NMocnegHue WITPUXM B Urpe
«Konopeu c cokpoBMiamMmn»

BoJiblue NIOBYLUEK U YPOBHEN

Wrpa nauwnaer o6perath (opMy: Telepb THOMUK, TOJb30BATENbCKUN MHTEP(hEiic
1 OH UTPBI BBITJIAIAT HAMHOTO TIpuBJieKareabHee. Ceityac y HaC UMeeTCs TOJIbKO O/lHA
JIOBYIIIKA: KOPUYHEBBIe MUIILL. ClieIyIonMM HalllMM [IaroM CTaHeT CO3/IaHue ellle IByX
TaKWX JKe JIOBYIIEK, HO OKPANTEHHBIX JIJIs PA3HOOOPA3Us B IPYTHE TIBETA.

Mpr takske 106aBUM JIOBYIITKY HOBOTO THIIA: Bpalmaroieecs Je3Bue. Bparmaioreecs
Jie3BUe HAHOCUT TAKHe JKe TPABMBI, KaK MINIIBI, HO IMeeT O0JIee CITOKHOE YCTPOHCTBO —
OHO COCTOUT M3 TPEX CIPANTOB, OJIMH U3 KOTOPBIX — aHUMHUPOBAHHBIN.

Haxomerr, MbI 106aBUM TIPETSTCTBUSA, HE HAHOCSIINE TOBPEXKICHUI, B (hopMe cTeH
1 GJIOKOB, KOTOPBIE UTPOK 0JIKeH OyeT 00XoauTh. PazMmerenne aTux 00beKTOB B CO-
YeTaHU! C JIOBYITKAMU 3aCTaBUT MTPOKA [yMaTh, KaK YIIPABJIATh MEPEMEIIEHUSIMU TI0
YPOBHIO.

LWnnbi

Haunewm ¢ mobasnennst mmmos apyroro 1seta. Ceivac y Hac yske ecTb mabIoH JJIst Cy-
IECTBYIONIUX MIUTIOB, TTOITOMY HaM OCTAJIOCh TOJbKO OOHOBUTH CIIPANTLI U CO3ATh
KoJtatiziep. 1Jist 9TOTo BBITIOIHUTE CIEIYIONINe AeHCTBIL.

1. Cosdaiime nosvie wabnonmnvie 0bvexmul 015 wunos. Boibepure mabaon SpikesBrown
U CO3/IaiiTe €ro Komuio, Haxkas komOuHalwio Ctrl-D (Command-D Ha Mac). [laiite Ho-
BOMY 00BeKTy nMs SpikesBlue.

CoszpaiiTe ette o/iHy Kommio ¢ MeHeM SpikesRed.

2. Ob6mosume cnpaiim. Boibepure mabson SpikesBlue 1 3ameHuTe ero crpaiit nsodpa-
skeHuem SpikesBlue.

3. Ob6mnosume mnozoyz0avmoiil Koaratidep. TToCKOIbKY MHOIOYTOJbHBINA KOJLIaiigep Ha-
XOAUTCS B TOM e 00beKTe, 4To U BusyasmsaTop Sprite Renderer, Unity Gyzer uc-
MOJIb30BATh CIPANT /Ui ompezeseHus (Gopmbl Kosmalizepa. OnHaKo TpU CMeHE
crpaiita GopMa KoJuiaiizepa He OOHOBJLETCS aBTOMATHUYECKH; 4TOOBI UCIIPABUTh
9Ty Po6JIeMY, HYKHO COPOCHUTD KOJUIAlIep B MCXOAHOE COCTOSTHHE.
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[IIesKHWTE O MTUKTOPAMME ¢ N300PAsKEHUEM MIECTEPEHKHU B TIPABOM BEPXHEM YTy
komIitoHeHTa Polygon Collider 2D u BbiGepute 1myHKT Reset (COPOCHTD) B MOSIBUBIIIEM-
51 MEHIO.

4. O6nosume oboexm SpikesRed. Beaen 3a o6bexTom SpikesBlue BbIoIHUTE Te Ke Jeii-
cTBUst ¢ 06bekToM SpikesRed (1 rcnosb3yiiTe nzobpaxeHue SpikesRed).

Korza Bce 6y11eT CZleJIaHo, MOKeTe T00aBUTD B YPOBEHb HECKOJIBKO 00BEKTOB SpikesBlue
u SpikesRed.

