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3, Player.cs BI4<g3THF ( & 0.22 ),
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Create¥e
Folder
hwm i
__ChScopk FERE

@ Project

i Crun_‘[ —

B FRB A Player £/ T Playerfii &

{* B 0.21 #m Player iz

KAEIR
© Inspector [
A Player Import Settings

1 b e B e e )
EVLL k&N .I"‘m :

o T S s~
= 1 Aoty CShary.

ge
- Exscution Order...

Importad Object

using UnityEngine;
using System.Collections;

public class Player : MonoBehaviour {

// Use this for initialization

it caome. -
; o ﬁ’i Open & ﬁ L'M;MMmm‘mmwumm ‘ :

@ o aaec )

P n powea ()

@’Tpﬁﬂl. Player csBTHF
I

FEII E AL Fp X AR It BB % 73 35 Mono Develop 48 8%, 135E% 7] LIRIE B C rR/ES R
EEEH PRIk

Mono Develop JaghLAR, ibFATH B T 5S4 Player A<, ¥ — jump_ speed i
5, HEE Update J5¥k. Start FEETLIEAMIEH, ETFRIE, HskmEn,

Player 3 ( {§% )

public class Player : MonoBehaviour {

protected float jump_speed = 5.0f; —| AT HERE

4 @ 0.22 /33h Mono Develop 453§
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void Update () : ;
( S RIE M
if (Input.GetMouseButtonDown {0)) '

this.rigidbody.velocity = Vector3.up * thia.jump_spéed; - ‘
} ‘
} o bR

7E Mono Develop F 48 52 E, AU HMMRE A BE s sh AR, RIER RFEET
Mono Develop T E A=A 3k EFRRIAT (& 0.23 ),

}

Flle Edt View Search Project Bulld Run
ODB=Ed) «# & 308

REXHSE,
"t OHK

I E] Player.&)I_

uton |
& [ Solution osarai {
= [F] Assembly-CSharp i f@Pllu!eliNgsSLef:q

023 RIFMAIH

ZERA MR - EZ KRB EENEN, CHAT - RERERE BT, £
FERIEE, —MRIES T RATEREE G A ERRFTHE .

M Unity 448 —*+F, Mono Develop FUNISRA XMHFEMRT, WwEREHNSXH 4GRS BR
T £ 5. MARBTHHRETRFRESER X 5, XHWRET, “*7 H5HMYN
%, R REFEE A AR S aR A

HIER T RAEBITHERATE S R RFOATA X E BRAERI ST 18] .

BBUF LG, AR 68 KA RN E) Cube HF XX R b, 8 MIF B 41L& o
Player Jil4<#5 B2 2 RALE Y Cube X5 L, XFEFLAT UL Player BIAARMBN /N st g,
PR TE AR N % BEF I Player 7% ([ 0.24 ),



16 | #0ZE Unity E

BRILE HBEHLE

= Hierarchy q @ Project
Create ~| _ Create ~|

Y4 Playerfl A # 52 F)
Cube

° inspector

M [Player | PrahE Cl Static v
Tag umn:d $ Layer [ leault

1 E0.24 WHXFME AR

BXEshER. T REZRE, DN " iR (& 0.25), X2FARIAZm
AIBIA BT T ISR

RERARER

T HE0.25 REERENTRERT

Unity 5 f2AR 5 P2 0 A VA5 0 16 s e R R A S 42 il e e v 5 ) 45 R Sh AR 4
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% 0.2.11 {BEIFRIIRMEF

& Cube 1 Sphere $X#¢, W BB 4T # iR X A7 B X R R KR B FR. THEBLL
BRATBENIBCHIER T 8B F .

B REME R Cube, HH R ANEAFHR AT, ZFCARKE T 4HERE,
Cube B4 Player J5#& FEI1 % ( & 0.26 ). [E2E, 1HFE Plane B~ Floor, & Sphere 2% Ball ( &
0.27 ),

BHME BERUE
= Hierarchy "= Hierarchy
Create”|
- |Play J

% #Cubefz,
BRmE

$#2Cube A Player

{ FE0.26 #B&FR Cube A Player

rchy

TEBUREX R B FR

1 E0.27 &M Sphere, Plane thififEk

0212 SEHFMIRAEE ( fI2HR )

BT B X SRR FFIAH (R BT E X o S (S P Ak A5 B0, T i BRI Tt ke 2R ek 3 42 |
. HLAEMR. 7E5HRERFERFERK AT Create — Material, BEATLLAJEE—4 1 New
Material F93, 1B /)4 2N Player Material,

4N SR A HETE AR o K B 7R Player Material, &%k #7351 H ¥ I8 51 4 Player Material, 7E Main
Color XIAEAMA —THEAWEL . SHHGER, HITHFREN Color M FIERERE O,
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EREEE DANANERGER, SEHEPHLERE. B EGER RS /R A%

PREIE., RBRSEBIGE CHERE O,
BTk, w5 B 9K F% Play Material #i 5.5 2 & LB ) Player I, X EWKEIL Play

Material 43-BC45 Player, WNtt—3K, B AT R Player SEAERLLE T (& 0.28 ),
K FA [R) R i 77 B 2 4% €6 B9 Ball Material F135 589 Floor Material, 3435 E 10 EL4
Ball F1 Floor %142 ( /& 0.29 ).

1 . 2
EREMEPRRRTE < .
e kit 't 6 B 5% h Player Material
RAEIR BEEEE 0

© Inspector f A W M

‘ Player Material
Shader [ Diffuse .~ -]
MainGater . { \
[Base (RGB)
Tillng.
wil 10
vy

BRIE

= Hierarchy @3 Project

Create * | | Greate |

Ball € GameScene
Floor ) 2
Main Camera )

Player =~ o

¥ Player Material
£ REFPlayer b

FTROBERET

T @028 BIR/NSTREOME
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1 £1| 4 &4 FBall Material
HIGH S EEBalli 3 R

2 #1132 35 5+ FiFloor Material
A5 = A B FI Floorfak X &

T @029 fE/IRKFMMMEF R

% 0.213 iLEEERASR ( SIENXE)

A R EA L, Wk B E T RS SNERRE, I BNy PUx S )t S 4 8 A B RUR
TR AT, LR SRR . 7R O TERSE B KK s GameObject — Create
Other — Directional Light, #II—A~F47% (& 0.30 ),

ﬁum%ﬁﬁ

T H0.30 fIEFETH

Xt Wk 23 (8] g A F R UL, FATOL Directional Light JB 5T H B E AR R R — 771, 7
—MRE . BT AT EH AR R, BT THRIEFE, RITTMEEK
FE—EEHAE.

0214 FEFREEARST (AEEMFLE )

w5, BATRE RN E e Rt (B 0.31),
TEH A TR B KK s 5 File — Build Settings..., FTFF4HRE 4 Build Settings FI4RiFi%
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BEO,
fE Platform 1 & Web Player, 3% Switch Platform #4H, PC and Mac Standalone £ flll %)

Unity R0 31 E Web Player B, XHREBE LG, HiFHEMBEGEMITN KR Li2TH
3o AAABATEBATEAEBIATICM:, FATHRE IR T IR 8 2 i R
SRS E % O A9 Player Settings... #541. AALER 8 B KAEA Player Settings, Per-
Platform Settings F 7 H-HE B /<& =M. T BA N EA HIRPRC R RE0H7E
Resolution Y Default Screen Width 1 Default Screen Height A 640 F1 480 H KPR EH O,
SRR ZE T JTHY Free Aspect U4, SRIG7EHBLAY T ISR 2EFE Web (640 x 480 ),
S ITIERE, "TLAE B E m 2 i/ T — B (E032), ZEIEFEMMAEREN
GUI W EHEE, W%/ 8 7E9) 1500 i L 3K T B R T .

B O3S

) Unity - Untitied - osarai - PCandM;Mbne
( Eile ) Edit Assets GameObject Component Terrain Window Help
EIELE (W EIR
i R & HFile—Build Settings- - dor _ S

¥ Default Screen Widthi& 4640,
Default Screen Heighti% 4480

! | WAL E
€ Game
[Fres Aspect W - | S

v Free Aspect
5:4
4:3
3:2

8 6:10
5 & Web ( 640x480 os
Web (640x480)

@031 PARFEREEART

= iFree Aspect
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X B T B LT

THE032 HREAMRTREEL

+0.2.15 /NG

LRLERWERIT KT, MRAE RSN, rREm EgA2AEMEr. HE
Unity AIESFHER, AVFEBCERF/INTHF/NRIXSETT WY, A5 L RS T8
shtE. M “PTEMIE (40F )" RN PRI AR )" &, & Unity AEGHFEIF &
77 B —MRKRE X 5

Unity A 5320 T2 5 FERHEINRE, MAEMERN E, FFRA GBS RS Bk A 4T
& HMAFRIERR, X Unity B — KSRl ARERREJG 150504 5 A28 el o FH B A4 4 72
LA — MU A R

03 AI'#E () —iLisERml Tips

+ 031 HE
HAEBBRMATEHS TR THE, IFHEIE T/ SR/ heRix sk x 5. il iR
IIRRASSCEL 1 /N7 R Bk . BARIDIRELLECHI &, (HR W LU E e BRI T A Unity H k&
TR HI R AR
A TEXAN R EMAARE, T ELERITFE— 588/ NI RA/NRISHE

% 0.3.2 ib/MEKTEEESE ( YIRIEBhANEEE )
HAENREFR LS TR, TERIMMREXMEEE/N TR KE, I TS/NREEBELIL
iZ3f, FFERIN Rigidbody 4014, [FBTHA L E R E—~1U4E Ball B4 (& 0.33 ),
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1 % Rigidbody 48 £+ 1%
Ballifxi &

£ B Ball B A FHIG H R 02
Balli#xk 34 &

#h0T Rigidbody4B#F0
Balljii &

RAER

© Inspector

a & [Ball H:]Staticv

Tlgt E_tg_,md 0[ Llyer Default

1s Kinematic o, 2
Interpolate - [Nems |
Callision Detection lﬂ!ﬁﬁi!llllllﬁl
|| > Constraints '

{v Dﬂuﬁl(mm @ ‘ :

{* B 0.33 ¥ Rigidbody A #-FBIZA N EN/Nek

BICHXL BT ERIER A ERBER (L) b S EEss” f b/ ReEsk”

XN,
AINT Ball BALLE,

5T Start N T &%,

Ball.Start 773%

void Start ()

{

}

this.rigidbody.velocity = new Vector3(-8.0f, 8.0f

BEEE L FHEE |
, 0.0f);

WAk T eRfe . ZNER o) i i 2 € 2= ([ 0.34).

INRBEMYL T E

T E0.34 /MKRIHET
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% 0.3.3 BIEKE/NK ( FIZHFEEITER )

B TR A E TR A L T 1 A/NERI B XOSSRIEIEAE , 53 M E T/ Nk B A7
PRGKBRES RO . 1 TORTRATEMBER, LWk b AT LURERS A5 /R

AT HEAERERT IR/ NBRXT R, B SER E/NERX R TR

s EGOE ) Ball TUHE S B9 H LR . 350 E WU ok B Ball B, SCAZEMIA G
FHRERMEBIL . FE, ERUNE ) Ball TUCA LA (K 0.35),
BEHIE mENE

= Hierarchy

[ ] Prcuact
r cnln '

W leur mmzai i
15 BallHEs B Z| : L

EHUE ENE

@ Project

RI07 Ball
Ballfy3X A& :
EREE @um Mmml
— — @ Floor ha&mnt :
‘ ) GameScens
i Player
ﬂ Playsr ﬂmnnt

1 @035 ¥iig Ball 3§
I H LA A Ball FRHE R B RAE S, TURRRFSZH /N5 (K 036),

maml

------

¢ mrmmm

£ 7 BallF xR 3T %

1B 0.36 MHige@IFRTR
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P T3 85, RITMEBIEE A S e BN FREAYER, M o a8 iR &
B, FZR Unity PRABEMNHESS —, HiEEFLEER,

TS T — 200, BRAOTEMBRATA B/, BIERVIEIEKN/NRBAT—H MR, &
THIRERNBEES T GIE H/NBRX TSR, FrLAEHUC MR .

ETRBRMNEBUTIENEF. BREFHEBEET 2RO E, AR A
Ball Prefab XK R M4, it ¥ N Prefab f5 ZRARA TR LAEHRA .

R, EXH/NRUASM A S bl AT BRI EHr a2 (B 0.37 ),

nEHNHE

[ s
(S project GRS AR
D —
Fig&Floor 8@%

- & Main Camera

. Fi&Directional Light :

‘¢‘*'

TR P BRI R

B 0.37 MEAHKNHFRARMFITIIR

X FABLEAE W Xk U — KB XT R, HA—E BT HRMRF LT TH
B, TEmREAENRE RS R P RIEEA RSSO, HRITE,

034 EEHMEHNE

FE#TRXE, BHREPELBRM T HFEME. E#T T —2£FEZAT, iLRI%EH
SO I X eI H A28, 770 H MLE A L AR RS 2 Create — Folder J5, W HWE S
WA —A I, THEAF N Prefab (& 0.38 ),

SRIG ¥ FX Ball Prefab #i 813 Prefab (43 T (& 0.39 ),

Ball Prefab ##35h%| Prefab X{4£3& F ., 4N Ball Prefab itk B/R, &=k fids Prefab 3%
K =MEEW. EEEEMBTHZRBEIE Prefab 4T .

15K [FFER 77 A& Scene, Script. Material X3¢, FFE&I0 H B BIHHN B 49T
(& 0.40 ),
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i S
2Tk Prefab
i e
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{ M 0.38 & Prefab 3rfk

TEE EE

@ Project

$&Ball Prefab
#5 8.3 Prefab

Ball Prefab®z1%E| 7
Prefab™

4 B 0.39 4§ Ball Prefab #BahZ3c kT

O iscenexctin

g

T E040 WEMBEEEEMMMIHRT
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% 0.3.5 ZH/NEK (ETHEEIZEBFHITR )

BTk, RIMKLBEHTFEHRDREFSHIFEERNMN R, EHAOTHRLEPRRAE
GameObject — Create Empty, - H 4% Fri% & Launcher Prefab ( & 0.41 ), B b5 ¥ X H 4T
s, FrLA—JFEAsE7E & PR/ 0 L Prefab,

AT ZRATEI R AR LEXT R A T AR B, XRE— D RFIETAGE “JR5R" B
G MRA/PREHFEFEAMITEYRBEE, EXERIEAHEXENRA, 23T
—AEA U IT R . Empty BIRE =", EFEWLHCEEEANR STEMIEY RAMF/ "5
AT

A B IZIEX X AW R TIR

SRJ5 A3 Launcher fiiA<, 345 H7 % Launcher Prefab B, ZBi/4R B9 B R4
i B R B PR S L, ERERNREES R, FLOFEMZAH R 2|0 5 9 E
HE TS L RIAT (5] 0.42),

FOTEREE
€ Unity - Untitled - asarai - PC and Mac Standalone.

