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1.1 Assets Store

Assets Store( 72w kX k77) &l&. Unity TERTES 3D ETILOFRMPEIREEZBATES
23y T T, I'—LEMETTRIEL. AEMEZ LITR3HDTST1 B/ ONTVET,

FIAT 3R (I TIEEL. YERLTZER% Assets Store (CRABAT R EETEET,

SEHER T 35 — LD FPS M 27 L& Assets Store 55 D O—K U7z Assets G ENTULE
ER

1.1.0 SLIF|A T S Assets

SEIN T — LIZ(E MEasy FPS] &£WL\S Assets ZRIFALE UTeo FPS T —LZER CEFETEXRE
IRCETIM CDAssets ZFSCEICIDBRICFPS ' —LZERENTELT,

= &unityAssetStore
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11,000 BE%*HAE 5 DETE 10 BAZRBAE 74 —F LAY
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F—L » 3D > ¥¥F¥2— > Ea—</1F > Sci-Fi » EasyFPS

1:]] Easy FPS
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1.1.1 351tV

Assets Store DFIAICIEF SV X (FIARK) (CRIZREBNRHDE T, FIFATEIEEH®. FIE
(CHe>THEE. BE. BEMDAITRENS I RL Assets (CE>TRIEBIZENHBINTS
1LV RELLGRATHSHIRATIHNENRSHDET,

BARMIZ Assets HGHRICIDEE 3IRETOBEERMR (EIWRET(CFOIIHRT—5%EBHT S
RE) (FEFaIeshTULWEE A,

ULH\L. SEFFFRIICIERED S Z1S T MEasy FPS| ZEBHLTLE T,

Unity NREARNH BT —LEAFKDY I D1 7 THIBAHND—DE L T Assets Store DTEEMN
HDET, LB TE Assets ZRIAT CEIC K> TRERICT —LEERCEDTEINSTY,

Unity (CBR5 9. BEEFIAL TL\3EaREREY—ERESIEYIANTFSNTUBIHSZZFIATE
TWBNTY, Y —EXZFIATIEHEIFITIEIEL. FSTINCEZTAFTRL, BFAINLEVELS
(T BEHDICESIEVREIL>DDTFDEHLLS,
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3.0 {1 DHEEE
BHOBEAELRBEYDEXZL VLY FENTLESRRERLET,

3.0.0 HHNEESE

BHI Resources 7 )LD MNewGun_auto ). 'NewGun_semi] [(CT7HVFEINTLS
GunScript DA T DOFRRERD TEHRESNTLE T,

bulletsIHave . oL b
bulletsintheGun : IHAD Y Y VR DiEEL
amountOfBulletsPerLoad : YO—KEFlcYHIVICE
=R (Y F

NewGun_auto] & NewGun_semi| DEHDE%
H&LD!
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VERITLT

HBENDBR B LCEL>TAIT I IO FDHIBREERNMTONTVE TR, BHENIEY RSN
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3.1 BELVEYRFSENIENEIICT S

HENRIEY RSN TUESDOREBEIDEZIBEBICAT I U FDEIBREERZET B LlCELST
FITIIORCTHYFETNTLS IGunScript] BEHIRESNTLE > TLREHTTY,

3.1.0 BHEHVLVvFENIZLMIHY

HENULEY RINEWVWKSICTBICE TGunScrpt] TI>IBEWROV PR TEBI I EICEL>THR
BRNEC K > T GunScrpt HEIBRES N TEHBMNU LY FSNE B A,

3.1.1 29U+ DIERET HVF

W EEEI S [Player] ROUTFTREERLEL LS, Efe fERLIER DV TR EY—-VAD
MPlayer ] Z 7 IO M7 YFLTLIES LY,

3.1.2 ROUTLDRE
Player ROV TR EUTOLSICEBLFEL & 5o

O

iour

ylic float[,
oid Start()

= new float[,] 0,10},{100440,40}

% 2 NESITEERLTULWET, —2BDFIE NewGun_semi. ZDBE®M3FI(E NewGun_auto DL
T9, BRIIAED S bulletslHave. bulletsintheGun. amountOfBulletsPerLoad &#3LSICLE T,

3.1.3 REAEDKFBOIWE

REDEML TLVBRBICK > THRIALEINEEEI IRENRH DT T, BEREML TL\IHB
(& TGuninventory] 22U DOZEE NcurrentGunCounter | TEEBLTWLWE T,

