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6DaHWDN

5DpXQDOQH LJUH VX GDQDV YUOR UDVSURVWWBLMRDWQMHQ aLl
NRULAWHR MeH radMiUFHURXSRUFLRQDOQR UDVWXUHP HNVSRQHQT
UDpXQDOD PLNURSURFHVRUD JUDILpNLK NDUWLFD L RVWD
UDpXQDOQH NRPSRQHQWH VH XQDSUMH Y XWex igarsV@dP H RW Y I
QHNDGDaQMLK DUNDGQLK LJULFD SUYLK NRQJROD L ' VXV\
YLAH LJUDpD YLUWXDOQH VWYDUQRVWL V8B pXLABCQ B W IR/WMF
danas koriste u svrhu zabawrukacije natecaQMD L VOLPQR DiXrikaRdti RYDM L
SURFHV QDVWDQND MHGQH WDNYH LJUH NRML DODWL VH
RGJRYDUDMXuH VLWXDFLMH L R pHPX WUHED QDMYLa&H YRC
VWYDUQRP SUIODWHRBRX R JVADAS3H® NRMX VDP UDGLR SR LVWLF

. O M X p Q Hplanhiréjd igie; modeliranje programiranje UD p X Q D Q @deed JUD
LIUDGH UDpXQDOQH LJUH



1. Uvod

5D]YRM UDpXQDOQH LJUH QHRYLVQR R VQ@&HQRVWL
proces koji se sastoji od tri glavha dijela, a to su planiranje, modeliranje i izrada ili
programiranje. Svi ti glavni dijelovi se dalje mogu podijeliti na razntkgiegorije poput
RVPLAOMDDMIIP SUDRPMWM D WHVWLU D@dréebne prilRdnpigratie valké QL V X
LJULFH .UR] RYDM UDG uX VH IRNXVLUDWL QD JODYQH GLM
vlastite 3D igrice.

A3ODWIRUP (VFDSH3® MH SUDNWLpPDQ SULPMHU MHGQH
kombinaciji A53*3 VINQR (A UR OH ,SARID DMIUFRALDGKatkgsije =Q Dp DM N H
VX GD LJUDp LPD YODVWLWX XORJkoja&/oseb@daQrang] Wiekz(te P N D U L
SRNXabyYyb ULMHaALWL SUREOHPH GDQH SQDBMRUWIPHD ENK® R
proQDuUL L]OD] 6YDNLP XVSMH&aQLP UMHADYDQMHP ]|DGDWDNL
LGXUX SODWIRUPX V QRYLP L]DJRYLPD NRML V YUHPHQRP S
NDGD PX SRQHVWDMH ALYRWD LOL SDGQH MWatSmefajnijeRUPH W
informacije o samoj igri nalaze se ppoglaviem A3ODQLUDQMH UDpXQDOQH LJIJUL

1DNRQ 48WR MH LJUD RVPLAOMHQD VOLMHGH SURFHVL P
GRVDGDaQMHJ LVNXVWYD VKYDWLR VDP GIPRNXUSIUBBMWRL
SURJUDPLUDWL LJULFX L QDNQDGQR PRGHOLUDWL GLMHO
modelima, sve ovisi 0 vlastitoj praksi. Na konkretnom primjeru moje igrice, modele sam
LIUDYyVYQRURQR V SURJUDPLUDQMHP RGQBABRNPREHO VDP
SRWUHEDQ XQXWDU LJUH WH X FLMHOL SRVWXSDN L QDpL
UDpXQDOQH LJUH3 L A, JUDGD UDpXQDOQH LJUH?3

yDN L QDNRQ L]JUDYyHQH UDpPpXQDOQH LJUH ELOR GD MH
zacrtane SULOLNRP SURFHVD SODQLUDQMD PRA&H VH L SR&H
QDGRJUDYyXMH 3ULOLNRP SUYRJ L]EDFLYDQMH JRWRYH LJ
PROEH L JUHANH XQXWDU LJU®LWRM MR DRY RWRL LISDFRIW DY
ispUDYOMDQMX SULMDYOMHQLK JUHADND WH SUHPD PROEDF
GRGDMXiUL MRM QRYH.PRIJXiUQRVWL LOL VDGU&DM



2. 30DQLUDQMH UDpXQDOQH LJUH

30DQLUDQMH UDpXQDOQH LJUH QHXSLWQR GROD]L QD
programiraM D MHU MH YD&QR JQDWL YUVWX LJUH VXVWDY LOL
NRML tH VH PRGHOLUDWHPRIYW®RRWHUPRG VOLPRWL REMHNW
NRMHP VH REMHNWX UDGL WH MH LVWR WDMN&RoGEHRARIXUH S|
PHKDQLFL RNUX&HQMX LOL FLOMX

3ULMH VYHJD ELWQR MH RGUHGLWL R NRMHP UH VH WL
DODWL SRWUHEQL ]D L]JUDGX L PROHERIgEOLQWBIZM@IR: UD]OLD
potrebno odabrati generamhDQU LJUH NRML VSHFLILFLUD PHKDQLNX
NRPSRQHQWH LJUH ,DNR aDQU & D@MSR D/ HRIW IG\HWIL@RUDLEH V
NRMHPX LJULFD WUHED WHaALWL WH WVWVRMYWYDREBRMB RIRH YOD N\
AWR RULIJLQDOQLMRP 1DNRQ WRJD GROD]JLPR GR VDPRJ LJU
LJUH WH QMHJRY SRJOHG QD DWY LVNHHMJI UINDRM 1.D WL AR NV 1B XA&ENVH
RVPLAOMHQH SULpH LikEkom igiddjsl DupStphubjijeLigiict dékiplkontekstom
WH GDMH LJUDpX QHNL VPLVDR L FLOM 8] NYDOLWHWQR SU
NOMXpQLP HOHPHQWLPD LJUH SRSXW QHSULMDWHOMD DN
]DJRQHWN.INLkrej@jeSRRHA®BQRGLWL QHNL QDpLQtijpkiid OLUDQ N
YUHPHQD NDNR EL VH RVLIXUDOR NRQVWDQWQR L]DJRYQR F

.RPELQDFLMRP VYLK QDYHGHQLK HOHPHQDWD GRELYD
prilikom izrade i na koje se elemente fokusitggkom LI UDGH NDNR EL RVWYDULOL
%LWQR MH QDJODVLWL GD MH WD LGHMD RNYLUQD MHU \
RGOXpLPR QD QHNH SURPMHQH NRMH VH LSDNitfeLQH EROM
VOMHGHULP SRWSRJODYOMLPD UX SURUL NUR] HOHPHQWH
igrice | DaW Rza\siof igruodabrao V S H F L vistu@Mementa te koja je bila moja
prvobitnaideja SULpH V NRMRP VDP NUHQXR X LJUDGX L PRGHOLUL



21. 7LS UDpXQDOQH LJIJUH

.DR aWR MH QUOIXOINFRRQRYRGD X SRIJIODYOMH SRVWRML
D ELWQR MH LVWDNQXWL ' "L 95 A9LUWXDO 5HDOLW\3 ,

igre, njegowa primjena se uvelike razlikuje pa sam ga zbog toga izdvojio kao zaseban tip.

