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ffgk Unity F2=\E5

Al

[/ RS
var idleTime : float = 2.0;

/] K28

var patrolTarget : Transform; // 55 H Fifz#E 5=
var patrolTargetl : Transform; // ‘545 & H 12
var patrolTarget2 : Transform; // ‘545 & H 12

var patrolSpeed : float = 2.5; // # & EE

11 5 m RS H
var targetPlayer : Transform; // ;315 H &

var lookAtPos : Vector3; // ;315 & f&

Il FIEMZ

var seachAngle :float = 20.0; // = AEE

var seachDis : float = 8.0; // =i FEHE

var followSpeed : float = 1.0; // B EEHE

var followRotateSpeed : float = 3.5; // 5 E

UREE =

var attackRange : float = 4.0; // ¥ [E|

&R
a1



var warnRange : float = 8.0; // 5 #i[&

IN'g8E5ME

var idleMaterial : Material;
var patrolMaterial : Material;
var followMaterial : Material;

var warnMaterial : Material;
var attackMaterial : Material;

function Start () {

Il EE B A H A
switchPatrolTaget();
print("iE BT A HE");

yield WaitForSeconds(idleTime);
while(true){

yield Idle(); // FEOLER T Idle

yield Attack(); // MFIUEh{T Attack

¥
¥
I FHA%TIRRG

function Idle () {
while(true){

print("fie");

110k 2R Al oS I R5% - SR KRB

if (PatrolState()){
switchPatrolTaget();
renderer.material = idleMaterial;
yield WaitForSeconds(idleTime);
Yelse{

renderer.material = patrolMaterial;
Patrol();

yield;

}
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I ANRR N S S B R

if (SeachEnemy()){
print("SeachEnemy");
return;

yield;

}
yield;

k
¥

I D,

function switchPatrolTaget(){
if (patrolTarget == patrolTarget1){
patrolTarget = patrolTarget2;

Yelse{
patrolTarget = patrolTarget1;

¥
¥

1 KOS B IR AE

function PatrolState (){
if (transform.position == patrolTarget.position){
return true;

Yelse{

return false;

¥
¥

I L FHRAE

function Patrol (){

I R ARG e
targetAngle(patrolTarget);
IR SESESEISEES e 2
FaceToNowTarget();

I TR AR RS B
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transform.position = Vector3.MoveTowards(transform.position,patrolTarget.position, Time.deltaTime *
patrolSpeed);

ky

I FIETE A 2 SRR Ha E N
function SeachEnemy (){

I BB/ NS 1 TR E A [E]E true - AR [B]E false

if (seachDis > targetDistance(targetPlayer) && Mathf.Abs(targetAngle(targetPlayer)) < seachAngle)
{

return true;

Yelse{

return false;

¥
¥

1135 Transform 28 HJEHL A7 felFE R b7 (o] EEEEE

function targetDistance(nowTaget: Transform){
var dis : float = Vector3.Distance(transform.position, nowTaget.transform.position);
return dis;

¥

1% A Transform 285 HErEL B 2 WA I [BI{E A

function targetAngle (nowTaget: Transform){

I8 AR HAERE B BIRUE

lookAtPos = nowTaget.position;

I K S B H AR 2 T AR B

var relative : Vector3 = transform.InverseTransformPoint(lookAtPos);
I S+ ERIE 2 A&

var angle : float = Mathf. Atan2(relative.x, relative.z) * Mathf.Rad2Deg;
lookAtPos.y = transform.position.y;
return angle;

}

I ERESREN
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function FollowEnemy (){

renderer.material = followMaterial;

FaceToPlayer();

transform.position = Vector3.MoveTowards(transform.position,targetPlayer.position, Time.deltaTime *
followSpeed);

ky

// THi 5] A
function FaceToNowTarget (){
UDER Sk

transform.LookAt (lookAtPos);
}

I HIRIETR

function FaceToPlayer (){
var rotation = Quaternion.LookRotation(lookAtPos - transform.position);
transform.rotation = Quaternion.Slerp(transform.rotation, rotation, Time.deltaTime * followRotateSpeed);

¥

>
o

I BRI NIRRE

function Attack (){

while(true){

if (SeachEnemy()){

if (attackRange >= targetDistance(targetPlayer)){
AttackEnemy();

yield;

}else if(warnRange >= targetDistance(targetPlayer)){
Warn();

yield;

Yelse{

FollowEnemy();

yield;

}

Yelse{

return;
yield;
}

G
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URZE 1UN

function AttackEnemy (){
renderer.material = attackMaterial,
FaceToNowTarget();
print("AttackPlayer");

