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Base Layer
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Motion '3 None (Motion) '@
Speed 1 |
Motion ' None (Motion) G
Speed 1 ]
@ @® Select Motion @ @ Select Motion
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Assets _gﬁsigti'
None None
] HumanoidCrouchldle £ HumanoidCrouchidle
L Humanoididle £ Humanoididle
£ HumanoididleJumpUp ] HumanoidldlejumpUp
o idle o idle
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Tag | |

Motion Bidle e
Speed [1 |
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E idle

Tag | ]
Motion ‘Qidle )
Speed 1 |
v < [« Animator &,
Controller [ walkingAnimation | @
Avatar ' & FuseModelAvatar | @
Apply Root Motion [ |
Update Mode [ Normal -
Culling Mode [ Cull Update Transforms Al
v ¥ Animator @ %,
Controller 'BwalkingAnimation | ©
Avatar ' - FuseModelAvatar = ©
Apply Root Motion [ |
Update Mode | Normal ¢ )
Culling Mode | Cull Update Transforms ¢
Controller [ ControINPC2 o
Avatar /" | :FuseModelAvatar | ©
Apply Root Mgftion [ ]
Update Mpde [ Normal al
Culling/Mode | Cull update Transforms 4 |

Clip Count: 1
Curves Pos: 1 Quat: 52 Euler: 0 Scale: 49
Muscles: 0 Generic: 0 PPtr: 0

@ Curves Count: 358 Constant: 207 (57.8%) Dense:
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» ¢ ¥ Control NPC (Script) &,
v -~ [¥Nav Mesh Agent £,
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Base Offset 0 |
Steering
Speed (3.5 |
Assets » chapter3 / Angular Speed 1120 ]
<{ chapter3 Acceleration 8 |
. ControINPC2 Stopping Distance 0 |

> W NPC2 Auto Braking ]
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Trigger [
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Trigger [
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Conditions
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= startToGoBackToStart @)
= hasReachedStart @)
l Layers H Parameters l .
QvName
= startToGoBackToStart

= hasReachedStart Q
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- Tag | |
Motion [ walking Lo
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Tag | J
Motion "B walking o
= canHearPlayer O

= canHearPlayer N
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{= ‘canHearPlayer (=] [true o
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Conditions
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Has Exit Time U
F Settings
Exit Time 0.75
Fixed Duration 4
Transition Duration (s) 0.25
Transition Offset 0

Interruption Source | None

Ordered Interruption (¢
Can Transition To Self [ |



Has Exit Time ()

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

X

Base Layer
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~ AnyState -> followPlayer
& 2 Transitions

- Transitions

AnyState -> followPlayer >
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AnyState -> followPlayer
2 Transitions

- Transitions

AnyState -> followPlayer <

© Inspector |88 Navigation

~ AnyState -> followPlayer
2 Transitions

~ Transitions Solg

AnyState -> followPlayer W
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~ AnyState -> followPlayer
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Transitions
AnyState -> followPlayer

Conditions
canHearPlayer

| @ inspector [ @ Navigation |
AnyState -> followPlayer
2 Transitions

Transitions

AnyState -> followPlayer
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- Anystate > followPlayer
- 2Transitions
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€ Game
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D Sound Settings
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[Maximize On Play \ Mute Audio [Sms Gizmo

b Scale (- 2x
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|| (false
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|;| [false
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Conditions 7
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= |canHearPlayer |+ [ false ¢
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Transitions
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Transitions
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Transitions
— AnyState -> followPlayer
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Controller [ ControINPC3 |
Avatar - & FuseModelAvatar ]
Apply Root Motion [ |

v = [V Animator ] =%
(o]
o]

v ¥ Animator i,
Controller [ ControINPC3 )
Avatar & FuseModelAvatar |®
Apply Root Motion ||
Base Layer Auto Live Link

Base Layer | Auto Live Link

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

Ordered Interruption 4
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 [+ [Less i) [20 [

= |health |~ | | Greater Ik ]

Conditions
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= |health |~ | [ Greater ¢ 1 i

Conditions
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Conditions
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~ Tag |
Motion [ shooting e
Speed (1 ]

Multiplier [ =[] parameter

© Inspector  [NRINaViGAtIGRIIII
a ‘shoot I
Tag | |
Motion & shooting | ®
Speed 1 |