1D VDPRP SRPpHWNX UD]YRMD i siDdaX@IDAifokike jeJdbdgD SRV \
WRJD WDM WLS L QDMUD&ALUHQLML DOL SRMDYRP WUHUH
promijenila te se i dan danas vodi debata o tomej&djp A E R O M L ¥ren@itho Majhoviji
WLS X YHOLNRP XVSRQX DOL VH L GDOMH UD]YLMD WH VH
koji bi mogli ponovno preokrenuti pogled i stvoriti novi pristupp XQDOQLP LJUDPD

SULOLNRP SODQLUDQMD UDpXQDOQH LJUH YDaQR MH
VSHFLILPQRJ WLSD LJUH RGOX)pXisizddhitn RDV R RIBRMBIW L V
PRGHOLUDQMD WDNR L SURJUDPLUDQMD né Vvdspdlagadgii PR NR
alate poput Adobe Photoshap GIMPD L VOLPpQLK WH GYRGLPHQ]JLRQDO
SULNODGQLP SURJUDPVNLP MH]LFLPD A&lBnGers ' ARtBdBd¢i OL UD Q N
Maya3 LOL VOLPQR WH ]D SURJUDPLUDQMH Witd Rrégtamskini] LRQD O |
jezicima.VR kao podvrsta 3Ea koristi iste alate s dodatnim modifikacijama unutar samog
Game EngineD NDNR EL SULND]DR WDM GRGDWQL QLYR YLUWXDC
SULND]DQD UD]JOLND L]PHYyX PRGIH&@D LJUDpD 'L ' UDpPXQDO



} Capermint”
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Slikal: 2D vs 3D Animation

Izvor: https://www.capermint.com/blog/differerbetweer2d-and-3d-animation/

=D VYRMX UDpXQDOQX LJUX A3ODWIRUP (VPE&#H3 RGOX|
na Autodesk May& kao glavni alat za modeliranje t&nity Engine3 kao glavni Game

Engine za razvoj programiranje.Odabrao sam ovaj tip jer je trenutno najpopularngi n

WUAaLaAWX LDNR MH PRGHOLUDQM slolzisr RRIARDPrAou @t H GR G L
GRGDWQH WUHUH GLPHQ]LMH



22. ADQU UDPpXQDOQH LJIJUH

I1DNRQ aWR VPR RGUHGLOL WLS QD&H LJUH VOMHGHUI
VYLMHWX UDpXQDOQLK LJDUD SRVWRML YHOLNL EURM UD](
generalnu sliku o tome kako bi igrica trebala izgledati, koje mehanike geH@juH NRULVW
XQXWDU RGUHYHQRJ aDQUD NDNHRNL]AOBGBMKX ®RWGHINDW QR VR
UDpXQDOQH LJUH WDNR GD L RGDELURP WLSD LJUH VXaDYD

.DNR ELVPR VH RGOXpLOL ]D QDM sltythi NegIBdatineht odaD QU S
QDMRSUHQLWLMLK AaDQURYD NRML QDP VWRMH QD L]JERUX
ADQURYD UDpPpXQDOQLK LJDUD QD QHNROLNR RSULK D W
ASGYHQWXUH3 A3X]]OH3 -$B6rF-RUMXI H 3VAISKR QBPRK@ BW U D W H J\
A(GXFDWLRQDO?:

hack and slash ho SN ¥
(action RPG) e /"
9% =
B s iazae

adventure puzzle o

\
educational video games m m

strategy

¥ > A economic § 3 -
/ simulation 3 simulation
i (tycoon) : ,
m t/""'/ ’\.~
lif; ™ vehidle
siml.:l:tion simulation

Slika 2: Variety of video game genres

4 e
action- Z
l adventure
- i N
interactive
movie

/
/
I3

Izvor: https://lwww.researchgate.net/figure/Variatfvideogamegenresan-attemptto-classifygenresand-kindssource
authors_fig2_ 292128935



Ovdje bi napomenuo kako mrethodniJUDI VDPR MHGDQ RG PRJXULK C
UDpXQDOQH LJUH SUHPD &DQURXL®DVUALNWDHK GAUGNWXU:
ASGYHQWXUH?® PRaAH DOL QH PRUD XNOMXpLYDWL L GLMHO
QDP YLd&H VOXAaL RBNRGEHHGHQHWMHEGEDQ JODYW®RIM & DRIBUU N AWM
JODYQX PHKDQLNX LJUH 6YDNL RG aDQURYD QD JUDIX LP
RYLVQR R NRQNUHWQRP WLSX SRMHGLQRJ JODYQRJ abQubD
podjelu te se nakonWRJD L]MDVQLWL NRML VDP aDQU RGDEUDR N
XNOMXpXMH WH NRMH HOHPHQWH RVWDOLK aDQURYD SODQ|

ASGYHQWXUH® aDQU VDP SR VHEL JRYRUL GD MH ULMH
UDJUDYHQX SUildXgaWRIMBIO-HPHQW RYRJ &4DQUD D NUHWDQ
RGUDYHQR MHGQRVWDYQLP PHKDQLNDPD SRSXW RELPQRJ
NOLNDQMHP SR HNUDQX A3X]]J]OH3® a4DQU RGUHYXMH LJUX N
PRJX ELWL ]DJRQHWNH LGOS YN 3LADEU REXKYDUD LJU
VSRUWD QSU QRJRPHW NRADUND VNEGMDHQMXUBIE MIHA B DI
NDR L ASGYHQWXUH?3 LPD GREUR UDJUDYHQX SULpX DOL MC
SULPRPHNRMIDYRIP VOXpDMX PQRJR ALYOMD L LQWHQ]LYQLMD
VLPXOLUD QHNH RG DNWLYQRVWL VWYDUQRJ VYLMHWD LP
JODYQD LGHMD &aWR YMHUQLMH L WRpPQLMH SULND]DWL
zrakoplovomL VOLpPQR A6WUDWHJI\3 aDQU IRNXVLUD VH QD YUV
VWUDWHAaANRJ UD]PLAOMDQMD WH LJUDp VYRMLP RGOXNDPLEL
RVYDMDQMX VYLMHWD SRPRUVNLP ELWNM®P B5B®1L ADMQLF
predstavlja igru u kojo,JUDpPp QD SRpHWNX ELUD MHGQX RG XORJD W
RGDEUDQH XORJH NDNR EL ULMHALR UD]A(GXWBHWYLRDWB S
REXKYDUD QHNL RG SUHWKR G# RhQIxY Ha Re@LWstd &Qkddiey D QR
LJUDpD

6DGD QDNRQ aWR VDP VYRMLP ULMHpLPD XNUDWNR REI
GD VDP ]D VYRMX LJUX A30ODWIRUP (VFDSHEFRHGREUBRXABSP3
UH LJUDp QD VDPRPH SRRMWANXRRD D/VBEDU B WRMMLIRGNDXU DNW H U L\
W Htijgktm LIUDQMD LPDWL SULOLNX QDGRJUDYLYDWL LVWH X
preprekamaKao spordan AaD QU &g sdRieo nekelemente i mehanike naveo bi
ASFWEIRDHQW XNRIONUHWQR &B@W VENGMNEL GD VH LJUDp ERU
UDJ]QRYUVQLK QDGROD]JHULK SODWIRUPL



23. ,JUDp LGHMPD LIJUH

7LS L ADQU LJUH RGUHYXMX PHKDQLNX L DODWH QR SF
pogled na svig RNR QMHJD WH VWDYNX NRMD GHILQLUD RULJLQ
8 SUHWKRGQRP SRWSRJODYOMX RGDEUDR VDP A53*3 NDR J
]QDPR GD VH UDGL R " WLSX LJUH DOL QL MHG®G@RSWL GUX.
VDPH NDPHUH QD LJUDpPD L VYLMHW RQIRNQRHNB YSLDMMNHOS HP
pogleda.

