKPUMNTWAHI NMOCJIE CO3OAHNA AHNMALIW

* Mesh puneTp U mesh renderer Kyba cpasy xe yaanum

¥ .. ¥ Mesh Renderer ¥ .. Cube (Mesh Filter)

> Materie
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Find References In Scene

Coluct Material Lightm, Find References In Scene
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Create Empty
Create Empty Child
3D Object

CKPUMTUHI NOCNE

Effects

CO30AHNA AHUMALINA -
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.

v| ¥ canvas o =
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 Background
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~ CKPWMTVHI MOCHE CO3AAHUS AHVMALIN

v @ Ccanvas Renderer o %
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CKPUMNTUMHI MOCIE o
CO30AHNA AHUMALIN -

* [lepexoanm Ha cnavaep v
BbIOMBaeM MakcumarsibHoOe
3Ha4yeHue B brioke slider B
nHcnektope. Cpasy NoMeHSETCH
NOSTIOCKA KNU3HMW.
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CKPUTTTUHI MOCIE CO3OAHNA AHUMALNIA

*Co3gaem ckpunT LevelHealth,
MMEHHO TakK, C bosbLLIOWN DYKBbI,

MHaye dyayT CNOXHOCTH,
CUHTaKcuc CH# oH Takoun. I

OTKpbiBaeMm ero B VisualStudio

C#




1using System.Collections;

2 uzing System.Collections.Generic;

3 using UnityEngine;

4 using UnityEngine.UI;

5

6 public class LevelHealth : MonoBehaviour {

8 public int levelHealth = 100;
9 public Slider mySlider;
10 public Image mylImage;
11
12 void Update () {
l 13 mySlider.value = levelHealth;
. 14 if (levelHealth < 10) {
15 myImage.enabled = false;
16 } else {
17 myImage.enabled = true;
18 }
19 }
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CKPUMNTUHI MOCIE CO3OAHVA AHUMALINW

[locne 4yero noctasum cneaytoLimne
O0110KM B HACTPOUKU CKpUnTa

Script LevelHealth
Levelhealth 100

My Slider ‘< Levelhealth (Slider) ©
My Image *4Fill (Image) ~  ©




CKPUTTTUHI TNTOCHE CO30AHNA AHVUMALIESE g

Damage

» Co3gaeM HOBbIM CKpUNT B Narnke Scripts, Ha3biBae
Damage (YpOH) 1 nepexoaum B Visual Studio. Kak Bbl
NoHMMaeTe, byeM UCnosib3oBaTb MakCcUMarbHO
npocTon Mmeto — OnTriggerEnter, Yyepes Terw.
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Flusing System.Collections;
using System.Collections.Generic;
using UnityEngine;

Elpublic class Damage : MonoBehaviour

i
= private void OnTriggerEnter(Collider mycol)
i
= if (mycol.tag == ("Player™))
i
mycol.GetComponent<lLevelHealth>().levelhealth -
, ¥
I
&)

19;




CKPUTTTUHI MOCIE CO3OAHNA AHUMALNIA

* [lepeTarnBaem Ha Hall Ky0, Ha3biBaemM ero Damage.
[lpoBepsem. Ecnn Bce BEpPHO — YPOH Norny4vaeT Bpar.
be3ycnoBHO, TYT HE OYeHb C NTornMkon. Begb npu yoape
YPOH OOSTKHbI nony4yaTtb Mbl. OgHaKO BCe Oeno B TOM,
YTO Y HaC Y€ eCTb CBOA CUCTEMaA MNONyvYeHns YPoHa,
NO3TOMY npeanarato HEMHOIO ypaBHOBECUTDL LLIAHCHI.
OTKpblBaeM anga npasku ckpunt HPBar. I ponuiuem B
HeM CTPOYKY ANnA NonyyYeHna ypoHa npu
COMNPUKOCHOBEHUW C Bparom.




1 =lusing UnityEngine;

2 using System.Collections;

3 using UnityEngine.UI;

4

5

6 Elpublic class HPBar : MoncBehaviour

7 |

8 //BuBogum nybnuuyHbie nepemeHHbe ANA YCTAHOBKW CTapTOBHIX 3HaYeHWMN XuU3Hen
9 public int HP = 100;

10 public Text HP_Bar;

11 public GameObject HP_Plus_Model;

12

13 = void OnTriggerEnter(Ccllider other) //ycTanasnusaem ssammogeincTeume ¢ obbvexTom uyepes Tpurrep
14 {

15 = if (other.tag == "Fire")

27 HP = HP + 5@;
28 HP_Plus_Model.SetActive(false);
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1u=ing System.Collections;
2 usingz System.Collections.Generic;
3 using UnityEngine;

4

S public class GameEscape :

6
7
8
9
10
11
12 }

void Update () {

i¥ (Input.GetKeyDown (KeyCode.Escape)) {

}

Application.Quit ();

MonoBehaviour i
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using System.Collections;
using System.Collections.Generic;
Jsing UnityEngine;

“102 UnityEngine.SceneManagement;

public class GameOver : MonoBehaviour {

OOV A WN e

void Update () {

9 1T (GetComponent <LevelHealth> ().levelHealth < 18) {
10 SceneManager.LoadScene ("15”%§\\5_

11 } ‘

}

13 }



CKPUTTTUHI MOCIE CO3OAHNA AHUMALNIA

* Tenepb Bbirpedaem n mbl 1 nepcoHax. OgHako
Mbl C BaMU MPOCTO KacaeMcs nepcoHaka, a o
npennarato Bam Jo06aBUTb ELLLE N OPYXKUA,
KOTOPOE Mbl C BAMU HACTPOUM YyKe Ha
CrieyloLeM 3aHATUMN.



Home > 3D > Props > Weapons > Apocalyptic Weapon Pack

Apocalyptic Weapon Pack

. ShadowOfTheTree — | 1 Reviews

RoyS
* % % % % amonthago
Excellent

This is a very good weapon pack. There is quite a variety of home made weaponry from
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