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Abstract

Today, games are attracting attention by ordinary people or people who work
as professional gamer. Then we decided to create fps (first person) gun
game. We created hard because we had no big deal knowledge and assistance of
university professor. Through this experience, we thought that it will
improve our interest and understanding for programs which exist around the

world.
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Unity Asset store https://assetstore.unity.com/
BYTE http://bytejp.com/
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;
using UnityEngine. Ul;
public class FirstPersonGunController : MonoBehaviour
{
public enum ShootMode { AUTO, SEMIAUTO }
public bool shootEnabled = true;
[SerializeField]
ShootMode shootMode = ShootMode. AUTO;
[SerializeField]
int maxAmmo = 100;
[SerializeField]
int maxSupplyValue = 100;
[SerializeField]
int damage = 1;
[SerializeField]
float shootlnterval = 0.1f;



[SerializeField]

float shootRange = 50;
[SerializeField]

float supplylnterval = 0. 1f;
[SerializeField]

Vector3d muzzleFlashScale;
[SerializeField]

GameOb ject muzzleFlashPrefab;
[SerializeField]

GameOb ject hitEffectPrefab;
[SerializeField]

Image ammoGauge;
[SerializeField]

Text ammoText;
[SerializeField]

Image supplyGauge;

bool shooting = false;

bool supplying = false;

int ammo = 0;

int supplyValue = 0;

GameOb ject muzzleFlash;
GameObject hitEffect;

public int Ammo

{

set

{
ammo = Mathf. Clamp (value, 0, maxAmmo) ;
/Ul DRTZEEE
[/ THFRAR
ammoText. text = ammo. ToString("D3”) ;
=

float scaleX = (float)ammo / maxAmmo;

ammoGauge. rectTransform. localScale = new Vector3(scaleX, 1, 1);

get

return ammo,



}
public int SupplyValue

{

set

{
supplyValue = Mathf. Clamp (value, 0, maxSupplyValue);
if (SupplyValue >= maxSupplyValue)
{

Ammo = maxAmmo;
supplyValue = 0;
}
float scaleX = (float)supplyValue / maxSupplyValue;

supp | yGauge. rectTransform. localScale = new Vector3(scaleX, 1, 1);

get

return supplyValue;

}
void Start()
{
InitGun() ;
}
void Update ()
{
if (shootEnabled & ammo > 0 & GetInput())
{
StartCoroutine (ShootTimer ())
}
if (shootEnabled)

{
StartCoroutine (SupplyTimer () ;

}
public void InitGun()

Ammo = maxAmmo;

SupplyValue = 0;



}
bool GetInput ()

{
switch (shootMode)
{
case ShootMode. AUTO:
return Input. GetMouseButton (0) ;
case ShootMode. SEMIAUTO:
return Input. GetMouseButtonDown (0) ;
}
return false;
}

IEnumerator ShootTimer ()
{
if (Ishooting)
{
shooting = true;
//RRINVT Sy a0N
if (muzzleFlashPrefab != null)

{

if (muzzleFlash = null)

{

muzzleF lash. SetActive (true) ;

}

else

{

muzzleFlash = Instantiate (muzzleFlashPrefab, transform. position,

transform. rotation) ;
muzzleF lash. transform. SetParent (gameOb ject. transform) ;

muzzleFlash. transform. localScale = muzzleFlashScale;

}

Shoot () ;

yield return new WaitForSeconds (shootInterval);
//R XTS5y a0FF

if (muzzleFlash != null)

{

muzz|eFlash. SetActive (false) ;



}
//ev kT2 MOFF
if (hitEffect != null)
{
if (hitEffect. activeSelf)
{
hitEffect. SetActive(false) .