COEBUIT U EHF D private [C7& > TWLE T, GunScrpt HMSEHNEIS TE B L SIC public
(CEBLEL &S,

Gunlnventory.cs

public class Gunlnventory : MonoBehaviour {
[Tooltip('Current weapon gameObject.'")]
public GameObject currentGun;
private Animator currentHAndsAnimator;
public int currentGunCounter = O;
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GunScript ZLA TN L SITIREL TIREREL TLIRBEES TEILSCLFEL LS, BHE,
BEBREIDHEZIEAVY—IICEDELSKENRENSNIHNERBLEL &£ 5o

GunScript.cs

private Gunlnventory gis;

void Awake(){
gis = GameObject.Find(*'Player'") .GetComponent<Guninventory>();
Debug.Log(gis.currentGunCounter);
mls = GameObject.FindGameObjectWithTag(''Player'") .GetComponent<MouselLookScript>();

NewGun_semi D& ZFHNDINZ(E D NewGun_auto D& ZH NS N/z(E D

3.1.4 Player R0UZ7+O#EZRSE R

GunScrpt MEBITSNIzE EF(E Player ROU TR DZEE Bullet 288BL. D) wIOIC K> THiEHE
L7z & Z (3% Player 20D 7 ~NDEE Bullet (CRIRLZE T,
LUFOLSICEBLIL &S,

GunScript.cs

AKEC
= GameObject.Find(""
GameObject.Find(

ug-Log(gis.curr
ey

amountOfBuIIetsPeBrgLoad = ps.Bullet[gis.currentGunCounter, 2];
N’\JN’\JN’\JN’\JN’\JN'IJE\ I Y2e Ve W2 2 Y2a Ve Sl W2 B2 W le g

private void ShootMethod(){

if(waitTilINextFire <= 0 && !reloading && pmS.maxSpeed < 5){

if(bulletsInTheGun > 0){

ZIN

else{
//if(laiming)
StartCoroutine(*'Reload Animation™);
//1f(emptyClip_sound _source)
// emptyClip_sound _source.Play();

}
//}ﬁéﬁd)}iﬂye

ps.Bullet[gis.currentGunCounter, O]
ps.Bullet|[gis.currentGunCounter, 1]

bul letslHave;
bul letsInTheGun;

[
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Assets > Easy FPS > Images > Materials
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4.1.1L95—€J1-IVDERE

IN—FT 1 DIVHEEBICIE>TVBRDIE/I S —F e DI TI Iy kN TULEWLWZHTT, L
INS—FI1—IVTERETEZXT, UTOLSICEBLFILLS,

@l

Select Material [ <]
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i

4.1.2 AEEI21-ILDER

IN—=T « DIVHHBR R KB ENTVE TR, EMSNIZBEBICHEDH L TRESE B HICUTOL
SICEBLEL &S,

bil- P S T T i

N=T 1OV EeRBS BRI TEFRRNE | Z2XBLI T, CNEELITTEL, EREZEE
TEB3NTIER, FERAZRDBICEICEL>THELTVBLSICREXT,
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BEOVYIITIEUTOLSKBERNBENE T, CNid [Gradient Editor | &L\, EBPOEAE%
RRICEBIZIENTEZET,
EHRENEEHE
OETHREHRRZIVvOLET, CNEZA LYy TEFENBZENTT,
QATEREPZOICLET, CNITEABERLTHED. 0~255NDETIEELZET,
EHVNSWIEBAEEEL< KD, O TRRBIERICKED T T,
Q#LLERAE N kv T &EBINTY 35AIIRELTEOVVILET

Gradient Editor
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4.1.5 IO OMNCB{EABMEEIFES
R=F 1 D IVH—RBTHRESNTLWE TR, ZNENDO/N—FT v D IIVOEFIIRE RE (CHBIEAM
ERHEEY,
BERERBEOROYIFIIIVRIVEDYYIL., [2DDERTS VI L] &BIRT 3 LIEELZ(ER
TSYUSLICEMESE B ENTEET,
ETHOFRERUEICEBESICEBLELL S,

et FEAm =M

|4.2 IJIORZHIRT S

ITJxOrZEBRIBROV TR EERLE T, Y—VICEBIBFIT BT I U MIBEKRTE. HIFRT 3
WEHRHDET,

a
2 551 agver s

U BI3EY1—7 07— LQlES — £ e (BB X
$5< WMT}/,TV d, D&, IBXTE 2gm D oflu | (s %= D\
L 4 ‘
[}