Bpawjatouieecs nessue

[asee nobaBuM Bparnaioiieecs je3pue. Bpararoiieecst ie3Bue BbICTYIIAET 4y Th Jajb-
1Ie, YeM HIUIIbI, U UMeeT YTPOXKAIONINHI BU/ ITUPKYIAPHOI uibl. C TOUKHU 3peHus UTpo-
BOI1 JIOTWKU Bpallaioleecs Je3Bre MPonu3BOAUT JeHCTBUE, WICHTUYHOE IITNUIIaM: KOT/a
THOMUK Kacaercst ero, on norubaet. OnHako 1o6aBjieHne B UTPY PA3HbIX JOBYIIEK TO-
MoraeT YCJIOKHUTD IIPOIECC UTPBI U yIePsKaTh MHTEpPeC UTPoKa.

ITockOMBKY BpAIaIoNeecst Ie3Bre — ITO AHNMUPOBAHHBIN OOBEKT, MBI CKOHCTPYHPYEM
€ro M3 HECKOJIbKUX cIpaiiToB. KpoMe TOTO, OIMH U3 3TUX CIIPANUTOB — IUPKYJIIPHAL
nia — GyIeT BPalaThes ¢ BBICOKON CKOPOCTHIO.

Yro6bl 106GABUTD BpAIAMOIIEecs Je3BUe B UTPY, epeTaliTe crpaiit SpinnerArm B ciie-
Hy U BbIOGEpHUTE B ero cBoiicTse Sorting Layer cJioii Level Objects.

[Teperamute crpaiit SpinnerBladesClean u cpesiaiiTe ero JoYepHUM 110 OTHOIIEHUIO
K 00beKkTy SpinnerArm. BriGepute B ero csoiictse Sorting Layer cJioii Level Objects u ycra-
HoBUTe cBOICTBO Order in Layer B 3nauenue 1. Pagmecture ero B BepxHei 4acTu crpaiita
oropbl (SpinnerArm), 3aTeM yCTaHOBUTE ero KoopauHaTy X paBHOil 0, 4T0ObI BBIPOB-
HATD 110 IIEHTPY.

ITeperamture cripaiit SpinnerHubcab u cjiesaiite ero 104€pHUM 110 OTHOIIEHHUTO K 0OBEK-
Ty SpinnerArm. Boeibepute B ero cBoiictse Sorting Layer ciioii Level Objects u ycranosute
cBoiictBo Order in Layer B 3HayeHue 2. YcTaHOBHUTE ero KoopanHaty X paBHoii 0.

B pe3yJbTaTe Bpalllaronieecs Je3Brue J0JKHO BbITVIAJAETD TaK, KaK ITOKa3aHO Ha puC. 8.1.

Tenepp cemaeM ero OMacHBIM /IJisi THOMUKA: TTOAKJIIOUNM CIleHapuil SignalOnTouch.
CueHapm‘/’I SignalOnTouch 0JDKEH MHOCBHLIATD cooblenne, Korjga THOMUK KOCHETCS
KoJLIaliepa, IpucoeIMHEeHHOTO K O6T)GKTy; 4TOOBI OH paboraii, HaM TakKe IIOHa 00uT-
cs1 10OABUTD KoJutaiizep. BoinosiauTe ciaepyomiye AeiicTBUs, 4TOObI IPOU3BECTH BCE
HeoOXOIUMbIE HACTPOWKU.

1. Jobasvme xonratioep x epawaiowemycsiessuio. Beibepure o0bext SpinnerBladesClean
u pobasere KomroneHT Circle Collider 2D. YMeHbIINTE €ro Pajryc 10 2; 9TO YMEHb-
KT 06J1aCTh MOPasKEHKS M HEMHOTO O0JIEYUT IIPEOIOJIEHUE JIOBY KU,

2. Jobasvme xomnonenm SignalOnTouch. 1lenxuure o kaomke Add Component (/To-
6aBUTb KOMIIOHEHT) U 00aBbre clieHapuii SignalonTouch.

[leskAUTE IO KHOMIKE + BHU3Y WHCIIEKTOPA U TIEPETAITUTE BO BHOBD MOSBUBIIIEECS
nosie 00bekT Game Manager. Boibepute GyHKIII0 GameManager . TrapTouched.
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Puc. 8.1. CKOHCTpyMpoBaHHOE BpallatoLleecs ne3sme

Jlasiee HaM HY’KHO 3aCTaBUTD JIe3BKE BpaaThes. Jlyst 9T0oro Mol 06aBUM OOBEKT aHMU-
MaTopa Animator 1 HaCTPOWM BBITIOTTHSIEMbBINT UM aHUMAIMOHHBIN 3 dexT. AHumaIm-

OHHBI 3 HEKT O4EHD MPOCT: JOCTATOYHO MPOCTO HOBEPHYTh IIPUCOEIMHEHHBIA 00bEKT
Ha HOJIHBIIA 000POT.