— et e

[Fle Edit_Assets (GameObject ) Component Terrain _ Window ﬂe]p

BHM

= Hierarchy

| Create 'L
Diventmnal light Pnﬁb

m*‘s'amen Pralab.
Plaver Prnf.b G

#< R &5 FGameObject—CreateEmpty

A LT SRR R

: 71%%*«?&3Game0bject :
#Alauncher Prefab

nE#HA

@ Project

J Create ~ [

» G Material

> & Physic Mmrilf

¥ (8 Prefab

G Ball mm o -

(B uunaher Prefab
(3 Main Camera Prefab
€] Playor Prufl'b
> Scene. :
» (& Script

HITHIE

 E0.41 fIE Empty B35
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03 AN#E (T)

1
fic i 5. Create— C# Script

BB T ZHCHIIA

$&Launcher#s &2 3
Launcher Prefab

0

%%ﬁ&%MWma

£ @ 0.42 fI#& Launcher iz

BT SR i B A0 F A 4% 8 Launcher I 4<, B& T Update kB A2 4, BT
ballPrefab ZF &

Launcher 3 ( 5% )

public class Launcher : MonoBehaviour {
public GameObject ballPrefab; 7‘ INERTRIS

void Update () {

if (Input .GetMouseButtonDown (1)) { AHBGRGREME

Instantiate (this.ballPrefab) ;

}
[ﬁ'JE ballPrefab B"]E‘f‘@

Instantiate &3 5 Bl A BT S LB k. Aad, BHASRIF84 X ballPrefab A5 &1 TH]
AL RIES . BT LR TR L AU ETERAR AR - ballPrefab 25 B T HUEXTS(E (& 0.43 ),

M H #EE H1 3£+ Launcher Prefab fli%. A LAE B AL EAR 1 #9 Launcher(Script) $%
/"7 Ball Prefab T, ARG A FTA public A BECKAEX B H ., AdHasm
HIAE B BRIA /R A None(GameObject), M BRE IZTEIA AR PIIE

I 5 ¥LE F % Ball Prefab Hii% i B 25X B .

A3 15 BLARAE B L AT LA g T Ball Prefab 45321 415 8 N7 A9 EIAR . Select GameObject
B O HFTIF, X B33 Ball Prefab H1A] LA AR B AH .

XA AR B TIRE A RS MO k. HhEd R mR Bk, MR, SORS A
BT BRI H B .
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AL FUGEITHER BB, AL E B ST FARA e E, Faght—4/hek (& 044 ),
XHE, HT BN R X AT, RATIEEZA i Instantiate J7 35 4 B WA XT R FR R €
B, 7= A LB S BRRR A SR HE .

@ A q:azmauncher@
AEAE RUTIR

@ Project © Inspector
|LGreater| @A <4 [ [CouncherPrefab | [Static ~

Tag (Untagged 3| Layer Default :
PR S e T ey Gl

$$Ball Prefabis 8%

Ball Prefab ; 7'
| B3 Gavint
TIWERBIENTSE -
@mqﬂﬁ&munche@
LA @R & ?ﬁ&ﬁ&‘ﬁ

© Inspector -
‘| | [Launcher Prefab | O static ~
Tag | Untagged _ 8| Layer | Default $)

T EHENS S NER

1 B 043 HAWigxtER Ball Prefab B{E

@

RERIFGR

- e .'" v‘,l a - IX: ,'
e et S . S )

T E044 SEHBEGHNK
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0.3.6 MEREESMYINEK (BB BRI R XA R )
RATHWRIVIER — R R : S h /NGRS K o B e IR A B 1 e R 7

ZHMERET R — HA X —F K,
KAWL E A L7 Maximize on Play #2401, FKJEShiExR. XH—RBANENZTT

FHLREER R R A MK E R (& 0.45).

REERURE

FEFREFTE thAE B M ER

¢ M0.45 ERMEEETRMNERETHR

U7 AR S S A R IFR T R &8 B REERRE S, BAtG—KEE, BR
P R ER S in— Ball Prefab(Clone) WEE %15 . A VLB /NEREL 28 M0 HY WK 1l 1y =~ A, i
Wk Xt AR (& 0.46 ),

1 B 0.46 /INBRXT R AHMEBR

B 22 AN N R A SR B EE S, FFLLSES T LN, HE B T H{LBEEZA Ball.
cs 1IN OnBecamelnvisible J7#:. %750 A INE) Ball 2552 XEENIEEME.
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Ball.OnBecamelnvisible 773 ( #E )

public class Ball : MonoBehaviour {

(( mmstemznrE) |

(Fm. st gEB BT HERN % |

void OnBecamelnvisible ()

{
Destroy (this.gameObject) ; Jl T BRIBE R X &R

}

OnBecamelnvisible J7 % J& 7E i Xk X1 % % 30 2 il # 2Z Sb A 55 8 22 il 6 8 8 FH 0 2.
Destroy(this.gameObject) M ZMBRIFAEXT R Tk, HEBEAMNSHR this.gameObject, %
FX A EMARERATE 2.3 iR,

FRBITHERR, S&RA—B/NRBH EEZSh, EHRE T Ball Prefab(Clone) It #t K
ZIHERT (F0.47 )

Ball Prefab (Clone)#& ik T

{ B 0.47 MEREESMI/NBK

+0.3.7 B/ AREZHEB ( R ERERLE )

BT BUn e /5 / N r R i sk, B B Rt T, ANy S Bl 7E S ot BRI
EBk (FE 0.48), HEARINHAFEERXRNITA.
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T H048 /NHRESHER

AT BN RIS R ERUGRBE, FAREINT 54

® NhnEibric

® EFGIRICIE N false A A fRiFEBE
® R BkBRIE] M E REPR TN false
® & E b B E f EREFRIC IR true

BT ICIEE Player 7,

Player 2

public class Player : MonoBehaviour {

protected float jump speed = 5.0f;

public bool is_landing = false;

void Start ()

{
this.is_landing = false;
}
void Update() EREERME
{

if (this.is_landing) {
if (Input.GetMouseButtonDown (0)) {
this.is_landing = false;

{ FREHRIC

[

BERIRCIEE A false
( KRFht = E2P)

|

|

this.rigidbody.velocity = Vector3.up * jump_speed;
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}

(Fm. nxemmxgs suasmmn sk
void OnCollisionEnter (Collision collision)

{

this.is_landing = true;

[emm R RS tue
| (8 = ZE )

}

Ma AR 8 Rl H X 8 & A AiEiERT, OnCollisionEnter 8. 781 e
FHREARCHE N true. XFE/NFREEAGEES PEUWEMT .

0.3.8 ZFib/NFHHRER (HHIEER )

TFEREMRBE SR TN RAVMREOEASGRE, iERITRARSHXSH, Uk
TEREBL A RER/NER R AR R . RN RN T ik IF R BE AR SEE 1T T8 E OBUE, BT REREGE /)
T RAVNER R AR, X BRATAT LR AT HIE.

® /NITHRENIE : (-2.0,1.0,0.0)

® /NFHRAVEBEE ( Player.jump_speed FI{H ) : 8.0

® /NERIIHLE : (5.0,20.0,0.0)

® /NERIIPILA I ( Ball.Start 5% iEME ) : (-7.0,6.0,0.0)

HMNERE FEFE Player Prefab, MIG B AL E F £ £ Ball Prefab, R4 BI7ERI AR mIAR i
B/NFTRFMU/NRNLE . /N7 B2 Bk BE AN /NBR 420 o 3 BE 758 ot SR R A 1B 3

AR ECFE—TF/NFHRFV/NR B A RS G — & MiEshiE0. i sk R
[®iE3h ( Reaction ), @i LEME AR MR KR, HEERAEFRTEH “EE”, B
BE” UABRTRETEXT A9 “rhiliRER" FFiE.

RIMEZED], BB /N RA/NRAHE G ST RIER (B 049 ), XBATSYHEME,
BRIFAEHTFRITX AWK T EBLERATRIPH /N T R EIER:

BT H Y E H ) Player Prefab, fTHKHLE#R 4 Rigidbody #7% 7] LA % Constraints
M, SEEHN=/AFER, THEZ#—# 25 Freeze Position 1 Freeze Rotation, H.H' Freeze
Position F Tl kXt R B AL FRE EER L0 |, Freeze Rotation W T EEH A

HTFRMNAB/NTRE EFBRERM A A A MAT/E 830, E L Freeze Position
“X" “Z" RUEMEIEHREEL S, Freeze Rotation FHEINME “X” “Y” “Z” &%k (& 0.50 ),
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INFTERFFYG
g

B 049 WHEE/NFTRE ENER

@m thitt #Player Prefab>

& P FreezePosition 9
“X" “Z" FiFreezePositionf)
O G Ve

4 B 0.50 MHINHHREERE

*0.3.9 iL/NAFRABEF (REEER)
BUAE/NITRA e T o (BRBHEE/NTHASLBIE T, HE/NRIUWAREARH (B 0.51),

@ rzm

J'i‘i’F

./” INFTRF IR

¢ E051 RER/NTRINTE

U SRAEAE S /D ERBEPRI U BATTBOTE , WEXRE AR S aF . FERITE ek iRk
ABUNERREl, @SRRI R RSN ER”, SRS PE e R A PN X 5
“BR—ANEXT T
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YRI5 B ¥ E P Y Ball Prefab, WNZRTETIR, fTJF Rigidbody #5485, #f Mass TIMI{EH 1 &K
37 0.01 (A 0.52), Mass THFIREHERMNBHER., ANIFRTREERIER, Mass KK
YA R R EE 5, MR Mass HE/NOPIENIZE 5 B 32 2| v s BB s 77 191

@ #MEPikEBal PreD

RAER @ $$Mass{E2240.01

O Inspector

v Canstraints R ‘ T EDMERVNEREEHE,
Freeze postion [Ix (¥ (J2. /J\mmhﬂ ‘
‘Freezs Rotation Ox0Oy Oz - ol

B 052 EHHRTHEF

B TFIE/NERRRAE/N T, LA R AR/ NT SO BE M SE E Tt SZMR, /NERTEREE
JEMAE E#IFT .

% 0.3.10 ib/heksERURME (1REYEMER )

BT ERE/NTHEAEGNRE R ERE AR /MR UK Tz s HE,
BRIELABUF (1K 0.53 ), FTLARE FRBATHULE 1L/ NERREMS IR B BR BURIZ 3 FF

@053 MIRFEARM

HCEMEBM R, NI EME R Create SEH 3 Physic Material, XAT#4 —145 X
New Physic Material FU¥JEbT BT . #H 4 FRECH Ball Physic Material ( & 0.54 ),

AT RRfEE B A SRR MR, “DEME" AT MR mEERES
Yz shi X e R .

TEIT B ¥LE 4% Ball Physic Material J5, FEXG#REIHR 3£+ Bounciness, K HAEH 0 B
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mENE
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4 H 054 SIRMIEHR

KU TR
© Inspector
Ball Physic Material

M BB R E
Ball Physic Material

bk

4 B 0.55 BLF Bounciness {&

BRI B WA Fik$E Ball Prefab, HEHI7 4E A Ball Physic Material #i 824 48 i Al

Sphere Collider #7425 T #J Material ( & 0.56 ).
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B 056 GE/NREWMEBHE(4)

A2 184 R VE A 7T LU 5 i Ball Physic Material 7500 #9 B 7 B 45, X Bt Select Physic
Material & O 8T . EXA “YEAREREE 07 P n] LI TR E .
HRBITHN . SEXRAM, BAE/NRTE R A R 3T T (1 0.57 ).
EﬁﬂEBouncmess"‘I Eﬁzouncines =]
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9.8 iF, BLEBRFE Rigidbody 414 HR 1.0 = 1 KR EEHIYHELE S,
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BB T ARSI B, BT DRSS/ N TR . A 2SRRI AT LA i M 454548



03 AIN#R (T) —ibpkEE® | 37

FHXER

U/ N B2 B B B RSH L AT AT BR X B A& A&E T RERGE, A X BRAITRA R —FITEE,
BERMINESME. WRE LG, YEETHERESTRER,

FE 7T 1 T0 3 3% 8 F 4K IR 5 7 Edit — Project Settings — Physics, A8 R ¥ Y18 B 7=
PhysicsManager. # Gravity Wi “Y” EREEIRE—LL, ik 20 (& 0.58 ), HEEHFRH
HNBREBHFS,

T8 3G 3R T AR SS YR AR E sh i i BRI, At BRERAY R EE R/ NR G EIIE th B AR L
JERAR T o XAIFLL T ] LA IR T FIEE

® /NI HREEBH#EEE ( Player.jump speed FI{E ) : 12.0
® /NEREIVIREFE ( Ball.Start 7 ERIE ) : (-10.0,9.0,0.0)
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€0 unity - Unﬂftedﬁ m%aml -

lﬂle( Edit )Assets GameObject Component Terrain  Window Help

fik >R = FEdit—Project Settings—Physics
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& PhysicsManager

t : ] Tﬁ’ﬁ CEEE" , /\BRFO R
Fa ‘ ‘ - %Bjrg.’r’[%iﬁ—lt

1B 058 iHE “FHiFER"

% 0.3.12 AEFEIHLE

BT RRNTABREIIAE . Z AT — B TR T8 17 S, NEREH
A B — S LU E RS 0 T4

EREGIE, HRAEAFTABHIA—NETO, XRAEGIFERMET, ML
EEIXANED, HERMERTEIF Camera 1734 (& 0.59 ),



38 | #oE Unity E

BEHUE R
= Hierarchy © Inspector
| Create | 4 & [Main Camera Prefab | []Static v
U R Tag | MainCamara 8] Layer [ Defavic 3|
:imct;o':::;mht Brgtab Prefab [___Salect . Revart !!!! |
oor ;,-. =
ﬂcmnﬂ
ar;Flags,

sadmmund

Culling Mask
5 #Main Camera Prefab

Projection
Field of View
Clipping Planes,

‘#‘xm‘oa i

= $HCameraZihI= A
BAIRER

BHRUE
+ Scene € Game — ' =
Testured 1 RGe I Glemos * ; )

FIFFRBNMR S O
(BN EFIOHETE )

1 B 059 EREEHAE

AT RSO, T EMBEYIERE LM RRRSE X fhiert .
VAR R R IR B T BN e TR (8 0.60 ), EAE TAEPTERTANGHE -
Mg, GRAE TR BTN & BoR iR Eh T A AR 3 SR & i AR BERE TR

E?&IE

THRIR

REERETR

R T AR A

ﬁﬁi@if]lﬂiﬁﬁﬁiﬁ

{E060 BHITAMEEFETR




03 AI#E (T) iR EHB

4P 0.61 FyRFERAL AR I A EEB O BUE . [ 0.62 RRIASG I B/RBR. HRELE ]

LA R B C MBS 2 i B fE

® {i&.(03,-10)
® f¥.(6,00)

KBTI

ERALEHS
BEET--- - (g B [Main Camera Prefab | [] Static v
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Al W, AFEEHE O E PR - #) Maximize on Play & AHEEUERE OK T,

HERE B, FEERME P EEE Player Prefab, A LAZER#L MM A9 Player(Script) #78 T
F 7 Is_landing 7 ( [ 0.64 ). iX#LR7E Player A g SGLHY is_landing .