Multiplier B "~ [ Parameter
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AnyState -> followPlayer O o
AnyState -> followPlayer O o
Transitions Solo Mute
AnyState -> followPlayer O o
AnyState -> followPlayer O o

Conditions

= |canHearPlayer |-
= [ammos |~ [Greateis | 20
= health |~ | [Greaters | 120 |
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= health

4

» geaten_:_ 20

-




corridorwalll
corridorWall2
corridorwall3
wall

corridorWalll
corridorWall2
corridorWall3
wall
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| Baked Agent Size

R=0S
W2 o
04 //'
/S "
| Agent Radias 05
| Agent Height 2
| Max Slope O s
| Step Hesght 0.4
| Generated Off Mesh Links
| Drop Height 0
| Jumwp Déstance 0
| » Advanced
Clear [ sake
v . [/ Mesh Renderer ) %,

» Lighting
P Materials

v _ [_IMesh Renderer @ =
» Lighting

» Materials




v ' [ Box Collider *,

Edit Collider

Is Trigger
Material [None (Physic Material}ﬂ (o]
(Cantar

v iy ¥ Box Collider &,

[ £ | Edit Collider

Is Trigger
Material ‘None (Physic Material) ©
Cantar
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States

backToStart
followPlayer
lookForHealth
dies

shoot
lookForAmmos




v & Rigidbody

G &,
Mass 1 |
Drag 0 |
Angular Drag 10.05 |
Use Gravity (v
Is Kinematic )
Interpolate | None &l
Collision Detection | Discrete ]
p Constraints
¥ 2 Rigidbody i
Mass 1 ]
Drag 0 ]
Angular Drag 10.05 ]
Use Gravity
Is Kinematic (J
Interpolate | None ¢
Collision Detection | Discrete ¢ |
» Constraints
» Wl Characters » Wl Characters
b Wl CrossPlatforminput » Wl CrossPlatforminput
» Wl ParticleSystems » Wl ParticleSystems
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v ¢ [# Control Grenade (Script) i %,
Script ControlGrenade (o]

Add Behaviour

v « ¥ Control Grenade (Script) W =
Script ControlGrenade Q
[ Add Behaviour ]

v ¢ [¥/ Control Grenade (Script) [ %
Script ControlGrenade @
Grenade None (Game Object) @

Add Behaviour

v . |¥ Control Grenade (Script) ¥,
Script ControlGrenade (o}
Grenade None (Game Object) ©

Add Behaviour
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Control Gun (Script)

| < ControlGun

Add Behaviour

Control Gun (Script)

ControlGun

Add Behaviour
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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 X-axis
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Cosine of the Angle between V1 and V2: 0.7

Angle between V1 and V2 Is counterclockwise
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Maximize On Play | Mute Audio | Stats | Gizmos '~

" [« |spawner | Static *
Tag | Untagged 4 | Layer| Default $ |
Vv .~  Transform @*’v
Position X 36 a3 Z|11
Rotation X0 Y O Z0
Scale X|1 Y|1l Z|1
v ¢ [+ Spawner (Script) g %
Script Spawner
Npc # NPC_template [o]
SpawningTime/ 5
7/
== [ / Add Component
a0 %
Assets » chapter3
¢ Ambush
# BC
BC
BreadCrumbs
Qchapter3
@l chapter3
ControlGrenade
ControINPC2
ControINPC2
¢ grenade
Grenade
ManageNPC2
b L NPC2
P  NPC_template
2% Maximize On Play  Mute Audio | Stats  Gizmos * ’ < [spawner Static ¥
- Tag | Untagged t | Layer| Default $
¥ . Transform Qg .
Position X 36 Y 3 Z'11
Rotation X 0 Y 0 Z0
Scale X1 Y1 Z1
v . ¥/ Spawner (Script) (TS
Npc w NPC_template (o)
Spawning Time 5

- \i o= l_./ Add Component J

Assets » chapter3 »
Ambush
¥ BC
BC
BreadCrumbs
€ chapter3
B chapter3
ControlGrenade
ControINPC2
ControINPC2
# grenade
Grenade
ManageNPC2
> W NPC2
P g NPC_template
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Transitions
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— AnyState -> lookForHealth
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 [healthPack | @ static +

