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Peann3oBaHHbIN YHKLMOHAnN:
Kamepa

o CnexeHue 3a uenbo
 M3ameHeHMe maclutada
« (O630p 360°



Cumynaumna ceeta OT OrH4

« CAaBuUr oTHOCUTENBLHO CTAapTOBOM
no3nuun

* MeHalowaaca MHTEHCUBHOCTb
CBeYeHuns

* MeHaowmnmncsa pagmyc ceedeHnd

tected void FixedUpdate ()
if (Math.Rbs(lights.intensity - targetIntensity) < 0.005f)

targetIntensity = originalIntensity + Random.Range (—intensityOffset, intensityOffset);

a 2

targetIntensity = targeﬂlntensity > 8 ? 8 : targetIntensity;

lights.intensity = Mathf.Lerp(lights.intensity, targetIntensity, intensitylLerpSpeed * Time.fixedDeltaTime);

if (Math.Rbs(lights.range - targetRange) < 0.005f)
targetRange = originalRange + Random.Range (-rangeOffset, rangeOffset);
}
else
lights.range = Mathf.Lerp(lights.range, targetRange, rangeLerpSpeed * Time.fixedDeltaTime);
}
if ((transform.position - targetPosition) .magnitude < 0.005f)
targetPosition = originalPosition;

targetPosition.x += Random.Range (-positionOffset, positionOffset);
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targetPosition. = Random.Range (-positionOffset, positionOffset);
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targetPosition. Random.Range (-positionOffset, positionOffset);

transform.position = Vector3.Lerp(transform.position, targetPosition, positionLerpSpeed * Time.fixedDeltaTime) ;



KoMOMHMpoBaHMeE MeLLEN

anMeHFleTCFl Krpymnne obbekToB. Ecnn Heckonbko meLlen NCNOJb3YKOT OOUH U TOT Xe MaTepunar, nx
MO>XHO 0O6beaNHNTL B OJMH, YTO NO3BOMHAET CHU3UTb KONMUYECTBO BbI3OBOB OTPUCOBKMW.

private void Start()

var meshFilters = GetComponentsInChildren<MeshFilter>();

GetComponent<MeshRenderer> () .material = meshFilters[2].gameObject.GetComponent<MeshRenderer>() .material;
var combine = new CombineInstance [meshFilters.Length];

var i = 1;

while (i < meshFilters.Length)
combine[i-1] .mesh = meshFilters[i] .mesh;
combine[i-1] .transform = meshFilters[i] .transform.localToWorldMatrix;
GameCObject.Destroy (meshFilters[i] .gameCbject);

meshFilters[i] .gameCbject.SetActive (false);
i++;
}
transform.GetComponent<MeshFilter>() .mesh = new Mesh();

transform.GetComponent<MeshFilter>() .mesh.CombineMeshes (combine, true, true);
transform.gameObject.SetActive (true);



YnpaBrieHne nepcoHaxem

* [lonck nyTn Nnpon3BoanTCs C NOMOLLbIO HaBUraLUMOHHOIo MeLla

« Touyka Ha3HayYeHMs HaXoOUTCA BLICTPENOM Jlyda U3 KaMepbl B CTOPOHY Kypcopa
MbILLW npu HaxkaTumn JIKM

« ATtaka Bpara npoussoauntcs nubo Haxatnem JIKM, nndo Ctrl+J1IKM

* [Npn nepegsmxeHnn ormdatoTca NPENATCTBUA
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