ERIE RHER

= Hierarchy DR [© iapecor
| Create * | w &l [Player Prefab — | [Jstatic v
B M % Ny P Tag [_Untagged ¢ Layer | Default ]
Directional light Prefab ratas e pave —L_ﬂ—__.l :

» ~ Transk 3 [FE3

> i Cube (MeshFilter) -

¥ ipfBox Coflider. - gm‘m
ol M Mesh Rend; . @
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E/Sis_landing i

BkEKiZF2 dhis_landing A
HEFIRES ({EHtrue )

BUBIRES ({EHfalse )

@ 0.65 &Rt is_landing TEREMHTK

FETRib/NERBEATRERE . BATATLAF RN PORBKE3E A false fHAY is_landing 7E/N
INER A ) R B MLE AR true (H T -

HTE3EERRAKGHIN, BRI RZEMEER . EREEYERER S i Fis
SRR A LR, X AMELL T R AR B S R & b

T TS EK Player A< Update 773,

Player.Update 773%

void Update ()
{

if (this.is_landing) {
if (Input.GetMouseButtonDown (0)) {
this.is_landing = false;
this.rigidbody.velocity = Vector3.up * this.jump speed;

Debug.Break() ;
} ! BERRET

BB {UAIN T Debug Break Jrik i . SRS AEARBR A BRIRI SR 11217 (18 0.66 ).

i, BIZATIAE 28 A Debug.Break &R EEHMIEIT. A7 @ HBARRESR S
1%, B A ELENREXT R AR B B, AT AR R R s

S R A SRR S, SR AR AT LU [ B L PR o 3 A T
FATATLAE BN/ N B FI/ NER R A BR8], is_landing FIfEAE Y true T (18 0.67 ),
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FE 0 b T Bl 48 B AR R
“ERT. ALEHERT
BEXOARENREM @067 S/hBkiEmmnEELTE is_landing EHIZE
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Manager.
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BT RBBUHA, & TS 1E 2k Player.OnCollisionEnter 77 ., X BEMMBE T Z A7

Player.Update 7735 H1 8 /i1E Debug.Break(); .

Player.OnCollisionEnter 7%

void OnCollisionEnter (Collision collision)

{

this.is_landing = true;

}

if (collision.gameObject.tag == "Floor") { —-@tﬁtﬁﬂﬁﬂ%ﬁﬂ%% “Floor" ( HEIR & )
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HRFEBIEXMER, 77H KZH Unity AIRTEFE T Ak, EMEINEAR i “HH" #4E
FEFEBRET ) R O RFT " 5, #02 Unity @ERTTE. 5 NLILICER &
ANTIRE, TN YRS TIREPAE R, XA RPGRER Unity BHER

0.4 Ci# H JavaScript 8933 L Tips

<041 #HE

TEFEATHEM C# F1 JavaScript BFPFP2E 57 APkt LA R MY TL S FEAT X He A

—ME, C# LEE A RMEN IR K, R, MERBARESRIEE L TF¥IE
B A B T & R, R JavaScript B &S -

BE T # 34 Chapter0 ({43 FH) CSvsIS L H B, 43R A C# 1 JavaScript 7+ & T [{l—
KWL He, it GameScene 2 C# FF &I, it GameScene)S NI Z{# FH JavaScript 7 & .
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C#F1JavaScripta %ttt
c#  JavaScript

E v “class & {"~ ")" Z[8] XHeE
TREY bool is_landed = false; var is_landed : boolean = false;

i XF TEE [= IAE ] X% var TEA [ K8 |[= ¥IA{E ] %
&ﬁﬁ)‘( float nantokal(int x) function nantokal(x : int) : float

; | EEEXRE RBE (28 function B¥E (S8) [ REEHE ) X

{EmE , HBEETBRIA K private HBEETBRIA public

i i public static float x; public static var x : float;
§§§¥§Zﬁx ‘ public static void kantokal() public static function kantoka() : void

\ s fnE static *2F B0_L static XgF
i : i * | GetComponent <Rigidbody>() GetComponent. <Rigidbody>()
REEHERR B < XHE > EHE < £HE >
Bool 2681 bool boolean
SRrhRkn string String
‘ i : private string[] good_mess; private var good_mess : Stringl];
o S this.good_mess = new string[4] this.good_mess = new String[4];
il ¢ this.good_mess[0] = “Nice!" ; this.good_mess[0] = “Nice!” ;

¥ A AR
$04.2 FEHENX

C# I “class K241 7 f1 “ |7 WREIKAEENLHE L.
JavaScript 1 1 NCHFBEARE 1| 12, HAFTER C# AR E XKML

C# I Player.cs

JavaScript [ Player.js

private bool is_landed;
void Start ()

{

this.is_landed = false;

“class Player {" #1 "}" Z[EEH2
Playerk89E X SEH

; private var is_landed : boolean;

function Start() : void

{

this.is_landed = false;

}

A

J TSR R Player X2 X H

T BE0.70 EMEN

$043 TEEN

C# PR “RE RRY = WIIRE" HEEE R, “=" MYIAEERRT LS8
JavaScript K “var R X : KR = YIIRE" WEX, T C4 ARE, ZEE UL

var i3k, REURAZRAE, FEMA " BF. RREWGRE, FRMAAER D RIFE,
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[bool gis_landedj:= false; I

Flarfis_landed E: bools = false; ]

(%2 [em  |wma |

[var ] Ex

ENET

XAFERILE

XAV SRR TIFOVIEE

@071 TREX

fE JavaScript AR EHE T ABIREY, FRESEERERBEREERER, XBHRAF

AR,
A RBNBITF
var flag; { (1) X flag T '

flag = false;
Debug.Log (flag.GetType () .ToString());

rL( 2 ) /A boolean #@ﬁﬁ]

flag = "off";
Debug.Log(flag.GetType () .ToString());

—{((3) 7 String % mRH |

PAT EEECES, 6 G5 DR

System.Boolean
UnityEngine.Debug:Log (Object)
System.String
UnityEngine.Debug:Log (Object)

AT LAE BRI (AR, 258 flag BFERIEBUE T

var flag : boolean;

o XU (1) 3N

it EE T AR, [UE TR

Assets/Script/PlayerJdS.js(14,16) : BCE0022: Cannot convert 'String' to 'boolean'.

( £3%48 string B# A boolean XH )
XERFAANRGEELETENBRERRT,

BARNERANREAERRTE, BhEEG2ZTNEER FEE. FTLURERREOK

W, ERAEFEEX FRAREEERMNER.

$ 044 EFEHEHENX

C# PRI “BREMELRR" “RPEHK” “SEH" WIRFEHER. 2492506 /HES SR,
HINEHERES O . MREG-ASH, WHE S ETR—H, SR KA TREL” WEX,
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A4 public,

©04.6 BTEBIBSTEHEN
C# F01 JavaScript "#/# A static {44 .

[ C# J ( JavaScript ]

public 'static' float x; public:static/var x : float;
publicistaticf void kantoka () publicistatictfunction kantoka() : void

& FistaticlB i &

TH0.73 BEENABSERNENX

% 0.4.7 EBFEMER
& A GetComponment Z LRI A H:AT, C# Fl JavaScript FERLFA “<" BRI LR
K. TEFHIEERZE, JavaScript PERERE “<” MBEHEMZEFM—PEFS ",

( C# ) L JavaScript J

EetComponent <IRigidbody£> ()1 IGetComponent '< ngldbody > ()
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@ var f function X5
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INFTER ). ERIANTEER P T QIR /N T RIEA S, RATAT LA RBLER S
M I H P& bk Player Prefab., #8404 7 K; i B Player(Script) #7348, XE B2 Jump
Height B9{& (& 0.75 ), B 7RG HEZ/ N RBGER S ERET .

HENE KALER

@ Project D Inspector [} L

| Create - | L@ (. [Player Prefab 1l

M;Emp‘?‘; Tag (Player __&] Layer | Dafaulf
Gd Ball Prefab ~ Transform .

(@ Diredtio & #EPlayer Prefab
(3 Floor Prefab
[ Launcher Prefab//
(g Main Camera P

TH075 MREH “ITR” FRIIR

FEFEH/ N B EER Player 5PN T8, AR R & S A A EBE
Player 3 (8% )

public class Player : MonoBehaviour {
public float JumpHeight = 4.0f; —

void Update ()
{
if (this.is_landed) {
if (Input .GetMouseButtonDown (0)) {
this.is landed = false;

(1) EskBiEsnEE (&% JumpHeight
e

l -
float y speed = Mathf.Sqrt( l
2.0f * Mathf.Abs(Physics.gravity.y) * this.JumpHeight) ;

this,rigidbody.velocity = Vector3.up*y speed;
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Player Prefab |
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%054 FEMLGIHETE
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Tag |Player. 3] Layer [Defavk 3]
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............................................................

T HE0.84 BUENBIFHER
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1.1 BENSB How to Play

vV ERNBPINWT
o X t-fEfE A BITE

Rt (;X) IMEH)

vV RERBRIXEEMN

o i BUbnik s R rch . TEEY.
® 7Efg 2wt | R AT RE LS i EIEY)
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v —REHTSTRIM

o Xt FHEMMHE MY, ATLGEE — KB H 28R
® Bk AP M iH \ 7 K HL

v ERFFRNBRINES
® HFrR YN BB RUE, 150 .

VvV NIRALRNKIR, ENHRBHRWM BoCIEM

o ELZHAEYE, MBNEYHESBEHEM.
® RATRET R UMIIFLE T R R, BB E 0 HIRIR

vV BHBRNEHAK
o — HX MY A&k, WML,
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1.2 ERaRIEFITERE

RiSAWEMFIERR, #aH —LERIFF AR BLAUE BHEE . MR HRAINE.

RATESTHEAR AR, 7ERE REDAMRTEE, 7E87TH M WM TR e, "TREZERMER
RN, BT B ZSARIF I T TR A R R, MBI R AR X S 1, HSC R Rl

FEEH# B H A F RIS T, NRITHTIRERER T - MEER. IERX K
MEAAN—RL. BITZEARE, BRTARZI, SHEEYZERESE. BHERN
BRfE], EEPRT “HXAEEFENR" A8 XA, ENRTHTRAZE, ®fE
KBRS LA T -

REWRM AN E LB FENHEI, HERBEGR, M TETRE, RIMNAEAR
PR — MR, WE BB FBERRME, BBAERNTFRRA . WIFrALEE 2RI
B R, A MREES D AERENHRERR, —EoR—SEBNTEK.

BA— AR AR SRR EE KRR RS e ) P4 TR

Werk i3 = KA R TR B BTR o

XRBEMANAERIER WA T IRBNE, REBXREEAEF AR RRESE 1k,
— BURGEE] “ X AT LR AR SRR EIE R TR, WiFtArHEsiAEIR L% T (#
SRXFEHT o

Concept

121 HE—¥%
b g 1%
BFR R
SceneControl.cs BB, Bk S Sk I HIb 2
PlayerControl.cs BHELTOTH
AttackColliderControl.cs HITR T OBE H T
BHERER
FloorControl.cs BEEERBHE R+ ES
) BHEY 0 SE
OniGroupCantrol.cs R IR B 4 TS R FORE A
OniControl.cs BHIRYNTHR
OniEmitterControl.cs BoEEMZEY
OniStillBodyControl.cs BORFEENEY
CameraControl.cs e 3TN
TitleSceneControl.cs BHiirEEm
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$1.22 FEND
® TRRRENHE R
® TERRENHE BAB R
® IR BRI
® AR RIS
® BA BRI HIE
® (R MRk S kb KB

1.3 ZTRRBRINER Tips
131 XBEXH%

® FloorControl.cs

132 #HE

FERYX AW, RREEWR L —EmATE, EWFRERZ AR BIIEFT
MBEE . IREIIRENT RETME| —MEET, RABIERFIEE K, T BB LIAER K
FFEG B R A UK e F 5, AR R

7E“BRYT XANEEE T, HROUUHTExR, MR AREAXR, AEER HIARFE
HE RO ARSEEBEE N E, Bl W R ERTRL AR —NERmE .

BEARDCHE, FATHLWT AR EF AL MRS RER, HHRERKN L&
MBS B R (B 1.1),

=
b,

=

A i
A

TR ) 'j e = [ a1 =/
\ L4
RISHBHRENESE RERIKNETRRE

ERTHEE—TE—

R RS

THE11 ERHLH
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133 BERAUHMNBERAEE
RITEST =MRBNERANG. 7HIEERA FREBAETRC(E1.2),

HRA wEB HEC

tE1.2 BRAH

L EFRHIER AL B, C =MERAN, BESENHBAEROER, MWEELED
AW RA—NERTET EHF,

MiFFshEr, A, B, CHENMANMBERERTHEER. YHERFHREBH T —CERE,
ETHEBRBHE T —NEENME (B 13), FASAE =AM, FUAGNBEHEE =
3x —MAMGKEE. XMEERABHER TER total_width 1,

(1) BMERTHEAR

TH1.3 BHERAH

TETE Unity PR BhilEk, 2T E B HEISR (Scene) A, ATUERERRBRE
TEREHFEE (E1.4),
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Sk,
MREHRAE

NERTHEEETER

T H1.4 FRAGBHITER

XTI R#A L, BR T HEXAE (M FloorControl 28 H 4t B —#B4> ).

FloorControl.Update 7% ( %% )

public static float WIDTH 10.0f * 4.0f; ———{ FRAANEE (XHHH) |
public static int MODEL_NUM = 3;

HRAGNHTE
void Update ()

{
(muR (FHEERAHIIIE—E) WEE |
float total_width = FloorControl .WIDTH * FloorControl .MODEL NUM;
WRAGNLE
Vector3 floor_position = this.transform.pesition;
2 L/l OEa
Vector3 camera position = this.main camera.transform.position;
if (floor position.x + total_width / 2.0f < camera_position.x) {
/1 ERIBE
floor position.x += total_width;
this.transform.position = floor position; (a) BBENETT—
} NMAHHPES
} RN

HIWTAE 1 R R EF BB AL TS () 17,
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floor_position FA & SHLA I E, camera_position HRBBRILINMLE . RARFPHEM
THEHNMLBERRESROBRS, BN TETER, XERMNEARLOMLEREH, BT
REMFER P RIREHGLE, FHEERERIAR LM X LirEFAER. BRI TETH
R RBEIE S, AUANXAERBOL: BRHE X 245 = KA X £4%,

#1403 F floor_position.x B, 44 FF K BLAT A A64RA “floor_position.x + total_width”,
INEERILH X LFFAK T A& floor position.x + total width / 2.0f, HRAFEE
TR BB LB B BE L B, AR R T A,

TE
+ 0

#idhERE, B
BT —(uE

T HE1.5 AHBIRIRI

134 ING
HXRBIINA T EREFOET RWERFET . AETFEMERLT AN R SEIE—
Frigfy “#uf” R, (BEMEREIFELT, AR HEME AT T 0 E F @S XFER R

BRI KT,
A R — BT T R T, E R ARSI,
1.4 ZERFRINBFRNUB Tips

S 1.41 XBEXH

® FloorControl.cs
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$1.42 HE

EWABERF, BRAESKAA Update() BRBEI—R, XHE—k, WRRLHHH
FEEREK, MAFREAERANACHBIARFIERHER (B 1.6). BRBITXMERFHA
SRFIIRBROBSEE, HEASIRTHALRK MBS, REEGHRPBIHNBIHERN
BEHMAER. THEHIERNTES E— T XMEOLRIRRINE .