Fu\, 7TV -3 BRTIIEE L DIE D
Ji 5L

— > 8 W< Tass 230 U—
) Ffe. YY—EPCOIRIBIC L DIER SIS
gt @ AL CERETSESICLEL &S,

/E) ‘; Do
(HINAYAC B

4.2.0 20VTF+DIERET HvF

FTI O ZHIFRY 35 ') T [DestroyAfterTime) Z/ER L. UTDLSICEBLEL LS,
Ffe. Z5E%(3 bullet_Hole & VanishEffect A T O M7V FLET,

DestroyAfterTime.cs

using System.Collections;
using UnityEngine;

public class DestroyAfterTime : MonoBehaviour {
public float timeToDestroy = 2f;
void Start O {

Destroy (gameObject, timeToDestroy);
}

4 Check! TETCLVBIHFIvIZELLDS !
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4.3 RIETITTODIER

BIEHURRBRICEBONIEE—HECERIN TV ZDICRIMTVWETL LS D CONIEDIT T
IhENR—T s ODITHESNTLET,

4.3.0 A7 Iz SR OEREDYR—RVEDEN
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4.3.5 ¥ FHRANOEEI 1-IVDEEE
HEFHROBEZERBLET, ATHICKBIELSICEEBLILLS,

4.3.6 FFHIRDEEY=vH
N=T1OIOBIEENDBREEZLRELET, BRE1LULOLZT1EINDIE-FETHLLET,
UKD NR=FT 1 DIV EERITRS BT LT RRISERNELSEDE T,

WEJAgVEBMCTS
)b 3kl
UTIWERELD eHTY,

CNTARIENDIT IO MITERTY, D TL 77 J ERERIC DestroyAfterTime &7 vF L&
L&D
4.3.8 TI7xUr% Prefab (CT B

ZAII 1O % Prefab (T BHEIIEETY, PrefablcLizWATIzHhETAIIORND 1Y
KOlCRSvT ROy I TBE#T 33 TY,

VanishEffect & bullet_Hole % [Assets] > [Easy FPS] > [Prefab] K> w o' & KOw T Prefab (T
LFEL &S,

Scene [NEF

Assets » Easy FPS > Prefabs

—>
EIFILF—OA72Z I
- I3 Prefab ICH BDE LT
' VDSEIRRLES !
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5#ATITOFDIER

HATI IO NI LGB AT I O MMIFEFE T (C Raycast (L1F v b) EVVSHEEEE
MALZET,

|50b4$v2h

Lo F+ 2+ EdH B S ERMRERENAMICEINT, ZORay LOETNTIASA IS
BHRIETIENTY, FIZRIE. T'—LTHNEIHENSHERF L TRICNE T IS E ICAVE
R

Unity TIIFICA T I T O R Y FIREZTE S TIGEDHIEDHENDRE L L TEONTLE T,
LAF v R—EF v NI EICHBIETDITI ST+ vO%EBERL. ERAGIENEDAT IO cEY

FLIEDODVERELET T, e, HIRETVLWKIELW DEDOLAF v A ETAVvIIRIATIIILD
DA TOVROERETBCEETEET,

5.0.0 Raycast NDEZH

BRENZVTID. FHICERLDIMABMREMAETT, CCHMIE>TVBEHZDHIERER
LEEDEFI 2K REBIEDICIE>TLEVE T,

1 Phys -Raycast®3 origin, Vectqr3 direction,R

l:iray @

tHit hitl

e, Int jer

el 2iray DAIE 3 HfhG TV 17 bOIEREEH DFEGTEERE

1 (7 D35
| 4

5.4¢Raycast %={#> ¥ T+ DS R = R 3

ERR(C Raycast H{F>TRay ZH NI B LI DBERMENA T I 10 LOBRETSL THE
L&D,

5.1.0 7T I HRERDITDERR. 7HYF

ZENAITI Ok Bullet] ZAERLZFL &S,
257k BulletScript] Z{ERBL L. MBullet] 75y FLFEL &S,

