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Add Component ]

Quad
Ragdoll...
Terrain
Tree

Wind Zone
3D Text

Standarc

¥ &l Chara
¥ G Firs
A

-er

& s

» & Roll

2D Object dard Asse...
Light

Audio

ul

Particle System

Camera I, inner 1 wall, inner 2 wall, outer

» & CrossPlatformInput
Editor

ParticleSystems
5 S

ceiling grunge texture... vertical brick t..




(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

# Scene | € Game {3 Asset Store - © Inspector
Shaded *|| 2D < ) | 4 - Gizmos ~ ‘ @[Cube  1[Jstatic~
v & scene_main* " Tag (Untagged +] Layer [ Default
Directional Light | ag | Untagge 4 Layer efaul
Plane (floor) ¥ .~ Transform
Cube (ceiling) Position X0
v Walls Rotation X0 Yo

Cube (SW) Scale X1 Yi1

Cube (NW) < Persp |
¥ .. Cube (Mesh Filter)

Cube (EW)
¥ Cube Mesh i Cube

Cubs (WW) g (v i ¥ Box Collider
Cube z % /| — :
Cube . . = ' £ | Edit Collider
Cube SN h sl - Is Trigger -
Cube AR S - g 3 Material None (Physic Material)
Cube p’ - f ¥ Center
Cube At ¢ S B % vo zlo
Cube . . !
Cube 3N ) O . 4 z[1
Cube - | il
¥ FPSController £ \ > ¥ . ¥ Mesh Renderer
¥ FirstPersonCharacter P i Cast.shadows |on
| Receive Shadows ¥
Motion Vectors P
» Materials
Light Probes { s_
Reflection Probes | Blend Probes
Anchor Override None (Transform)

¥ . Favorites 4 Assets »
L All Materials weapon
All Models Shader | Standard
) All Prefabs ¥
All Scripts

Standard Assets Standard Asse.. brushed metal .. ceiling grunge texture... MNew Terrain rough grunge t.. scene_main TextureX metal.. textureX rusty ..
¥ & Characters
¥ il FirstPersonCharacter
& Audio
i Prefabs
& Scripts
» G RollerBall
» & ThirdPersonCharacter vertical brick t.. wall, inner 1 wall, inner 2 wall, outer weapon
» & CrossPlatformInput
» i Editor
» G ParticleSystems




(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>

File Edit Assets

GameObject Component

Mobile Input  Window Help

O " 'S | 5 | 51 | [ = center | ®Local

Create ~
v @ scene_main*
Directional Light
Plane (floor)
Cube (ceiling)
v walls
Cube (sSW)
Cube (NW)
Cube (EW)
¥ Cube
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter

i

| &collab ~ | @ | Account - | {Layers - ||Layout |

+= | © Inspector

O console

@ Project

Gizmos ~

| ‘ ¥ ‘Weapon
)| &

Tag | Untagged

Static ¥

Layer [Default :

¥ .~ Transform
Position
Rotation
Scale

X 0 Y -0.8

X0

X1

Z1.018
Y 0 zZ0
Y1 Z|1

l Add Component J

Create ~

¥ ./ Favorites
2L All Materials
All Models
) All Prefabs
All Scripts

¥ @l Standard Assets
¥ & Characters
¥ il FirstPersonCharacter
& Audio
(&l Prefabs
& Scripts
» & RollerBall
» Gl ThirdPersonCharacter
» &l CrossPlatformInput
» (&l Editor
» G ParticleSystems
- 5 S

4 Assets »
-

Standard Asse...

vertical brick t..

brushed metal ..

wall, inner 1

ceiling

wall, inner 2

wall, outer

grunge texture...

Ll

weapon

New Terrain

rough grunge t..

scene_main

TextureX metal...

textureX rusty ..




(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Compon

FMM - | € Game |
N — T Y T L _ Maximize On Play_Mute Audio _ Stats _ Gizmos ~ Cube (celing) 1
Cube (ceiling)

—————————_____ ———————————————111% 3 (@

Jeg har sat playmode for mig til at have en overlay farve sd jeg kan se nar jeg eri playmode.
Dette geres under Edit > Preferences > Colors > Playmode tint



(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

# Scene | € Game
Shaded =ll2p || ¥ |&) | &~
v & scene_ma
Directional Light
Plane (floor)
Cube (ceiling)
v Bullet
Cylinder
Cylinder
¥ walls
Cube (SW)
Cube (NW)
Cube (EW)
¥ Cube
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter

Create ~
¥ . Favorites
| All Materials
All Models
) All Prefabs
All Scripts

4 Assets »

Standard Asse.. brushed metal ..