'

1

4. .3
B} B R R HIRE R <N

_ b
hd ?

T HE1.6 BRBIHBVFR LMWL

*1.43 FHESK

WRATRERE T —F LR R, fERE, XBEAE TRLRE— BB
HIBER X —ThEE. RBFRETHEET W, il 1.7, ATUEIERLABENERAEFET .

7E Unity PIATET, R 215 R0 B G R WS, T ERE RANERS
®3h.

TEXFMES T, AT REMIER BRH R, RAnfyabERue?



1.4 ERFDHEROZXR | 65

ey 0008 f#E3

OGO

HEEREESR

UEP B HERL.

FRAFNTRE
s

T E1.7 HEHEER

*1.44 BEAGERTUENYR

FERT—/MTH, RATRE THRERMHE RG22 total_width = —MAMFHFEH x 4
HFgE 3 M) WERER LI, wER, BN TIES,

Mt 8

IS E +total widthx1

568 +total widthx 2
HIAHIE +total widthx 3

WAL E +total widthxn n AEE------ (1)

TR — M RELR T LREENERAFHIAME, Hitk, RERE FAEX D) Pl
(&, #RATLABAE H RN B AL E .
BTk, iERNTFFHXRIGH FloorControl.Update 75 .

FloorControl.Update 753 ( B RAR. WE )

void Update ()
{
float total_width = FloorControl .WIDTH * FloorControl.MODEL_NUM;
Vector3 camera_position = this.main camera.transform.position;
float dist

"

camera_position.x - this.initial position.x;
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int n = Mathf.RoundToInt (dist / total_width); [(a) BoEBRUFRE
KEE, BUSEA
Vector3 position = this.initial position;
popfEaaiat = n.Y Eokel, e {aes {(b) WRAHE total_width t9 n 5
this.transform.position = peosition; l PEEA I HE
) |

EE 1.8 Fh, dist RET-HIFBEIIERE ., ¥ dist RS A HBIETRE total_width JFHIZ R
WR{EZA n.

dist

total_width

BTRAHIM S

THE1.8 WRAHRMMST

n BB, ERERERHEOERIFF—ERER. FHILIEERAA n 201, FEEMHMM
BRALE, R RERREMHITREFES (cast), WKHEEEZ/MNIERS, HEEERX—K.

ZRTLAE RS AT AR ERES XD, BATES EMBA MM EGL b kiR
IR ARG (B 1.9). XFERM L5 RBIE Bl R R fFs——HEr,

dist / total_width = 5.3

g

n=5

dist / total_width = 5.7

n=6

T E1.9 EINSEAN, EREHEEH—H
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A LA{# ] Mathf.RoundTolnt 7R EHPUS A . Mathf 2 Unity FH— 1 DIEEL, BEE

HIRBEA BT HEINEE
BB NS AR % LT L 0.5 FHEE E/DEBE D, AT LA H Mathf.

FloorTolnt 77 #: & /NG 7 -

Mathf.RoundToInt (dist / total_ width); IE%EEA

Mathf.FlooxToInt (dist / total_ width + 0.5f); —[HI]J: 05 B2/ B84 ( HRERTFIUEAEAN) J

{81/ RoundTolnt # FloorTolnt 5 i:f}, FTEEEMAENAEETESR . RoundTolnt HEXT
% X EFEFTHRVE, 1 FloorTolnt M4 % RIFFS- HIMTEUE A/,

AR T SRR PH IR E I o e
BTSSR 14 1 1
e, REMREABRIER BT [, i 2

EMER SR T MBS EHAIE L —

", HEBRFPEEA T RoundTolnt 75k, (HRTERLEYrH, M AERZR L "R A UMY
—¥i", XFIEOL T EUAZ{E M FloorTolnt 7%k, B2, AN KHEA [R5 00 R 16 s BB
H‘Jﬁ&o

145 NG

Bk, FATHER BA® RAMFHRTEMTEHR . RIRHMMERT, EHA—/N
IR T RS T, — A LEFEEY MK LB, FRIBRPERSEHIELX
RENEE LA ENAREE, AI7Ent B aira ol TS M —ua m sk, dwiray
JREERITFRAREHB . HIRETEVIR TR X— BRI, ERXFMREN LS,

1.5 EPHERSINEE Tips
151 XBXH

® LevelControl.cs
® OniGroupControl.cs

152 HE
WRBHEAXR, EEATHEHIEY (E 1.10 ), WHRH ERES ERERY g
;s
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T @110 REEY

HA L, BYHRAEREARLX—MEfE, REMEYEHTELRES, TTRAORIENURE
FEMRIE TR, RS BREABNRELANEREIRZETEN.

EmEE RTINS, MBI G RERIE. BHPRZRZKE ., BHiA
SRR AL AN 5 D%

X SEPFRRAEM, BATX MUFR A RETE THEG i @R, B ARy B
PRMBESE, LA BFARBHESER.

T HELEBRATELER RO EY BT, iR EA &R

<153 EHHRARE S

THERRIREF MR ERY H R E R, MRRYH% LAY EIFRRE, TTRELM
Rtk S i, XFEFRER LR, Mk, MREYHANRIRLEEK, KEBHMNEEL
B8, AR LB E R,

HAFZEIEMHEEEMHILEE =S E, RIESRBIIBERY GG MHER
IR, YAXBEFERE LR, FHELAKREFIERSE R SRHARE.

YRR T —EER, FYMEERETEI (E L), BYMHANMEN TFRL
A, IEMF7EE SRR A BN E . IRXEER A EE SRR ER— MY,
RzZmMFGK, WeFBAEERMERXKBZIMFETFZRY, HMALEREIEFFE,

VTR B EHE, TR H R M SR E H &N M A/T# B imAiE T — MR
B, R ERITF M AEY, ik PR skE, MIRERHEREKR, WKEDR
BYIKE (B 1.12),

LhRABX ARG, BT LMASRIBEE R L BB RS, Ik A MERE th7e s n .
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24 i B SR RN R A L PR FT A S BUOR B E 2V R Y, BRIERT R E M EELRE R
ok R#AS S EHE,

¢ E111 U ER

RERRE, EREBYVNKE

T @112 EyHRAMER
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& 1.54 ZEPHIECHTEN

BREE RS SEHR TR, Rt RERTULKERE RS Z I E C seLiEiE
BT . BMER—FFEAHE8 BRI, 2 LRGP R EBREHAT. XFERRA
S B AR B 8] R 2 A S (B A 4

HiLHEE - FRESRTHTOER, KRMIZEA S XRENES, B BEHmpEk
BB ET”, HmENEEE B, FARSEELSR, BFERMERAN, FFURKATE
i R R RE £ e 4] R s e S T LA T B

BT R RLT S HRBORIUR, ERWKAE—ENTE, R —HEA
FIRERIYTE, BIRMASMATLIEREY, AR B AR T .

WEt R, REAETEE, METFHHRERN. MARIRESHE —BaE, sHEm
SRR IR, X EBRATEE T LT LM AREEER A — R R B (B 1.13),

L

" R P S ATk R,
A BRER

T E1.13 FRNEEDHREX
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® 4L RYLUE T IE# BT A8 [H] (Bl Fa iR L3k .

® 218 XYM HE b — B REEELS, HEBHMWEIRMBEK, TURERFL
BB KR AT SRR ST, HIA HRAX MEREIRAK B EE,

o il FHIMEYEHIFEEE RHANEY . FEGNRYESERIIRR MM
B, XRSHERFAETREHTFHEL, iEHBEFARR, 7T RIRIX NI e i
— M=,

® NE—EIE: BEHMRYBAEE P RMGEMEE N, REEEREE, REHE
BIR AT, FROERBT RS AR R R XERTT!” XM EE,
THE A TR RS B, XM E & T EE IR R BR

RAWEX 4 M AT EEARE R ERREYN R . B2ETREFEENS,
BUREYLE R — R AR B AR R B B BEHLIRE (1 1.14),

BHREEEN (OREEEN )

REALE BRE RIS

A 4 A 4 A 4 y
| (e | | g | [ (crme | [(d) maom]

| l |

B RARS

1 B 1.14 SR H R R m iR E

TR HIERT, AR MR IR 2B R, M RETE P HERYE LT LH
Ko XAER LABS ILFF IR AT @ P i R R B B

EANBATE BT I —wos” B T E R Y A HIL . 276 A 1 s A
WREH T Y, ARSI AR R A A R R R R A E (B 1.15),

N TERXMIEN, FEEEAFINEXETE S/ —BetHE, H2EEEAEY %N
STEHEK.

B4, THRINHKEE LRFER K LEEE,
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IE—RERA P %
MNENE, ARHRSER
EYTxNERIERSE

1 B 1.15 R sE Y iE) B R E Lk

LevelControl.oniAppearControl 7% ( #%E )

public void 6niAppearControl()
{

((a) pERTRERT ERHNED |
if (this.can dispatch) {
} else | ((b) ERBEFERT—AEY )
if (this.is_one_group_only()) {
if (GameObject . FindGameObjectsWithTag (*OniGroup") .Length == 0) {}::]

this.can dispatch = true; (b1) FETMANEYEELS ( WRRTE
OniGroup X &R ), £AFHNEY

}

} ‘else {
this.can dispatch = true; ———{( b2 )giﬁﬁiﬁﬂ‘fﬁﬂﬂiﬂiﬁi]

if(this.can_dispatch) {
((c) mReASHEAEY, NETRRAEOTRIAHENOHRE )

if(this.group type_next == GROUP TYPE.NORMAL) {
this.oni_generate line =

this.player.transform.position.x + this.next_line;
} ‘else {
this.oni_generate line =
this.player.transform.position.x + 10.0f;

}
/] BREE—SERE, ART—aEy
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do {
if(ithis.can_dispatch) {
break;

}

if (this.player.transform.position.x <= this.oni_generate line) {
break;

}

this.group_type = this.group type_next;

(d)itEYHR

switch(this.group type) ({
case GROUP TYPE.SLOW:

{

this.dispatch slow();

}

hreak;

[/ ()
}

this.can dispatch = false;

this.select_next_group_type(); ———[( e) ﬁi&??kﬂiﬂﬂ’;]ﬁ%?ﬂ‘]
} while(false) ;

(a) BAEKRERBCEHERT TER T —HEY. REATETEANIEE, XENTHIE
R AR R .

(b) IREEMIFAE REVHES, TERTIEMT —HEDH B IR R AIET
REEEX. SR TR EEE, FTRAER T —#EY.
(bl) HETAFFAISEEEEPELRARY T
(b2) HFTAEEE

(c) UBEMRK L EME N ERE, (R HEYNEBNE. BRYNEGTHRIIERN I,
REAT# RS EARMAR, Eit, FEAEESTAEREY IR, WEF
B EENALE
HREEYNERMVNES, mERYHES TERTEMRT . XZEHEIFHEEE
B, (b) f (c) B FEEK BBk

(d) BN EMIT oni_generate line J54 BLETHIEEY) .

(e) B, RATESET VA BRERYER, M FERYA RELZI%EE T —HAR
YWHER, BFERYMNERE EHARETE T Y=L Mg, hmmaa
BB A LR, HEESE THRE 1.16 WEFRERERE—T.
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| Fri4 |
— sl : )
AFTFEMZEDTIE?
YES“-__-“_;_NR ______________ )

(b2 ) BBAER?

(a)

i

(b1) BEPEE |
1Ep0g?

(c) itHtEneE
RfTE, £EH
ERENT
i

REABMTT

NOL ampmo

¢YES

[ () zmmp |

v

(o) RABET—AK
£ RAEHER
i

| &%

B 1.16 Y H RO F R

$ 155 ING
BT X BEEHIE 4 MR ZSE, NZEAREBFMAL, B2E W LIRS T BP0 R
fa, XF B CRlE— LA BN,

1.6 EBIAEVONESN Tips
16,1 XBXH

® OniGroupControl.cs

%162 HE

BT Baricdfa R 104, mRERhRE, BYsEmiust Kk, AMTnRRER
BIREYHEME TE, EXRUEER, b TEIXFIEE, FERRR X RMEYIT R 26
BrpZE, thEERATIBAREE ( collision ) #MANHE,
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TERZ U, MR RIEH EEN—3F, AE7ER A~y m R LB . B
BAE Unity 1, RFREFIER AT UHAT RN AR SRR T !

At X HARRE RN LU 2AMAAF R ERMMERRETREIEGN, Rk
MR . FEX— b, BIERAT Unity, tABIBFEZERET ZARWEKBMERE.

1.6.3 23X FAEMFEITREELR N AY 8

BAERMNZHNMR L RALIE, SHEYRABRERSITRAERN (B 1.17). ABEZEE
RESEAGIY, 2% FXFoRLES A LIRS HEAT . XA AL —RAREE T M 80 LR, 3t
BRELORE, MAXTREMIPRME, XMEEEESE BB ENER

T E1.17 EEFEwERIE

— MR, BRIKMITREEE/N, ERERPSHAKRENEY, FTURITEETIHEER
AR/ BRI AE A R AR o

WEFERZIE, BT AR Unity SRPATREERA N MR, RS ECHMERRTHITR
FMAINERT . AdFEL EFWRBITEELUE, SRABFAEBRESRE,

B EER, RS REyaistinE (& 1.18),

v

.
. N ,
* =
.
N l
.
¢ 4 /J- l ’- I
o . , < , <
! 4 . | h
. |
. 1
— . 3=
. N . S
.

(1) Beieskaid : (2) h—Bgd

T @118 Kt2GFEWHTHN RS

XA A R R T 8/MRZ . 7E Unity BORERALIE S, AT HEMREL
A 1l 488 )5 T LA BRROR B RT E D7 101383l , X REEXT RINA T W 3h 2 KM 38, HEIZ—T5h
Yelip Rk b f B BIRBERT B RO, $&IRRIE Ty Iml— EHAE Ty g8, KR40 AR P ) RHE
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iFREE S X R AT S, SREA THRAFEFREREREER, ALERINKXA

WPRAHR T fEE .
FHNEE — AR, BEERIXERR A (B 1.19),

HFREEEXRRD T Khr LA HMD

1 @ 1.19 REWHREEmMXAEE

R B g e R T RESRT] . BRI S X EGhEsifE#TT. MY MRE
AR, BRATT 6 BRI BTN .

BRMTIERNHRERST B, A ARLH .00 BEASEEIMRB KA T
BRI TR A Z5h. XA & AR R E B T HEHH R P HES. BIER
BT T EYOATESBARURBEL, GXHE, MRMEEL T RIS EREK IR
W, WA AMET .

P XANEAR, RS R AT AR R R R — @R T, R EYE SR
TARBARD, WRIAKETE A BB S — R, B CFRREALS, SROEPT”
MR ATRE I

BN T A B R 2R 77 85

¢ 1.6.4 EEMR/NA

WP Y SRS H . F—HROBEYREZ B LEEE, FIRLEREEEL
AU, RIENMEIE R — R g — AN R AL B AR B AR

F RN OniGroup MRILEWEEEX, WEYENTHFILERLHE, RNtk
9%t OniGroup X R #EEAABAT (& 1.20 ).