L |

E |

Slika3: The four views

Izvor: https:/lwww.researchgate.net/figure/Ffoair-viewsA-overheaeB-first-persorC-third-personhigh-D-third-person
low_figl_ 221474898

1D VOLFL MH SULND]DQ SRJOHG L] SUYRJ OLFD % L SF
rotacie. =D NRQNUHWQR VYRMX LJUX RGOXpLR VDP VH QD SRJ(
SRJOHGX A&3® VD VOLNH 2GDEUDR VDP Wéebk, SR S\@etidkloNDNR E
QMHJD 4WR MH NODVLpPQR ]D YHULQX A53*3 LJDUD



6DGD NDGD VPR RGUHGLOL VYH ELWQH HOHPHQWH LJ!
SULpH 2YLVQR R aDQUX VDPH LJUH SRWUHEQD MH YL&H L
potrebna uopilH 3ULPMHU ]D WR EL ELOH NDUWDA&NH LJUH LOL V
VHEL JRYRUH VYH 8WR MH SRWUHEQR NDNR EL LJUDDp JQDR
VDP VH RGOXpLR ]D A53*3 3DQU SRWUHEQR MHIidSDN GD
RULJLQDOQLMD L |DQLPOMLYLMD WH NDNR EL SULSRPRJOD

prilikom programiranja.

.DR SR]DGLQ yaddtdvids dainpgkavnog protagonistautar sklopa platformi
dizajniranm RG VWUDQH PRUQH LOHJB® richarhbRhhE RygretBkin H NR|
L @deringom i virtualnom swUQR&aUX S3SURWDJRQLVW MH MHGDQ RG
SRVWDYOMHQ MH X VXVWDY SODWIRUPL NDNR EL ]QDQVWY
QMHJRYLK QRYLK VSRVREQR YV Weotkfiti @jxjeéi L UK L] DHD Q YGWYAOQWLL
VYRMLK WHVWQLK VXEMHNDWD QLMH LP X FLOMX GD VXEM
NDNR EL VOMHGHUOL SRNXV ELR a4WR XVSMHaQLML 8SUDYR
NRULVWH VH UDNDMLPHYGHWWIRRFRKLILFLUDQD pXGRYLaAWD |
NRUSRUDFLMH 3URWDJRQLVW MH MHGDQ RG QHVUHWQR RC(
VYRMH YROMH XYUVWLOL X VSRPHQXWL SURJUDP WHVWLU
nadolaHuH SODWIRUPH GRN QH VPLVOL QD NRML QDpLQ SRELN

,GHMD MH GD LJUDp QDNRQ SUYRELWQRJ SRVWDYOML
preprke SUROD]L NUR] VXVWDY SODWIRUPL L ERULEDBHHQUD]O
SUHG QMHJD 6XVWDY QDGROD]JHULK SODWIRUPL NRPSOHW
LJUDp LPD SULOLNX RGDKQXWL QD JODYQRM SODWIRUPL &
WH&H L WH&H WH LJUDp NDNR EL VH QBDVRYPWIMYF B MR YD
NDUDNWHULVWLNH ,DNR VH X SULpL VSRPLQMH,BENXEDM S
MH GD LJUD EXGH A(QGOHVV®: RGQRVQR GD WHVWLUD NUI
AXPUH:® DOL XSUDYR QDVXEDNQRMW VW IUNHOLLIWBED NRVLJIX
LVNXVWYR SULOLNRP VYDNRJ QRYRJ SRNX&4DMD LJUDQMD

2YLPH ]DYUADYDPR SRJODYOMH SODQLUDQMD UDpPXQDC

zacrtanih ideja i ciljeva.



3. ORGHOLUDQMH UDpXQDOQH LJUH

.DNR EL UDPpMQBEDOQD XJRGQLMD RNX L WLPH SULYXNOD
UDpXQDOQH NRPSDQLMH YHULQX VYRJ YUHPHQD L QRYDFD
DQLPLUDQMD 3ULPMHU WRJD VX A)363 A)LUVW 3HUVRQ 6}
A&DOO RIVHWLMDOD YHU JRGLQDPD LPDMX YUOR VOLpPQX
promera aAWR VH VDPRJ GLMHOD SURJUDPLUDQMD JWDIHp NIHO L
VSRVREQRVWDNR PREHID. XQXWDU LJULFH SRVLWYBHEMRLYVYH U
GD NRULVQLFL LJDUD SURFMHQMXMX LJUX SUHPD RQRPH a\
SULYXUL L YHUX SXEOLNX QHJR LJULFD Wrlec REURB LMHKD C
modelimai detalima 8SUDYR J]ERJ WRJD PRGHOLUDQ@X®GDW®DIKP HN Q MXH C
sam tako i u ovom radu odvojio zasebno poglavlje kako bi objasnio neke od alata i tehniku

modeliranja.

U prethodnom poglavlju odredio sam kompletnu ideju igre te s obzn@ro dase
UDGL R ' A53*3 LJULFL ]QDpL BLEILWLD®DBiRRiMUNR GHOLUDQ
WUHQXWQR QDMDNWXDOQLMLK DODWD |D ' PRGHOLUDQMH
GV 0D[® A&LQHPD '3 L PQRJIL G grkladnogsalataOziaNrRdlirBRr@D E L U D
PRMH LJUH JOHGDR VDW WLAMHHRULWHKM MBY QRE¥Wée nd NRULYV
NUDMX RGOXpLR XSUDYVRFDDAIXWRGHVN 0D\D

Ovo sam poglavlje podijelio ndva SRWSRJODYOMD NDNR EL SRNULR
QHNH RG RVQRYQLK IXQNFIteRQDOL@R ¥ R/ GeHACY Dbt CkEnMdEND W D
PRGHOD NRMH X LPSOHPHQWLUDWL XQXWDU VYRMH LJUH

10



3.1. ASXWRGHVN 0D\D 3

.DR @&4WR VDP VSRPHQXR XQXWDU XYRGD X SRJODYOMH
alata za 3D modeliranje u svijetu, bilo da se koristi za izcBdQLPDFLMD L PRGHOD U
LJUH PRGHOD ]D ' SULQWDQMH LOL NRPSOHWG@talke DQLPLL
njegova cijena, no postoje besplatne opcije edukacijskog perioda od jedne godine koji sam
LVNRULVWLR NDNR EL QDXpLR L LIJUDGLR PRGHOH SRWUHEQ

Slika4: Koi VQLpPNR VXpHOMH A$XWRGHVN 0D\D 3

Izvor: autor

11



Prethodna slika gt ND]XMH NRULVQLPpNR VXpHOMH DODWD XQXV
PRGHOD NRMH VDP |]DYU&GLR LIDMSYGHEHQMIRD X ¥ UHGLRL M
modele koji se trenutno modeliraju i koji se nala¥® XWDU AOD\D3 SURMHNWD /LN
QbobD]L VH WUDND V DODWLPD |D VHOHNWLUDQMH SRPLFD
RSFLMH SULND]D JODYQRJ SUR]JRUD 'RQMD WUDRKRD VH VL
animiranje modela te statusna traka s povratnim informacijama nakthAZ¥ YDQMD RGUHYy I
DNFLMD XQXWDU DODWD 'HVQD WUDND VDGUAL UD]QH D¢
XUHYyLYDQMH SRMHGLQLK GHWDOMD PRGHOD 1D QMRM &
PRGHOLUDQMH DODW Dratmh KdstelvkiLtrebDURM N ROLERHQ LK DODWD
IDMELWQLMD VHNFLMD VX XSUDYR DODWL |]D PRGHOLUDQM
modele u cjelini, vrhove, rubove ili lica modela. Pomicanjem, rotacijom i skaliranjem tih
dijelova zapravee modelraSRpHW QLVMREPR &AHNRLWL NRFND VIHUD LOL ¢
seoblka WUDQVIRUPDFLMRP GRELYD d4HOMHQL REOLN PRGHOTC
gornja alatna traka sastoji se od velikog broja gotovin komponenti krivulja, modela,
ANLSDUVNLK:3 DOQ WL WIHOMBIDWSWDHDOHGDYDQMH L REUDYLYD