}
shooting = false;

J

else

{

yield return null;

}
void Shoot ()

Quaternion. FromToRotation (Vector3. forward

{
Ray ray = new Ray (transform.position, transform. forward);
RaycastHit hit;
//LLERIELT, Ev bLEzAT2) FOBERESED
if (Physics.Raycast(ray, out hit, shootRange))
{
//Ey kT TxH FON
if (hitEffectPrefab != null)
{
if (hitEffect != null)
{
hitEffect. transform. position = hit.point;
hitEffect. transform. rotation =
hit. normal) ;

hitEffect. SetActive (true) ;
}
else

{
hitEffect

= Instantiate (hitEffectPrefab, hit.point, Quaternion. identity);



//kZZICEADE A — AR E #BM
string tagName = hit.collider. gameObject. tag;
if (tagName == "Enemy”)

{
EnemyControl ler enemy = hit. collider. gameObject. GetComponent<{EnemyController>();
enemy. Hp —= damage;
}
}
Ammo——;
}
/ /e
IEnumerator SupplyTimer ()
{
if (Isupplying)
{
supplying = true;
SupplyValuet+;
yield return new WaitForSeconds (supplylInterval);
supplying = false;
}
}
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using System. Col lections;

using System. Col lections. Generic;
using UnityEngine;

using UnityEngine. Al;

[RequireComponent (typeof (Animator))]
[RequireComponent (typeof (Rigidbody)) ]
[RequireComponent (typeof (NavMeshAgent)) ]

public class EnemyController : MonoBehaviour

{

public bool moveEnabled = true;



[SerializeField]

int maxHp = 3;
[SerializeField]

int ammoDamage = 5;
[SerializeField]

int attacklnterval = 1;
[SerializeField]

int score = 100;
[SerializeField]

string targetTag = “Player”;
[SerializeField]

float deadTime

1
w

bool attacking = false;
int hp;

float moveSpeed;
Animator animator;
BoxCol l'ider boxCollider;
Rigidbody rigidBody;
NavMeshAgent agent;
Transform target;
GameManager gameManager ;

FirstPersonGunController player;

public int Hp

{

set

hp = Mathf.Clamp (value, 0, maxHp);

if (hp <= 0)

{

StartCoroutine (Dead()) ;

get

return hp;



void Start()

{
animator = GetComponent<Animator> () ;
boxCol | ider = GetComponent<BoxCol lider>() ;
rigidBody = GetComponent<Rigidbody> () ;
agent = GetComponent<NavMeshAgent> () ;

target = GameObject. FindGameOb jectWithTag (targetTag). transform;
gameManager = GameOb ject. FindGameOb jectWithTag (“GameControl ler”) . GetComponent<GameManager> () ;
player =

GameOb ject. FindGameOb jectWithTag ("Player”) . GetComponentInChildren<FirstPersonGunController> () ;

InitCharacter () ;

void Update ()

{
if (moveEnabled)

{
Move () ;

void InitCharacter ()

{
Hp = maxHp;

moveSpeed = agent. speed;

void Move ()

{



agent. speed = moveSpeed;

animator. SetFloat ("Speed”, agent. speed, 0.1f, Time.deltaTime);

agent. SetDestination (target. position) ;
rigidBody. velocity = agent.desiredVelocity;

void Stop()
{
agent. speed = 0;
animator. SetFloat ("Speed”, agent. speed, 0.1f, Time.deltaTime);

IEnumerator Dead ()
{
moveEnabled = false;
Stop () ;
gameManager. Score += score;
animator. SetTrigger (“Dead”) ;
boxCol | ider. enabled = false;
rigidBody. isKinematic = true;
yield return new WaitForSeconds (deadTime) ;

Destroy (gameOb ject) ;

private void OnCollisionEnter (Collision collision)

{
if (collision. gameObject. tag == “Player”)

{
StartCoroutine (AttackTimer ()) ;

[Enumerator AttackTimer ()

{
if (lattacking)

{

attacking = true;



moveEnabled = false;

animator. SetTrigger (“"Attack”) ;

player. Ammo —= ammoDamage;

yield return new WaitForSeconds (attackInterval) ;
attacking = false;

moveEnabled = true;

yield return null;
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