5.1 IRA

AR (State) 1 T35 PR X AR E O T ROZ AT 3h . BEATE W g T
ANTRBEADFT A, BN, JEBE M € (None Player Character, NPC) FJ R 2 F
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ARAE BUE RBIRETIF,

TE Bolt 11, A7 an ~ M ARSI
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B A A RS B 7R B A o 7R R A PREE SR B P ik #F Create—
Bolt—State Macro iy 4, BRI AT A i — A RSB L 4l 5-1 Fis,

A D3 O i B — A 5 2 A FF IR RS (Start State) SR AE AR ZS B B IS shtk
o EHEX —m Rl A AR IR S IR R B DO iR . SR SRS s a0
R, 5REEAHBORSHLAF . Bolt aiF 2R SIRE ., XEWRE AT LIiL
AT A AR S HLAE [F] — A B iz 47, HE B AR A s A, SR, 75 R 2 8U% i
T AR E A E R

AT DL AT RS R fd J 38) JA RZS A  d , AN4E  HT AL T IR RS AR
AR SN 5-2 Frs . SR AR ZS O BE B WA AT % 4 s PRA T AT A 4584
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K 5-1 #57 State Macro K 5-2 AT =R A

RS AR 10 TR J2& B A b A AN 22, W] 5-3 iR . X 2B XS DI RE IR AT s M, HJ& — Al
BARSH T B, T RAERROR S 5 K B UL JF J i Edit Graph #2147 IF & i6 W] AR AR
B RORATTERNRER .

F 5-3 REER

5.2 WilRARE

WAREWEERERERE P EHM A FAmI R, BOAFL T W REEH On
Enter State,Update #l On Exit State FH4- 570, WK 5-4 Fin, HENEANT T XEE 4
BTG DU AT DA IR 5 28 0 R Al 5 0 R R BT

TEPE 5-4 76 AR TS b i) LU B B FTE IR R p RS B b TR iR AR
& 5-5 Fi7R .
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K 5-4  WARSERIAS AR On Enter State,Update #ll On Exit State {850

AT LA P T EA A T S TR B A [ A BT A TR A A A A THUAT 24 A e 1Y R
S, AT LA 2 B IR 28 A9 B AR 47 22, A 18] 5-6 s

P 5-5 il Pl 5-6 2 kbR 2 B A 0 A 418 L

AL 22 e AR i 11 S v 1 i U TR OT, A TR A . B
WS T =40FM, 7EIHEARE (On Enter State) B}, HE A KIS HSCRSR B 75
B HPRZS (On Exit State) I FEAR S B — AL H e 03B Z T da T SRS 4 73 s R3S
I AR 2 P Update., 33 030 3 B A A9 45> PR8I A SRS AL 155 2l R 28 it
Wr . XA P B AR B 23 45 TR A I R S8 AR ) . ] LA P A0 BT B A BR

IR AR 8 2R TRORAS . MR FENXHE T, B -,
M2 — RS Yk A B ZORZS I R A& B P I iR . B ZUR SR
I o 2 PR A RS TN e R Ak T AR SRS

5.3 REEAM

B4 (Transition) J& 3 SR 2 L DLW RE 16 SR S B 0 e, 220 el 5% 4, o o ROIR S OF
TE S B P BESE b % 8 Make Transition 74, 2RJE, B di BARIRES, @ . — 5,
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& 5-7 fi~ .

Pl 5-7 sy —A ik
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AR — I E R T . I ANTE R A P TR B P B A A — S [l L an ] 5-8
Bz o ARG Dy R Ry i B 4R 4 R ol it oy SR S F . ORI S H RS —
A AE I A BN o 2R U B 3 sl Edie Graph $2 8 L T LU 564 B R 47 9 4

P 5-8 A A A 2 Y 1]

BOAEOL T e 4 Pl A T 2 A 141 5-9 BT/ .

IRZS fh % 28 55 (Trigger State Transition) BJCE—4>
FERBATT B VR SRS B2 I Y wi S e ik AT o 5, T
A DA PR 2 48 P51 v (8 A Ao BT 40 S 000 SOR i O kg
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[ 5-10  He 4 R i

e ARAR ) SO A AR SRS T R B9 A 25, AT LB 26 4% B A .00, OF 76 RS £ 4%
H i i P A AL, B 5-11 IR

Bl 5-11 [ SRR AR SOIRZS [ v B A 28

24 0] B ACARZS IS, A2 SRS & A s O RE T A 5-12 B,

512 TEACIRZS [ e 4 i B

WNSR VA h e e o3 E B AE SRR AL, D) 2R 8 4 08 1 A 1) 24 B R0l AR A O s i, R
IIEOL T B AR 2 e AT WY . A0 2RO AR I 5 T R 2 B35 = ), v] LL7E Unity
o A 1 S A2 h % £ Edit—>Preferences iy 4 7R Unity Ja 45 10 7 251 % 0, 7€ Bolt 1
HH ) State Graphs F/A] 3 Transitions Reveal & #HEHE , T 2 H B 7R 86 e i B, 3 0 5 19

g s inE 5-13 ix,



5-13 RS R R

A RS 1) B AT R T RE R A Y. A IR A IR AR S B4 PR B SR PR B %
Make Self Transition fiv4& . #1401, AR E —DBAKEZ , & 3s BALE B H bR 3] — A4
BEAL A7 B, 2R 0 P AN 7 5-14 o .

