
Infos unter:
http://mkdevgames.de
http://www.itom.fh‐aachen.de/index.php/labor/das‐itom/neuigkeiten

MeetUps:
https://www.meetup.com/de‐DE/Aachen‐Dev‐
Meetup/events/past/?scroll=true#upcoming
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http://mkdevgames.de/2‐uncategorised/10‐freie‐software‐fuer‐beginner 
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http://mkdevgames.de/2‐uncategorised/10‐freie‐software‐fuer‐beginner 
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Versionierung und Code‐Controll:
https://github.com/
https://bitbucket.org/

Unity‐AssetStore:
https://www.assetstore.unity3d.com/en/
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T1a:
‐ Camera als Child an den Schneemann „hängen“
‐ Transform.Translate(0f, 0f, Input.GetAxis("Vertical") * movementSpeed * 

Time.deltaTime);
‐ Transform.Rotate(0f, Input.GetAxis("Horizontal") * rotationSpeed * 

Time.deltaTime, 0f);

T1b:
‐ nma = GetComponent<NavMeshAgent>();
‐ nma.SetDestination(Ziel.GetComponent<Transform>().position);
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void OnTriggerEnter(Collider other)
{

other.GetComponent<MeshRenderer>().material.color = Color.green;
other.GetComponent<Rigidbody>().AddForce(0f, 1500f, 0f);

}

void OnTriggerStay(Collider other)
{
}
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Details folgen

8



9



10



11



Maus verstecken dazu in PauseManager im MenuCanvas anpassen:

void Start()
{
Cursor.visible = false;
Cursor.lockState = CursorLockMode.Locked;
....

void Update()
{
if (Input.GetKeyDown(KeyCode.Escape))
{
Cursor.visible = true;
Cursor.lockState = CursorLockMode.Confined;
...
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EnemyManager für den Spawn verwenden…
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Teleporter:

void OnTriggerStay(Collider c)    
{

c.GetComponent<Transform>().position = ZielOrt.transform.position;
}

JumpPad:

void OnTriggerEnter(Collider other)
{

other.GetComponent<MeshRenderer>().material.color = Color.green;
other.GetComponent<Rigidbody>().AddForce(0f, 1500f, 0f);

}
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Das Tutorial für den original Shooter:
https://unity3d.com/de/learn/tutorials/projects/survival‐shooter‐tutorial
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