Mnoge od dostupnih alata nisam ni koristio prilikom izrade svojih modela te svaki od
SRVWRNMHRIWEKD ]DKWMHYD SUDNVX L YMH&AWLQX NRMD VH
provedeih NRULVWH UL pt@tam Ydog Rjegdviel kompleksnostiA S XWRGHVN 0D\D3
V DY U &azd @rabuHsirtualno svih modela koji se mogu zamisliti, a granica je samo razina

znanja ikreativnostiosobe koja ga koristi.
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3.2. Proces izrademodela za igru

8 RYRP SRWSRJODY OM Xn groceNKejianjé jéidkdodNdrl mBdRigegaD
planiram Koristiti unutar svoje igrédeja mi jemodelirati oblik duha, jednog od neprijatelja
JODYQRJ LJUDPpPD

&LMHOL SRVW X8KenEm®MRNVMRIMAOD\D2 SURMHNWD WH EL
SROXYHQLK SWRHEWRAIKNPR G hM@i&lu kj¥d_plaRiRma napraviti, biramo
QDMSULNODGQLML SUHGORADN SRSXW N®KKKINVIGD H HF UDIC
NODVLPQRP REOLNX GXKD NRML MH QDSROD J]DREOMHQ L C
modé koristitt VIHUX aWR MH L SULND]JDQR QD VOLFL LVSRG

Slika 5: Izrada modela duhal. korak

lzvor: autor

6 HOHNWLUD QM HtRog/mbdelal ohaB® p&SRWjal na sredinu prostora unutar
glavnog prozora. S obzirommtoGD MH GXK VDPR QDSROD |DREOMHQ V JI
ELR PL MH REULVDWL GRQMX SRORYLFX VIHUH .DNR EL WR
QDpLQDranjR GNHHROML VOXaL ]D PRGHOLUDQMH REMHNWD NDR F
REMHNWD =DWLP VDP X SRIJIOHGX VSULMHGD R]QDpPLR VYD
SULND]DQR QD VOMHGHURM VOLFL

13



ighting  Show  Rendere: anels
AEDE . BEET Q€ & s 6 e o

Slika 6: Izrada modela duha?2. korak

lzvar: autor

Selektiranjem donjeg dijela sfel]QDpLR VDP VYD YLGOMLYD OLFD I
QDOD]H V GUXJH VWUDQH WH LK X LGXUHP NRUDNX EULaHP

ighting Show Renderer Panels

NEIERE T BED Qe @ s 8 eSO

Slika 7: Izrada modela duha3. korak

lzvor: autor
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Brisanjem liFD GRELR V\DIFIUDSSRORKMX MH VDGD WUHEDOR SUR
prema dolje kako bstvorio tijelo duha.Prebacio sam s alata za modeliranje lica na alat za
PRGHOLUDQMH OLQLMD L UXERYD PRGHOD MHU MMaGRQML
dole. BHOHNWLUDR VDP FLMHOX GRQMX NUXAQLFX QR NDNR E
ELOR GRYROMQR VDPR SRPDNQXWL MHU EL ]JERJ QHUDYQI
SLUDPLGH =ERJ WRJD VDP NRULVWLR DO@MW ]G EXMIGH3L N
SRYODpLP GRN QDSRVOMHWNX QH GRELMHP aHOMHQX YLVLC(

Slika 8: Izrada modela duha4. korak

Izvor: autor

1IDNRQ NUHLUDQRJ WLMHOD GXKD LGHMD MNOBMWLEQQD
GXK LPD .DR a4WR VDPD ULMHp JRYRUL ]D XUHYLYDQMH
PRGHOLUDQMH YUKRYD REMHNWD WH VHOHNWLUDR VYDNL C

15



Slika 9: Izrada modela duha5. kor&k

Izvor: autor

.DR aWR MH SUL NbmafjbDo@aRraqeyhovepoligao sam prema gore dok
QLVDP SRVWLJDR A4HOMHQL REOLN VD VOLNH LVSRG

Slika 10: Izrada modela duha6. korak

Izvor: autor
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.DNR EL RVWYDULR GRMDP OLND X LJULFL D QH VDPR
REOLN RpLMX , GDOMH XQXWDU DODWD |]D PRGHQW&DQMH Y
EL RpL ELOH SRRPEERQMHPQMUKRYD REOLNR YIDRE VR R HPXMRHQ
oblik.

Slika 11: Izrada modela duha?7. korak

Izvor: autor

Slika 12: Izrada modela duha8. korak

Izvor: autor
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7LP NRUDNRP ]JDYUGLR VDP REOLNRYDQMH L PRGHOLUD
materijale oblicima kako bi modeELR VSUHPDQ ]D NR UAGDVYE® NNHR UL VW L
A+\SHUVKDGH?®* DODW ]D XUHYyLYDQMH PDWHULMDOD L QMLK
NRML VH SODQLUDMX SULWDMRRHML YIH ®LYNs WIS HINOWDDSE UD]O
materijala, ajaV DP NRULVWLR SUH G OKé §vd|stfotar&ib HhajuNZa WddelP X
GXKD NUHLUDR VDP GYD PDWHULMDOD ELMHOL |]D WLMHOTF
PRGHO L GRGLMHOLR PX PDWHULMDO ELMHOH ERIiNMN WH VDF
L] SUHWKRGQRJ NRUDND WH LP GRGLMHOLR FUQX ERMX NDF

Slika 13: Izrada modela duha9. korak

Izvor: autor
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Nakon pimMHQMHQLK PDWHULMDOD ]J]DYUALR VDP FLMHOL
spreman]D SUHEDFLYDQMH XQXWDU PRMH LJUH 1DUDYQR PRG
te SRVWRMH UD]QH GUXDHNREBHLWH WRRERBAE YBINRWQaVDPRJ S
modeliranja slijedi proces animiranja u kojemu se stvaraju animacije i pokreti, ali ja sam taj
GLR SRMHGQRVWDYLR L RGUDGLR JD SURJUDPHUVNL awR 1
LIUDGH UDPpX€ XD OQ@BMISRIODYOMD RV WdidzOdda Rlobiv@riotl X DY L
SUDUHQMHP VYLK JRUH VSRPHQXWLK NRUDND

Slika 14: Izrada modela duh&10. korak

Izvor. autor
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4, ,]JUDGD UDpPpXQDOQH LJUH

U prethodna dva poglavlja obuhvatio sam najbitnije elemente koji su potrebni kako bi
ispravho LVSODQLUDOL UDpXQDOQX LJUX L PRGHOLUDOL QMHC(
VOMHGHUL L QDMELWQLML NRUDN RGQRVQR VDPX LJUDGX U

Izrada bi bio ona NRUDN X NRMHPX NUHLUDQLP PRGHOLPD
programskog jezika i njegovog razvojnd@NUXAaHQMD S REEIUUDYMHI QRO PBRQDADAQ
dodjeljujemo neke vrijednosti s ciliem ostvarivanja krajnjeg rezultata zacrtanog prilikom
SODQLUDQMD 7R EL ]J]QDpPpLOR GD PRGHOX LJUDPpD GRGMHC
promatranje svijeta oko njega interakciju sa svijetom dok npr. nedelu platforme
GRGMHOMXMHPR RGUHVHQH YULMEG QRHP®dpen®iRigtid QMHQH
dijelova GHILQLUDPR QMLKRYX XORJX XQXWDU UDpPpXQDOQH LJ
UDPpXQDOQX LJUX X FMHOLQL