[l HacTpoKM aHMMaTOpa HY>KHO CO3/IaTh KOHTpoJLIep annuMaropa Animator Controller.
KounTtposutepbl aHMMATOPOB TO3BOJISIOT € IIOMOIIBIO PA3HBIX TTAPAMETPOB OTIPE/IETSATS,
KaKoi aHMMAaIMOHHbBIN 3P dEKT A0JKEeH BOCIIPOU3BOAUTD aHUMATOP. B aToii urpe Mbl
He 6yieM UCIoIb30BaTh TIPOIBUHYTHIE BO3MOKHOCTH KOHTPOJIIIEPA, HO BaM OYIeT To-
JIE3HO 3HATD, YTO OHU CyLecTBYIOT. [[J1s1 HACTPOIKY BBIIIOJTHUTE CJIelyIole AeHCTBUS.

1. Jobasvme anumamop. Beibepure se3Bue u 100aBbTe HOBbII KOMIIOHEHT Animator.

2. Cosdatime xonmpoanep anumamopa. B nanke Level cosmaiite HOBBIN pecypc Animator
Controller c umenem Spinner.

3mech xe, B arike Level, cosmaiite HOBBII pecypc Animation ¢ mmeHeM Spinning.

3. IloOxniouume ¥ anumamopy HOGvll KOHMPOLLEp anumamopd. Buibepute nesBue
1 TiepeTaluTe TOJIbKO YTO CO3aHHbIN pecypc Animator Controller B tosre Controller.
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IIaJIee HAaCTPOUM CaM KOHTPOJIJIED aHUMaATOpPa.

1. Omxpoume anumamop Animator. J{Baxapl meaxkaure 1o Animator Controller, 4ro6b1
OTKPBITH BKJIAAKY Animation (Arnmarmst).

2. Jobasvme anumavyuro Spinning. Tlepetaiiurte aHuMaIio Spinning B ases b Animator.
[Tocuie atoro B Animator Controller 10/KHO TIOSTBUTBCS €IMHCTBEHHOE COCTOSTHIE aHU -
Malliy, TOMUMO y3Ke CyTIeCTBYIONIMX dJeMeHToB Entry, Exit u Any State (puc. 8.2).

Puc. 8.2. Hactpoiikn Animator Controller ans aHumaumm Spinner

Tenepn, kora annMatop Animator HacTpoeH Ha HCIIOJIb30BaHKe KOHTpoJLIepa Animator
Controller, koTopbIii TakkKe HACTPOEH HA 3aIlyCK aHUMAIMU Spinning, caMoe BpeMd Ha-
CTPOUTD CaMy aHUMAIIUIO BPallleHUA.

1. Bwibepume epawaroueecs neseue. Bepaurtech oO6paTHO B TPENCTABICHHIE CIIEHBI
U BbIOepuTe Bpallalolleecs JIe3BHe.,

2. Omxpotime nanenv Animation (Arumanust). Otkpoiite Metio Window (OkHO) 11 BbIGE-
pute myHKT Animation (Arumarus). [leperamniure oTKpbIBIITYIOCS BKIaAKY Animation
(Ammmanus) B yno6mHoe st Bac MecTo. [Ipu sKeTaHnu MOsKeTe [Taxke PHCOeTMHUTD
ee K KaKOMy-HUOY/Ib paszieny B uHTepdeiice, mepeTanns BKIAAKY Ha TTAHETDb B TIaB-
HoM okHe Unity.

[Ipesk/ie yem MpoI0JIKUTD, yOeuTeCh, 4TO aHUMAIM Spinning BEIOpaHa BBEPXY CJie-
Ba B nanesin Animation (Anumargusi).

3. Buwibepume xpusyio 6 ceoticmee Rotation anumavuu Spinning. IlleJKHITE 110 KHOIIKE
Add Property ([To6aBUTD CBOWCTBO) — OTKPOETCSI CIIMCOK AHUMUPYEMbBIX KOMITOHEH-
ToB. Ilepeiinure k asementy Transform b Rotation u miesiknuTe 110 KHOIIKE + CIIpaBa
OT CIIHCKA.

