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maxHeal thPoint = (100 + 0) * (level * 0.25f) * l‘
maxSheldPoint = (100 + 0) * (level * 0.25f) *
speed = (15 + 0) * (level * 0.05f) * 1;
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Updateline()

f (hit.collider != iy

endPosition = hit.point:
isGetHit =

else

endPosition = muzzle.position + (-muzzle.forward *
isGetHit =

t CreateRaycast( length)

nzzle.position, -muzzle.forward);
hit, length);

if (isGetHit}

red;
ine(muzzle.position, endPosition);

tion, endPosition);
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poolDictionary -
poal in pools)
ohjectPool =
i=0ic i}
E i obj = Imstantiate{pool.prefab);
obj . Sethctivel
objectPool . Enquene(ohi);

poollictionary. Add{pool. tag, objectB

YpawnF ronPool { tag.
{'molDictiomary. ContainsEey(tag))
LogFarning|
urn ;
t ohjectToSpawn - poolDictionary[tag].Dequene(};
tToSpawn. SetActive( X
tTodpasm. t rans form. position = pos;

obj ectTodpasm. trans form. rotation - rot;|

poollHctionary] tag] . Enguenefobj ectToSpawn) ;
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B~ Excel shEAldic @ H » BT o
[1 wmeaponData = WeaponsData. text.Split(

i=1; i < weaponData Length - 1; i+t)

1 weapo -Split(

if (weaponData[1]
{

sition.
sition.

£ #-Unity i i H ¥~ 27 0 4or 8 (List) -

if (weaponSprites[s] neme — weaponRowl21)

wEapon. icon — weaponSprites[s];

ms - 0; WesponMechs Length;
if (WeapooMeshs[ms] name =— wesponBow[21)

weepon mesh = WeeponMeshs[ms];

ml - 0; ml < weaponMaterials Length; ml+)
if (weaponMaterials[ml] name — weaponBowl2])

weapon material — weaponMaterisls[ml];

os = 0; wegponObiect Length; oz}
weaponDl ] .nsme = weaponEow]2])

wrepon weapon(bjcct = weaponOhi

weaponShoot Sound Length; wes++)
aponthoot Sound|wss] . name — weaponk,

weapon . shootSound - wesponShoot Soumnd[w

0; wrs < wesponReloadSomd Length; wrs++)

cloadSound[wrs ] name = wesponBow] 581}

weapon. reloadSomd = wesponBe loadSound[wrs];

weapons. . Add(weapon);
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UnityEngine;
WeaponSpace;

Shooting()

DualMiedi. .. WdAT Flasma
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UnityEngine;

1temName ch;
itemName en;

introduction ch;
(15, 15)]
introduction_en;

mesh;
Material material;

- WeaponBase
Uodate_Line{
Shoafing)
Ot Roag
Aiming
Switch_Mode(;
Weapon Soind)
Creale_Efiect()
Cai Drop&Pick(
Fira_Mode - enum
Damage - flost
Fra_Rate : float
Max_Ammo : int
mhei—— ) Lengtn - fioat Poss ke
Aim_Time - float
d_Time : float
for - float
Cf ed : float
M vector_2
e Eflect : Game_Obiect
ID - int
Name - string
con - Tevture
Equipment
,| Besicvaive : fioat it [Pass )
I
et Maybe : Hp - Speed? vae
Call
. J ¥

EquipmentBase

Maybe
AdaWalkSpeed(
AddRunSpeed()
AddJumpForca();
| dont Know.
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Uni tyEngine; UnityEngine;
le]
) A nu(fileName = "New on", menuName = "Cre
>/Equipment” )] - p e

[System.Serial

damageVlaue = 10f;

fireRate = 3f;
maxAmmo =

shootLength = 5000f;

factorSpeed 5f;

addHeal thValue; ainTime = 4f;

reloadTime =
Vector? maxDiffusion
Safe = , Semi, Burst, Auto;

addSheldValue;
addWalkSpeedValue;
addRunSpeedValue;
addReloadSpeed;
addAimSpeed;
addJumpForce; Vector3 aimPosition;
s t aimRotation;
generalPosition;
n equipmentEffect; ctor3 generalRotation;
meshPositio
meshRotation;
muzzlePositio:
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what)

1f (what = "equipment")

| fem { 1=10; 1< egulmm
T (equipments[i].ID = 1temBase.f{romt Fnd ID)

1 temB: tem = equipments[i];
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2 1001 %ﬁﬁﬁ Miller
3 1002 SRER Miller
4 1003 KR Miller
3 1004 SKER Miller
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8 1007 K& Miller

el ﬁ AL g2 NPC ¢
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3922 NPC 35 > =
#] i3 B~ Excel =,
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. SRTEE MR E R TR E N D,
HEME! HEND.
THIEERIEND.
BT HE REEEIEEEIEND.
BEFTEETERIEND.
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(Hoteys[i].name — K )

HotKeys[i].GetComponent InChi ldren<Text>{) frontRey. ToString();
(HotKeys[i].name

HotKeys[i].Ge Text>() s z v ToString();
(HotKeys[i] = "RightK

HotKeys[i].Ge Text>() rightRey. ToString();
(HotKeys[i]

HotKeys[i] i x Mznagers. Instace. leftKey. ToString();
(HotKeys[i]

HotKeys[i] i < Instace. ruskey. ToString();
(HotKeys[i]

HotReys[i] ) Instace. jumpKey ToString();
(Hoteys[i].name

HotReys[i] i < ) Instace.shootKey ToString();
(HotKeya[i] \ink

HotKeys[i] () n Instace ainKey. ToString():
(Hoteys[i].name = ~ K n”

HotKeys[i] i < ) Instace. reloadKey ToString():
(HotReys[i] 4 o)

HotKeys[i] < Tngrath o.Instace. owitchodeRey. ToSt ring();
(HotKeys[i] .

n
HotKeys[i] i < ce.picklpEey . ToSt ring(
(HotKeys[i] )

HotKeys[i]

(HotKeys[i]

HotKeys[i] t Instace. equipmentEey. ToString() s

y & waitingPorKey)

nesfley = keyEvent keyCode;
wai tingPorke B

StartAssigoment(

if (TwaitingForke
StartCorout ine(Assignkey(keylame)

Instace. FrontKe:

.Instace. rightKey = newKey;
ButtoaText. text = rs.Instace. rightEey. ToString();
ak:
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playerDatalni tyFile)

aLh FileMode Create);

playerDatalini tyFiled;

playerDataling tyFile)

.persistentDataPath +

haveFlayerData =
SaveData(playe ﬂatalmt\Fllﬂ

return
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SettingsData
haveSettingsFile:

SaveSetting: settings)

ath, FileMode Create:

erialize(stream, dat;

persistentDataPath +

haveSettingsFile =

return

HotEeyData
haveHotEeyFile:

SaveHotEey(

formatter
h.Combi,

path, Filelode.Create);
inputianage:

formatter Serialize(stream, data);

return data;

haveHotEeyFile =

return
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Chris Lin, Website, Animation Rigging
(https://medium. com/@chrislinl015/unity%E6%89%8B%E6%IC%AD-animati
on-rigging-fa25820lafee)

RaAlGhul, CSDN, FPS #%% B 3 2_ {5 & 4 & 47
(https://blog. csdn. net/RaAlGhul/article/details/80404586?utm_sour
ce=blogxgwz4)

ybhjx, CSDN, % — 4 fist4F %k
(https://blog. csdn. net/ybhjx/article/details/92062917)
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