P& /1N 2 B Bl A 0 6 L S A, RS R R - G 48 A I BT R X ST AR KR AR R ([
1.21), BHFRELURE, KL AEmEE Ry sE N —gI =9 T .

A%k, fBiZ OniGroup K FIE A RLMH TR, 1ENFLENAARYEHEZBILE, X
Bk, AIERIINGEARYHLEREZERRIFBREARINERARALSEE T, AW
AT T B EYI BRI R R A R
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EEmEA - AR PER

{ @8 1.20 EYMAMRER

WH P &
1R R — A

R FOME YR 4 R, : A EIRES, i
— RSB ILED : IR G R G E

4 @121 Y NAFERER T A TR
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*1.6.5 INGE

Unity " Fe i B4 PR R A TR HEF T RGN . At AR 200tk rP R R ADHLBR 0T AR . T
BALEE A BRI TX IR ARk — R B AORCR . 4 BB S R e oA £ fa /MR 2 B9 X 5 LA K
KEMRE—-EBHFERT . ICENTEAIED R —A /N 2R G 7 .

1.7 SoEENFIE Tips

*1.71 BHE

R4l KR B T B ANk i R A8y . BAR A R G (RPG) XK EHEE
AR KB NER, R SR FEL TR SRR G5, #EmpkaR S w841
Wk IE BB L

EWEATIFRIR—NFREY V. RNFREWE, BWHANEELSBRRE,
GLR BRI IS LE R ARY), XA BRI RA R M R R BIORY ., K2, HE—H%
F, BYHIEEER LW .

WK, AT A B EHEE T R YBERIEABRENES, BXERNAHEEE T, &
FERA LB E A .

B, BER TSR TR — ARG, BORE ERY . EESE R
Beh, MRKERERSAT. BEEERE AR RO RTR TR et R 35 4,
BCRENERR BB AR ME R BN T

ERBATRE T —4 “BEHREWH B W, BaREEKEXSSHR L
MR T, R RS AR T .

WRBABWRBE 4, BT LK E WL AR 2R & BER" 5.

g M,
¥ e

[e—

T HE1.22 REFRUBSIES

172 REIrBEHEHE

FEVHE Anfa] W T PR B A AT, FRATTSE I — T B i S

R S bk fE, REmaREREHTHh. M HE R R & g7
B ER.
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TERE S AWk, AR EXN IR A AR ARSI R G HE. FE, B
EW RGN EAN LT BOATHET R EEAE TXERARRNERT, A ie% it
n B SRIF R R EIERS IR BB T R BUTERERE " FURIFE.

A HATXA P AR H AT EMBEXMERE ., b TEYLURROEZHR L5
T, AR AR IR TT R RGEATREAEAR I, o P ROERER RS . BTIAX BEATRH—1
KEBRIEASATREER I, - 1ERE R T i SV BB 5 FL B 7E R AT (A 1.23 ).

B MRER

4 B 1.23 HEBHgmREEeN

it BRI A T A9 PR T 8], 2 LG AR BB A B RS K — 28, AN SRR AT T BURIE
5, BV A _LE TR REHERS AR S, XRLEWE BGERS) ( 1.24), A&}k
WHA DR ik, RXMBEABRERRREINROBER, MAXFYLE G 21w

BEESLF.
EYERE T KT
\Q)) BRIk
b TEKBROTREN
/ BT s A i

B 1.24 EYPME B FIE ARk SE

*1.7.3 FIMESIERERELR
3 Aok R BT T R A 0 2 A ) BB (8], AT AR X HR M REUE S L. IR 4, BREE
IERMEREE, BEOMAGETE S “REELENESHATRY .
“BHERTELENERTATEY, BEERYWAR L2 HWER AR T
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ISR TERLAS T RO IRRATAOR T BB, B SRS e i T A AR A
W R ERAA, BRI T B R R Y B B E S TR IR R AR (B 1.25),

.‘_ -
v

TR AEREBTR T i@
ERABERTRE, XE
SPNFANTEERRE N

¢ @ 1.25 HRBR TR EEE T BT AR

AR FHEMILENREHERFE—T “HEHFR" XTIEIE,

Uk HIE R RBE T AIBREIT 180, 705X —BRlE], $RYFR L2 (6] 49 PR 2 o] B AR,
WATRBIRIE, ANRIRZHIE, BYE BRI H( B AT R —Lonf ], MRMRMRE, &
AR ST, Fit, RNTAZETRHNRITRHEGT (= T RArte@aBiE ) 72
LRR R AR N \E 2 BBt IE], N sk Al LU RAE S IR BE R A TROBTAR T (& 1.26 ),

Ve §) VIR W

\$) |

Eﬁ& : B ERAT
v .

FIENA R TRBNE,
BWHEMRES S PRE
T B E ESE

N
4 E1.26 BB EREIFEERNE R EHER
FRATTF A PlayerControl.cs 38 B B H & FF 45 HIB E] .
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PlayerControl.attack_control 755% ( 5% )

void attack control() —
{ ] { BEHERTP ]

if (this.attack_timer > 0.0f) { ]
this.attack timer -= Time.deltaTime; —(ﬁ&lﬂ(ﬂ‘:%iﬁtﬁﬂﬁﬂf—kﬁ‘ﬂﬂ]

if (this.attack timer <= 0.0f) { ———{ﬂﬁﬁl‘ﬁm 0 &Y, mﬁ%ﬁ}
attack_collider.SetPowered(false) ;

1} [ onmesiem ( s
e jj ((m HE ) ThaE
}

Horp, attack_timer S FIIC SR IBGE HI R RN [|] 4971 B 4% . FEIRSRBE T H9BkIE] & F—1
FREEN BT, FEER BB, HERERN 08, MEKRELEHEITER.

attack_timer RN B R IGE FIRE B9 “FIARBTE]", T B THE “7E L1 1 BE B
A7 W “gadmtE)”, RATET EHESE— T IUYE GetAttackTimer Y75

PlayControl.GetAttackTimer 7 5%

(HBMBaT i (2 FRIFRET I ) HDRER S0 |
public float GetAttackTimer()

{

return(PlayerControl .ATTACK TIME - this.attack timer);

SceneControl.cs f AddDefeatNum J5 576 T ay P YR B304 T o

SceneControl. AddDefeatNum 7% ( §E )

public void RddDefeatNum(int num)
{

this.attack_time = [ BT Eﬁ&iﬁ?—éﬁ%ﬁﬁa
this.player.GetComponent<PlayerControl>() .GetAttackTimer() ;

if (this.attack time < ATTACK TIME GREAT) {
this:.evaluation = EVALUATION.GREAT;
} else if(this.attack time < ATTACK TIME_GOOD) {
'"this.evaluation = EVALUATION.GOOD; ‘ _{ gﬁmw@@mmgﬁmgj
} else {
this.evaluation = EVALUATION.OKAY;
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BJ5, WEHTERZ 6 E S5 E KK RN ATTACK_TIME_GREAT #1 ATTACK _
TIME_GOOD ({8, 54 idtE)/NF ATTACK_TIME_GREAT FH-7E 3T A RE B BT % T 1%
YIM|H)E R GREAT, #H/tE . ATTACK _TIME_GOOD &EM¥|E N GOOD, KRtz SMELEEE
HAREWEIERNFE R OKAY. BREE/FEICR FTHENER, IR REHET XL
G5 RR PRE BUA ) SR SR

174 ING

i i cAE T B8 4 S K A 20 B (8] 9 {5 ( ATTACK_TIME_GREAT #1 ATTACK _
TIME_GOOD ), FILAJARHEAR P IRGE R, LETIERFAS, AHEERXEHER
MEIERT ], B FXEPERREHRTFEENEEFRER, BB EIXTEACR A%
A IE R E,

1.8 fEHRPNEYI QUL Tips

181 HE

R LIRS, Y mIE /A G

YEM AR FBORGE MRS RIAR, #EENSE M RORNMBARKER. 7
F LWk R, WX FMBTHBZE, FRLLEEBMORE T, S8 URZ B,
AR ANRX F BAFNEARA, BMEShVEEAERt R EBA N —FMId HRFENS,

ARMRERRIEFEWE “BWERBR” Wik, EDFReT KRN %A R AT i
QAT TR PINE? AT LA o i 4 38 1 40 5 0 T 3 S 3
di AR R EE R T R,

AV E SRR AL RECRRIR L HBGERE. 5
Fh, FATHHESLE TR B SRR HT R B SRS 4 R
W, FHE “fEZRRBERHR TRY” EmEYE BT,

At B RER AR F R CBOF R RALHR, A
HEFRATT SRR T EAY T ) 3 K R AR A AN 127 EETh S OE

+1.82 HR—T “EHEHEK"
FEHELIIEZAT, RITERBE—T "TEMH A", AL LARBEREXMETRRIH,

® FHEEYER ULt KK
® it BRI S EER & A AR

CERT AR TR LR — N BRI A . ROZARS T Ak —
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ATER1E 2RELTIEE T EYH R — /ML, @A/ MUORPITHBGE AE . 2
BBt i /NG P B0 BT A AR BT DAL R T AN SRAR (TR 1) AR RO T 1) R 2, MR
W A E. BANES, FTIEE R, MiZAXeERy REBEHERRNSE CEIK.

EABIIRAPRIGE B CHOFHE R, ERMUTERENBEE. bTEYE IR Z
BT RE—FABEMS, FERR—0C A BEaR. RERFEAY. EF0sfE. 8
EEERE SRR BT K

ST RBHEYR AR CBOT XA ER MRS ER, BRRPOIBUEEE AR RIX
IR, EATiLMKEAES M T R E XKD TEY, BATE B J7 R SO AT E 77
] SR AT KR A BRI ER R SEAR R 7 ) 38 F , BB LE BT ZOR R Z BIBGE Y K .

AR FRR AL T 52 A TAE

o PEMEIARR I Kk

o MBI R R AR A il

© R4 B B OSSR MR 1

o UK KA AR AL

BRER WL RBR—, REEE TSR, A iR 7
o G AT REALALAL B, BRI A R B 18, {H R R RS R S R TR A0 I
CRTP

{Rix b “AAEBEHLILAY RN AT SRR RO S AORHR, ARl Xt 2 S
TFLBUHEN, BEABNESXTETSY.

KERATSH KT R, o i E R RE G, (R R R R
R g T BRI, R Ak AR M T BRI (1 1.28),

3 ¥
.

GLELEL S

4 HE1.28 BEEMBRXERET CHKIHR

RIBAHENTEEE L
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% 1.8.3 B&EpitEAZE
BTk, RIS SEATEAOBN. BAEERGENKELBMMARE T CEBE

B (A 1.29),
BygkhE KB T AEARTBEHERRANEEREREN ., WE 1.29 s, IEEY
B e AR LA R S TR S iR R, KSR TRSREMER L, FHiE—ERRHFFIHET.

Jp ¥y Ty

base_radius

B YRR

JREEZ SRR SR DEERT, SMEYNERERROTMEARAESR, HEEY
M REGEBIRL LR . RZANRHAZ LB, T REOT B9 B i A
T, FALED BB RER TR (B 1.30),

i : | 1N BE.
/_. | N)‘rward_back_angle

XER “BIE", EHEARTMRAFINGGE. REmEEASRIZE, W +X i,
XAETEE H_EFRERMELEAMR. FEFENELEH NS NESE Z 8 ( Vector3.forward )
e

T E1.29 REFBRET CHFAFLEER

W.

|
1
|
[}
I
I
|
|
)

B 1.30 EfHMNAERET CBANTRER
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BJa, i B oM BRI Z A T 89 K (B 131 ).

BN P LR
y_angle_swing

TE1.31 ENRORERETELEAE

By CEE T, W REE RS RERSENRET L, BRENFREELMHE A

360 BERY AL, TRETE T RAEANEEAKEREA . X BA L HEE &3 R 5

BRRFR.

TEEANE & NEREELFRHIHTR IR,

OniGroupControl.OnAttackedFromPlayer /7% ( #6% )

I{Iublic void OnAttackedFromPlayer () [( a) BRSNS O (BLEAH ) HER )
blowout_up = Vector3.up; [( b) KB+ LREAR Mm R J
blowout _xz = Vector3.right * base_radius; ——J

blowout _xz = Quaternion.AngleAxis(y_angle, Vector3.up) * blowout_xz; ==y
F) blowout_xz 48 Y #ilE )

blowout = blowout up + blowout xz; ‘
blowout.Normalize() ; L( 4 | Bl @%Eﬁmé’ﬂﬁﬂ!]

blowout = Quaternion.AngleAxis( ——(e) 85T REEHEHH |
forward_back angle, Vector3.forward) * blowout;

/] TEERBEAEE
blowout_speed = blowout_speed base * Random.Range(0.8f, 1.2f);

blowout *= blowout_speed; (f) RLUREE

(a) ¥ blowout_up WA FIHrmMEE, X2FE#ENF.OH, RENVIIHRRESNESY, B
TSHET

(b) blowout_xz AJKEH.LIEHEFE AR, base radius HEEHIKEHER, X4
{HBE T H3Y) CHOT B K.
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(¢ ) {fi vblowout_xz [&%% Y #iliEHs ., y_angle 2K/ NARKKEINLL y_angle_swing R
DR R SERERI f B,

(d) blowout_up. blowout_xz 45l A ¥ iH# B M & W EEAUK V40 E. XBEE _FMm.
P i R B Ut R AT, BT LASE SR Normalize() #ETHLTEAL o

(e) f#RH AR FELE Z B (Vector3.forward) BeFs . XA 24 T4 B4k = 7 f5 (Rt

(f) ¥ 5EEEAREDBREER.

BEFHSBUUIRENEE (a) ~ (f) FEEKXTRERNA 1.32 FimR,

( (d) Vector3.right * base_radius ) [( e) Ouatemion.AngleAxis(forward_back_anglej
: Vector3.forward) * blowout

( ¢ ) Quaternion.AngleAxis(y_angle,
Vector3.up) * blowout_xz

(( b ) blowout_up + blowout_@

: (f) blowout *= blowout_speed
(a) Vector3.up [ P )

T E1.32 BEFHHENSREAENMEXR

184 /NG

KPR HERE b 2 AR B E, R R A AR SR SEm e i KRN S
P FREOLEO AT S RO TR R T R, RUPRIF K h&H BRI T,

E TR 2R S JE0)  BR W xR 5 o X KPR P G0 R B A, st b % AR AR K
AT AR AIAERR, 2D WA AT LAME RIS . 8 55 il — T X s 0y B IR 2%
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2.1 BENS How to Play
< HEF PR R, BHHREHNER!

EREA
® ATLAGAERE Y BE RO B S

(

<b TUﬁﬁEsﬁ!%
>> g B i

® sl “HOR” 4, "TLARBIBRYIRSERF TR
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2.2 HRGNERIRE Concept

AR IR AR B R R B TR St AR s E, SRR ER P H— MUK, HEAR
WA EERAHPIENERR, EELA —LEESsn, URAKHCHIETRKERPHERK.

T Fm s A E AR AR, BIEESREL TRANER, EFRZREER
RERGAZ | —Fp i ERAG O, XA AR? KMERE N BRI T RELEEN R EZERE,
FEAE T —Fh O AR 2 0 U R .

