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Curves Count: 358 Constant: 207 (57.8%) Dense:
0 (0.0%) Stream: 151 (42.2%)
» . ¥ Control NPC (Script) &,
v - [¥ Nav Mesh Agent &,
Agent Type [ Humanoid gal
Base Offset 0 |
Steering
Speed [3.5 ]
Assets » chapter3 / Angular Speed 120 |
Q chapter3 Acceleration 8 |
2 ControINPC2 Stopping Distance 0 |
Auto Braking 4




Reset
Revert to Prefab

Move Up
Move Down

Reset
Revert to Prefab

Remove Component










l Layers H Parameters l

{arName

- Base Layer

List is Empty

| Layers “ Parameters |

(arName

Listis Empty

! Trigger )




I Layers ” Parameters I

#8 Animator

o Bas

l Layers ” Parameters I

(arName . 1 .

8 Animator
® Bas:

arName

+

i List is Empty

{ List is Empty

Conditions

= |startPatrol [-]

Conditions |
= |startPatrol [~




|| Parameters | Base Layer







,_% Animator :
Layers || Parameters | D  Base Layer

&8 Animator
| Layers || Parameters | . ~ Base Layer

WP1
WP2




I Layers ” Parameters | -]

{crName )+,
= startToGoBackToStart @)
= hasReachedStart O
l Layers “ Parameters | .
QvName
= startToGoBackToStart

= hasReachedStart O




© Inspector

G followPlayer I
- Tag | l
Motion B walking o

© inspector |8 Navigation &=

a followPlayer W

Tag | |
Motion "B walking | )
= canHearPlayer W

= canHearPlayer J




Conditions

[: ‘canHearPlayer [+ [true :)
=

. Conditions

= [canHearPlayer |~ | [ true )|




Base Layer

Base Layer

Has Exit Time (J
F Settings
Exit Time 0.75
Fixed Duration
Transition Duration (s) 0.25
Transition Offset 0

Interruption Source | None

Ordered Interruption (¢
Can Transition To Self [ |



Has Exit Time O

F Settings
Exit Time 0.75
Fixed Duration v
Transition Duration (s) 0.25
Transition Offset 0

Interruption Source | None

Ordered Interruption
Can Transition To Self [ ]

Base Layer

Base Layer




Base Layer

© inspector |18 Navigation

. AnyState -> followPlayer
2 Transitions

~ Transitions

AnyState -> followPlayer >

© Inspector [ Navigation
AnyState -> followPlayer
2 Transitions

- Transitions

AnyState -> followPlayer <+

© Inspector |18 Navigation

~ AnyState -> followPlayer

) ( "
2 Transitions

- Transitions Solo

AnyState -> followPlayer W




| © Inspector [ Navigation
@ ~AnyState -> followPlayer

- 2 Transitions

Transitions
AnyState -> followPlayer

Conditions

canHearPlayer

| @ Inspector | 3@ Navigaton
AnyState -> followPlayer
2 Transitions

Transitions

AnyState -> followPlayer

| © Inspector  [T§Navigation
- Anystate -> followPlayer
- 2Transitions

Transitions

AnyState -> followPlayer

Conditions

= IcanSeePI-ayer







Assets + chapter3

ol
o]

=

B




Assets » chapter3
# BC
BC
BreadCrumbs

) chapter3
£ ControINPC2
ControINPC2

b W NPC2

€ Game
I Display 1 :[ I Free Aspect

Pitch

Stereo Pan - 0,

Spatial Blend — “‘V
Reverb Zone Mix 0

Script BreadCrumbs

BC |None (Game Object)

[’ Add Component

+| Scale (m== 2x | Maximize On Play | Mute Audio | Stats | Gizmo

€ Came
-2‘3.’.".'! 1 £ Fres Apect

) Scale (pme— 2¢ Maniewze On May  Mute Asdio  Stany




Conditions

= canSeePlayer || (false ¢
— |canHearPlayer || (false ¢
= |canSmellPlayer |~ | (false ¢

[+~ ]
Conditions
= |canSeePlayer '~ | [ false 2]
= |canHearPlayer |~ | false ‘|
= |canSmellPlayer |~ | false 8]