[To ymMosruaHuMIO CBOWCTBA UMEIOT [IBA KJIIOUEBBIX KaJIpa — OIUH COOTBETCTBYET HAYaITy
aHMMaIny, a [pyroil — koHity (puc. 8.3).

Hawm Hy»kHO, 4TOOBI 06BEKT TTOBOpaunBascs Ha 360°. lyist aTor0 B Hauasie 00bEKT J0J1-
JKeH UMeTh yrost moBopota 0°, a B kortie — 360°. UTo0OBI T0OUTHCS JKETAEMOT0, HYKHO
U3MEHUTD MOCTAEAHUN KII0UEBON Kaip B aHUMAIIU.
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6.

Puc. 8.3. KnioueBble Kaapbl 11 BHOBb CO3aHHON aHMMaLmm

Buwibepume camoiii npaswlii k10uesoil kaop.

Hlenxnume no camomy npasomy pomouxy 6 nameau Animation (Anumayus), u anu-
Mayust nepeckouum @ amy mouxy na wxane epemenu. llocne atoro Unity nepeiiner
B PEXKUM 3alMCH, TO €CTh OyaeT (hUKCHPOBATHh JIOOBIC M3MEHEHUs B aHUMAIMH
Spinning. O6paTuTe TakKe BHIMaHKE, YTO KBaAPaTUK B BepxHell yacTu okHa Unity
CTaHeT KPACHOTO I[BETA — HTO OY/IET HATTOMIHATD BaM O TTPOUCXOISIIEM.

BaraHyB Ha TaHesIb MHCIIEKTOPA, MOSKHO 3aMETUTD, UTO 3HAUEHNe CBoicTBa Rotation
KoMIIoHeHTa Transform Tax:ke OKpacuIOCh B KpacHbIl I[BeT.

Hsmenume yzon nogopoma. YcranoBure yros moBopora Z paBubim 360.

Ipomecmupyiime anumayuro. 1llenxkaure mo kHonke Play (Mrpath) Bo BRJIAAKE
Animation (Annmarius) u nonabaogaiiTe, kKak Oyjaer Bpamarbest gessue. Ecam oo
BpAIIaeTCst HEJIOCTATOYHO OBICTPO, TIETKHIUTE U TIEPEBUHBTE OCTEIHUIT KII0UeBON
Kazip GJIsKe K Havasry. DTO YMEHBIIUT MPOIOJIKUTETBHOCTh aHUMAIIUU U 3ACTABUT
00BEKT BpalaThes ObICTPEE.

Hacmpoume 6eckoneunoe socnpoussedenue anumayuu 6 yuxie. llepeiimure B maHesnb
o6o3peBaTesst mpoekTa Project u BbIOEpUTE CO3MAHHDBII BAMU PECYpC aHUMAI[MH
Spinning. B mHcniekTope ycranosute raskok Loop Time.

3anycmume uepy. Terepb MUPKYIIPHAS TIJIA TOJKHA BPAIIATHCSL.

Hpe>KI_[e YEeM Bpalllaroleecs Je3Bne 6yz[eT TOTOBO K MCIIOJIb3OBaHUIO, HYKHO YMEHb-
IIMUTH €TO pa3Mep, 4yTOOBI OHO TapMOHHUYHEE CMOTPEJJIOCH B UTPOBOM II0JI€E.

1.

Hsmenume macwuma6b epawarowezocs ie3sus. Boibepure poauTeTbCcKuii 00HEKT
SpinnerArm u yctanoBute Macttab 1mo ocsim X 'Y pasabiM 0,4.
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2. IIpeobpasyiime ezo 6 wadnon. lleperamure o0beKT SpinnerArm B IiaHesib 0603peBare-
Jist ipoekTa Project. B pesysisrate Oyer cosian HOBbI AOJOHHbI 0OBEKT ¢ MMe-
HeM SpinnerArm; iepenMenyiitTe ero B Spinner.

TeHepb MOKHO ,ZIO6aBI/ITb Bpalllaiolfeecs Jjie3Bue B HyKHOE MECTO B ClieHEe, 1 THOMUK
6y11eT HOFI/I63.TI), Korga KOCHETCA €ro.