wall, inner 1

Standard Assets ceiling

¥ & Characters
¥ il FirstPersonCharacter
& Audio
i Prefabs
& Scripts
» G RollerBall
» G ThirdPersonCharacter
» &l CrossPlatformInput
» i Editor
» G ParticleSystems
i

= .

vertical brick t.. wall, inner 2

_ 5 Asset Store

wall, outer

weapon

New Terrain

© Inspector

Gizmos ~

§ ¥ [Cylinder Static ¥

Tag | Untagged 4| Layer | Default

¥ .~ Transform
Position x=  Jy[1 |
Rotation X0 Y0
Scale X105 Y
¥ . Cylinder (Mesh Filter)
Mesh W Cylinder
|¥ capsule Collider
| 4 | Edit collider
Is Trigger O
Material None (Physic Material)
Center
x[0 o 1z
Radius
Height
Direction
¥ . ¥ Mesh Renderer
Cast Shadows | on
Receive Shadows ¥
Motion Vectors | Per Object Motion
» Materials
Light Probes | Bl obes
Reflection Probes | Blend Probes
Anchor Override None (Transform)

Default-Material

Add Component

rough grunge t.. scene_main TextureX metal.. textureX rusty ..




(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

# Scene | € Game _ 3 Asset Store o o | © Inspector
Shaded =ll2p || ¥ |&) | &~ Gizmos ~
Directional Light
Plane (floor)
Cube (ceiling)
¥ Bullet
Cylinder
Cylinder
v walls
Cube (SW)
Cube (NW)
Cube (EW)
¥ Cube
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter
¥ Weapon

Create ~
¥ . Favorites 4 Assets »
| All Materials
All Models
) All Prefabs
All Scripts

Standard Assets 1 Standard Asse.. brushed metal .. ceiling grunge texture... New Terrain rough grunge t.. scene_main TextureX metal.. textureX rusty ..
¥ & Characters

¥ il FirstPersonCharacter ®
& Audio i
@l Prefabs b |
& Scripts "

» G RollerBall

» & ThirdPersonCharacter vertical brick t.. wall, inner 1 wall, inner 2 wall, outer weapon

B {i CrossPlatformInput
» & Editor
» G ParticleSystems

B

= .




ADD COMPONENT > PHYSICS > RIGIDBODY

Hier: # Scene | € Game {3 Asset Store - | © Inspector
Create ~ Shaded -ll2p || % || & - Gizmos ~ W “ B O static v
Directional Light e TR " o
Plane (floor) 9 99¢ b Layer \afail
Cube (ceiling)
¥ Bullet
Cylinder
Cylinder
v walls
Cube (SW) [ Add Component |
Cube (NW) /
Cube (EW) '
¥ Cube R
Cube (WW) Ll
ke
ki & Character Controller
Cube )
Cube A Box Collider
Cube @) Sphere Collider

Cube W Capsule Collider
g“:e |::/ Mesh Collider
ube
Cube © Wheel Collider
¥ FPSController # Terrain Collider
¥ FirstPersonCharacter W Cloth
¥ Weapon “$Hinge Joint
Cube ! v ¢ .
= “Fixed Joint

¥ .~ Transform
Position X-015 Y[0
Rotation X0
Scale X

roject

Create ~ - - E & spring Joint
¥ Favorites 4 Assets » * Character Joint g

)L All Materials

All Models g
All Prefabs ;
All Scripts e
e
[ Buller

¥ & Standard Assets 1 Standard Asse.. brushed metal .. ceiling grunge texture..  New Terrain  rough grunget..  scene_main  TextureX metal..
¥ & Characters
¥ il FirstPersonCharacter

& Audio P
i Prefabs
& Scripts

» & RollerBall

» @ ThirdPersonCharacter textureX rusty .. vertical brickt..  wall, inner 1 wall, inner 2 wall, outer weapon
B ﬁ CrossPlatformInput
» & Editor

> i e
Spedesrtens < puietorets cosecundie T




CREATE > C# SCRIPT

(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

= Center | @ Local

# Scene | € Game {3 Asset Store
Shaded =ll2p || ¥ |&) | &~
Directional Light
Plane (floor)
Cube (ceiling)
¥ Bullet
Cylinder
Cylinder
v Walls
Cube (SW)
Cube (NW)
Cube (EW)
¥ Cube
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter
¥ Weapon
Cube
roject 0 console
Create
¥ ./ Favorites
2L All Materials
2L All Models
) All Prefabs
)L All Scripts

4 Assets »

As

¥ Gl Standard Assets
¥ & Characters
¥ &l FirstPersonCharacter
& Audio
i Prefabs
& Scripts
» G RollerBall
» G ThirdPersonCharacter
» & CrossPlatformInput
Editor
ParticleSystems

nL. FAESnE

brushed metal .. Bullet ceiling

textureX rusty .. vertical brick t.. wall, inner 1 wall, inner 2

wall, outer

grunge texture...

weapon

New Terrain

Gizmos ~

Create
Show in Explorer
Open

Import New Asset...
Import Package
Export Package.