Transitions
— AnyState -> followPlayer

— AnyState -> followPlayer

— AnyState -> followPlayer

‘Transitions

— AnyState -> followPlayer
— AnyState -> followPlayer
— AnyState -> followPlayer

Transitions
— AnyState -> followPlayer

— AnyState -> followPlayer

Transitions
— AnyState -> followPlayer
— AnyState -> followPlayer

Conditions




A chapter4

chapter4

chapter4



v = ¥ Animator [ #
Controller [ ControINPC3 o
Avatar ' & FuseModelAvatar o
Apply Root Motion [ |
v ¥ Animator &,
Controller B ControlNPC3 o
Avatar & FuseModelAvatar | ©
Apply Root Motion [ ]
Base Layer Auto Live Link

Base Layer Auto Live Link

WV Settings
Exit Time 0.75
Fixed Duration (v
Transition Duration (s)  0.25
Transition Offset 0
Interruption Source [ None

Ordered Interruption v
Can Transition To Self [ |



¥ Settings

Exit Time 0.75
Fixed Duration
Transition Duration (s)  0.25
Transition Offset 0

Interruption Source | None

Ordered Interruption v
Can Transition To Self [ |

Conditions

— [health [o] (Less 4] [20 ]

= |health |+ | | Greater 4] (1 ]

Conditions

= 'health |+ [Less ¢) 120 |

— [health t] [Greater 3] 1 ]

Conditions

— [health [+ [ Less i) [1 ]
+ — I

Conditions

= [health | 7] (Less 8 [1 |

-







© Inspector

7 ‘shoot | £,
Y Tag | ]
Motion [ shooting e
Speed |1 ]

Multiplier | =[] parameter
© Inspector  |NBRINVIGAtIGRIIII
'shoot |
Tag |
Motion [ shooting | ®
Speed 1

Multiplier [




Transitions Solo Mute
AnyState -> followPlayer O o
AnyState -> followPlayer O o
Transitions Solo Mute
AnyState -> followPlayer O o
AnyState -> followPlayer O o

Conditions

= |canHearPlayer |- |
~ [ammos 7] (Greaws] [20
— [health -] (Greateis] [20 |




Conditions

— |canHearPlayer |~

= |ammos
= 'health
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corridorWall2
corridorWwall3
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wall
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2)
3)
4

)
wall (6)
wall (7)
wall (8)

corridorwalll
corridorWall2
corridorwall3
wall

wall (1)

wall (2)

wall (3)

wall (4)

wall (5)

wall (6)

wall (7)
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IL Learn about the component-based wor kflow. |
| Baked Agent Size
R=05
Hw2 ///
04 yd
Sas

| Agent Radius 05
| Agent Height 2
| Max Slope . 45
| Step Height 0.4
| Generated Off Mesh Links
| Drop Height 0
| Jump Distance 0
| » Advanced

Clear I Eake }

v . [/ Mesh Renderer [ %,

» Lighting
b Materials

v _ |_IMesh Renderer Q=
» Lighting
» Materials




v ' ¥/ Box Collider L %,

Edit Collider

Is Trigger
Material ‘None (Physic Material) ©
Cantar

v iy ¥ Box Collider &,

| £ | Edit Collider

Is Trigger
Material ‘None (Physic Material] @
Cantar

lookForAmmos ambush lookForAmmos ambush




States

StateMachine >

backToStart
followPlayer
lookForHealth
dies

shoot
lookForAmmos




v .2 Rigidbody

[ #'
Mass 1 |
Drag 0 |
Angular Drag 10.05 |
Use Gravity v
Is Kinematic O
Interpolate | None &l
Collision Detection | Discrete &l
b Constraints
v 2 Rigidbody i #
Mass 1 ]
Drag 0 ]
Angular Drag 10.05 ]
Use Gravity
Is Kinematic (J
Interpolate | None s ]
Collision Detection | Discrete s )
» Constraints
» Wl Characters » Wl Characters
b Wl CrossPlatforminput » Wl CrossPlatforminput
b Wl ParticleSystems » Wl ParticleSystems



