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FPS : Micro Game

FPS : CREATOR KIT
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v Health (Script) 0
ﬁ‘
Max Health 100

Critical Health Ratio 0.3

Sipublic class He  MonoBehaviour
{
[Tool tip( “Maximum amount of health
public float me Ith = 10f;
[Tooltip("t atio at which t critical health v
public floz calHeal thRatio = 0.3f;

public
public UnityAction<f|
public UnityAction onDie;

public
public
public

public
public

float currentHealth {
bool invincible { ge

bool canPickup() => curr

float ge

bool isCr

bool m_IsD

public void Heal(float healAmount)

{

float healthBefore = currentHeal th;
currentHeal th += healAmount;
currentHeal th = Mathf.Clamp(currentHeal th, Of, maxHealth);

/] call OnHeal action
float trueHealAmount = currentHealth - healthBefore;
if (trueHealAmount > Of && onHealed != null)

{

onHealed. Invoke( trueHealAmount) ;
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Parameters
End Scene Load Del 2

End Game Fade Can s2EndGameFade ®
Win

Win Scene Name WinScene

Delay Before Fade ™ 2

Delay Before Win M« 1

Victory Sound 22 Notification_Er ®©
Win Game Message @ WinGameMes:®

Lose
Index 1

Build Settings x

Scenes In Build

v FPS/Scenes/IintroMenu

v FPS/Scenes/WinScene

v FPS/Scenes/MainScene
v FPS/Scenes/NY_demo

v FPS/Scenes/LoseScene 1
v FPS/Scenes/LoseScene 2
v FPS/Scenes/LoseScene

oS WNaO

[Header ("Lose") ]
[Tooltip("This string has to be the name of the scene you want to load when losing") ]

public int index;

else

{
index = Random.Range(4, 7);

m_T imeLoadEndGameScene = Time.time + endSceneLoadDelay;
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https://youtu.be/nbwya9dVvvI
https://youtu.be/nbwya9dVvvI
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