A TR RATIF R BITERE “RIRPEE" BRE I LR R AUERR, AAXHAERE
Fr R MAEH TR,

X T e A O A A R R A B B AR SR S i A B B B T ), “RARBEEL” B BUARRY
R EEB PR .

RO TE T iRG R E R RIE.

B THERLEREZ SN, tIFEEE NS BE — T W 48 A B sh B 6 07 8 e &8
WP R ERA AL B S %) falk 7 U XK A FF R AR % A AIBY Tips.

FEF P BEE B RR UAE Jigsaw, XASER “BBF" MER, SUFREAPFEHFRERZH
PFHEA YT HIVETT B Z IR . A — R SH A R X A48 = vl e XK 2 W A B 28 it 11 T 4
f “tikusyo” " JLAEAETIHAY

tikusyo — tikuso — jigsaw

“EARPFET RS RIMEAE KB R R B R R SR A AT SRk S350, Uk ERE R
BIRIE, EARREIGILR.

*221 HE—R

a3 %88

TitleSceneControl.cs REfEE R

GameControl.cs EHIHRRE ( il AR AEES )
PazzleControl.cs BHHE ( BRERNBEHE)
PieceControl.cs BHER (BRANER. ®E)
RetryButtonControl.cs “EXR" RENES

9222 EXENY
® SUER A BT BB HI S

® THELOFEIRE A
® YFR N RN Z A K F

® RiEPIAMAE, B FL, —iFHEiE
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S
@ d b @R K.

oE X H?

BB BREE N
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23 mEFRNESMEKERD Tips
@231 XEXH#

® PieceControl.cs

$232 WHE

RARPEE” bl AR E AR S B AR, R E AT E M AU BEES L F,
RERER HWRBI" XMRTERFEALKES “BERTBS" KT HE,

AR B R RER R ZE S —H, EEEBIUERXTICHTRREFEEE,
MR, ELIRXF B,

Unity ] LIRAE S HIWTH “HEAXRZE T BUriSAE", AL nRELH A ARG R

e, FEARMEEFHIK,

XH, ATiEFARRHE R E MR “HFEEEERE” SR, RINMFEZE—T AR
RES R WM BEHITHESD,

\ TUEEEEﬁEL
>> a e

TEH21 H#EBAERRNEEME
% 2.3.3 EMTHRMNYIBRTH

FBARBY AR T R%E LA, HA BB T 422N . MBEEBE AT 3D ZEWA,
FrUAEAI B BB =AEE . AT LR R fPtER R AL, DU EITTR AR
HIARBR R, FHL, RAVEHAXABERTHRA T, BRI E =4 AR IR R,

XFHEMTHROFEMEREE, ES% 102, B HAFEICEOAHITRIRTHRERT L
T . HPHABIRFEMSE 10 TR “RKEFEHE" Wk EEHERN.

$23.4 PWEHLRAXIRHEE

3 1o T A AN BT CAR B AR B B B B ARG — BRI AR RIS, BT TRbiRsiR
BT PHER A B3 T, REEESHHRAIBHE, B BRI a0 AR B R Ak
FREIAT , XFROTEBRSAE R R, R EAN . ARG SR SR BHER A Bl (B 2.3 ),
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SEFWERTREG
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T E22 FRTHRAFBRLT R

HEEH B L

it m e g4
B, KRS
BABD G

REHIBE, BREBH—T
( & MT FRAERKEIRR )

@23 @R “BAAPOUE = RIRERHLIR" RBERS

7 RROFE” AW, SFEBE A SR G EF AR R R, A, TR
BlpkmE, REVENRRTESHERANEHAR, REFHFRTRLGRA S O0EE), X

St T M R ERRERT .

mH, BMEAERMEPFROZ LI, RETHBE PR SRR — T XM AR MR
. REARBERAXMYLHTRESES, HEN T ARKER, RIEEFTEEEIM

RS AR B E AL HE S

TE “RARBHE" b, B RS TR RE i Unity & R REERE ( mesh collider ) SCHLH . B
FE TG AR B8 SR P RS FEAT REAREARG , R T FE R BT IR B R A R, X T B R UL BREE

“REFER AL EEATLL, XA RN BIRFSRE “AAXOHER MLZR T S5,

RETHIBRE], BARAR A — ML THA BP0, MENLIREE—EMEE, RITHXH
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MARHI ZEBEFR RS ( offset )o

2 BB AT EAR 4 AR AT A A o 5 5 BURE b SRR, R PSR AR E AR R BT AZERE R 0,
PR AL AR 2 0 SRS L IE 2 S BUOHE B RAR BB R A

HIE T AR R R R FERTEZ G, RIS BNTEEX M. B, BE
BUbR A i DR B A ORI, tRE R P IAHESh AR, TR BARCIR IR A ORI PR, 13
B ER R MBS E

R = BAMAE - RARERAE

RSB RN S Z AR, R EAR AL B N L At T LIS BIRE R AL B
fE2P

BR MR = RARKAR A BBt
B+ w8

EH—k, BARERE
B LSRR —EN
BERS, XHEBRIE T BUR

7 B3k ] o B L R B At
BHEME (E24),

FEERIREE L (A -BARR-RIDHEORE )  (BANSE-RIDHRR (RS )
(NEE TH24 NMRTEFRERS (LRE ) EERE
PieceControl.begin_dragging 773% ( % )

private void begin_dragging()
{
do {
7/ FHAREILIRTHA 3D SiE A A R AR
Vector3 world_position; I [(a)ﬁ%ﬁ%ﬁ:ﬁ*}{ii&‘&]
.if (lthis.unproject mouse position/( L H=est
out world_position, Input.mousePosition)) {
break;
}
if (PieceControl.IS_ENABLE GRAB_OFFSET) {
this.grab_offset = this.transform.position - world position;
} ,
} while(false); [(b) Mt RmBaE ( BaH et MADHE
} L R P MR )

(a) # BRI T HRE LR, HEnPfE TN 3D SR i8R, INRTATAR, i
FARBEMERXR BT T EENERHRTT . BKBLIME 10 AWK K EZTE
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" RSB R CIT R (5% 1024 77), HEHMFRIGE AT ISGH

BT A
(b) HEMBME, Bt O AR BAR AR B A ARBI AT 3

BT RIER R B

PieceControl.do_dragging 5% ( #§ % )

private void do_dragging()

{
do {
1/ ERARLIRF A 3D R EIH AR

Vector3 world_position;

if ({this.unproject_mouse_position(
out world_position, Input.mousePosition)) {

brealk; (c) 16 ( THRASHUIREH ) HATLIRN L HBHE,
} HHEH B R M LR

this.transform.position = world position + this.grab offset;

} while(false);

(c) FRIAAR, HBARREAEM ERBE, S25HEER KSR HTHEARK (c) &
HATE RS EITRE ALK (b) TRk .

this.transform.position - world position; - (b)

this.grab_offset =
= world_position + this.grab offset; - (c)

this.transform.position =

235 AXEBERFHO
“SEURBEER” BrxR R B TR AR B0 Al b L A B B B A B AR AR X — IR MR,

Unity F§TF 7 PieceControl.cs, FH7ESLHHIF L KBTS,

PieceControl 2 ( {#§E )

public class PieceControl : MonoBehaviour {
// BRBBER S AR E
/! BRHEFNERERATFRYSGHNE
// (InREBA false, URFNE =FHDL)
private static bool IS _ENABLE GRAB OFFSET = true;

¥ #7AS7E & IS_ENABLE_GRAB_OFFSET f{EIZN false 5, MEHEBRAIMMIE, 7616
A RPES OB BEEREEASN., WIFFHRSERXMER, LT
XFPREMAREART, HEEEUBHERXFR T RAX G,
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$23.6 /N
ELHE SR A AL B RS S SE A RR I N A R R, A Ut S
TERARREE SR auktt, NABABITRE, MRBREEAZOHERZERRETS.
FE AR X FE G R TRONA AR, XARMER R P I AR IE RO E R

2.4 F1ELEEH Tips
$2.41 KB

® PazzleChecker.cs

$242 WHE

TR LB ST P PR O R — K A
PHEIBE R FTAUBUFE A GR & . BRARMA
HRBEPHFHRE, FdRRETFHRIFRZ
BT B A B B AT L

HREEHEERR ALBEERE LR, it
B EEENREAE" . LI B E R 2
AATRLX AR — BT

Unity 324t TBURBEYLE Jik . At B4l ATy BT H AR B BT AL BRI 69 H #9 o

X BRATAGIH ST — T A BELIT AL 25 F E 0 A BB o

*2.4.3 GEHEERBIRA

BRI SR BELITRL DRI BE I 7 2, LM RENLERA B A BE B4 hR. R B 64 b
PURTEE, BABLE& AP R BEIL AR b B 2.6 A& 0 B9 AR PR I B OV REALEK
JRHIEER

T E25 FEYUTELSER K HIRFE

T E26 WHERAHLIRIEHBENNERL



24 TELBEEBE | 97

MEFTR, AREBEBRNERET —E, AU EHERTHILA . BRXEORZA
], A5 A LAB T B i R 8 B SISO . IR ER A ERE—E, MTHETHET
TH T BB SRR .

»2.4.4 MR

BRI T iR BT B R, Wiy —= By WiEEERE—T
MEHE P BRI

® WA ZAFEHEARES

® i H- BT 44 B3 A L

® FEHLA AN H

FoREA R RE, ISP A WBCR A BTN, T AR BB N — T “BEaE I
ARHIAES B
BT RIS B T A TR . B SR I AR — TR
(1) Bt PRI 43 B ) R o
(2) FTAELBHE W A BB I
(3 ) ZERIAK P I BEALAL bR R R B - 137
(4) %A P BEDLIERS — 52 B
B H TEARSE R 2 T SE M W — TR, NAIEARE S, KM bt al LU A 6
o FEBAMKRKAM S L BTHAITIN
B, BT BRI A ZE b R BRI U A R b (1 2.7 ),
RS AT BRI BARR], I EL A BB T ORI A S0, sk BHE B SR A
8, WIMEITTERFIRE R 3, SLit oM, SHRMEFARAES, RIEHHKROAR, Aot
BRI T2HEL, KR T AT AR RS 617 851

o

HERRORS

TE27 ST BHERFHFIDRED



98 | H2E HEKFR—KFHE

B MRS RIS A IE T, BERR B REEBAN T OFEFE R . B5, B TRESRIHE
IR RS S BEEBE . BT LA 7 B DR A IO /N i o) i T A AT 3R T3 ORI B R T

Z I MO AEE BT B BIRA o, R T Gt BURE r Z RIS B R ARG

T ORMEALITAL S NEE Fr BOHESI LB (151 2.8 ),

10 - = f =
e m¢ = ae e

T E28 HE2: FTEIERK KIAF

fE B, RATER A EATFIA KU T FIRS . T — 25 kR ATRLS
HHGHESIRE . A FBEHLAE IR . WU SeB R b AR A, 25 R T B 5k,
I, WERITME QTR , B2 AR T RER" . "B TS E
E A BN R BB S EASE TR, A NSRRI R RRE, RAS
S T PR BT I T PR . Bl AR A0 Lk RS B A R 25,
B ED, R
LBt R | A
3 (& 2.9), g
it ™
R 0 P B T i @
A BSOS, RN
BRSO, TR S

Fr, RZmBAK, Was @ !

B Z Bl F A THIEE Ty
aEE At mEE R0 TR URAMNERS SRR

BRBRST, TEBRER T ABAEE.,

R0 BREIFE T /RN, LA L BAESHEL Z A ERAONR. XOREGHR
HEZI7E R4% L B

BJa. AT AREDRE HEEA HP IR, MR MR ER: —E AR ([ 2.10),
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e HtE
BRBES

THE210 $H]4: EHENFE

BARNER TR, BRFERGHERA B SHAERE,
T, BINSGEEPRABRE—TX MR,

PazzleControl.shuffle_pieces % ( H§E )

private void shuffle pieces()

{

((a)pmsmmsAsIEREY )
int [] piece_index =
new int [this.shuffle_grid num * this.shuffle grid num];
for(int 4 = 0; i < piece_index.Length; i++) {
if(i < this.all pieces.Length) {
piece_index[i] i;
} else {
piece_index([i]

]

-1; { auenmsoRERES -1 )

}

}

(o) BEmBEERI#E, ZRENNLE )

for(int i = 0; i < piece_index.Length - 1; i++) {
int j = Random.Range(i + 1, piece index.Length);

(b1) &% i 1~ M4EF
int temp = piece_index([j]; /i MEH—
piece_index[j] = piece_index[i]; ANEIHE ( BEAL )
piece index[i]l = temp; '3

}
((c) mE#NRSIEIRD KEOLHENEHTRE ) ~
Vector3 pitch = this.shuffle_zone.size / (float)this.shuffle grid num;

‘{ pitch = P& R~ I
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| ®m2E BRI

for(int i = 0; i < piece index.Length; i++) {

if (piece index[il < 0) { = ° o

continue;
}
PieceControl piece = thia all_pieces[piabe; :
Vector3 pogition = plece. finished;pqsitmon

int ix = 1 % thismshuffle;grid_num;
int iz = i / this.shuffle grid num;
position: X = ix * pitch.x;
position.z '= iz * pitch.z; !
posatign % += this. shuffle zone. center,x -
pitch.x * (this.shuffle grid num / 2.0f - so sﬂ:
pcsition z += this.shuffle zone.center.z -
piteh.z * (this.shuffle grid num / 2.0f - .0, SE), ’

piece.&tart;poaitien‘= position;
} : :
[(d)(Emamm ) mnBaHsEL 0iE |
Vector3 affset;pyqle = pitch / zfaf;
Vector3 offset add - = pitch / 5.0f;
Vector3 offset = Vector3.zero;

for(int i = 0; i < piece index.Length; i++) {
if (piece index[i] < 0) {
continue;

3

PieceControl piece = thig.all pieces[piece index[i]],
Vector3 position = piece.start position;

positioen.x += offset.x;
position.z 4= offset,z;

piece.start. position = position;

offset.x += offset add.x;
if(offset.x > offset cycle.x / 2.0f) { ,

offset.x -= offset cycle.x: e :
} e | [ (d1) B3 offset taf
i £ offset & X110 offset_add,
7 —offset_cycle ~ +offset_

offset.z += offset add.z; .
cycle Z [BiKE)

if(offset.z > offset cycle.z / 2.0f) {
offset.z -= offset cycle.z;




}
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(e) RER B M

foreach(PieceControl piece in this.all_pieces) {
Vector3 position = piece.start position;

// Blshtffle zone.center AP LHEH

position -= this.shuffle zone.center;

position = Quaternion.AngleAxis(
this.pazzle_rotation, Vector3.up) * position;

position += this.shuffle zone.center;

piece.start_position = position;

}

this.pazzle rotation += 90; ((f)EﬁﬁEﬁBﬁ%ﬂi&‘»‘JTN&?ﬁ%]

(a) ¥ BFEIRE R IO A PIRES . FHEUH piece_index[] FEER NG HER WRS . H

A -1 BERIRIZ MR A%

(b) BEHLIEH PIARIAE, 3CHEHE#ER .