SWLPH QD XPX SUYR MH SRWUHEQR RGDEUDWL SURJUDEF
SODQLUD NRULVWLWL ]D L]JUDGX 'DQDV SRVWRML PQRJR L
A*DPH (QJLQH3® SD MH MHGQDNR NDR L NRG DORO WD ]D PR
]JDGRYROMDYD QDMYHUL EURM NWIWRIMQMBD RINHNKLA RGCMPR BX
VX ABQUHDO (QJLQH® A8QLW\®* A*DPHODNHU3® A&U\(QJLQH:
RGOXpLR VDP VH QD A8QLW\:3

2VWDOR PL MH MR& VDRI BBOXLp IMHL L\WH SNOPWLL BDP NRUL
ALURN L]JERU GRGDWDND ]D VNRUR VYDNL YHUL SURJUDPVNI
NRML MH QDMSRSXODUQLML L X LVWR YULMHPH XJUDYHQL
RNUXAHQMHP LPSMIRJIAWRPVRRIX NUHQXWL QD UHDOL]DFLMX Y

.UR] VOMHGH i D XNRMD) S\RNIFD DIXORMEMDV QLWL ASQLW\3 NDR
QDNRQ WRJD QDMYDAQLMH GLMHORYH NRGD NRML VX ]DVC
ODN&HJ UD]Xé&dijeMdsam pddoglavlja prema skriptama za generiranje svijeta,
XSUDY OMD Q kbHtrdlw néprippkélfa Naravno tu se nalaze i mnoge druge skripte za
NRQWUROX DWPRVIHUVNLK XYMHWD SULND]D LQIRUPDFLMI
ail |JERJ YUOR aLURNRJ RSVHJD VNULSWL SULND]DW uX VDPR
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41. ASQLW\ (ZD2LQH

60LND 8QLW\ (QJLQH VXpHOMH

lzvor: autor

A8QLW)\ (QJLQH 3 MH UD]YRMQR RNUX&HQMH ]D L]UDC
QDPLMHQMHQH ]D LJUDQMH QD RVREiQ&in kodzolaBUliMHQR V(
SDPHWQLP XUHYyDMLPD WH MH SULODJRYHS@mihttioe iMmeHULP R S
velik opsegprilagodljivosti te je pogodan za izradu vrlo kompatibilnih igrica za primjenu na
ALURNRP WUAaLaWX

1D VOLFL JRUH YLGLPR SULPMHU NRULVQLpPNRJ VXpHON
YUOR SULODJRGOM L Makudh odigbvRrR prakeioDranmétd WOl gawdristi.

Na sredQL VXpHOMD QDOD]H VH GYD SURJRUD V UD]OLpLYV
A*DPH® SRJOHGL 8QXWDU ABFHQH3 SRJOBRBOR@D MM HRMIDFFH
VYRMVWYD PRGHOD GRN X A*DP H3G3HRID G XRQLOGVL. R [SLLQ. WD

vidi tijekomigranja, odnosno pogled kroz glavnu kameru.
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/ILMHYR VH QDOD]L SUR]JRU A+LHUDUFK\3 NRML SUHGVWI
XQXWDU WUHQXWQH VFHQH 7DNRYHU MH GeBaQijlREMOIMNW LOL
VOXpDMX RQ SUHGVWDYOMD REMHNW URGLWHOMD D REM
djecu. Tako imamo primerREMHNWD A30D\HU® NRML MH URGLWHOM
A30D\HU&DPHUD?3

6 GHVQH VWUDQH QDOD]Y SRVSWRYRD PO QWSHEMWRQR R]C
VD VFHQH 8QXWDU WRJ SUR]JRUD VH QXPHULpPpNL RGUHYyXN
SULGRGDMX UD]QH LPSOHPHQWLUDQH KhoRJPIB|& @ad PavVjel L] A8C
R]QDpHQ REMHNW A30DY A &POWIHAN RPHEMRIPDRIR RBJIJRYD SR
URWDFLMD L YHOLpLQD WH PX MH SULGRGDQD NRPSRQHQW
NDPHUH L SULODJRGEH SULND]D VOLNH NRPSRQHQWD A$X
komponenti s povratnirmformacijama o zvukumXWDU VFHQH L NRPSRQHQWD A
NRMD MH VNULSWD |D PLMHQMDQMH SRIDGLQVNH ERMH ND

nalazi.

A3BURMHFW3 L A&RQVROH3 VX SUHRVWDOL SUR]JRUL NR|
RNUXBAHQ®@XWDU A3URMHFW3 SUR]JRUD QDOD]H VH NRQNUH)
UDpXQDOQH LJUH SRGLMHOMHQH SR PDSDPD SUHPD WLS)>
SRYUDWQH LQIRUPDFLMH R SRWHQFLMDOQLP JUHANDPD L
vlastite povratne informacije koje su definirane unutar koda te $mama prikazuju prilikom
UD]YRMD ligi2 paxiiQedtcagya

Postoje i dodatni prozori koji mogu biti postavljeni na odabrana mjesta poput
A/LIJKWQLQJ® NRML VOXAL ]HQIRDWDRIQF [V X MV G B E QMDD QA
OL[HU3 iIMMHRDQMH UD]JOLPpLWLK JYXNRYD WH PQRJL GUXJL .D
WH QMLKRY UDVSRUHG RYLVL VWULNWQR R SUHIHUHQFLMD

koji sam ja koristio prilikon izrade vlastite igre.
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4.2. Generiranje svijeta

.DNR EL XRSUH |]DSRpHR V LIUDGRP UDpXQDOQH LJUH S
VYLMHW NRMLP VH LJUDp NUHUH WH SRVWDYLWL RGUHYHQD
se unutar igre svijetrkira zasebno te mu se dodjeljuju svojstva ovisno o tipu platforme na
NRMRM VH LJUDp WUHQXWQR QDOD]L SUYR U0X SULND]DW
generalno definiranje i stvaranje svijete te doddh s RMVWYD VYLMHWD UD]JOLpPpLW|

JXQNFLMD NRMD VH SRNUHUH SUYD QD SRpHWNX
void Start(){
INFO = WorldParent.GetComponent<infoControl>();
PLAYER = PlayerParent.GetComponent<PlayerControl>();
COLOR = ColorParent.GetComponent<ColorControl>();

worldGenerated = new string[worldSize,worldSize];
generateWorld("tutorialWorld");
COLOR.SetColor("tutorialwWorld");

1D VDPRP SRpHWNX LJUH SR N UkdjojHse\deliilajuQosievwne D A6 W I
vVWYbuL SRWUHEQH ]D JHQHULUDQMH VYLMHWD L SR]LYD
dohvatio samVNULSWX ]D SULND] LQIRUPDFLMD QD HNUDQX NEF
SRKUDQLR XQXWDU REMHNDWD A, 1)2ZtimASh$ <deklarirdo A&2/2!
dvodimenzionalno polieGHILQLUDQR YDULMDEORP AZRUOGG6L]H3® NRI
1DNRQ WRJD VDP SR]JYDR IXQNFLMX AJHQHUDWH:RUOG:?3 V S
WUHED NUHLUDWL WH VDP A6HW&ROrR&)3 IXQNFLMRP SRVWD)