Select Dependencies

Refresh
Reimport

Reimport All
1U

Open C# Project

< coton - JL& N o]

© Inspector A=

Assets
i

Folder

C# Script

Javascript

Shader

Testing

Scene

Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Sprites

Animator Controller
Animation

Animator Override Controller

Avatar Mask

Physic Material
Physics Material 2D

GUI Skin

Custom Font

Legacy




(&9 Assembly-CSharp - boom.cs - MonaDevelop-Unity

File Edit View Search Project Build Run Version Control Tools Window Help

j j | m ‘ ® MonoDevelop-Unity

| boom.cs

(» boom * No selection
1 using System.Collections;
2 using UnityEngine;
3
4 public class boom : MonoBehaviour {
public float speed = 2000.67;
// The fly speed (used by the weapon Later)

X0g|00] &

BECTRIT

public GameObject explosionPrefab;
// explosion prefab (particles)

saladold |

void OnCollisionEnter(Collision c) {
// find out when it hit something

auIpNE JUBWNdOQ

Instantiate(explosionPrefab, transform.position, Quaternion.identity);
// show explosion - transform.position because it should be where the bullet is - Quaternion.identity because it should have default rotation

Destroy(gameObject);
// destroy the bullet. Destroy(this) would just destroy the script attached to it, Destroy(gameObject) destroys the whole thing

#HWwatch “Locals © Breakpoints - Threads Call Stack B Immediate

Name Value Name File Language Address

Click here to add a new watch

Errors < Tasks @ Application Output




(5 D:\Unity\simpleFPS\Assets\boom.cs - MonoDevelop-Unity - X
File Edit View Search Project Build Run Version Control Tools Window Help

@ |Debug

j |Unity Editor j [ | I S SRR ] [ ® MonoDevelop-Unity ] lQPress ‘Control+," to search

- boom.cs :

il -

(» boom * No selection §
1 using System.Collections; -2
2 using UnityEngine; =
3 s
4 public class boom : MonoBehaviour { g
5 public float speed = 2000.0f; .
6 // The fly speed (used by the weapon Later) =
7 3
8 public GameObject explosionPrefab; 'g
9 // explosion prefab (particles) 3
10
11 void OnCollisionEnter(Collision c¢) { 2
12 // find out when it hit something 3
13 =
14 Instantiate(explosionPrefab, transform.position, Quaternion.identity); %
15 // show explosion - transform.position because it should be where the bullet is - Quaternion.identity because it should have default rotation| |°
16
17 Destroy(gamelObject);
18 // destroy the bullet. Destroy(this) would just destroy the script attached to 1it, Destroy(gameObject) destroys the whole thing
19 }

ol 207}

W
< I —————————————————— >
#Watch o » | #Locals (&) Breakpaints . Threads ./ Call Stack @ * | B Immediate

Name

|Va|ue |Type |Name| FiIe|Language|Address

Click here to add a new watch

| |4 Errors Tasks @ Application Output




BARETRAK DET FRA ASSETS TIL INDSTILLINGS-PANELET FOR BULLET PREFAB

(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component MobileInput Window Help

# Scene | € Game 3 Asset Store | © Inspector

Create * | | Shaded 20 || 3 |<) | & - Gizmos ~ |

Static ¥

v & scene_ma
Directional Light
Plane (floor)
Cube (ceiling)

v walls
Cube (sSW)
Cube (NW)
Cube (EW)
¥ Cube
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter
¥ Weapon
Cube
Cube
Cube
roject
Create ~
¥ . Favorites
)L All Materials
All Models
All Prefabs
All Scripts

v
¥ Gl Standard Assets
¥ & Characters
¥ il FirstPersonCharacter
& Audio
i Prefabs
& Scripts
» & RollerBall

» G ThirdPersonCharacter

B ﬁ CrossPlatformInput

» & Editor

» G ParticleSystems
.

C=n. = in

o@

Standard Asse...

)

textureX rusty .. vertical brick t..

4 Assets »

brushed metal .. (RRRIETD ceiling

wall, inner 1 wall, inner 2 wall, outer weapon

# Bullet prefab

] o Bullet
-
Tag | Untagged

¥ .~ Transform
Position
Rotation
Scale

Angular Drag
Use Gravity
Is Kinematic
Interpolate
Collision Detection
¥ Constraints
Freeze Position
Freeze Rotation

grunge texture..  rough grunge t.. scene_main TextureX metal...