A Cra

‘None (Came O
on

' (Game Vb

5
.
Y8
(v
—
v

New Script




v ¢ [# Control Grenade (Script) i %,
Script ControlGrenade o]

Add Behaviour

v « |¥/ Control Grenade (Script) @ &,

Script ControlGrenade (0]
[ Add Behaviour

v ¢ [# Control Grenade (Script) Qg %

Script ControlGrenade (o]

Grenade None (Game Object) ©

Add Behaviour

v « ¥ Control Grenade (Script) &,
Script ControlGrenade (o)
Grenade None (Game Object)  ©

[ Add Behaviour ]




L S
L

» \(\Handgun_Game_Blender Gamer Engine
Wl Handgun_Game_Blender Gamer Engine.fom
Materials
textures






| — |

Control Gun (Script)

. ControlGun e
Add Behaviour
o=
Control Gun (Script) &,
ControlGun 0

Add Behaviour




NPC'’s Field of View NPC's Field of View

NPC NPC



Angle between V1 and V2 is clockwise Angle between V1 and V2 is clockwise

Angle betwee V1 and V2: -45 Degrees Angle betwee V1 and V2: -45 Degrees
Cosine of the Angle between V1 and V2: 0.7 Cosine of the Angle between V1 and V2: 0.7
X-axis
ez

Angle between V1 and V2 is lockwi Angle bety V1 and V2 Is counterclockwise
Angle betwee V1 and V2: +45 Degrees Angle betwee V1 and V2: +45 Degrees
Cosine of the Angle between V1 and V2: 0.7 Cosine of the Angle between V1 and V2: 0.7

x-axis X-axis
B =







Maximize On Play A Mute Audio | Stats = Gizmos ~

v‘ [« |spawner | Static *
Tag | Untagged 4| Layer| Default % |
Vv . Transform @ %
Position X 36 Y 3 Z|11
Rotation X0 Y O Z 0
Scale X1 Y|l Z1
v . (¥ Spawner (Script) g %
Script Spawner
Npc # NPC_template Q
SpawningTime/ 5
- J/
= -= [ / Add Component
&%
Assets » chapter3
- Ambush
¢ BC
BC
BreadCrumbs
QchapterB
il chapter3
ControlGrenade
{4 ControINPC2
ControlINPC2
¢ grenade
Grenade
ManageNPC2
> W NPC2
P NPC_template
2% Maximize On Play | Mute Audio | Stats  Gizmos * ’ Z [spawner Static ¥
x Tag | Untagged t | Layer! Default %
¥ . Transform (WIE-
Position X 36 Y 3 Z 11
Rotation X 0 YO0 Z0
Scale X1 Y1 Z1
v . ¥/ Spawner (Script) (WIE -3
Npc s NPC_template (o)
Spawning Tlm/ B
- 5‘3 - l / Add Component J
“n

Assets » chapter3 »
Ambush
o BC
BC
BreadCrumbs
< chapter3
B chapter3
ControlGrenade
ControINPC2
ControINPC2
# grenade
Grenade
ManageNPC2
> W NPC2
P W NPC_template



= health 100.0

= health 100.0




Transitions

Solo

Mute

AnyState -> followPlayer
AnyState -> followPlayer
AnyState -> followPlayer
AnyState -> lookForHealth
AnyState -> dies

AnyState -> lookForAmmos

AnyState -> goToAmbushSpot

— AnyState -> flee

0000000

Transitions

AnyState -> followPlayer
AnyState -> followPlayer
AnyState -> followPlayer
AnyState -> lookForHealth
AnyState -> dies