(bl) HE B A xT G, AR H R A A 2 MREYLE . X R, M
B—NRUEITER, KA RS NS5 B RS B — AN 3T A X
o M TN EZHRA B RIS REGE S BEVLEBORTE & , X TPk RER 18
WHIREL, BERER.

(c) ME T HTHEERFHIREE, KHERFR XZ BF5. REHEBERE K .05

AMEAN/NIREIR S, AR SRR R E R,

(d) TR, EREAHDEE BB —EMNME, XBRITAEHBEYE, mifH

— 2 2 R BE.

(d1) E# "2 RBE (7 BARE )", BRMLE offset_add, Z5R{EHTE
-offset_cycle / 2.0f ~ +offset_cycle / 2.0f Z[A|Hzh, BA&ME
REAZARER ZRRALN, B’A T 2aBiSKE,

(e) RGPS BAHITIER . M (d) MMM, B IREER I f B\ —H 2

HARCEBE IR, XA T RS e R E B AR P A LM R ARl BEs

BIAELE (f) ab s, LML FREA,

FESEMR LR E B RIG, SPFHETE R BB MBI ERAREREYL BT T2 1Rk

HE—T (& 2.11),
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RER#E "EX" %
R EFAY

@211 iEd EX" REMVERRER TR

Wy CERT IR, ATRAXTSHEIRE A R U SRR A R A B E T R iRk T
WEN, HEFEIEXHEIERIE R RFOSES—ErER, TR HRMRE 1 k.

WHIEEZATHILK "ER B, CETH T HPEAHATRESERAZHE B MK,
EAFEMARTE2ESAZN.

9245 ING

STH “FTESRENLIL” A0 BARKET, SERE P ARSAEN], TR AR A RN B S
BUCABEYLE, Bo, BT RIS AL, RS X R R — 4 5 FE A A o S
Fet AT “PIBEHLAL R thBEAFIARAE AR

2.5 BRHNRFAAENRR Tips
251 XBEXH#

® PazzleControl.cs

@ PieceControl.cs

252 WHE

X HER M —TFIHEMNZ, % Unity iR 38 ( GameObject ) F1ZA 4 ( Component )
HIK R BT

KRENZHEFERIFER (avatar ) 0, ERERAPEME LSS, o7 LGED S MEALR A
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HATACH. F AT LA E O — A N A AR A R BRI TR R, XREFTE
(T2 ( customize o 7825 FH P HRAR B T-45 R oL FH AR o ) MRS SR MO S i T B

X BB EUB R R FIEBEA Unity U RAAGHRTR, BREEHNBE “RIRH
A" P EAEIA

@I_

SphereCollider AudioSource
\/ MeshRenderer GameObject Script1

Rigidbody Script2

vo IV

@212 HRXKRMAH

$253 EHFEK (HERXR ) ER (HHE)

IR —BEASEMBACERMATERERNSFER.

BB A OTERRARE. ARNATRESHILRRE, SRR &
(oLl e

MTFERPEBRNARR, MRS, FLyHPERLEZRIEMU L, L&
HEAMMBIRE EAWAEL ACERMA G, X2 BIERNIRBITE.

Unity FP¥Fxt R CFR R BN R EAUE R PR EFMERZ B KER (F 2.13),

£ GERNR) (mFenmEa (af) )
P i
3
T \/
B
. i e
F@ (28)
s wr

THE213 EENATEHNER
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i EEEMERER, TUSHEL SAFRNA AR, BMEANER—IRE, N
BAMSNER LEBAFRAN, ANEZEERHEER—-IRE.

fE Unity ', FBHRUERMERLEBAEM, FEARSEL AHFRT RIS & FE 4R E
HEREEMRI., A, HE XSRS R h E R A B R RATETRE . ALERA
Wkt 2L EARE &M hEe, FEi@E S HmiE Rigidbody #1 Collider ZHK A M, EEFT
EMERAE—ERIEREET.,

XUFA Y T “Werk 5" XANEEBINEFIY/E “H4” ( component ) HIE B3R 58 BUE
(A 2.14),

EEMESNEMHERS, FERAERNFEHN, LNEEMFTRE, REREH
EFHMELR, TEFRMNFE (F2.15), XEFEZEERAEULERARNFRN AL
]

R RFDBRIT R
BLEEFUZEES
EEFET

AIER, EHEMER
(ARMEH, FRIFRIIRNATIGE)

T HE214 ERERHES

AR {ERANER
( AR ERANANE )

-
- FER
£ R

T E215 ZEFEMEANER

Unity A 4R {4 R JIoik Rt #FY . tein SphereCollider 1 BoxCollider, iX#/~43 3
R FERTE AR B BEATREAAG I A 2B o %o — I XoF % ] B8 R I R T2 R R A T Tl A8 A W 22
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BABEXE, FrLUX —F RS RN B MBIREXRXT R .
Fatsk, LR v N B AGE R . iR F R (& 2.16), XF
LT & AR, AR AL FRENZELAET S,

TEHMERNER
(MEAMAGOEH)

i,

S

{E216 FEHMEAMER

“SERBEE” FHlYER PieceControl A4t F
B 4, Bk 3 5L 2 MeshCollider 41 4
Unity F424E T 1R BT E 5| AHAth 28 {45 68 FH 2

HEBENAREAMER
( SES RN AR NEH )

HERETIEE, XERIILESHITHEANA. . %@
; > . p s .
55, EAREULR VRN KRG, e m

HanFEBAAMEF (B 2.17),
£ Unity 44, AudioSource R ftif[RlAT
KB FMAEEG T, SRBATBATRE 4 TEH217 ESRARARERNER
AudioSource B ALA_LHEH, (BA R EEBERNHERE SN EGLEEERSEHE,
P HERENHABER—FHG. TR ATRREM A TERELIER K
HA—F, HEREHATRNHETEACLIEAM, RATB Unity WRIEER, (3iF) GBFF
REEMESRERUER, WERH FXAER,

%254 “this” 2t4

BAEILRAEE Unity oF, MBgA _ GameObect
i LB PR B 1 — TRt A fy | ( Rigidbody | — v f ;

HAEHEB2IS T MBI R R, | gy o R _
B T RigidBody Fl MeshRender % #% )
WELLAE 250, AR X RIE B T t , )
Seriptl , Seript2 % & L QUERAYLL {4 Component

HTHBEXWRENHAGERFE om218 24msF
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H, XAk R T MonoBehaviour, 3 HEZ RIS A—B. MHE#E “Script 2"
“Script A" BARIKEF, AEdXBRREANT TH—-TABMES, UGB ENEET
HFMZRTE .

FERIA RS P& % AT LAE 2 this XA #ia), WRIEAERLFHANL, ERAEELT,
Scriptl.cs H{di FEE R Script X4, 7E Script2.cs 1 FNIF R Script2 26 (& 2.19 ), 45Rik
YE “Scriptl 287 2# “Scriptl ZH14" &BATLA,

i 3 GetComponent<>() BT L M IER X bR & NH M. < P EHEAAMY
B 4 F. 0% & Rigidbody 3t 5 i GetComponent<Rigidbody>(), & & Scriptl #t 5
GetComponent<Scriptl>(). I 3¥, il this.gameObject A] LA M 40 4 o i n] diF 2k Xt 5 (&
2.20), BARZHIEN T 24 this 15 gameObject, {HX B A TMEFUMH, RATMLET this,

Scriptl.cs
void Start ()

{

}

Player Script1

'\ void Start ()

{
“this" ®rB5 (4HH) | this.init ();

40U

T @219 “this” FIFRHER

GetComponent<Rigidbody>()
" Rigidbody

Player

\GitComponenkScripﬂ >()

i gamaCi~

400

T E220 HFRRIAHZERSE

% 25.5 GetComponent<>() RS

W HBZEMER T GetComponent<<() 4F, A —F4EERIIEI ¥ (B 2.21). il Rigidbody
HTELLT, H4 S rigidbody #{t# GetComponent<Rigidbody>() 7] LAiJj a1 4014 o
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rigidbody collider
“— —
Rigidbody SphereCollider
Player
MeshRenderer = ]
renderer audio

4 @221 GetComponent<>() BT

INRAEREFEARES, BHROABRSEEE. TRIMT —ERFEHNHTF. LYR%E
XZAMEHREFMAET, EEFEESERATFHETH.

%5 FRBNSE

rigidbody GetCoinponent<Rigidbody>()
renderer GetComponent<MeshRenderer>()
collider GetComponent<SphereCollider>() &
audio GetComponent<AudioSource>()
transform GetComponent<Transform>()

Unity ffi## Mono Developt E R HTNRE, LR “this.” XHEMARESE, &
GRS T AR B R — . AEEESERES], @i this AT LA HX
SYRE

GetComponent< Rigidbody>()}

rigidbody r—
igidbody

:

Player I this.rigidbody

Ythis=Script18¢F

) ) Script1
this.gameObject Li

0

@222 FLED this EFRANES

WA 2.22 Fis, T E=F5 B:ARE ] Rigidbody A4,

® this.rigidbody
® this.gameObject.rigidbody
® this.gameObject. GetComponent<Rigidbody>()
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R FEEENR this.rigidbody, XS BEFERAREFHHIT R, HEMNAAVIRHAREA
f#, "TLAUR—F “FERT,

REFAFEERATURBEERBHME, RidiHEAEER thisrigidbody A & “8
Rigidbody 4B NE Script] H4H” WER, MM “UViRgAMBIHXXT R+ Rigidbody 4

ratReETT

%256 ik GameObject
1R £ Unity ¥)2: & B2 EMERIEE T R M ABE/E Destroy (this) ;, BEFLEXHNE
EIFREEMBRIERIT R, EAME LN I1ZE Destroy (this.gameObject) ;. EZFLXE,

PEENZELAERAET (E2.23),
#EScript1 4 F3% R
##7Destroy ()

1o

Destory(this) 83155

0 e ()

C)/ : \ Seript] .E :

1{r B 2.23 Destroy(this) # Destroy(this.gameObject) B X 3l

Script.cs F{# FHE this 5§82 Scriptl, tWELRAMA L, FILIMRE/E Destroy(this), BT
BEMIBR Scriptl A1, EMBRBEANUFRITR, BOTUR BT RIE NS EIEA Destroy ik, H
It Destroy (this.gameObject) A RIEWHIE Ik,

257 H{RBFE AR LB

Bia, BITRANBE KRR PEHBIMAL,

ATERMBEER, “XRBtE" R T &4 Piece Control B2, B4b, HIrRiRST
HHEMF Rigidbody 44 ([ 2.24), SR B A LAH A Unity mEBSRFNTR, Rtk T
fE TR, BRATIEWFIRIT Rt il A Sk BN 14 .



25 WRMKFAHHER | 109

Hx BtER

A Piece?ontrol |

(_PazzieOwl ) ! MeshCollider
\| Meshéollider
PieceControl
PieceControl
-

PHEMFESFHR MR, S0 ETLIE— M4 (mesh ), BROFERERSh, FATRED
BB R B R— PR, ENTERA R— X R,

BRI BERGER R, AR A KB OPFERER . IRF TR E A AZE BN
BIPIAE AER BR o XA R A SR AR 2 R AR O

Y
* PieceControl
* MeshCollider

BT R AR A

- E2.24 BEKHER PR

PazzleControl.Start 753% ( #§E )

void Start()

{

/] BENEE SR Piececontrol M | Bk 'pieceControl.cs” )
for(int i = 0, n = 0; i < this.transform.GetChildCount(); i++) {
GameObject piece = this.transform.GetChild(i) .gameObject;

if(Ithis.is_piece_object (piece)) ({ T,
iy e (mmxtgFRMEES (RHERRE ) NSt

}

Fa ) #%h0 PieceControl &4 ]
piece.AddComponent<PieceControls () ;

piece.GetComponent<PieceControls() .pazzle_control = this;

1/

this.all_pieces[n++] = piece.GetComponent<PieceContxrols();

PazzleControl A4 BT T HHEBEH B KT R PazzleOwl ., XA E Lo fEHBE
INBN RO WERE TR PR T A WX 5
RIS, SRR UK SR E N PazzleOwl B FRBNEMN. Bob, HFIREEH
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R#% 45 FRH & base FRE, PRI AT LAR FIX — S0 DF IR R AOTERR X SR A2 H L
MRFARIWEITREBER, 185 (a) 7N PieceControl 4114, AddComponent<>()
HERATHRMAMGN T L, < PHAHAEFNZR.
B4k, 1E PieceControl KA LA I T,

[RequireComponent (typeof (MeshCollider) )] £ MeshCollider

public class PieceControl : MonoBehaviour {

T T 156 B U X% X 52 R 2H 14 0 56 R B R B T R L A 4 o0 20 AN L A 4 1 — R A A 1R L
RequireComponent \EFEARFHELL T B S04 L E R H 4 75

il B R A FS R BA T Xt PieceControl £H{41i &5, MeshCollider {4V ER .

X B LG, TENUFEXT R R PieceControl {4}, MeshCollider A {43t &8 —E AN
¥,

258 INg
KFUWEX RIMAMZEPI KRR, EENZEZLDNIZESHMG TR, NIFHAEREER
ZE, JLUAEF A Unity MBI FRATTEEF K —&/NMEF, EdBTEERSEET .
[F#E, AnSRABGEFRARUFARAT R MA MR, BEnT LA RIGHEH TN,
tban, 7ERGE T A LABIPIA LA L AR — NP R 2, REmET 4 XAERE
B SHILHADIEEERER —NHA S, HBIIEE RS A BN A 2 58 7 g7
Hit, RIIAERVBHICIZABOE S, MRS N2 AENAR, XXt Tk
FRFHRETLHEEN.
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3.1 LLiENS How to Play

vV BRAHZOPKRER
® Uitk B BT A Y S A AL X

SCORE: 260

R Bt (xR ) g A EHE

v R RPN SCORE. 250
® i bR T -




v BRBK R

® SR Bk R AR, WA
Bl

vV BERIUARTHR

® §73 ik S 5 nT LA X i R 5HfT
— Kt

VvV AEHiIRE

® K HU{H /K HH BL A S A6 AE 1S
FI% .

31 TENE | 113

SCORE: 290
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3.2 SRS ENNS Concept

e S MR A IR (BOE RV EIXANA T ) MR SRR R B — R U AR R
B Wr AR B SR BT AR AE 2K B h AR B e M | A — Lo B AR TG o BRI S LI B B 7E R o (8]
WEEEILE— R, FrABIEHE S 1E A FHLHERK

EERE—FEEER, AREFERERSEAHNATERSEIHKRA,

FEAIMAGGWER T, WERMEE T R AR NEESRARE, FHERFKINRAE
BRBEES, BRMauRYIE, IRWEREE M HERRRXAESHGERE S, BE
AMEHANE, THESTA, NiktfE CZBkdi. NEMEE LR, XE—F
T E IR A B

AZEFTHNEM “HAEF R " PRX A G WA — TP

“HhAEFMEE T AV BURAERR RS S X R AT R o Rl T B AR R
L, ANt BATX AW P ARG o F B A BT E . XHE—Xk, RERAESHEET L, B
R ARLEA KM HI WXt F58 ShF AL B A G T .

