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Unity ckpunTbl

Ans paboTtbl Heobxoanmbl ckpunTel: Search n Game; Ob6bekTbl: Player n Bot.
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oUnassignedReferenceException: The variable Agent of Search has not been assigned.
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N3meHsiem ckpunT Game, obaBasieM yaapbl nepcoHaxa 1 yaapsbl 419 Mymun.




Unity ckpunTbl

Y MyMuu 3a4,aéM TpUrrep NO3BOAAIOLLMIA BUAETb CONEPHMKA.
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oUnassignedReferenceException: The variable Agent of Search has not been assigned.
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AHnmatop Mymuu.
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AHnmatop Wrpoka.
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Standard Assets/Characters/ThirdPersonCharacter/Animator/ThirdPersonAnimatorController.controller ||
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Co3gante Ragdoll Urpoka (aybavpyem nepcoHaxa, yaansaem BCe 3/1eMEHTbI BbINOJIHAEM KOMaHAY
GameObject — 3d Object - Ragdoll).

Create ~ | (orAll Create Ragdoll

—uue

b Bot | Make sure your character is in T-Stand.
» Player Make sure the blue axis faces in the same direction the chracter is looking.
Cube (1) Use flipForward to flip the direction
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EthanGlasses Left Knee L EthanLeftLeg (Transform)
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Animation
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Tusing UnityEngine;

|
using System.Collections;
Flpublic class Game : MonoBehaviour {
public GameObject Player;
3apaém B ckpmnT Game ewlé nepemeHHble Ragdoll, kill v Weapon n nusamensewm ero. S s A it

private bool kill = false;
unid Start () I

void OnTriggerEnter(Collider other)
{
if (other.tag == "See")
{
Bot.GetComponent<NavMeshAgent>().enabled = true;
Bot.GetComponent<Animator>().SetTrigger("walk™);
} .
if ((other.tag == "DangerZone")&&(kill)) Kill S RESSNACT
{ HaxoamnMca Jim Mbl B 30He

Player.SetActive(false);
Ragdoll.transform.position = Player.transform.position; e Weapon

Ragdoll.transform.rotation = Player.transform.rotation; dKTUBU3SNPYET  OpPYyXKMe
Ragdoll.SetActive(true); NFpOKa B MOMEHT yAapa.

}
}
void OnTriggerStay(Collider other)

{

if (other.tag == "Attackl")

{
Bot.GetComponent<Animator>().SetTrigger("idle");
Bot.GetComponent<NavMeshAgent>().enabled = false;
Bot.GetComponent<Animator>().SetTrigger("al");
Bot.GetComponent<Animator>().SetTrigger("il");
Bot.GetComponent<NavMeshAgent>().enabled = true;
kill = true;




Unity ckpunTbl

Co3gaaum RagdollBot gna Mymum yepes aHnmaumio 1 yaansem 13 Hero Ky6, ycTaHOBAEHHbIN Ha TOMOpe.
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Co3gagnm aHnmaTop KoHTpoAasiep DieMummy.
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N3meHnm Animator Controller - DieMummy.

_Scene € Game  fiAssetStore | %2 Animator | =
| =4 | Base Layer3 | Auto Live Link

I

| State

]
:




Unity ckpunTbl

3agaunte Kyb Ha opyxue nrpoka un ykaxunte emy Tpurrep DangerMummy.
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CozganTte ckpunT KillMummy 1 nomectuTe ero Ha Mmymuio.

using UnityEngine;
using System.Collections;

public class : MonoBehaviour {
public GameObject Bot;
public GameObject Ragdoll;

void Start () {

}
void Update () {

}
void OnTriggerEnter(Collider other)

{
if (other.tag == "DangerMummy")

{
}

Bot.SetActive(false);