Tag| healthPack ¢ | Layer|Default  #]
© inspector | B Navigation | @.=

 [healthpack T
Tag WM Layerl,:gsgmg, [ ]

~ healthPack

| o Mz
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(¥ target | () Static =
Tag | target ¢ | Layer| Default : |
Prefab Selec Revert pl
© Inspector [ Navigation T a s
‘target ' [ Static »
Tag | target ¢ | Layer| Default :

Prefab | Select |  Revert Appl
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= |closeToTarget || [ false ¢

= |targetDestroyed || [ false :)
| + -

Conditions

= |closeToTarget |~ | false : |
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Project name*

2d-shooter

Location*

/Users/patrick/

O 3D . 2D [ Add Asset Package ]

Create project

Project name*

2d-shooter

Location*

/Users/patrick/ o

3D@® 2D [ Add Asset Package ]

# Scene # Scene
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Folder

C# Script

Javascript

Editor Test C# Script

Shader B

Scene
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters

Sprites

Triangle
Animator Controller Diamond A

Animator Override Controller Circle

Avatar Mack
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Shader >

Scene
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Material
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Animator Controller Diamond R
Animation Hexagon

Animator Override Controller Circle
Avatar Maclk

O T 5 e e Sl e T

Triangle

Polygon

v

T g ey ¢ e




#% Animator
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8 Animator

' Assets
¥ Triangle
_«_Triangle

r = Assets » top_down » Assets » top_down »
- L > >  bullet »  bullet
© Inspector | B8 Navigation =
G W bullet [JStatic -
Tag | Untagged ¢ | Layer| Default 3 ]

Vv . Transform L =
Position X -5.9905 Y 1.66309 Z 0 |
Rotation X 0 1Y [0 'z |
Scale X 0.1 1Y [0.1 'Z 0.1 |

© Inspector | 58 Navigation aew
g ¥ bullet | [static
Tag | Untagged ¢ | Layer| Default $)

¥ . Transform &,
Position X -5.9905 Y 1.66309 Z 0
Rotation X 0 'Y O Z 0

Scale X 0.1 1Y [0.1 1Z0.1




v

v

< Rigidbody 2D 3 %,
Use Auto Mass ()

Mass 1 l
Linear Drag [0 ]
Angular Drag 10.05 |
Gravity Scale 0 |
< Rigidbody 2D g %,
Use Auto Mass )

Mass 1

Linear Drag 0

Angular Drag 0.05

Gravity Scale 0

Ly bullet

VG Move Player (Script)
Script Mov
Bullet

B Shader | Sprites/Defau

Assets

>

v

buflet
“ ¢/ bullet
. MovePlayer
Triangle
'« Triangle

Add Compone




v . ¥ Move Player (Scripy @™
Script MovePlayer o]
Bullet

one (Game Object) ©

es-Default

Shader Sprites /Default v

Add Component ]

Wy bullet
.~ MovePlayer
¥  Triangle
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Assets

>

> 7 target
¥  Triangle
[« Triangle

© inspector [ B Navigation & .=

W target | [Static «

Tag | Untagged ¢ | Layer| Default ™

© Inspector 2 Nav v
target | [Istatic «

Tag | Untagged ¢ Layer| Default i
O inspector _ IINVIEACRININERE]
a W/ target | [Jstatic =
Tag v Untagged r| Default s ]
v.. Respawn o
Positij A 7287120 ]
Rotatic ;d'fméo"'y 200 |
Scald ainCamera 211 ]

. Player
v ¢ ¥! GameController @,
Sprite ot e
Add Tag...
Color N | 2
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Finish
EditorOnly
MainCamera

Player
GameController

© Inspector
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/' bullet [JStatic «
Tag [ Untagged c] Layer[ Default e:

v . Transform &,

Position X [-5.9905|Y|1.66309(Z |0

Rotation X O Y |0 Z|0
Scale X 0.1 Y (0.1 Z|0.1 |
» <. [¥/ Sprite Renderer =8
» <  Rigidbody 2D %,
——— -
® Inspector | 38 Navigation =
' bullet - [JStatic -
Tag | Untagged : | Layer| Default
¥ . Transform o,
Position X -5.9905 Y 1.66309 Z 0
Rotation X 0 Yo 'z/0
Scale X 01 YOl 'Z 0.1
» <. [+ Sprite Renderer %,
1,

