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#pragma strict

var speed : float = 10.0;
4 var rotationspeed : float =

function Start () {

c
a
-
s}
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function Update () {
var translation : float = Input.GetAxis ("Vertical") *speed;
var rotation : float = Input.Getlixis ("Horizontal")*rotationspeed:;
var height float = Terrain.activelerrain.SanpleHeight (transform.position)+l-transform.position.yv;
translation*=Time.deltaTime;
rotation*=Time.deltalime;
transform.Translate (0, height, tran=slation);

transform.Rotate (0, rotation, 0):
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| #: Scene Gam m_g{\gn_i_ma_tpf 0 Lo = ;'0 Inspector
H Textured #|| 2D o: | &) | Effects |~ orA « M zombie hires
Tag | Untagged + | Layer | Default

| Model | Select. : Rever ; Open

-
[ ]static

|¥ .~ Transform @
Position X 104.0858 YO Z 100.7379
Rotation X0 YO 20
Scale X 1.5 Y 1.5 Z 1.5

‘i:v » M Animation @
| Animation None (Animation Clip)

f b Animations
Play Automatically [

Animate Physics (]
Culling Type | Based On Renderers

I Add Component
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ctor
M [zombie
Tag | Untaagg
Model

» zombis_hires ¥ Transform
Position X 101.9954 101.4559
Rotation xo |y ] 1]
Scale x[1.5  |v[i.s ] 1.5

' M Animation
v &k M Character Controller
Slope Limit 45
Step Offset 0.3
skin Width
Min Mowe Distance o
Center X 0
Radius 0.5
Height >
SE M Animator & #e
Contraller -
o Awvatar [Mone (Avatar)
Apply Root Motion
'ﬁ Script Standard A.. ZembieCha.. alpha@zom.. Mew Terrain Animate PhHSiCS

&8 Script Culling Mode
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or | € Inspector

© Inspect |
Al | T zombie_hires Import Settings
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| Model -m Animations |

Mone
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Animation Type

Generation
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& Inspector
[ [zombie_hires

-

Tag | Untagged

¥ .~ Transform
Position
Rotation
Scale

» » [V Animation
¥ &% M character Controller
Slope Limit
Step Offset
Skin Width
Min Move Distance
Center
Radius
Height

¥ o M Animator
Controller

Avatar

Apply Root Motion
Animate Physics
Culling Mode

# | Layer | Default

<[101.9954
<0 Y0 z[0
<[1.5 ¥ [1. z/1.5

Edzombie_hire

o
LJ

| Always Animate

71101.4559

Assets  Scene
None
- zombie_hiresAvatar

v & M Character Controller
Slope Limit
Step Offset
Skin Width
Min Move Distance
Center
Radius
Height

¥ 32 ¥ Animator
Controller
Avatar
Apply Root Motion
Animate Physics
Culling Made
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M
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Offset 0
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Mirror
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4 - ; Mowve.js

Al » Awake

Fpragma strict
isEnable

target : GameObhjec
speed : float = 5.
gravity : float

function Start () {

function Update () {
var controller : CharacterController = GetComponent (CharacterController)

var moveDirection = Vector3.zero;

if (i=FEnable = true){
if (Z2<Vector3.Distance (this.transform.position, target.transform.position)) {

var targetDirection : Vectord = Vectord(target.transform.position.x,
this.transform.position.y,target.transform.position. =z}

[
[ I I ¥ i ]

g8}
;

this.transform. rotation = this.transform. rotation,

chis.transform.po=sition) , Time.time*(C

]
]

L

moveDirection 4= transform.forward#*1l;

moveDirection.v—=gravitv*Time.deltaTime;

controller.Move (moveDirection*Time.deltaTime*specd) ;

[ R 5 S K K
Ch =) h o |

[= Y]

CnTriggerEnter Collider
[o.name=="