4| Layer | Default

X{-0.15 |Y[0
X0 Y |90

| Discrete

Ox0dyQdz

etBundle HNone




STANDARD ASSETS > PARTICLESYSTEMS > PREFABS OG TRZAK SA EXPLOSION IND

| BOOMS SCRIPTETS EXPLOSION FELT PAVORES BULLET

(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone <DX11>

File Edit Assets

v Q scene_main
Directional Light
Plane (floor)
Cube (ceiling)

v Walls
Cube (SW)
Cube (NW)
Cube (EW)
¥ Cube
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter
¥ Weapon
Cube
Cube
Cube
@ project
Create ~
¥ Favorites
)L All Materials
All Models
All Prefabs
All Scripts

¥ Gl Assets
¥ Gl Standard Assets
» &l Characters
» &l CrossPlatformInput
» &l Editor
¥ &l ParticleSystems
ials

& Shaders
&l Textures
& PhysicsMaterials

it

Saet eventuelt scale ned til 0.2 da man ellers stort set kun kan skyde opad. Prev dig frem med det

GameObject Component

Mobile Input  Window Help

| € Game 3 Asset Store
~|| 2D 4) & -

o@

Standard Assets »

‘c

Afterburner DustStorm

Jo ‘o

Hose HoseMobile

A Assets » ParticleSystems » Prefabs

Jy e

DustStermMabi...

y

Explosion

¥ \d Bullet.prefab

senere nar vi har spillet oppe at kere.

’o

ExplosionMobi...

SteamMobile

FireComples

TyreBurnouts...

© Inspector
] o Bullet
-

Default

Gizmos ~ Static ¥

Tag | Untagged #| Layer

¥ .~ Transform
Position
Rotation
Scale
v .. Rigidbody
Mass
Drag
Angular Drag
Use Gravity
Is Kinematic
Interpolate
Collision Detection |
¥ Constraints
Freeze Positi Ox0Oy0dz
Freeze Rotation [ X
Boom (Script)
ript
Speed
Explosion Prefab

o

None (Game Object) |e

- EFTEFTReT

FireMobile

Rl

WildFire

Fireworks Flare FlareMobile

AssetBundle Tione




CREATE > C# SCRIPT

(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

# Scene | € Game {3 Asset Store - © Inspector
Shaded =ll2p || ¥ |&) | &~ Gizmos ~

Plane (floor)
Cube (ceiling)
v walls
Cube (sSW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter
¥ Weapon
Cube

¥ . Favorites 4 Assets »
' All Materials

., . &
2=l ‘ i

¥ Gl Standard Assets Standard Asse.. brushed metal .. Bullet ceiling floor grunge texture. rough grunge t.. scene_main
» &l Characters
» &l CrossPlatformInput -
» & Editor i
¥ &l ParticleSystems k
i Materials
(&l Prefabs
ii Scripts TextureX metal.. textureX rusty .. vertical brick t.. wall, inner 1 wall, inner 2 wall, outer weapon
Shaders
&l Textures
& PhysicsMaterials




(&0 Assembly-CSharp - shoot.cs - MonoDevelop-Unity

File Edit View Search Project Build Run Version Control Tools Window Help

O) N

j | m ‘ ® MonoDevelop-Unity | @ press ‘Control+," to search

4 P bulletcs

| shoot.cs

(» shoot » No selection

1using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;

4

5 public class shoot : MonoBehaviour {

public GameObject bulletPrefab;

void Update () {
if (Input.GetMouseButtonDown (@)) {

#Hwatch “ Locals

Name

Click here to add a new watch

GameObject g = (GameObject)Instantiate (bulletPrefab, transform.position, transform.parent.rotation);
float force = g.GetComponent<bullet> ().speed;
g.GetComponent<Rigidbody> ().AddForce (g.transform.forward * force);

(& Breakpoints “. Threads Call Stack M Immediate

Value Name File Language Address

Errors

| Tasks

X0g|00] &

BECTRIT

saniadold |

auIpNE JUBWNdOQ

@ Application Output




@ Assembly-CSharp - shoot.cs - MonoDevelop-Unity
File Edit View Search Project Build Run Version Control Tools Window Help

@ |De:3ug j |Un't3.r Editor j [ | T VS SRR ] l ® MonoDevelop-Unity

- bullet.cs x y shoot.cs x

- X

[ Q, Press ‘Control+, to search

il -

¥ shoot » No selection %
1using System.Collections; AR
2 using System.Collections.Generic; P
3 using UnityEngine; S
4 z
5 public class shoot : MonoBehaviour { ;
6 -
7 public GameObject bulletPrefab; §
8 2
9 void Update () { @
10 if (Input.GetMouseButtonDown (9)) { g
11 3
12 GameObject g = (GameObject)Instantiate (bulletPrefab, transform.position, transform.parent.rotation); =
13 float force = g.GetComponent<bullet> ().speed; =
14 g.GetComponent<Rigidbody> ().AddForce (g.transform.forward * force); 1
15 }
16 }
17}
< >
#Watch 0% | #Locals (&) Breakpoints “ Threads /' Call Stack © > | B Immediate
Name |Va| ue Type | Na me| File| Language|Add ress