» <  Rigidbody 2D
— S

| %,
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Assets

> bullet
1y bullet
- Bullet
@Ievell
- MovePlay
“y moving_target
- MovingTarget
> target
"y target
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© Inspector ]_g.Na'VI'gatiﬁon - =

Assets

> bullet
" bullet
¢ Bullet
Qlevell
- MovePlayer
"y moving_target
. MovingTarget

> target

Lyl target
> Triangle

(@ ' targetSpawner [Jstatic
Tag | Untagged + | Layer| Default s
¥ . Transform &,
Position X 0 Y10 Z 0 \
Rotation X 0 YO0 'Z 0 |
Scale X 1 Y |1 |Z|1 |
v . [¥ Spawn Moving Targets (Script) .
Script SpawnMovingTarge ©
New Object 'None (Game Object)  ©

[ Add Component ]




Scale X1 ¥l 21
¥ o spawn Moving Targets (cripy i @

Script SpawnMovingTarge ©
New Object [None (Game Objecti | ©

{ Add Component J
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© Inspector |58 Navigation .=

&=
L I
Assets
»  bullet
"y bullet
¢ Bullet

Qlevell

« Move r

" moving_target

< MovingTarget

¢ SpawnMovingTargets
> target

\yf target
> Triangle

& ‘targetSpawner [ ]Static

Tag [ Untagged ¢ | Layer| Default =

¥ . Transform %,
Position X 0 Y [0 Ay
Rotation X 0 [Y|O Z0

Scale X 1 1Y |1 1Z|1 ‘

v « ¥ Spawn Moving Targets (Script) &%,

Script SpawnMovingTarge ©

New Object 'None (Game Object) = ©

[ A omponent ]




Rotation X0 Y6 26

Scale X1 Y1 z1

New Object

T WSpann Moving Targess (cripo L 0
oot Sb}al%kmnu!.lw ©
None (Game Object) ' ©

‘targetSpawner | [Jstatic w

Tag | Untagged ¢ | Layer| Default |

v . Transform £,
Position X -1.68 Y 4.4 [Z |0 |
Rotation X O [Y|O 'Z0 |
Scale X 1 Y |1 |z |1 |
v (¥ Spawn Moving Targets (Script) &,
Script . SpawnMovingTarge @
New Object wmovingTarget @
targetSpawner | [IStatic +

Tag | Untagged ¢ | Layer| Default ¢

¥ . Transform %,
Position X -168 Y 4.4 74 [0 ]
Rotation X 0 Yo 'Z0 ]
Scale X 1 ¥ |1 |Z]1 ]
v . |¥ Spawn Moving Targets (Script) &,
Script SpawnMovingTarge ©

New Object W movingTarget o)
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Tag [ target s ] Layel

Prefab | Select Revert
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‘moving_target

Tag | target ¢ | Layel
Prefab | Select | Revert
T
| target
- -
Tag | target .

Inspector 52 Navigation
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~ explosion

@ Inspector | 38 Navigation

«wc.. explosion Import Settings
Texture Type Sprite (2D and Ul)
Packing Tag
Pixels Per Unit 100
© Inspector  [IB@Navigation' &=
... explosion Import Settings &,
| Open
Texture Type | Sprite (2D and UI) o)
Sprite Mode sl | Multiple 2]
Packing Tag | |
Pixels Per Unit 1100 |
[Sprite Editor ]
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[« explosion_1 _«_explosion_1
[« explosion_2 _«_explosion_2
[« explosion_3 _«_explosion_3
[« explosion_4 _«_explosion_4
[« explosion_5 _«_explosion_5
uexplosmn 6 : :explosion 6
Qexplosmn 7 : :exploslon 7

explosion_0

explosion_0

explosion.0




V¥ explosion ¥ explosion
~lexplosion_0 || explosion_0
~lexplosion_1 ||l explosion_1
_lexplosion_2 ’:' explosion_2

_lexplosion_3 |l explosion_3
~lexplosion_4 ! explosion_4

|
i
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i
e
|~ lexplosion_5 | _lexplosion_5
|_lexplosion_6 | _lexplosion_6