L5 [ S [ 5 [y 0% |

isEnable

Fed b




f Move.js

Al » Awake

function Update () {
var controller : CharacterController = GetComponent (CharacterController);

var moveDirection = Vector3.zero;

if (isEnable == true){
if (2<Vector3.Distance (this.transform.position, target.transform.position)) {

var targetDirection : Vectord3 = Vector3(target.transform.position.x,

,.
=]

rJ
=

this.transform.position.y, target.transform.position.z) ;

rJ
=

this=s.transform.rotation = 1 this=s.transform.rotation,

M
ra

ion.LookRotation (targetDirection—-this.transform.position) , Time.time*0.1) ;
moveDirection 4= transform.forward+*1:;
moveDirection.y—=gravity*Time.deltaTime;
controller.Move (moveDirection*Time.deltaTime*speed) ;

SR R R R R
=D 0w o s L

L% [ W |

function OnIriggerEnter(c : Collider) {

if (c.name=="Plaver') {
isEnable crue;
target = .gameCbject:;

L La g La
[55] f LS5 B S

La
[a4]

ion OnTriggerExit(c
if (c.name
isEnakble

L5 B N )

&

LJ
[¥s]
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[ ! . .. o ———
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Rotation 10
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Missing
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Controller Edzombie_hires
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Apply Root Motion [+]
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Script ) AT
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Playerzif U COUwW U9 B E. Target®Noneh'Player(Ciid,
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Y
FT ¥ .~ Transform

Position % 101.,9954 £1101.4558
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< Persp e Jwlhc
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| v iE M Animator @

Ass

ets Scene
Meckl
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v
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Avatar

Apply Root Motion
Animate Physics
Culling Mode
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VI EBRENINSAZI1—D [Component] — [Physics] —

[Sphere Collider] Z20Uw 2
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Player
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Rendering
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Character Controller

Box Collider
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» 55 ¥ Animator
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Create =
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Create
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File Edit Assets GameObject Component Window Help
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[bullet Movel OHFE  translationDiEHNFEDIE S

4 | Movejs | ALj / bullet_Move.js

I bullet_Move = [ Awake

1 #pragma strict

var translation = 0.1;

function S5tart () {

= o s Ld pa

unction Update () {
transform.Translate (0,0, translation) ;

g
1n
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[Shot] OF 5

4 | Moveis | ALj | bullet_Mave.js
Shot » [ Awake

#pragma =strict

var projectile @ G
4 war fireRate : float
var nextFire : float

! function Start () {

function Update () {
if (Input.GetEey("zpace")&& Time.time>nextFire) {
nextFire = Time.time + fireRate;
var clone : GameObject =

Instantiate (projectile, transform.TransformPoint (0,1, 3) ,transform. rotation) as Gamelbject:

-
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22U~ Toullet_ Movel (CESINZD.

Move. js "'3:__ bullet_Move.js

~ translation = 0.5;
~ timer : float

function Start ()

10 funetion Update () {
timer —= Time.deltaTime;
transform.Translate (0,0, translation) ;
if (timer<=0) {
Destroy (gamelbject) ;

1iction CnCollisionEnter (colli=sionInfo : Coll
if (colli=zionInfo.gameCbiject.tag ==
Destroy (gamelbject) ; f?

AXFDZTUlem(_
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RICV 2 ENHE(C 3EIFNTESEZDELDICT D,
2O0UT K TA (CESFNX .

Mowve.js /| ALjs ' bullet_Move.js ' shot.js
Al » OnCollisionEnter

his.transform.position.vy,target.transform.position.z)
this.transform.rotation = Quaternion.S5lerp(this.transform.rotation,
fuat ion.LookRotation(targetDirection—-this.transform.position)  Time.time*0 .1
movelDirection += transform.forward+*1:

moveDirection.y—=gravity*Time.deltcaTime’
controller.Move (moveDirection*Time.deltaTime*spead) »

Bl Pl

= o

ool

CnCollisionEnter (collision @ Collision i

[ 55 I N R

({colli=sion.gameChbiject.name =— "bu et (Clone) ™)y {

count = count 4+ 17
if (count == 3 )} {
Destrov (gameCbhbject) ;

= o

2
2
2
2
2
2
2
2
2
2
3
3
3
3
3
3
3
3
3
3

Y ]

ion CnTriggerEnter(c @ Collider
if (c.nmame=='"F] ')y {
i=sEnable rae;
target = c.gamelbject;

ion CnTriggerExi : Collider
if (c.name ==
i=sEnable
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