23



Il Funkcija koja s obzirom na varijablu worldType generira svijet
private void generateWorld(string worldType){
switch (worldType)
{

case "tutorialWorld":
generateTutorial();
buildwW orld();
INFO.UpdatePlatform("Home");
break;

case "skyfallworld":
generateSkyfall();
buildworld();
INFO.UpdatePlatform("Skyfall");
break;

case "zombieWorld":
generateZombie();
buildworld();
INFO.UpdatePlatform("ZombieLand");
break;

case "acidWorld":
generateAcid();
buildworld();
INFO.UpdatePlatform("AcidField");
break;

case "ghostWorld":
generateGhost();
buildworld();
INFO.UpdatePlatform("GraveYard");
break;

default:

break;

YXQNFLMD AJHQHUDWH :RWHYGFQRPLSDRBDR HWJIRY GR]LYD
IXQNFLMH |]D JHQHULUDQMH VSHFLILPpQLK SODWIRUPL NUR]
AEXLOG:RWD@RBULUD LQIRUPDFLMH R SODWIRUPL SXWHP IXQN
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/l Funkcija koja s obzirom na generirani svijet postavlja blokove na
SUHGYLYHQH SR]JLFLMH

private void buildWorld(){
for(inti = 0; i < worldSize; i++){
for(int j = 0; j < worldSize; j++){

if(worldGenerated][i,j] == "platform" && !platformBuild)
Instantiate(PlatformBlock, new Vector3(i, Of, j), Quaternion.identity,
PlatformParent.transform);

else if(worldGenerated]i,j] == "acidcloud") {

GameObiject acidCloud = Instantiate(AcidCloudBlock,
new Vector3(i, Of, j), Quaternion.identity, WorldParent.transform);

acidCloud.GetComponent<AcidCloudControl>().SetPosition(i,));
}

el se if(worldGenerated[i,j] != "platform™)
if(getBlock(worldGenerated]i,j]))
Instantiate(getBlock(worldGenerated]i,j]), new Vector3(i, Of, j),
Quaternion.identity, WorldParent.transform);

}

if(!platformBuild) platformBuild = tr ue;

)XQNFLMD AEXOLG:RUOG?®* SUROD]L NUR] GYRGLPHQ]JLR
RYLVQR R YULMHGQRVWL NRQNUHWQRJ HOHPHQWD SROMI
"-HGQRVWDYQLMH UHPHQR SUROD]L N U RihsMntiaNobajibGertP HQ W J
QD RGJRYDUDMXiH PMHVWR ]D NRMH MH SUHGYLYHQ 1DNI
NUHLUD VH SODWIRUPD LVSXQMHQD QMRM SULSDGDMXULF
REMHNWD NRML VH NORQLUDMX NSFOWLD/PMIW M R Pl XEGDNRANLIM DN R
dohvatiti te zatim klonirati 8 QDVWDYNX X SRND]DWL SURFHV SRSXQM

svijeta ovisno o platformi koja se generira.
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421.3RpHWQL VYLMHW

private void hardcodeObjects(){
// Hardcodane informacije o p RORaDMX VWXSRYD
worldGenerated[0,0] = "statue";
worldGenerated[0,19] = "statue";
worldGenerated[19,0] = "statue";

worldGenerated[19,19] = "statue";

+DUGFRGDQH LQIRUPDFLMH R SRORAaDMX YUpHYD
worldGenerated[  0,1] = "cup";
worldGenerated[1,0] = "cup";
worldGenerated[1,19] = "cup";
worldGenerated[19,1] = "cup";
worldGenerated[0,18] = "cup";
worldGenerated[18,0] = "cup";
worldGenerated[19,18] = "cup";
worldGenerated[18,19] = "cup";

+DUGFRGDQH LQIRUPDFLMH R SRORADMX SRPLpQH SODWIRUF
worldGenerated[9,1] = "platform”;
worldGenerated[10,1] = "platform";
worldGenerated[8,2] = "platform";
worldGenerated[9,2] = "platform";
worldGenerated[10,2] = "platform™;
worldGenerated[11,2] = "platform";
worldGenerated[8,3] = "platform";
worldGenerated[9,3] = "platform";
worldGenerated[10,3] = "platform";
worldGenerated[11,3] = "platform";
worldGenerated[9,4] = "platform";

worldGenerated[10,4] = "platform";

+DUGFRGDQH LQIRUPDFLMH R SROR&ADMX *HPVWRQD
worldGenerated[9,18] = "0";
worldGenerated[10  ,18] ="0";
worldGenerated[9,17] = "gemstoneGround";
worldGenerated[10,17] = "0";
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YXQNFLMD AKDUGFRGH2EMHFWV3 SRSXQMDYD VYLMHW
NUHLUDQMD VYDNH SODWIRUPH ,]YRGL VHoMNOd&akd VH VP
novih ilipovelDOL MHGQRVWDYQRVW ]D Y UL Méhériranphlafdn@.MD SRV W

JXQNFLMD NRMD JHQHULUD SRpHWQX WXWRULDO SODWIRUPX
private void generateTutorial(){
for(inti = 0; i < worldSize; i++){
for(int j = 0; j < worldSize; j++){

worldGenerated[i,j] = "grass";

hardcodeObjects();

worldGenerated[3,6] = "vitality";
worldGenerated [3,8] = "intelligence";
worldGenerated[3,10] = "dexterity";
worldGenerated[3,12] = "strength";

worldGenerated[9,9] = "wisdom";

worldGenerated[10,9] = "wisdom";

=D NUHLUDQMH SRpHWQH XYRGQMN AXMIRW H 7 X R/ RIMV
SRSXQMDYD SODWIRUPX REMHNWRP AJUDVV3 NRQVWDQW
DODWLPD ]D QDGRJUDGQMX NDUD N Weird) sveiith [dbsBt razindDep D 2 Y |
GDMH SULOLNX LJUDpX ]|D RGRRU L SRYHUDQMH NDUDNWHUL
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422.A6N\IDOO3 VYLMHW

I/l Funkcija koja generira platformu sa oblacima
private void generateSkyfall(){
for(inti = 0; i < worldSize; i++){
for(int j = 0; j < worldSize; j++){

worldGenerated[i,j] = "cloud";

hardcodeObjects();

*HQHULUDQMH ABN\IDOO?* SODWIRUPH V SDGDMXiULP RE
QDpPLQ SRSXQMDYDQMD VYLMHWD NR Q& Wipdarp@tioPmeRjE M H N W L
X]HWL A*HPVWRQH: L YUDWLWL VH QDWUDJ GR SRPLpQH SO

423. A=RPELH3 VYLMHW

/I Funkcija koja generira platformu sa zombijima
private void generateZombie(){
for(inti = 0; i <worldSize; i ++){
for(intj = 0; j < worldSize; j++){
if(Random.Range(1, 20) == 5){

worldGenerated][i,j] = "zombie";

}
else{
worldGenerated]i,j] = "wasteland";
}
}
}
hardcodeObjects();
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*HQHULUDQMH A=RPELH3® SODWIRUPH VDVWRML VH RG
NODVLPQLK NRQVMEEXPURQKPRERMMMNDRMD JXVWRUH SRVWDYOM
na QDVXPLpQD PMHVWD XQXWDU SODWIRUPH &LOM LJUDDPD
LIEMHIJDYDQMHP X]HWL A*HPVWRQHS3 L YUDWLWL VH QD SRF

424 A*KRVW?3 VYLMHW

I/l Funkcija koja generira platformu sa duhovima
private vo  id generateGhost(){
for(inti = 0; i < worldSize; i++){
for(intj = 0; j < worldSize; j++){
if(Random.Range(1, 20) == 5){

worldGenerated]i,j] = "ghost";
}
else{
worldGenerated[i,j] = "graveyard";
}
}
}
hardcodeObjects();