MpenaTcrBus

KpOMe JIOBYIIIEK XOPOIIIO TaKyKe HO68.BI/ITb IPpENATCTBYSA, HE y6I/IB8.IOH_[I/Ie rHOMUKA. DTU
TMPETATCTBUA 6leyT 3aMe/IJISAATh IIPOJABUIKEHNE UTPOKa U BbIHYXK/IATh €TI0 IyMaTb O TOM,
Kak 0060iTHI Ppa3HbI€ JIOBYIIKH, lIO6aBJI€HHbIe BaMM.

ITH TPENATCTBUSI — CaMbI€ ITPOCTHIE U3 BCEX OOBEKTOB, UTO BbI JI0OABJISIIA B UTPY: JIJIsT
WX CO3/IAHUS BaM TOTPEOYIOTCS TOJIBKO CIIPAlT u Kosuiaiizep. [T0CKoJIbKY Bce OHU HMe-
10T OYEHbB ITPOCTYIO KOHCTPYKITUIO M TOXOXKU JPYT HA IPYTa, MOKHO OJITHOBPEMEHHO CO3-
naTh MalJIOHbI cPa3y JJist BCEX MPEIsITCTBUN. BOT 4TO BbI JIOJIKHBI CIETATH JIJIST 3TOTO.

1. Iepemawume cnpaiimol ¢ usobpaxcenusmu 610x06. JlobaBbre B CIIEHY CIPAlTHI
BlockSquareBlue, BlockSquareRed u BlockSquareBrown. 3areM n06aBbIe CIIPAiiThI
BlockLongBlue, BlockLongRed 1 BlockLongBrown.

2. /lo6asvme xoanatidepot. Boibepute Bee mecTh 0GBEKTOB U MEJKHITE 110 KHOTIKe Add
Component (/lo6aBUTh KOMIIOHEHT) BHU3Y HHCIEKTOpa. Jlo6aBbre KOMIOHEHT Box
Collider 2D, 11 B Kayk70M OJIOKE TIOSBUTCS 3€JI€Hast TPAHUIIA, OUEPUMBAIONIAsT 00IACT
OTIpe/ieJIeHNs] CTOJTKHOBEHUI.

3. Ilpeobpasyiime ux 6 wabdronwl. Tleperanure Ka bl OJI0K 110 OTAEJIBHOCTHU B IIAIIKY
Level, utoObI co3/1aTh M1aOJIOHBL.

BJIoKY TOTOBBI, U TEepb MOKHO MIPUCTYIIATh K UX PA3MEIEHUI0 B YPOBHE. DTO OBLIO
IPOCTO.

AddexTbl YacTny

[Tagenre THOMUKA BHU3 TI0CTIE THOEIM — He CaMblil BIEYATISIONMH BU3YaIbHbINH a(-
dexrt. UT06bI co3aaTh a(hPeKT MHTEpecHee, HaM IPUAETCS 3aAeiiCTBOBATh CUCTEMBbI Ya-
CTHIL.

B wactrocTtH, Mbl 106aBUM a(hhEKTHI YACTHIL, TIOSIBJSIONIIECS B MOMEHT KaCAHUSI THO-
MUKOM JIOBYIITKH («OPBI3TH KPOBU» ) U KOT/IA OT/EJISETCS KAKAsI-TO YACTh TeJIa THOMIKA
(«hoHTaH KPOBUY).

OnpepeneHve MaTepuana yacTuy

ITockombKy B 060MX CJIyUYastX UCITyCKAEMBbIE YaCTHUIIBI OY/IYT U3 OZHOTO M TOTO JK€ Mare-
puajia (KpOBb THOMKKA), TO HAYHEM C CO3/IaHUsI €JINHOTO MaTepuasa, OOIIEro [Jist IBYX
cucTeM. BBITOJIHITE CIIeyIoNTIe AeiiC TSI, UTOOBI CO3/IaTh U HACTPOUTD 3TOT MaTepPUAJL.
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1. Hacmpotime mexcmypy Blood. Haiinure u BoiGepute Tekctypy Blood. Mamenure ee
Tut co Sprite Ha Default n ycranosute duaxkok Alpha Is Transparency (Asbda-tipo-
3pavyHOCTb ), KaK MTOKAa3aHO Ha puc. 8.4.

2. Cosdatime mamepuan Blood. Cosnaiite HOBBII pecypc Material, oTKpbIB MeHIO Assets
(Pecypcnr) u BoiOpas myHkT Create » Material (Cosnats » Marepuain). Jlaiite mare-
puasy ums: Blood u uamenure ero umeiigep xa Unlit » Transparent.

