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9MNEeKTPOHHAas BEPCUA KHUTU Ha aHITIUIACKOM
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[lepcoHax

1 1. CodnpaemM MecTHOCTb
1 2. Kacnyna + kamepa

7 3.Y4nMm nepcoHaxk CMOTPETb NO CTOPOHAaM
MouselLook.cs

1 4. Yunm nepcoHax nepemewatscst FPSIinput.cs

\



Bparu n cHapsagbli

1 1. RayShoter.cs npucoeanHnTb K kKamepe.
CTpengeTt cipepamun.

n 2. Cospgaem Bpara. Kybo + ReactiveTarget.cs
(kyD pearnpyet Ha nonagaHus)

0 3. +WinderingAl.cS - NCKYCCTBEHHbIN
NHTENNeKT

1 // 4. pasmecTum nepcoHaxa U3 ctaHgapTHbIX
accetoB AlTThirdPersonController

0 Ckpunt AlCharacterControl cnyxut gns
BblOOpa MecTa Kyaa HanpaBrisieTCa NepcoHax

\



YBenn4yeHue KorimyecTBa
Bparos

1 1. Cosgaem wabroH Bpara n yganaem Bpara co
CLEHb

n 2. Co3paem nyctonm obbekt Controller u
nobaBum Kk Hemy cueHapui Scenecontroller.cs
(nopoXXaaem 3K3eMnnspbl Bparos)

1 3. B none EnemyPrefab nepetackmusaem
lwabnoH Bpara (kyba) ns Acetos

\



Yuyum Bpara cTpensTtb

1 1. Co3gaem wap opaHXeBoro upeta+ CKpunT

Fireball.cs
1 2. [lenaem n3 Hero WwabrioH 1 yaansiemM co CLEHbI

1 3. Y Bpara (ky6a) ectb none FireballPrefab.B
Hero rnepeTtacknBaem LLabnoH cHapsga.
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