AnyState -> lookForAmmos
AnyState -> goToAmbushSpot
AnyState -> flee

E0000000lg
o

U

0

U

O

U

O

U

U
=
Mute
L

L

L

L

L

L

L

L
=1}







© inspector | 38 Navigation | d.=

[¥  healthPack | [ Static =

Tag [ healthPack ¢ ) Layer| Default  #|
© inspector | 3 Navigation A

o healthPack 0 static +
Tag| healthPack ¢ | Layer| Default |

A5

~ healthPack

o ol

Assets » chapter2 » military » = Assets

“p FuseModel “a FuseModel

—_—

F _:?‘.":1'_,,‘@3‘} m













States > goToTarget N
StateMachine | 2 attackTarget e ;



goToTarget »
attackTarget -

Base Layer  attack-one-to-one

Base Layer  attack-one-to-one







© Inspector | B Navigation &=

a ‘target | [] Static =
Tag | target ¢ | Layer| Default :)
Prefabg L‘LI Select | Revert — | > Apply |
© Inspector [ Navigation T E s
¥ target | [] Static v

Prefab

Tag | target ¢ | Layer| Default : |







Conditions

= closeToTarget |~ | [ false ™
= |targetDestroyed - | | false ¢
| + -
Conditions
= closeToTarget |~ | false 8
|= [targetDestroyed | =] | false 4]










Add Behaviour

Add Behaviour

Add Behaviour

New Script

Name

{LeaderAttack]













NEW

NEW

(1) OPEN

(1) oPEN

SIGN IN

SIGN IN




Project name*

2d-shooter

Location*

/Users/patrick/

O 3D . 2D [ Add Asset Package ]

Create project

Project name*

2d-shooter

Location*

/Users/patrick/

3D@2D [Aaa,mpame]

#: Scene
| Shaded

= Scene
| Shaded =||2p ||




Folder

C# Script

Javascript

Editor Test C# Script

Shader >

Scene
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters

Sprites

Triangle
Animator Controller Diamond N

Animator Override Controller Circle

Avatar Mack
v

Polygon




Folder

C# Script

Javascript

Editor Test C# Script

Shader >

Scene
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters

Sprites

Triangle
Animator Controller Diamond R
Animation Hexagon
Animator Override Controller Circle
Avatar Maclk

T ST

Polygon
¥ 2




?8 Animator

Assets

¥ Triangle
Triangle




®8 Animator

~ Assets

¥ Triangle
_«_Triangle

~ ~ Assets » top_down » Assets » top_down »
- L > > bullet »  bullet
© Inspector ]_H Navigation "=
: bullet [[static
Tag | Untagged ¢ | Layer | Default ™
v . Transform g %,
Position X -5.9905 Y 1.66309 Z 0 |
Rotation X 0 1Y [0 |Z |0 |
Scale X 0.1 1Y [0.1 'Z 0.1 ]
© Inspector m';-_uamatio-n_ iﬁj
g’j  bullet |_Static «
Tag | Untagged ¢ | Layer| Default ¢ ]
¥ . Transform &,
Position X -5.9905 Y 1.66309 Z 0 '
Rotation X 0 Y0 'z'0

Scale x[0.1  |vfol |z[01







© Inspector

Tag [ Untagged

W/ target

© Inspector &=
‘target ' [Static

Tag | Untagged ¢ | Layer| Default : |

© Inspector
a ¥ target ' [[Jstatic
Tag v Untagged r| Default ‘|
v_A Respawn £,
Positio  Finish 7287120 ]
Rotatiq ~ ditoronly |Z |0 |
Scale MainCamera ] 7 |1 |
Player

v [l GameController L %
Sprite it e

color T | 2




© Inspector |3 Navigation
o target [ |Static w

Tag v Untagged r| Default : |
v . | Respawn 2,
Positig ~ Finish 7287120 |
Rotatic Zd'_m(’:on'y L ]z[o |
Scale ainCamera i 211 |
—_— Player - Lizu
Vs GameController &,
Sprite it )
Color Add Tag... N ]/
V Tags
List is Empty
+ - |
¥ Tags
List is Empty
+ -

v~ Rigidbody 2D [ %,
Use Auto Mass J

Mass |1 J
Linear Drag 0 ]
l
|

Angular Drag 10.05
Gravity Scale 0










explosion




QOO0
CQOCOC:T

QOO0
OLOBCE <>

QOOCOL

QOO0
OOCECE x>







explosion_0

explosmn 0

explosion_0

V¥ explosion
|l explosion_0 |l explosion_0
B _lexplosion_1 [ 'explosion 1
| explosion_2 | explosion_2
0 Iexplosion 3 ; lexplos:on 3
IE |exp|osnon 4 . 'exploslon 4
[o. lexploswn 5 lexploslon 5
| Iexplosnon_G ic !explos:on_ﬁ