#: Scene
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Assets

»  bullet
 bullet
 Bullet

¥ explosion

|~ | explosion_0

|~ | explosion_1
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| explosion_2
|| explosion_3
|~ | explosion_4
| | explosion_5
| | explosion_6




explosion 0
explosion_1
explosion_2

explosion. 3
explosion_4
explosion_S
explosion 6

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

Save As: New Animation v
Tags:
Where: explosions S
Cancel Save

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

Save As: New Animation v
Tags:
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Cancel Save
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Search: explosions'  Asset Store: 0/ 0

o explosion_animated_1

explosions’  AssetStore:0 /0
o explosion_animated_1

© Inspector [ Navigation
explosion_animated_1
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. explosion_animated_1
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explosion
* explosion
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bullet
“yf bullet
. Bullet
explosion
* explosion

v ¢ [¥ Manage Target Health (Script) [ =,

Script - ManageTargetHealth o
Health
Type

Is Blinking
Timer

oC]oo

Previous Color

pd
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>
™
)
oY)
3
™
@)
8.
™
A
o

Explosion

v ¢ [¥/ Manage Target Health (Script) o,

Script ManageTargetHealth ©
Health 0
Type 0
Is Blinking (]
Timer 0 ]
previous Color | *
Explosion None (Game Object) sw—in©

I
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© nspector | ISRINVigatioR

- explosion [ ]Static «
ag | Untagged ¢ | Layer| Default 4
moving_bg_tile “moving_bg_tile
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= moving_bg_tile Import Settings &,

[ Open |

[ JOverride for PC, Mac & Linux Standalone

Format | Compressed  #]




© Inspector & Navigation [
= moving_bg_tile Import Settings [ ¥

Open
Texture Fppess—ly | Texture ‘)
Alpha from Grayscale | |
Wrap Modewsssds | Repeat : |
Filter Mode | Bilinear : )
Aniso Level o) 1
Default L

Override for PC, Mac & Linux Standalone
Max Size 2048

Format

Revert || Apply
H#: Scene (9 Animation € Game
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# Scene [ Animation € Game -8

Shaded 2D % | It Gizmos ~| (arAll

# Scene (2 Animation € Game s

‘ Display 1 +| | Free Aspect | Scale (Or 1x Maximize on Play | Mute audio | Stats | Gizmos |~ |




Hiscene  OAnimaton | € Game ] =

Display } & Free Aspect * Scale Ix Maxissize on Play  Mute audio Sty  Gizmos =

# Scene () Animation | € Game | —
; Display 1 + | | Free Aspect " | Scale (O 1x Maximize on Play | Mute audio | Stats | Gizmo:




# Scene Animation | € Game | o

| Display 1 3 Free Aspect ™| Scale (s 1x Maximize on Play | Mute audio | Stats | Gizmo!

#: Scene (O'Animation | € Game l =
Display 1 B l Free Aspect 'I Scale (== 1x
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v @ ¥ Polygon Collider 2D L

Edit Collider

Material 'None (Physics Materiz @
Is Trigger (J
Used By Effector J
Offset
X0 Y0 |
» Points
v @& ¥/ Polygon Collider 2D &,
4 | Edit Collider
Material ‘None (Physics Materiz ©
Is Trigger (]
Used By Effector J
Offset
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v ¢ ¥ Move NPC (Script) £,

Script - MoveNPC @
Bullet None (Game Object) 4@
Direction 1
Timer 0
v . [¥ Move NPC (Script) &,
Script MoveNPC ©
Bullet ‘None (Game Object) 4©
Direction 1
Timer 0 |
O @® Select GameObiject 2 @® Select GameObject
(T, bullet @) (T bullet )
Assets Scene Q=== Assets Scene O
None None
™ bullet * bullet

X R
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o

Script MoveNPC
Bullet whbullet | e
Direction |1
Timer 0

v « ¥ Move NPC (Script) il &,
Script MoveNPC (o}
Bullet w bullet e
Direction 1

Timer 0
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Script N?C‘;l.\.\.'.l‘-i‘r 0

Npc 1 Xe (Game Object) o
(8 Component ]

Assets »

s

Bullet
»  explosion
W explosion
3 explosion_0
B explosion_animated_1
+ IgnoreCollision
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ManagePlayerHealth
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MoveNPC
MovePlayer
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a « npcl [ |Static w
Tag | target ¢ | Layer| Default &)

| [IStatic

Lé v Default
TransparentFX
Ignore Raycast
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