Click here to add a new watch

|| Errors

 Tasks Application Output




(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>

EFile Edit Assets GameObject Component Mobilelnput Window Help

# Scene | € Game 3 Asset Store
Shaded =ll2p || ¥ |&) | &~
v & scene_ma
Directional Light
Plane (floor)
Cube (ceiling)
v walls
Cube (sSW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter

o@

¥ . Favorites
)L All Materials
All Models
All Prefabs
All Scripts

4 Assets »

v
¥ Gl Standard Assets
» &l Characters
» &l CrossPlatformInput
» &l Editor
¥ &l ParticleSystems
i Materials

Standard Asse.. brushed metal .. Bullet Cylinder

scene_main TextureX metal.. textureX rusty ..

& Textures
& PhysicsMaterials

P

_) Pressed left click.

Cylinder

vertical brick t..

bullet cailing

e

wall, inner 1 wall, inner 2

© Inspector

‘ o Weapon
-
Tag | Untagged

Gizmos ~

¥ .~ Transform
Position
Rotation
Scale

Static ¥
4| Layer | Default
X0 Y -0.8
X0 Yo
X1 Yi1

¥ | ¥ Shoot (Script)

ipt
Bullet Prefab

shoot
Bullet

Add Component [

grunge texture...

L)

weapon

rough grunge t..

wall, outer




x Standalone
Help

= Assets

Bullet

2= e sOTED -

E" W Bullet.prefab 10} g (3

[C




(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>

File Edit Assets GameObject Component MobileInput Window Help

# Scene | € Game {3 Asset Store
Shaded *||2D < ) | 4 -
v Q scene_main*
Directional Light
Plane (floor)
Cube (ceiling)
> Walls
I -
¥ FPSController
¥ FirstPersonCharacter
¥ Weapon
Cube
Cube
Cube

¥ ./ Favorites
2L All Materials
All Models
) All Prefabs
All Scripts

Standard Asse... Bullet

. |

TextureX metal..

Standard Assets brushed metal ..
» &l Characters
» &l CrossPlatformInput
» &l Editor
¥ &l ParticleSystems
i Materials

Cylinder

scene_main textureX rusty ..

PhysicsMaterials

- it
() pressed left click.

zg

Cylinder

vertical brick t..

bullet

wall, inner 1

ceiling

wall, inner 2

© Inspector
' o Target
~

Tag | Untagged

Slzmex= Static ¥
Layer | Default

v ~ Transform
Position
Rotation

grunge texture...

ﬁ |

wall, outer weapon

rough grunge t..




(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>

File Edit Assets GameObject Component

* Center | @ Local

1 + BEIEAITE]

Hierarchy

Create ~| (GrAl
v Qs(ene__main'
Directional Light
Plane (floor)
Cube (ceiling)
v Walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube

¥ FPSController
¥ FirstPersonCharacter
¥ Weapon
Cube

(4 ]O)

roject | O console

Mobile Input

Window Help

| &collab ~ | @ | Account - | {Layers - ||Layout |

Gizmos ~

© Inspector

| ‘ o Cube

Tag | Untagged 4| Layer | Default

Static ¥

¥ .~ Transform
Position X0 Y0
Rotation xo Jyjo |
Scale X 0.001 Y2

¥ .. Cube (Mesh Filter)
Mesh il Cube

| > ¥ Box Collider

N
~ k|

v . ¥ Mesh Renderer
Cast Shad | on

Receive Shadows
Motion Vectors | Per Object Motion

» Materials
Light Probes | Blend Probes

Reflection Probes [ Blend Probes.
Anchor Override None (Transform)

Create ~
¥ . Favorites
2L All Materials
All Models
) All Prefabs
All Scripts

4 Assets »
-

Standard Assets
» &l Characters
» &l CrossPlatformInput
» (& Editor
¥ &l ParticleSystems
i Materials
&l Prefabs
& Scripts
&l Shaders
& Textures
&l PhysicsMaterials

.

Standard Asse...

scene_main

brushed metal ..

Bullet

. |

TextureX metal..

Cylinder

o

textureX rusty ..

Cylinder

vertical brick t..

bullet

wall, inner 1

ceiling

wall, inner 2

wall, outer

grunge texture...

L)

weapon

rough grunge t..

Default-Material

ader | Standard

Add Component

() pressed left click.