Create New Animation

Create a new animation for the game object 'explosion_0':

Save As: New Animation | v |
Tags:
Where: | explosions <
- Cancel  Save

Create New Animation

Create a new animation for the game object 'explosion_0'":

Save As: New Animation e

Tags:

<>

Where: | explosions

Cancel Save

Weeoea [

W mproec [

Assets

~ explosion



@) @® Select GameObject

Assets

»  bullet (. explosion )
W bullet Amb Scene O e—
. Bullet Norie

> explosion ™ explosion N
* explosion '

@ @ Select GameObject

. explosion a)
Assets  Scene o—
None

* explosion

~ moving_bg_tile

| explosion N\
moving_bg_tile

S =
Maximize on Play | Mute audio | Stats | Gizmos '\




#scene ORnimation | € Came | =

Display ) & Free Aspect ~ Scale Ix Maximize on Play  Mute audio ; Stts  Cipmos =

# Scene (© Animation | € Game | -
| Display 1 :: Free Aspect " | Scale Qmmes 1x Maximize on Play | Mute audio | Stats = Gizmo:




# Scene G Animation | € Game | o

| Display 1 3 Free Aspect | Scale O 1x Maximize on Play | Mute audio  Stats = Gizmo!

# Scene (%) Animation | € Game | =

| Display 1 + l Free Aspect T | Scale Qs 1x | Maximize on Play | Mute audio | Stats | Gizmo







v @& [¢/ Polygon Collider 2D &,

Edit Collider

Material [None (Physics Materia] @
Is Trigger ]
Used By Effector J
Offset
X0 Y0 |
» Points
v @ ¥/ Polygon Collider 2D &,
£ I Edit Collider
Material ‘None (Physics Materic ©
Is Trigger L]
Used By Effector ]
Offset
X 0 YO |
» Points
® @® Select GameObject l® @ Select GameObject
(. explosion| @) | (2, explosion| )
Assets Scene O | Assets Scene R
None None
@] @ Select GameObject @ @ Select GameObject
(2. bullet @) (2 bullet a)
Assets  Scene Q=== Assets Scene O
None None

™ bullet * bullet
3 N




v « [¥ Move NPC (Script) i,
o)

Script - MoveNPC
Bullet whbullet o
Direction |1
Timer 0

v o ¥ Move NPC (Script) i &
Script MoveNPC (0
Bullet wbullet o
Direction 1

Timer 0




| (Jstatic
Tag M Layer| Default ¢

© Inspector

9 # [bullet
Tag|bullet ¢ Laye'(ﬂw

© specor _ IBENGHGRBRSa

NPCSpawner |D5ta‘tic -

Tag |Untagged ¢ | Layer|Default  :]




© inspector | Navigation ' Tdts

'NPCSpawner | [IStatic v

Tag | Untagged ¢+ Layer| Default  ¢]

oy

(JStatic w |

¢ v Default
TransparentFX
Ignore Raycast
Water
Ul

Add Layer...

[ static -
< ¥ Default
TransparentFX
Ignore Raycast
Water

Ul

Add Layer...




User Layer 8 NPC |

© inspector | Navigation &=
9 ¥ npcl | [JStatic w
Tag(target  ¢| Lz v Default

== TransparentFX
' Ignore Raycast
Water

- © Inspector

# [npcl

2 v Default
TransparentFX
Ignore Raycast
Water

Ul

Add Layer...