60LPQR NDR L NRG A=RPELH3 SODWIRUPH A*KRVW?3 SOC
WH LJUDp LPD MHGQDN FLOMXJDRLRRIPM P SX\D QL XRIPH Q D\S 0BG
duhova.
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425 A$FB5®LQE VYLMHW

JXQNFLMD NRMD JHQHULUD SODWIRUPX VD NLVHORP NLaARP
private void generateAcid(){
for(inti = 0; i < worldSize; i++){
for(int j = 0; j < worldSize; j++){
if(Random.Range(1, 7) == 5§

worldGenerated]i,j] = "acidcloud";
}
else{
worldGenerated][i,j] = "acidland”;
}
}
}
hardcodeObjects();

8 PDOR JXAUHP QDVXPLPpORIPQRPNHMK EKSFREXQMDYD VH
NLiAH NRMX LJUDp PRUD L]JEMHJDYDWL NDNR EL X]HR A*HPV!
dodatno je definrf@ R WH VH QDVXPLpPQR SUHPMHaAWD QDNRQ RGUHY
MR& YL&ZH RWH&DYD SUROD]DN RYH SODWIRUPH
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43. ,JUDp L NRQWUROD LJUDDpPD

/l Podklasa za Playere tipa 'Fighter'

public class FighterClass:PlayerMain{

public FighterClass(string name = "Ja ckTheFighter")

{

SetBasic(name, "Fighter");
SetCharacter("dexterity", "set", 4);
SetCharacter("strength”, "set", 10);
SetCharacter("vitality", "set", 7);
SetCharacter("intelligence", "set", 2);
SetHealth("set", 20 * playerVitality);
SetMana("set", 20 * playerintelligence);
SetLevel("set", 1);

SetClarity("set", 0);

specialDistance = 4f;

specialSpeed = 2 Of;

/l Podklasa za Playere tipa 'Mage'

public class MageClass:PlayerMain{

public MageClass(string name = "RudolphTheMage")

{

SetBasic(hame, "Mage");
SetCharacter("dexterity", "set", 6);
SetCharacter("strength”, "set " 5);
SetCharacter("vitality", "set", 4);
SetCharacter("intelligence", "set", 10);
SetHealth("set", 20 * playerVitality);
SetMana("set", 20 * playerintelligence);
SetLevel("set", 1);

SetClarity("set", 0);

specialDistance = 8f;

specialSpeed = 40f;
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Prije nego sam krenuo u programiranje mehanika kretanja i ostalih funkcija samog
LJUDpD NUHLUDR VDP NODVX A30D\HUODLQ3® V RVQRYQLP N
OL]DEUDQRP WLSX WH NODVH AX pKWHR &GDNVRS \LWADON WRKO D
YULMHGQRVWL NDUDNWHULVWLPpQH ]D RGDEUDQH WLSRYH
PLMHQMDWL pLWDWL L GRGDWQR GHILQLUDWL X ELOR NRM

.DR @&WRRYRQGINH RG YDaQLMLK YULMHGQRVWL YH]DQH
AODQD3® WH SUHGVWDYOMDMX WUHQXWQH ALYRWQH ERGRYH
NDUDNWHULVWLNDPD A9LWDOLW\3 L A,QWHOOLJHQFH?® GR
ABWUHQJIJWK?* L EU]LQD NDUDNWHULVWLNRP A'H[WHULW\3

void Update(){
if(playerAlive){
movePlayer();
checkFront();
interactPlayer();

attackPlayer();

)XQNFLMD A8SGDWH3 SR]LRMID RWH MBHUADOYLINGRNWY D V YIDWD R Q D
SURYMHUDYD ]DVWDY LakX MAS QDUDYP$SALYHSURBD]L NUR] QH
IXQNFLRQDOQRVWL LJUDpD )XQNFLMH NUR] NRMH SUROD]L
VDPRJ LJUDpPD L NXWD NDRBUWOXFAKHBENIURDME UNR SURV W |
ALQWHUDFW3OD\HU?® NRMIDJUW®DPAL JREMGWWUBNFLMXYLMHW
ADWWDEN3OD\HU3 NRMD VOXAL ]D NRQWUROX QDSDGD
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I/l Funkcija za pomicanje Playera

private void movePlayer(){

/[ D ash Playera
if(Input.GetButtonDown("Jump") && isGrounded()){
if(dashCooldownCounter <= 0 && dashCounter <= 0){
speed = dashSpeed,;
dashCounter = dashLength;

if(dashCounter > 0){

dashCounter - = Time.deltaTime;

if(dashCounter <= 0){
speed = moveSpeed,;

dashCooldownCounter = dashCooldown;

if(dashCooldownCo  unter > 0){

dashCooldownCounter - = Time.deltaTime;

/[l Pomicanje Playera
float moveHorizontal = Input.GetAxis("Horizontal");

float moveVertical = Input.GetAxis("Vertical");

if(isGrounded()){

playerRB.velocity =
PlayerBody.transform.TransformDirection(new Vector3(moveHorizontal, Of,
moveVertical) * speed);

}

I/l Rotacija Playera

angleVelocity = new Vector3(0, Input.GetAxis("Mouse X") *
rotationSpeed, 0);

Quate rnion deltaRotation = Quaternion.Euler(angleVelocity);

playerRB.MoveRotation(playerRB.rotation * deltaRotation);
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I/l Provjera je li player pao sa platforme
if(PlayerBody.transform.position.y < deathDistance){
playerAlive = false;
destroyPlayer();

YXQNFLMD ]D SRPLFDQMH LJUDpD APRYH3OD\HU3 pLWEL
vertikalnog pomicanja, pritisak razmgkLFH L NXW PL&D WH RYLVQR R WLP
RGJRYDUDMXUH SURPMHQH YH]DQH X] SR]JLFLMX LJUDpPD L N

3ULWLVNRP UD]PDNQLFH LJUDpX VH EUJLQD PLMHQMD \
YUHPHQD WH SUHGVWXY YRAOWRP XPWBQMN NRMH® VH NUHWDR
ODNFEMHJIJDR RGUHJHQH S UTidke bidtizbhtalno®i NS tikalnod phrricnaH
SRVWDYOMDMX EU]JLQX LJUDpPX X VPMHUX RYLVQRP R XO
VSUHPDQMHP SRRGEM@MMHPV&HDL ]DNUHWDQMH NDPHUH ]D
NXWD 7DNRYHU RY GikoH/ N H. BUIRY BIBIR D/Y SODWIRUPH WH VH ]I
VSX&8WD L SRNUHUH VH IXQNFLMD AGHVWUR\30OD\KiU3® NRMD
LJUDpD

Il Funkcija za provjeru objekata ispred Playera
private void checkFront(){
RaycastHit hit;

if (Physics.Raycast (PlayerBody.transform.position,
PlayerBody.transform.forward, out hit, raycastFront)) {

if(interactionObject != hi t.collider.gameObject &&
interactionObject != null){

focus(interactionObject.transform.name, false);
}
interactionObject = hit.collider.gameObject;
focus(interactionObject.transform.name, true);
} else if(interactionObject != null){
focus(interactionObject.transform.name, false);

interactionObject = null;
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JXQNFLMD AFKHFN)URGQWPR G URY BB DWHD VXNODGQR WLP
REMHNWH X UHODWLYQRM EOL]JLQL 7R UDGL SRPRUX IXQNF
]IDVWDYLFRP IRNXVD R NRMRM RYLVL SRVWDYOMD OL VH IR

/l Funkcija za kontrolu interakcije Playera
private void interactPlay er(){
if(interactionObject != null){
if(Input.GetKeyDown(KeyCode.E)){

interactWith(interactionObject.transform.name);