(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

B -

Hier: # Scene | € Game 3 . © Inspector
Create ~ Shaded -||2p - target
Cube (csing) Shader (Sandand
v Walls : RN R: N : s - § Rendering Mode [ Opaque
Cube (SW) 3 3 E - Sl Main Maps
2::: Egvv:)) ot NG : i & y B illng TR S ‘ [# o Albedo 12
Cube (WW) ' \ i 1 B 2y g4k © Metallic O 0
Cube " DB e 2 54 4 SMOOthNess e s (0.5 |
Cube A Source [ Metallic Alpha
g::: i v © Normal Map
Cube b { A TN ! © Height Map
Cube - - % . © Occlusion
Cube , ' A U P © Emission | P
aue e o Global Tllumi Realtime

Cube .
Cube © Detail Mask

¥ Target W - Y i 8 . : Tiling
Cube #5 A Offset
Cube (1 ot N 4 v, 3
Cube EZ; 3 . - Secondary Maps
¥ FPSController ; X | ! e 7 & 3 © Detail Albedo x
¥ FirstPersonCharacter i > © Normal Map
Tiling X1
Offset X0

roject I —_— UV Set [uvo
Create ~

¥ . Favorites 4 Assets »
)L All Materials Specular Highlights (¥
All Models Reflections 4

) All Prefabs

All Scripts

Forward Rendering Options

Standard Assets 1 Standard Asse.. brushed metal .. Bullet Cylinder Cylinder bullet BullsEye ceiling grunge texture...
» &l Characters

» &l CrossPlatformInput - ® h

» &l Editor % N 2

¥ & ParticleSystems o k . 1 L ! ) I )
i Materials

&l Prefabs

& Scripts rough grunge t..  scene_main shoot @I TextureX metal.. textureX rusty .. vertical brickt..  wall, inner 1 wall, inner 2 wall, outer

Shaders
it '’y ¢ 10)]

PhysicsMaterials v @target

C i
() pressed left click.




IKKE

(-3 Unity 5.5.1f1 Personal (64bit) - scene_main.unity - simpleFPS - PC, Mac & Linux Standalone* <DX11>

File Edit Assets

GameObject Component

Mobile Input  Window Help

O " 'S | 5 | 51 | [ = center | ®Local

Hierarchy

® o= | #Scene

| &collab ~ | @ | Account - | {Layers - ||Layout |

Create ~| (GrAll
Plane (tloor)
Cube (ceiling)

v Walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube

¥ Target
Cube
Cube (1)
Cube (2)

Sphere (cube left)

Sphere (cube right)
¥ FPSController
¥ FirstPersonCharacter

Shaded

(4]0}

O console

Gizmos ~
s

© Inspector

Sphere (cube left)

Tag | Untagged

3 a
Static ¥
+] Layer | Default

¥ .~ Transform
Position
Rotation
Scale

@
X 0 Y0 Z0.25
X0 Y |90 zZo
X10.0500 Y |2 Z 0.0010

¥ . Sphere (Mesh Filter)

Mesh

P
o]

W Sphere

v @ ¥ Sphere Colli

Is Trigger
Material
Center

@

4% | Edit Collider

o
None (Physic Material)

X 0 Y0 Z0

Radius

0.5

» . ¥Mesh Renderer

¥ ./ Favorites
2L All Materials
All Models
) All Prefabs
All Scripts

Standard Assets
» &l Characters
» &l CrossPlatformInput
» &l Editor
¥ &l ParticleSystems
i Materials

4 Assets »
-

Standard Asse.. brushed metal .. Bullet

rough grunge t.. scene_main

Cylinder

target

Cylinder

Target

-

bullet

- |

TextureX metal...

BullsEye

textureX rusty ..

cailing

wvertical brick t..

wall, inner 1

wall, inner 2

Default-Material

Standard

Rendering Mode
Main Maps
@ Albedo
o Metallic
Smoothness
Source
@ Normal Map
@ Height Map
© Occlusion

© Emission

Opague

Metallic Alpha

Global Illumi| Realtime

© Detail Mask

Tiling
Offset

Secondary Maps
@ Detail Albedo x
o Normal Map

Tiling

Offset

i) UnassignedReferenceException: The variable left of Target has not been assigned.
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O !’ S | ;| 1) [=ecenter| @ Local | @coliab - || & | [Account - | {Layers - |{Layout -]

# Scene | 3 © Inspector a-=
Shaded 5 |

Plane (floor)
Cube (ceiling)
v Walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ Target
Cube
Cube (1)
Cube (2)
¥ FPSController
¥ FirstPersonCharacter

¥ Weapon m
Cube )
@ Project | O console
Create ~
¥ . Favorites 4 Assets
_ All Materials (1
All Models - -
) All Prefabs
All Scripts

Standard Asse.. brushed metal .. Bullet Cylinder Cylinder bullet BullsEye ceiling

¥ & Standard Assets - B
» & Characters - -
» & CrossPlatformInput b :

» &l Editor

¥ & ParticleSystems rough grunget..  scene_main target TextureX metall. taxtureXrusty.. verticalbrckte.  wall, inner1 wall, inner 2
&l Materials

&l Prefabs

& Scripts -

& Shaders il

& Textures i /

(& PhysicsMaterials
Lwitin.