5-14 R R I

JE A FOR S e 0 U T I 18 5-15 FIw

B5-15 1 BORAFEHe i it 4]
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TEACIRZS B ) B BOR S F e PN 18] 5-16 s .
A LA — ARSI N 22 DA B WO B AT R 00 L 8] 5-17 Fro . AER e 2 [ A R e
P& L LU T A6 PSR B PR e 1 T IE 0 A B 46

Bl 516 7ESCIRAS Rty 1 FoR 25 5 e 1 517 1 — ARSI 2 A Fe
A W)

5.4 R&EHOC

AR ERIT (State Unit) 58 21T 88 B TT , AH & % TR B A & i & BT R
HEAIRAS B BN A I i S FRos

TR 2 FARS BT, 7ERO 2 36 8% B % £ Nesting—State Unit it 4, S5H®H —FE,
AL RIS 1 s B o A A 25 P 9 Edit Graph 3 HLFT IR E Kl . 227 (Macro) A R &
BATT , AT LUK 22 % 77 4 20 B B o, o w7 DL MSOR A $R 2% rh
B S s R

ARERIT AN & 5-18 B, A7 PG A 45 1l g A o 11 oK $8
AN AT R B A Ik, DL K P AN DG S 04 45 5 i o 1 ok 48

EZ 5 B4
SRS IR IR LR N &R A SN IR SR RN
o BRI R R R A RS R e AR AR I B 5-18 R HIT

HAETE B .



Bolt 3Z#F Unity TR ZERL, BOAEO T . BRI A 4k s b H4g
T ECHE WSS AL BN Unity X 40R A2 09 BT A3 2884, Gn 2l 7 . Mono 174 F1 7] Fi
GRAR X G . R 5 A i AR Unity 2884, 7T LIFE Unity 95 4% 19 38
R % Tools—>Bolt—Unit Options Wizard Ay 2 W INE . 40, n 5848 fif
FRZEIE APT A, 7T LA N Unity Engine GL 28,485 $d5 Generate %4 .
IR AR R R B A e R PR A 8 SO (AR = O s ) L TR E R E
LT (Assembly Options) FEINE

Bolt #& 4t T — i 511 APT ofe 4b # A7 4t , o0/ 4R B el 15 8 A8 o i, T A
RS X T, A X SRR T LU Variables B4k %5 . 40 .

Variables. Application. Set("score",100);

6.1 BRI

Ui A B R R AIE A KSR AL S LS BAR
Pl DU AT AR

var graphReference = GraphReference. New(flowMachine);
BT B W 2 B AT R AT R I 2 A ik .

var graphReference = GraphReference. New(flowMachine,

superUnit) ;
E s Rt s EIE 51
Variables. Graph(graphReference)
Vil 4 F i As i

Variables. Object(gameObject)
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Vi) 37 548 it
Variables. Scene(scene)
e
Variables. Scene(gameObjectInScene)
sH
Variables. ActiveScene
Vi 1] i 2 P AR
Variables. Application
Vi 5] £ it 200 119 A5
Variables. Saved
SRS B A A FRSEN GetO Tk
scope. Get("name") ;
A AN R RS T BT s i e AT, .
int health = (int)Variables.Object(player).Get("health")

FRCE AR R B A X R AESEUN Set O J7 ik

scope. Set("name", value);

DR Dy 72 AN R i S TR 18, I DA AT DR ATE ol {4 328 25 2 — A28 BV > i g
BURY . AT A 0 RAFAE RS 4 1 Set O TT 5K E L — A it
i hn .

Variables.Object(player). Set("health",100);

TR AR R O LI A SRS E IsDefined O Jr i
scope. IsDefined("name");

il .

if (Variables. Application. IsDefined("score"))

{
/...

}

6.2 I} API

=)

H e

Bolt 24t 7 — i B APT ok MEIAS fih % A % L F . 75 2 — DR 7 ik

CustomEvent. Trigger (targetGameObject, argumentl,

argument?2, ...)

S¥NEIES



T UAG AT R I SR (SO AR ARG B F AP it i 15 X A~ A X3 ot —
ke, IE 6-1 iR,
] DU DL AR fih %

CustomEvent. Trigger(eneny, "Damage", 30) ;

6.2.1 Ef

Bolt Al LA I H o (AL ] A 2 A | s 18 H 7
W F B E, fdn, w] U TakeDamage O 5 #: M Bl6-1 FEXFRHL
H E X Player 25 A1 51 05 .

using UnityEngine;

public class Player:MonoBehaviour

{

public void TakeDamage( int damage)

{
/...

}
}

R, HE X Player 25 8Tl 6-2 iR,
0 JR 5 A AR I EE Ay 4% 5 B TakeDamage ) J5 35 8% Player 2%, 11

using UnityEngine;

public class Player:MonoBehaviour

{
public void InflictDamage( int damage)

{
/7.

}
}

HH 2 B TR AR FE 27 10 AR M 210, Bolt B 1) 5 ) /530 56— N2 45, A 6-3 iR, 2
HENEWMT.

Failed to define Bolt. InvokeMember.
System. MissingMemberException:No matching member found: 'Player.TakeDamage'

6-2  H & X Player 580 & 6-3 4 Take Damage 8170
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