]DStatiC -

© Inspector
¥ npcl | [IStatic v
Tag l,gtget ¢ | Layer| Default 4

User Layer 8 NPC |

User Layer 9 ‘Target |
User Layer 8 'NPC |
User Layer 9 ‘Target |

© inspector | 88 Navigation &

a ¥ 'movingTarget | (Jstatic
Tag | target ¢ | Layer| Target t




o Inspector & Navigation -

\ &/ movingTarget | |Static
g Tag | target ¢ | Layer| Target Hlp shield - .
- ) V¥ player

»  shield shield
=
=
@

Vv player
shield Saturation

Brightness

Saturation

ﬂ bonus



v ¢, [/ Sprite Renderer £,

Sprite =.Square e
W bonus Color I
v . |/ Sprite Renderer . ¢-

Sprite .« .Square
Color

_/

V¥ Canvas ¥ Canvas







Assets » Assets »

"y bonus "¢ bonus
> bullet »  bullet

" bullet . bullet

. Bullet « Bullet
T T = T
b explosion > explosion

"yl explosion " explosion
= explosion — explosion







2 o
Q Tags & Layers

List is Empty

3%
& Tags & Layers

pick_me|




v~ Rigidbody 2D @ %,

Use Auto Mass )
Mass 11 |
Linear Drag 0 |
Angular Drag 0.05 |
Gravity Scale 0 "\ bullet
. bullet
v . ¥ Move Player (Script)
Script Mov
Bullet
ites-Default
B Shader | Sprites/Defau

Add Compone

“/ bullet
< MovePlayer
¥ Triangle
< Triangle




v . ¥/ Move Player (Script) Q@ =
(o]

Script MovePlayer
Bullet /mone (Game Object) ©
ites-Default
> Shader Sprites /Default
[ Add Component ]
Assets
»  buflet
¢ bullet
. MovePlayer
¥  Triangle
_+_Triangle

Assets
> bulle

. sMovePlayer
» 7 target
¥ Triangle
:w : Triangle



Assets

>

> “ target

¥  Triangle
L
_“_Triangle

New Tag Name \target] |
[ Save ]
New Tag Name |target| |
[ Save ]

© Inspector [ Navigation &=

> B4

| |Static w

s cr— BT —




) Inspector

[Jstatic

~ ® Inspector

a o [bullet | [IStatic
ragw_l Layer (Defaul ¢

m MovingTarget



le 8 Animator

fa

Assets

> bullet
"y bullet
¢ Bullet
Qlevell
- MovePlay
“y moving_target
. MovingTarget
b target
Ly target

> Triannla






o= ©inspector | B8 Navigation & =
 Gizmos ~ (arAll ) > targetSpawner [ Jstatic
Tag | Untagged 4 | Layer| Default n

¥ . Transform =,
Position X 0 YO Z0 }
Rotation X 0 YO 'z 0 }
Scale X1 Y|1 1Z|1 |
v . |¥ Spawn Moving Targets (Script) &,
Script SpawnMovingTarge ©

New Object 'None (Game Object) = ©

[ Add Component ]

(] ‘ DI TR IR

Assets
»  bullet

"y bullet

- Bullet

Qlevell

- MovePlayer

"y moving_target

© MovingTarget

& SpawnMovin gets
> target

iyl target
>  Triangle




Scale X1 v 21
¥ . o Spawn Moving Targets (Script) ﬁﬂ

Script SpawnMovingTarge ©
New Object ‘None (Game Objectt  ©

| Add Component J




Gizmos ~ | (GrAll

© Inspector |58 Navigation o=

,0_

Assets

»  bullet
"y bullet
¢ Bullet
Qlevell
- Move r
" moving_target
« MovingTarget
¢ SpawnMovingTargets
> target
iy target
»  Triangle

¥ 'targetSpawner [ ]Static

Tag [ Untagged ¢ | Layer| Default =

v . Transform &,
Position X [0 Yo |z[0
Rotation X 0 |Y |0 'Z0

Scale X 1 Y [1 |1Z |1 :

v ¢ [¥ Spawn Moving Targets (Script) B,

Script SpawnMovingTarge ©

New Object 'None (Game Object) = ©

[ Al omponent ]




O mspecter  EINRAGIGN Aem

a‘wml LStk -
Tag  Unmagged 3 Layer | Defanh )
¥ . Transform Lo
Position X 0 Yo 20
Rotation X0 Yo 20
Scale x1 Y1 21