() pressed left click.




(a Assembly-CSharp - Target.cs* - MonoDevelop-Unity

File Edit View Search Project Build Run Version Control Tools Window Help

@ | Debug

j |Unity Editor j l ® MonoDevelop-Unity

- bullet.cs x {shoo‘t.cs x I Target.cs ]

- X

[ Q, Press ‘Control+, to search

il -

4 target = [ Update () %
1 using UnityEngine; 8
2 using System.Collections; =
: S
4 public class target : MonoBehaviour { =
5 // Left and right marks 2
6 public Transform left;

7 public Transform right; =
8 g
9 public float speed = 1.8f; // speed %
1e i
11 bool dir = false; // current direction (false means to the Left, true means to the right) @
12 g
13 void Update () { 5
14 if (dir) { =
15 // go closer to the right one g
16 transform.position = Vector3.MoveTowards(transform.position, right.position, Time.deltaTime * speed); =
17

18 // reached it?

19 if (transform.position == right.position)

28 dir = ldir; // go to opposite direction next time

21 } else {

22 // go closer to the Left one

23 transform.position = Vector3.MoveTowards(transform.position, left.position, [Time.deltaTime * speed);

24

25 // reached it?

26 if (transform.position == left.position)

27 dir = ldir; // go to opposite direction next time

28 }

29 }

30} v

#Watch 0 * | & Locals (&) Breakpoints . Threads /' Call Stack @ * | B Immediate

Name |Va| ue Type | Na me| File| Language|Add ress

Click here to add a new watch

|| Errors

|¥|Tasks @ Application Output
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* Center | @ Local

1 + BEIEAIE]

# Scene

| &collab ~ | @ | Account - | {Layers - ||Layout |

Create ~
v Qs(ene__main'

Directional Light

Plane (floor)

Cube (ceiling)

v Walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ Target

Cube (1)
Cube (2)
Sphere (cube left)
Sphere (cube right)

Shaded

@

@3 Project | O console

Gizmos

—E

Create ~
¥ . Favorites
2L All Materials
All Models
) All Prefabs
All Scripts

4 Assets »
-

¥ @l Standard Assets

» &l Characters

» &l CrossPlatformInput

» (& Editor

¥ &l ParticleSystems
i Materials
&l Prefabs
& Scripts
&l Shaders
& Textures

(& PhysicsMaterials

Ll

Standard Asse.. brushed metal ..

EE

rough grunge t..

scene_main

Cylinder

target

Cylinder

Target

bullet

TextureX metal...

BullsEye

textureX rusty ..

cailing

vertical brick t.. wall, inner 1 wall, inner 2

© Inspector - =

§J ¥ [Cube Static ¥
+
Tag | Untagged 4| Layer | Default

¥ .~ Transform
Position X0 Y0
Rotation xo Jyjo |
Scale X 0.001 Y2

¥ . Cube (Mesh Filter)
Mesh il Cube

>\ ¥ Box Collider

» . ¥ Mesh Renderer

v |G| ¥ Target (Script)
Script ge o
Left re (cube left) (Transfc ©
Right L Sphere (cube right) (Transf ©
Speed 1

' target @ =
- Shader | Standard -

Add Component

ignedReferenceException: The v,

le |eft of Target has not been a:
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Hier: # Scene | € Game {3 Asset Store © Inspector -
Create Shaded -||2p |] =1 Gizmos ~ " Cre | st ~
Cube -l = - =
Cube Tag | Untagge Layer efault

Cube v~ Transform
Cube

Position
Cube ey y Rotation
¥ Target ; 7% AN S Scale
Cube 4 N |
Cube (1) 1 2 ¥ .. Capsule (Mesh
Cube (2) b 3 3 E | Mesh W Capsule
Sphere (cube left) ¥ R Y v ¥ capsule Collider
Sphere (cube right) . Crh - -
Sphere (cube 1 left) g R y ' | & | Edit collider
Sphere (cube 1 right) el b Xy Is Trigger
Sphere (cube 2 left)
Sphere (cube 2 right)
¥ Lights
Capsule
Capsule : y . Height
Cpstle . Direction
Capsule .
Capsule

o
Material [None (Physic Material)
Center
X0
Radius

Default-Material

Shader | Standard

Rendering Mode Opague
L Main Maps
Create Q 2
¥ | Favorites 4 Assets - Albedo
O\ All Materials | etallic
All Models T

|
' All Prefabs S 5 ou Metallic Alpha
All Scripts 1 Normal Map

o Height Map
e dardinansts Standard Asss.. brushed metal Bullet Cylinder Cylinder bullet BullsEye culieg
» G Characters
» & CrossPlatformInput

» i Editor £ E e N
¥ Gl ParticleSystems - . k
i Materials

grunge texture...