5.1.1 BulletScript DiREE

BulletScript ZLATODLSICEBLEL £S5,

BulletScript.cs

private void Update () {

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;

iIT (Physics.Raycast(transform.position, transform.forward, out hit, 100)){
Debug.Log(hit.collider.gameObject.name);

Destroy(gameObject);

}

1
Kid's
programmer
-master course-




4™ 7ERyza-2

5.1.2 Prefab M{ERK

Bullet # 7Y x5 k% Prefab(c U. NewGun_auto . NewGun_semi] M- > XRS5 —0 Bullet
ZO/F < (CBullet 77 J O D PrefabZRELFEL &£ S50
{thdd Prefab E[E#RICE TS )LF—0 Bullet (FHIBRL L & S,

Mouse Sensitvity_runnir 1
Assets » Easy FPS > Resources > Rotation Lag Time

0
- Forward RotationAmou X 1 | ¥ 1 ]
Bullet &L (F-bATT1TE) ]
Rounds PerSecond |10
Weap kons  MewGun_aute  Newfun_semi ‘l

Rotation Lag Time [0 |
Forward Rotation Amou X 1 ¥ |

Bullet i Bullet @
Rounds Per Second 00
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21 I 7
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BEINTEHRD/NY T —IV I MNGEIGEBRINS T —ADBIET,
22>y 7 (Shrink-wrap)&lE BU D BEDETT,

LTeD\ o CIERFFERRIND NI T B DI SR E BN R EBVET,

REPE | [EPAE. BROZEAPAES ZNRALZMES SHAZRET SERTI,

BRE3 [EfE T

77TV =y O S LARBEEERCEIOTRESI NI, OSKREDEARTOT S LIFHEF
OFANN—RIT T ORIBCEEINBINDT, REINEL,
0S L EFIEETIRESI NI T,

1 7TV LR TOTS LSRR, BFELICLOTREI NS,

EMFEEIC NTEEYCH T ICHDERICIIRER. ZOBEMEERT IHICANSTA
JSLEE. RARUBERICRIEEWL, (F10R318)) EREShTLSRS. 7)Y
ALPTOTSLEERIRENRNATT,

D PITVX LZRBRUE XEFBFEETRESINSD, 07TV LZRANVTERS N
127003 LIFRESNIEL,

PITIVX LIRERRATIN, ENEBRLENESIVTOTS LI EFEETRES
nE9,

I:V-XRTATSLEATIONTAT S LOMABELEFEERICELOTIRESI NS,
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‘Prefab =893
T EESAT IO ROYBINTES
cFVIFIWNEBREHFIALENTEDS

1 IO DER

Raycast ZfE>TAT I U CDIBREPST B3 ENTEX LTco CNENALTAT Iz 2 Y
AL T O ZERLET,

1.0 Tag( 545" ) DIER RS
A7I O 0HIRNIE Tag ZFIAL TITTWE S, BSLIZA T IO D Taglc K> TEMT 3T I

{,}:ih b 7= TagEnemy
Enemy i

| | =—TagPlayer

Tag Enemy—% | | #@F#¢ Enemy,

HEH Player I|I EEE Vg
5 %T\‘.é Ia:..rer

BEE R— T NOA 2 L INMCRI 2O R 7% DI1T, BORTOEZSF
bulletHole & SparkEffect, 22—« O)igaldVanishEffect ZH Rk
FDAER!
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1.0.1 T DIER

BEiE3ATIIOMMIITEDITHET, YT DAFIS [Wall] ELET,
STEERTBICEA VIR -5 [ 5T 1[5 T%&EM] hSERTEEXY,, UITOFIRTHE
BRLUZEL &S,

e (ANTH- i Rt

LevelPart
SecondCamera
BulletSpawn

L
_ﬂ_-

CMTHTHMERSNK LTz, 4‘/2/\'9’5’0)97;J JD@’%tfﬁlic‘:lﬁ_ [(wall] &>

BIHERRSNTUVBIET TY, Cube()ATITH DI T % [Wall] (CEELFL &S,

o [ @ 1vax75- =

L ™ [cube ) | Caey - -
54 Unta ¢ | L +—| Defautt : u o |l'.:l.l.'e{'|] | E- o
ﬁlﬂ | H‘{F—[_]Dﬂalit ¥

E¥C15-> Tl 1S Cube(2)'(6) A2 7NCE
27 Wall, ZE2ECSS !
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| vz |\