¥ o Spawn Moving Targess (kripg L4 O
Scnpt SpaanMavingTarge ©

(

» Trangle




O Inspector |13 Navigation

=

moving_target

P
h Tag|

target i | Layel

Prefab |

Select Revert

© Inspector

»CJ ‘moving._ target

Tag | target

¢ | Laye

Prefab |

Select | Revert

v

Tag |

Inspector 54 Navigation

Qn,fsjpector | ¥ Navigation

target

target )

‘target

Tag | target

an
—_—




© Inspector  [NRINAVIGAHGA I

_ explosion Import Settings

© Inspector
- explosion Impc

|_|Override for PC, Mac & Linux Standalone

Max Size b

Format




Sprite Editor

Sprite Editor







#: Scene -
Shaded -0: | Gizmos ~

Assets
> bullet
"y bullet
< Bullet
¥ explosion
I~ explosion_0
|~ | explosion_1
[~ explosion_2
[~ | explosion_3
|| explosion_4
5] explosion_5
|| explosion_6

explosion_




0

explosion_0

Assets




Search: explosions'  AssetStore:0 /0
o explosion_animated_1

05

© Inspector [ BRINAVIGASIOR

explosion_animated_1

© Inspector [ BRINAVIGAGRN

explosion_animated_1




v . [¥ Manage Target Health (Script) ﬁ 1,

Script ManageTargetHealth (o

Health 0

Type 0

Is Blinking LJ

Timer 0
I -

Previous Color

Explosion None (Game Object) sl ©
v ¢ [+ Manage Target Health (Script) &,
Script ManageTargetHealth ©
Health 0
Type 0
Is Blinking L]
Timer 0
previous Color | *
Explosion None (Game Object) s ©
€ Inspector - Navigation o=
explosion | |Static w
- |
Tag [ Untagged %J Layer[ Default D
- ©® Inspector | B8 Navigation .=
explosion |_|Static w

Tag | Untagged ;| Layer | Default




© Inspector |13 Navigation " do=

- moving_bg_tile Import Settings i,

[_|Override for PC, Mac & Linux Standalone

Format | Compressed %]




© Inspector @& Navigation a2 =
= moving_bg_tile Import Settings [ %,

Open
Texture Fppess=l | Texture ‘)
Alpha from Grayscale | |
Wrap Modassssis | Repeat : |
Filter Mode  Bilinear : )
Aniso Level ) 1
Default

Override for PC, Mac & Linux Standalone
Max Size 2048

Format

Revert || Apply
H#+ Scene (5 Animation € Game

Shaded v 2D -:li':- i]l',l D v Gizmos ~ | (arAll




# Scene © Animation € Game E
Shaded || 2D o- Q) Gizmos * | (ar#

le 28 Animator

Assets

e e

ManagePlayerHealth
ManageTargetHealth
W Materials
MovePlayer
- moving_bg_tile
¢ moving_target
MovingTarget
ScrollingBackgg#und
SpawnMovi argets
> target
J targe
»  Triangle












v ¢ [¥ Move NPC (Script) L

Script - MoveNPC @
Bullet None (Game Object) 4@
Direction 1
Timer 0

v . ¥ Move NPC (Script) £,
Script MoveNPC (0]

Bullet 'None (Game Object) 4©
Direction 11
Timer 0 |










© Inspector

' « npcl [ Static
Tag

target ¢ | Layer| Default : |

| 6“|'nspector
‘npcl
Tag | target

¢ | Layer| Default

v o, [« Sprite Renderer il
Sprite _« shield @

Color N f

v . ¥ Sprite Renderer *,
Sprite '« shield o

Color ﬂ?_l V.

30
N

37

I, 197
_? 70
Hex Color k: - 2425C446

36 |

57 |
I 157
70 |

Hex Color N 2425C446

> ™ O =X

> ®m O »




© Inspector | Navigation TG

' 'bonus | [Jstatic =
+ | Layer Imﬁ— ]

© inspector  [[g8INavigation AN

& bonus | [)Static -
Hﬁfw




Gizmos ~ [arAll B

A Search:

M

© Inspector

| 28 Naviga
targetSpawner

Tag [Untagged e] La

Vv . Transform
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