¥

I EHN

function Warn (){
renderer.material = warnMaterial;
FaceToNowTarget();
print("WarnPlayer");

hy

SISO

I17E #%—1{1& FirePoint {E fyad 5 BEAVFE
var FirePoint:Transform;
I17E 2= —{1& Bullet {E Fy g 52y F2 1

var Bullet:Rigidbody;
function Update () {

IFE 7 B % T IR - L3 a— 1758

if(Input. GetMouseButtonDown(0)){
var clone:Rigidbody;

clone = Instantiate(Bullet,FirePoint.position,FirePoint.rotation);
IIFEF-58 DL 100 HYZRE (4] Fij

clone.velocity = transform.TransformDirection(Vector3.forward*100);

¥
¥
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TRl R A KA

var boomFire : Transform;

I BB YIRG 2 A B A )G E A i - — B RE gy T DL T A2 =S
function OnCollisionStay(collision : Collision) {

AR EKAETTIR » BT Ry 1o AL T
Instantiate(boomFire,this.transform.position,this.transform.rotation);
IR AETT 58

Destroy(gameObject);
}

By

var tankLife = 4;
function OnCollisionStay(collision : Collision)

{
IFEFTAMIREE A - ARG HY 452 "shot(Clone)", A= ai{E B 1

for (var contact : ContactPoint in collision.contacts)

{

if(contact.otherCollider.name == "shot(Clone)")

{
if(tankLife>0)

{
tankLife --;

}
IME a5/ NS 1 PIRGRLH R
if(tankLife<1)

{
Destroy(gameObject);

¥
¥
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NV IR B E B2

var speed = 6.0;

var jumpSpeed = 8.0;
var gravity = 20.0;
var health = 200.0;

private var moveDirection = Vector3.zero;
private var grounded : boolean = false;

function FixedUpdate() {

if (grounded) {

/I ' We are grounded, so recalculate movedirection directly from axes

moveDirection = new Vector3(Input.GetAxis("Horizontal™), 0, Input.GetAxis("Vertical"));
moveDirection = transform.TransformDirection(moveDirection);

moveDirection *= speed;

if (Input.GetButton ("Jump™)) {
moveDirection.y = jumpSpeed;
}
}

Il Apply gravity
moveDirection.y -= gravity * Time.deltaTime;

// Move the controller
var controller : CharacterController = GetComponent(CharacterController);

var flags = controller.Move(moveDirection * Time.deltaTime);
grounded = (flags & CollisionFlags.CollidedBelow) != 0;

}

@script RequireComponent(CharacterController)

N
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using UnityEngine;
using System.Collections;

[AddComponentMenu("Camera-Control/Mouse Look")]
public class MouseLook : MonoBehaviour {

public enum RotationAxes { MouseXAndY = 0, MouseX = 1, MouseY =2 }
public RotationAxes axes = RotationAxes.MouseXAndY;

public float sensitivityX = 15F;

public float sensitivityY = 15F;

public float minimumX = -360F;
public float maximumX = 360F;

public float minimumY = -60F;
public float maximumY = 60F;

float rotationX = OF;
float rotationY = OF;

Quaternion originalRotation;

void Update ()

{
if (axes == RotationAxes.MouseXAndY)

{

// Read the mouse input axis
rotationX += Input.GetAxis("Mouse X") * sensitivityX;
rotationY += Input.GetAxis("Mouse Y") * sensitivityY;

rotationX = ClampAngle (rotationX, minimumX, maximumX);
rotationY = ClampAngle (rotationY, minimumY, maximumy);

Quaternion xQuaternion = Quaternion.AngleAxis (rotationX, Vector3.up);
Quaternion yQuaternion = Quaternion.AngleAxis (rotationY, -Vector3.right);

transform.localRotation = originalRotation * xQuaternion * yQuaternion;

}

else if (axes == RotationAxes.MouseX)

{
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rotationX += Input.GetAxis("Mouse X") * sensitivityX;
rotationX = ClampAngle (rotationX, minimumX, maximumxX);

Quaternion xQuaternion = Quaternion.AngleAxis (rotationX, Vector3.up);
transform.localRotation = originalRotation * xQuaternion;

ky

else

{

rotationY += Input.GetAxis("Mouse Y") * sensitivityY;;
rotationY = ClampAngle (rotationY, minimumY, maximumy);

Quaternion yQuaternion = Quaternion.AngleAxis (-rotationY, Vector3.right);
transform.localRotation = originalRotation * yQuaternion;

¥
¥

void Start ()

{

/I Make the rigid body not change rotation
if (rigidbody)

rigidbody.freezeRotation = true;
originalRotation = transform.localRotation;

}

public static float ClampAngle (float angle, float min, float max)
{

if (angle < -360F)

angle += 360F;

if (angle > 360F)

angle -= 360F;

return Mathf.Clamp (angle, min, max);

}

}
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