54 [Target] Z{ER L. BHIETESB Dummie (1) ~B)ATITHRICEELFEL & 5,

1.0.3 55 DWF

]

BRELRITEZRDIVTFTEREBLE T, BulletScript EATOLSICEBLFL &5,

BulletScrpt.cs

private void Update () {

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;

iIT (Physics.Raycast(transform.position, transform.forward, out hit, 100)){
Debug.Log(hit.collider.gameObject.tag);
Destroy(gameObject);

}

1 & ack! T‘¥D\¥I\y9’éb = O
B) IcERFTZra> =i Thally, tEHEN 2

Dummie (1) ~ (3) BT 3 ¥ Y — LIz TTarget, hxns

, v
1.1 (=10): =2 k357
N ERETEF U CNTAIT I IO RHDHRITEDSLSICKEDF LR, RICEHRRZEEISL.
BHSCITJIONEERLED,

1.1.0 SH QDO
BHAZRRELTHI T, UTOLSCEELILLS,

BulletScrpt.cs

private void Update () {

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;

it (Physics.Raycast(transform.position, transform.forward, out hit, 100)){
Debug.Log(hit.point);
Destroy(gameObject);

}
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BulletScrpt.cs

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BulletScript : MonoBehaviour {
public GameObject DecalHitWall;
public GameObject SparkHitWwall;
public GameObject VanishEffect;
void Start() {

& Bullet ImE R & [Bullet [[am -
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BulletScrpt.cs

void Update O {

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;

if (Physics.Raycast(transform.position,transform.forward, out hit, 100)){
it (hit.collider. ameoggect-tag == "Wall'™) {
// DI T FDE

Instantiate(DecalHitwall, hit.point + hit.normal * 0.1F,
_ Quaternion.LookRotation(hit.normal));
/7 KIEDIT T 7 FOER

Instantiate(SparkHitwall, hit.point + hit.normal*0.1f,
Quaternion.LookRotation(hit.normal));

e
Destroy(gameObject);
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Instantiate(sparkHitWall, hit.point + hit.normal * 0.1fF, EBEDLEATE
Quaternion.LookRotation(hit.normal)); B3
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Quaternion.LookRotation(hit.normal)); RIEBEDS 7y MR
- B 7 ()‘5(‘_3::5'5‘%33'0

Quaternion.LookRotation (vector3);
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class TargetManager : MonoBehaviour

public GameObject HUD_ Infol;
public GameObject HUD Info2;
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TargetManager.cs

void Update
/720 BEEBLTIEES
iIT(20.0f - Time.time < 0) {
I/ FTITY R ZBCT S

HUD_Infol.gameObject.SetActive(true);
/1 T—L%ZE2EILET S

UnityEditor_EditorApplication. isPaused = true;
ke

}
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2.2.0 TargetManager D{REE

TargetManager [CXYYRZERBLE T LTOLSCEBLEL &S,

TargetManager.cs

public class TargetManager : MonoBehaviour

{

public GameObject HUD_Infol;
public GameObject HUD_Info2;
int Point = O;

void Start()

{

}

public void AddPoint() {
Point += 10;
D Info2.GetComponent<TextMesh>() .text = "'Poin

etScript DIRE
pt H\S TargetManage

ddPoint ZIFUH L &

BulletScrpt

ol lider.gameObject-tag == "Target'™) {
Instantiate(VanishEffect, hit.point, Quaternion.LookRotation(hit.normal));
Destroy(hit.transform.gameObject);

TargetManager tms = GameObject.Find(*'Manager'") .GetComponent<TargetManager>();
tms.AddPoint();

Destroy(gameObject) ;
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TargetController.cs

void Update() {

timeCount += Time.deltaTime;

// BENCRIET %,

transform.position += transform.forward * Time.deltaTime;

/7 5P LTcS

1T (timeCount > 5.0f)
/! ERE TR LICEET B,
Vector3 course = new Vector3(0, Random.Range(0, 180), 0);
transform. localRotation = Quaternion.Euler(course);
1/ ZALATY b ZEOIKRT,

timeCount = O;

}

void OnCollisionEnter(Collision collision) {
if(collision.gameObject.tag == "Wall") {
/7 BE RN TS RCmE <
Vector3 course = new Vector3(0, 180, 0);
transform. localRotation = Quaternion.Euler(course);

}
}
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