Off:

Secondary Maps
@ Detail Albedo x

rough grunge t.. scene_main target Target TextureX metal.. textureX rusty .. vertical brick t.. wall, inner 1 wall, inner 2 ‘
|

PhysicsMaterials 3 ! g@

.

© Normal Map
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File Edit Assets GameObject Component MobileInput Window Help

Hier: # Scene | € Gam -

. © Inspector
Create ~ Shaded - |20 v Gizmos ~ lights
cune Shader | Standard
Cube
Cube
gﬂ:: Main Maps
¥ Target D A L o Albedo 12
Cube o B 3 © Metallic O
Cube (1) 2 SMoothness s m— 0.5
C“:’ (2() o e ) ? : Source [ Metallic Alpha
Sphere (cube left) i ¢
PAS 4 © Normal M
Sphere (cube right) ¥ o ofma ap
Sphere (cube 1 left) 9 i © Height Map
Sphere (cube 1 right) b
Sphere (cube 2 left) o N o Emission 12 PO
. Shere (cibe 2 right) = Global Tilumil Reahtime
¥ Lights - 2 4 ’ 2 &
Capsule ” ¥ - y o Detail Mask
Capsule 2 Z - Tiling
Capsule 1 Offset
Capsule
Capsule y 3 LAY K Secondary Maps
Capsule © Detail Albedo x

© Normal Map
. @) Tiling X1

Offset X0
UV Set Luvi

Rendering Mode [ Opaque

0

© Occlusion

Create ~
v "‘F‘avorltes 4l Assets Forward Rendering Options
‘ 2L All Materials = L Specular Highlights (¥
All Models Reflections 4
) All Prefabs |

All Seripts Standard Asse.. brushed metal .. Bullet Cylinder Cylinder bullet BullsEye ceiling

]
Standard Assets -
» &l Characters - »
» &l CrossPlatformInput k
» &l Editor
L lights ]

¥ &l ParticleSystems
& Materials

&l Prefabs
& Scripts 1
& Shaders / |
&l Textures > g i
&l PhysicsMaterials

itins ¥ @ lights.mat

rough grunge t.. scene_main target Target TextureX metal.. textureX rusty .. vertical brick t.. wall, inner 1
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File Edit Assets GameObject Component

Hier:
Create ~
Cube (1)
Cube (2)
Sphere (cube left)
Sphere (cube right)

Mobile Input

# Scene

Shaded

Window Help

2D

| €Game

Asset Store

[~

Gizmos ~

© Inspector
' o 'Area Light
~
Tag | Untagged 4| Layer | Default

¥ .~ Transform

Position X -0.5 Y0

EKSPERIMENTER MED INDSTILLINGERNE FOR DET BEDSTE RESULTAT

Static ¥

Sphere (cube 1 left)
Sphere (cube 1 right)
Sphere (cube 2 left) a . 4 -
Sphere (cube 2 right) . = 3 3 v o ¥ Light
¥ Lights " i ,;7‘ X Type
¥ Capsule | & i, - : Baking
Area Light ;i r -
¥ Capsule ! . Color
Area Light % " : Intensity e . | 1
¥ Capsule 3 ¥ \ Bounce Intensity —) | §

o e Shadow Type | Hard Shadows
¥ Capsule

Area Light . < \ ; > Strengb.h
¥ Capsule e N Gkl R Resolution [ M

Area Light o Bias
Normal Bias e r—
Shadow Near Plar(

Rotation xo  yo |
Scale X5 Y1

¥ Capsule _
Area Light Cookie None (Texture)
¥ Capsule Cookie Size 10
Area Li | Draw Halo 4
Flare None (Flare)
Render Mode | Auto
¥ | Favorites 4 Assets | Culling Mask | Everything

2L All Materials
All Models L1 | Add Component
) All Prefabs

All Scrpts Standard Asse.. brushed metal .. Bullet Cylinder Cylinder bullet BullsEye celling grunge texture..

Standard Assets
» &l Characters .
» &l CrossPlatformInput
» (& Editor

¥ &l ParticleSystems
& Materials

lights. rough grunge t.. scene_main target Target TextureX metal.. textureX rusty .. vertical brick t.. wall, inner 1

e1e]e R

PhysicsMaterials
wikine
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