3arem mepetaniute TekcTypy Blood B mosie Texture (Texctypa). B pesysibrate HacTpoii-
KU B MHCTIEKTOPE JOJIKHBI BBITJISETD TaK, KAK TTOKA3aHo Ha prc. 8.5.

Puc. 8.5. Matepuan ansa acddekra vactuy
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DOHTaH KpPOBM

MarepuaJ [jist KpOBU TOTOB K UCIIOJIb30BAHUIO, U TEIIEPh MOXKHO IIPUCTYIIATh K CO3/1a-
nuio adexros vactuil. Haunem ¢ apdexra ponrana kpoBu, KOTOPBINE BOCITPOU3BO-
autest Kak 3(dEKT MoToka yacTuil, ObIOIIETO B OMPEEICHHOM HAIIPABIECHUN W B UTOTE
ucuesaroniero. Bot kak MOJKHO ero co3naTh.

1.

Cosdaiime uzposoti obvexm ons cucmemot uacmuy. OTkpoiite MeHio GameObject
(MrpoBoii 06beKT), oTKpoiiTe oamenio Effects (DddexTh) 1 cosgaiite HOBYIO CH-
cremy vactull Particle System. [laiite HoBoMy oGbekTy 1Mst Blood Fountain.

Hacmpotime cucmemy wacmuy,. Beibepure 0ObeKT U U3MEHUTE 3HAUCHUS B Pasziesie
Particle System (Cucrema uacruir), Kak rokazaso Ha puc. 8.6 u 8.7.

37ech ecThb Tapa mapaMeTpoB, O KOTOPBIX XOTETOCH ObI paccKas3aTh MOAPOOHEE, TTO-
CKOJIbKY OHM UMEIOT HEUMCJIOBble 3HAaYeHUs, KOTOPblE HeJIb3s IIPOCTO CKOIIUPOBATDL
13 CKpUHIIOTa. B yacTHOCTH:

» 3nauenue Color Over Lifetime (IIBer ¢ Teuennem BpemeHnun) anbda-kaHaia 1Be-
Ta UBMEHSIETCST OT MOJTHOCTHIO0 Henposdpaunoro (100 %) B Havasie 10 TIOJTHOCTHIO
npospaunoro (0 %) B KoHIe. 3HAYEHUE CAMOTO I[BETa U3MEHSIETCS OT 0eJIoro
B HauaJe JI0 YepPHOTO B KOHIIE;

e B pasjese Renderer (Busyasmsarop) cucrembr yactuiy Particle System ucrosb3y-
€Tcd TOJIBKO YTO CO3/IaHHbIN MaTepuas Blood.

IIpeobpasyiime o6vexm Blood Fountain ¢ wabnon. Ileperamure o0bekT Blood Fountain
B nmanky Gnome.

Bpbi3ru Kposu

Teneps cosmaaum mabsaon Blood Explosion, uciycKarouuii oguHOYHbIe OPBITH KPOBH
BMECTO CILJIOIITHOTIO IIOTOKA.

1.

Cosdaiime obvexm Onsi cucmemvr uacmuy. Cospaiite erie OJUH UTPOBOH OOBEKT
Particle System u naiite emy ums Blood Explosion.

Hacmpoiime cucmemy wacmuy,. Vismennte 3Ha4eHUS CBOMCTB B UHCTIEKTOPE, KaK I0-
KasaHo Ha puc. 8.8.

B aToii cucteme 4acTHI[ HCITOIb3YyeTCS TOT K€ MaTepuasl 1 HAaCTPONUKHU N3MEHEeHNs
I[BETa C TeYeHWEM BpeMeHH, Kak B acdexre Blood Fountain; emnHcTBEHHOE CyIIe-
CTBEHHOE OTJINYNE — HOBBIH 3(h(heKT NCTIOIB3YET KPYTOBOUM SMUTTEP, U UCITyCKAHUE
BCEX YaCTHUI[ HACTPOEHO TaK, YTO IIPOUCXOIUT OJHOMOMEHTHO.

Jobasvme cuenapuiit RemoveAfterDelay. Utobbl He 3acopsTh ciieny, addekr Blood
Explosion oJKeH yaaisiTh cebst uepe3 HEKOTOPOE BPeMSI.

Jlob6aBbre KoMIIoHeHT RemoveAfterDelay B 06beKT U ycTaHOBHUTE €ro ¢cBoiicTBO Delay
B 3HaUYeHUeE 2.

ITpeo6Gpasyiite Blood Explosion B 1adioH.