}
if(Input.GetKeyDown(KeyCode.Q)){
if(isPlatformed() && PLAY ER.HasKey()){
playerUntouchable = true;
PLAYER.SetKey(false);
WORLD.MoveUp(true);

}
if(Input.GetMouseButtonDown(0)){ // lijevi Klik

attackState = true;

}
if(Input.GetMouseButtonDown(1)){ // desni klik

if(PLAYER.GetMana() >= specialCost){
PLAYER.SetMana("decrease”, specialCost);
specialState = true;

special.SetActive(true);

)XQNFLMD ALQWHUDFW:LWK?* RGJRYRUQD MH akb LQWHU
SRVWRML IRNXVLUDQL REMHNW L DNR MH SULWLVQXWD WL
L]YUADYD RGUHYHQ SURFHV LQWHUDNFLMH 2YGMH VH WDN
PLAD pLPH VH LQLFLMDOL]JLUDMX REmh [igke z& ndSadijanjél D O Q L
SRPLPQRP SODWIRUPRP LJUDp SURYMHUDYD VH MH OL LJUL
WH PX X WRP VO XpD M KicjaRzg RoRrbtdd)¢ plagothiR O D] L
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4.4. Kontrola neprijatelja

I/ Podklasa za Enemy tipa 'Zombie'
public class ZombieClass:EnemyMain{
public ZombieClass()
{
HEALTH = 200;
DAMAGE = 35;
attackRange = 1f;
spotRange = 5f;
moveSpeed = 2.0f;

I/l Podklasa za Enemy tipa 'Zombie'
public class GhostClass:Enemy Main{
public GhostClass()

{
HEALTH = 150;

DAMAGE = 50;
attackRange = 5f;
spotRange = 7f;
moveSpeed = 3.0f;

.DR L NRG WLSRYD LJUDpD SUYR VDP NUHLUDR JHQHL
SRVOLMH WRJD ELOR ODNR NUHLUDWL UD]JOLpLWH WLSRYH
QHSULMDWHOMD 8 RYRP SULPMHUX NRQNUHWQRBvakH UDGL
WLS LPD VYRMH &LYRWQH ERGRYH QD Sda@dopthNbl kR GRYH |
SULPMHiUXMH LJUDpD WH VH SRPLpH SUHPD QMHPX L UD]JOLD
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private void zombieMove(){

distance = Vector3.Distance(PLAYER.transform.position,
transform.position);

if(distance < ENEMY.G etSpotRange() && distance >
ENEMY.GetAttackRange()){

Vector3 followPosition = new Vector3(target.position.x,
2.35f, target.position.z);

Vector3 direction = followPosition - transform.position;
direction = direction.norm alized;
Vector3 velocity = direction * ENEMY.GetMoveSpeed();
EnemyController.Move(velocity * Time.deltaTime);

} else if(distance <= ENEMY.GetAttackRange()){
PlayerScript.Damage(ENEMY.GetDamage());

private void ghostMove(){

distance = Vector3.Distance(PLAYER.transform.position,
transform.position);

if(distance < ENEMY.GetSpotRange() && distance >
ENEMY.GetAttackRange() + 0.2f){

Vector3 followPosition = new Vector3(target .position.x,
transform.position.y, target.position.z);

Vector3 direction = followPosition - transform.position;
direction = direction.normalized;
Vector3 velocity = direction * ENEMY.GetMoveSpeed();
EnemyController.Move(velocity * Time.deltaTime);

} else if(distance <= ENEMY.GetAttackRange() - 0.2f

Vector3 followPosition = new Vector3(target.position.x,
transform.position.y, target.position.z);

Vector3 direction = followPosition - transform.position;
direction = direction.normalized;

Vector3 velocity = direction * ENEMY.GetMoveSpeed();
EnemyController.Move( - velocity * Time.deltaTime);
PlayerScript. Damage(ENEMY.GetDamage());
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*RUH SULND]DQ LVMHPDN NRGD SULND]XMH IXQNFLMH
VOXalBURYMHUX RNROLQH JRPELMD LOL GXKD n&hjeRYLVQR
Varijable udaljenosti, blizine i brzine pomicanja definirane su u klasi tipa neprijatelja te se s
REJLURP QD QMLK L NDONXOLUDMX 5D]JOLND L]PHYyX NUHWD
GRUL QD EOL]JLQX &kDj€ nCoIndblDES®N DW LG X K G UuddaljghbstR GUH y H
RG LJUDpD L QDSDGDWL 7LPH MH PQRJR WHAadimdeDpX XK
ODN&H S§jim&nddd zambijima.
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5. . RQDpQL UH]XOWDW

.DR SULND] NRQDpPQRJ UH]XOWDW SO DW HUWMHIKE DFORYGH D
nastavku je prikazano nekoliko slika izrezamhlikom igranja. 6OLNH SULND]XMX NF
izgled glavnog izbornika tedomVYDN X R G ]DP L a Otigko@ lganaODWIRUPL

Slika 16: Glavni izbornik

lzvor: autor

Slika 17: 3 R p Hs\ijeD

lzvor: autor
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6OLND Assiped 1D O O 2

Izvor: autor

60LND -5M4FIGVYLMHW

lzvor: autor
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60LND A*KRVW?3 VYLMHW

Izvor: autor

60LND A=RPELH® VYLMHW

lzvor: autor
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6. =DNOMXpDN

8 RYRP UDGX SURAMNXRMXP@PHNMHBHPHQWH SODQLUDQMD
UDpXQDOQH LJUH 2EUD]ORALR VD hithg podtaiti D pitkoBkl RFHV S
WH NDNR WLS &4DQU L LGHMD LJUH GHILQLUDMX QHNH JOD®
XVSMHAQX BORWIBGEKK NRUDND .RULVWHUL DODW A$XWRC
QDPLQ RVQRYQRJ W IR REAHINIIRGNRIKazao na primjeru jednog od
neprijatelia X LJULFL 5D]JYRMQLP RNUX&AHQMHP A8QIltaddaL GHM X
sam kreranmPRGHOLPD GRGLMHOLR & VNULSWH L SULNODGQ
povezaou cjelinu 1D NUDMX VDP SULND]DR UH]XOWDWH LVMHpPpFLPI

ovog rada.

.RQDpPQD YHUJLMD LJUH A30DWIRUP (VFpifjeejedi&@ NFLRQ]
RULJLQDOQR R WRIMIID WHIQE DISIWBHY OMHQD XSUDYR SUDWHIL
UDGD *ODYQD LGHMD L SULpD LJUH MH RVWYDUHQD ]DM
PHKDQLNDPD LJUH QR WR QH PRUD QXdh@sRo pGDjppuvo. GD M
UD]OLpLWLAKJ R EIKDSL MHYHQMD

A3ODWIRUP (VFDSH3: RRAGDVWHHSERGDWDWRRYH YUVWH ¢
LIDJRYQLMLP VXVWDYLPD L QHSULMDWHOMLPD 9UOR MH O
PRIXUQRVWLPDPDPMHDMDNRYHU QRYH YUVWH QHSULMDWHO
MH L SREROMADWL WUHQXWQH PR GH O Hakbo X b LG)R.GVOLWM. R@ ROYMiI H
i originalnijom.

SULMH REMDYOMLYDQMD LJUH QD W W3R a&WHDV WSIRUWDWDHVER R
SURYHGHQD RG VWUDQH NUDDIQR IEK NRIUXWQUNGD ONHM S R \WUHDY
QHGRVWDFL NRML VH |IDWLP SRSUDYOMDMX 1DNRQ WRJD L.
DaAXULUDWL GRGDYDQMH PsanB #veiudlXiQ haknaBn@rDpoptaRcima. L L O
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