WA S B R IR M R L= .

AR PR HAMPERAR, “HEFEE" B—RXCENITRMEME iR, ABEE
RYEF MR B HBCRE T HED . AREFTTRECLIEX MR T . ZEFENETR:

METAL BRAGE—http://www.metalbrage.com/

3k bR R T REZ A BRI KR F RGP HBIR 2D BRI TS, A XEriE
HLEE—T,

& 321 BEXx—¥%

X L]

AudioChannels.cs AT RS RNEXIIEE
BillBoardText.cs ETBANNRBEZANBTES
CharaAnimator.cs BEBtLHEsE
CharaAnimatorMonster.cs | 1% th R Iz &

FollowCamera.cs BHEEN

GameCtrl.cs BHRROHE (EREE. 3X%)
GlobalParam.cs TERTFEEBBGBRNNIRE
GridMove.cs MR ABRNBIAE

Hud.cs ETRHREGBBIXFEE
ItemSwordScr.cs THEY (BIREZH)

Map.cs EpE. EEBHMNES
MonsterCtrl.cs R 69 Al

PlayerController.cs BHEE (GBI IR BE))
Score.cs TEEH

TitleScript.cs BHREEw

Treasure.cs RHENBEE
TreasureGenerator.cs FEEH

Weapon.cs BiHaNmE
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@Dungeon G)Bfer

L+ Eews

TR ETALLEN
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» 322 HBEND
o I MEHEH)
o i E$E
® ZhiE i/ BT
® R Al

3.3 ¥ReYMEISE) Tips
®3.3.1 XBXH

® PlayerController.cs
® GridMove.cs

332 M=

fE “HAERWE" P, EXHRESRNXERERIERRE, RAKF 1 MAtaEd. BN
PR R NHES Y, BT LA & RBEE E T AR AT RSB, BRMAAKREEKEANT
B SR ERWRM — N EER A, AETEXFHAE I PR EE T .

HEEAER - TAGEL TFROKNEE. MRIGOREE YRR RE T8, Aok
PR (K 3.1),

‘ SR S BB
RS, BEBEASSE

HARE "8 hB-
DLk e

THE31 HTLNAERER

e RE N REELARIAR A AL TR B AT REL B — bR In gk, AL RITERFEAA
eSSV 1 1R 3l .
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FER N TR A FF & ik f 7SR BB N B I R B BT EMEF .

< 3.3.3 BEBMEA EAIEHL

TE “HARWE" P, VENRRYARRBEE T IE THET L, XA T ARo R (gnid ),

H FrRERBHEFIE T Mg L, EEEER RS, FHB eS8 sheirmstsz sl 7 R% .
S RERLH T, MELIEFBITENYL, TN R

BERB B 2R T IRE], BARIMTRSH EAES ARSI (B 3.2), R
Wk, M ERTRERBATIR, SEAFEMEITESY, A “HMEFEE" PERA XL
P, BN — WA RRERTHEAE TR, WASKHERRE AT AW,

— FEfT B R A T 1
4—w RICE S a0)

REC
_h

it
BTG AR ABCET E, MR E IR AT LA [T . AR
2, WERFFE D maksEizsh, HRBAGHAMA BRI E . BIXFE, RATET 7 el LI
e FREd A, A, EEAEHRERET L RS Tr
REMAMGATLIERENEE N FRMBEN T, HE “HEFEE" Pl 7 —L5aaba,
fofr e+ R RETE i 3 P& YR R A RERCE T 14

EAFEEH
BHREEE

EATEBR,
P AR SRR AT

i

Cw;

BNfEIRATIE TR,
the—HIHEA/L
THE

T E32 RERANYE

<+ 334 FiRERIRL

KEBATRA BT S ML

T CHAEFWE B, R EBYPBR T TN, BB R R HES
e BT TR AN T R4S, X EERRERTNT 1. &, RsEY
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XZ MAREER 1.0, 2.0, 3.0 - XA
ESEE 33, ABIHARKRELLS.L, 53, 5.5 XEEH/PMEGEIHTE A, XMEM 5.9 31k
F 6.1 B, EHBBIEEM 5 LB 6, b REFS MR ML,

BENLE O 0= | >

NS AR AR 51 — % 58 —p 65
BRI 5 —» 5 —» 6

@33 FIEMEHFHRT

T, ERNIEFEHHEBHAH.

GridMove.Move i ( HE )

public void Move(float t)

{

Vector3 pos = transform.position;

pos += m_direction * SPEED * t; (a) TRBIHOEE

bool across = false;

if ((int)pos.x != (int)transform.position.x)

(b)) IR AL FREY/ VK
ERRBEHNE
TE, LR
BHHR

across = true;

if((int)pos.z != (int)transform.position.z)

across = true;

/1 (B8)

if (across || (pos-near_grid).magnitude < 0.00005f) {
SendMessage ("OnGrid", pos); {( ¢ ) $1¥7 OnGrid ﬁa
}

(a) FBAERYALE DN - & 375 m i e BoR TR B 8
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(b) 43 BIXTERTE R (L B AT R A8 shad o B B Xt 45 R 1T LK o
(c) FXREXHEHPHIT OnGrid 71k,

TES MR RABRIE], BT @ fAENElm, R THREANLE, BFXFHFLT
2(f FIREE S ( collider ) EHAATHINT, RN “HEFWE" PHEARBNEET MK L,
FRUAZRATAT LABESR R “55ad T MIA R = AT 47, XEAMERAT 25, EAMEEET
Mt b R RS A .

T R AE 55 PIA% B % (8] 8 34/ T 89 PlayerController.OnGrid /5.

PlayerController.OnGrid 773 ( #§%E )

public void OnGrid(Vector3 newPos)

{

m_map.PickUpItem(newPos) ; ‘{ BRER

direction = GetMoveDirection() ;
if(direction == Vector3.zero) —{ﬁﬂ%iﬁﬁﬁﬁﬁ)\ﬂﬂ%ﬁ( ENG 910! )}

return;

if (Im_grid_move.CheckWall (direction)) —{ BRAS BB (A EBHOWRT ) )
m_grid_move.SetDirection(direction) ;

1t J5 AR 7 1) °T LABERT 4T, XEr 3B EAE T PlayController.Update_Normal 77359,
#37 GridMove.IsReverseDirection 753 tb 3 F P SI A BRI 7 [m F1 B BT IEAEfTRER T, R & A
K, WK £ 68 R HERS 180 .

PlayerController.Update_Normal 753% ( #§Z )

private void Update Normal ()

{
Vector3 direction = GetMoveDirection() ;
if (direction == Vector3.zero)

return;

MRET THER TGN,

if(m_grid move.IsReverseDirection(direction)) —{ MR

m_grid move.SetDirection(direction);

$3.35 IhNg

BERENZC AR TH HEFRE" ORIETTTIE, MERRLHAANEITER
RITHINEXR, AR SMAKEE “BRERMBY . AENBREEHEMBEREEBREFEE
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o BEHEANSERGE B O 6B X A G R IRIER IR XE, AZUOUR R A Xt 1B A9 ma B,
AR LURE B NGE S RIE B, SR E R SRR AR E Y.

3.4 HMEYIE Tips
341 XBEXH

® Map.cs

342 HE

“HEFREE " PE—RNNABERIEEAHER. B TR RCR IR A R — 2 5 A
KR MERNTEUHRX L REIR M SIER L.

ATLAME A SR G A8 R HiEHL A . X45R W mT LAf# A Unity B3 # Mono Develop, fRIEHFK
REAELR, ARSHELTMmELS, AT Unity ik blrE, B Xk i 5o
A LLBLTAT B, BARBRMAKRK, BrihIRA 15 e H S s sS4 Sci g K

FRSCA S E LU T ILAME S

® {F T H i B 45
W (E5EE)
® {ET{&mK

7E W FF 45 1 1 3 2k
IR, XEREFEER
B, FTREA LLEEE T2
TR, BEERMEXFRR
B, AAdxERERNE
RERBPE-THEAX
7R G 48 A% 1 PR fR] B4
0 1 P 7 T E34 BEMEE

EAX A RERE
=] A8 8 1th 1 5
Eg e

$3.43 XFXHAEN

BRAEFRAT R 52 b P B AR =X
BIE, WP BEGHXT RFEATRITR (B 3.5), ZoR5 A% i i 282 SCA SO o

EFBSCF
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(4)

#R (StaFy, TLHUSE
FAH)

(5)

1

(6)
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L]

lllllllll

(7)
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B35 HEAYEPHRE

(1) BB EA . BEOQSIHBEEEENE X,

(2) Fedt. HESIREHRLIA GRS . FERER T BAIME R R B RS, EREA SRR
M EThEE .
(3) WEMFAME, R FIFRRB LN . SRR PEUIE M FFRAE.

()R 134, FBMBED IR —FEEEER

(5) 81, fHESEEBHIT—KRE,

(6) EM, FMEMBHHRGBEILR. WRITHE, B2 —EREHEREHE—K,

(7) ZAKK. FTHESME R E LR B R 2= 6.

HEAXFZEIMAES (,) B, XFHESIECESRIFSCH#RME CSV ( Comma
Separated Values ), fRZEH N ZARIT XN A1 FARRFH CSV AL LLERI B, LW
YRR . AT LAEH{E A Excel (—RREHERM ) #HTREBHEEH—MEA,

155 . PR 80808 1149 SCAR SOV R SCAR R IR ( TextAsset ) BRNEI B (B 3.6), FIHAXFMER,

RV T LA(S A R P SO NP — R R A A B SCAC

WESR BRAE C R RES @ AR BCC A S T, AR A% T R gL FRATARSE ST Ay i 25 il 1 b

BRI

IAFHEM R EH —DILE text BT , HPFMEE XA MHHNE. Raith FEA
SCA S B B ERAFAEIX A string MRS, BB IFE TX AN FRREIK. WREEXHL
BESARMRGT, B AT BT B A A B X L AT 408 (P 3.7 )
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35,%,%,%,8,8,8
2147 2 /:"5‘3375 {
3|7/ WG ADHIET0 o H0Y 4 12 1 TER ‘ g:;g;g-:-s;g:
é /émx UnityEngine; = | Bir.c, c C.¥,Co%
g|using System.Col lect ions; A [ g *
7 TextAsset 19
g public class Map : MonoBehaviour { 0
}E} public TexiAsset[] m_map_texasset; :
12

© Inspector

W Map — jticv

Taq Mng ¢ | Layer | Defauit 3

BT ERARE TR

T HE36 HitEMBIBAELTETREM

LR BE R BE K N LR IR R IR B 2N
e e PR

*ccpct*

icllicﬁ

*ccpct*t

* * * * *
L7 C,

—b[ *eepct* |

R RN
e e e

TextAsset

*.ccctc* *e.c0,*c* R, el
ko koKW {fﬁa&ﬁﬁ * oK o H R i !

ey

*w.ccc1* *w,c.cc1,*

‘l*“iﬁ*
e

[*lefelpfeft]"]

string#t4a

string# 48

FASplit A%
HEKFHS

SERLIE i ith B

T HE37 RPHRUSBIXEHR

PATIZ S EILEFE A = Map.LoadFromAsset 7755, TR,
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Map.LoadFromAsset 3% ( % )

{

private void LoadFromAsset (TextAsset asset}

m_mapData.offset x = MAP ORIGIN X;
m_mapData.offset z = MAP ORIGIN_Z;

string txtMapData = asset.text;

—{split BEFATMBE TR ST |

System.StringSplitOptions option =
System.StringSplitOptions.RemoveEmptyEntries;

string[] lines = txtMapData.Split (new char[] {'\r','\n"}, option);

/] B REANEESRF [(a)ﬁﬁ#&ﬁﬁﬁ%‘]ﬁﬁi*. —f,\&za]
char[] spliter = new char(1] {','}; TR

string[] sizewh = lines[0] .Split(spliter, option); —[(b)ﬁﬂ .. ggq\?ﬁﬁgﬁ?]

m_mapData.width = int.Parse(sizewh[0]); j { — -
m_mapData.length = int.Parse(sizewh[1]); (e %—ﬁiﬂtlﬂﬂkﬂ’]

char[,] mapdata = new char[m mapData.length, m mapData.width];

for(int lineCnt = 0; lineCnt < m_mapData.length; lineCnt++) {
string[] data =
lines [m_mapData.length-lineCnt] .Split(spliter, option); _J

for(int col = 0; col < m_mapData.width; col++) { [(b)}ﬂ " ﬁ%)'\:?ﬁ”glﬁ]

mapdata[lineCnt,col] = data[col] [0];

}
}

m_mapData.data = mapdata;

(a) X SCA SRR LT RN EA T8 . REFE Split T HBATREE A8,
RERSTR BN BT 9 & 17 XA string FH4H .

(b) XHPRARMEBHFHCEEESHRIF T . HACGSEHES SR A I8 A
string BT . XA SCRBB RN T BB/ AN, X B/ NRIRNIFRZ K
Token, iXH Token=1 ™F4F,

(¢) B—ATiCR T HEMBERAADKE. S3BEEEMAGKHR T, QI8HTERE
i I BE B $AH

3|35 B b PSR B R SE AR T B TR FRAT T 3 PR A A I Y
Blan, EA15EKEF Map.CreateMap J5 ik P AIERE R . Brsd e R B
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| #®3FE BEHN—HEFEE

Map.CreateMap 7% ( HE )

B

void CreateMap(bool ‘collisionMode, string mapName)

for(int' x = 0; x < m mapData.width; x++) {
 for(int z = 0; z < m_mapData.length; z++) {
((a) RIBMBEHERRHRNS |
switch (m mapData.datalz, xI) {
|
case WALL: el
GameObject o = Imstantiate(m wallObject [0, new Vector3(
X + m mapData.offset x, WALL Y, z + m mapData.offset z),
Quaternion.identity) as Gameﬂbject;
o.transform.parent = m mapObjects.transform;

. break;
case PLAYER SPAWN POINT:
m spavaositicns [(int)
SPAWN POINT ' TYPE.BLOCK . SPAWN POINT PLAYER]
= new Vector3(x + m mapData.offset x, 0.0f,
Z + m_ma;pmata,.o‘ff’.setmz} 7,
. 'break;
(3w
case TERASURE SPAWN POINT:
m_spawnPositions[(int)SPAWN POINT TYPE.BLOCK. SPAWN. TREASﬂREl
= new Vectord(x + m mapbatamfferet =, OLeE
Z + m_mapData.offset z};
break;
case '1':
cage 12! !
aase r3 0 : @@EE"]%_&JM char ##4 int
: case '4':
int enemyType = int.Parse(m mapData datalz,x]. Tcstringt));

m spawnPos:.tious [enemyType] = new Vectors(
. ¥ + m mapData,offset x, 0.0f, z + m mapData.offaet z);
break;
default:
break;
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(a) AR4E SCA YR U5 A A0 H 1 2048 m_mapData.data[] 2 — 1 " 4E¥4H, ATLAEEMA XZ
B AR FR(ELAE R B R 5 | R i () 258
(al) “BE” o HTABIERXTER
(a2) “Bi+" WM TERE N ERMNS, XERATCR TR, (a3) 8 “E58"
ot mIRE AL 2
(M)ﬂ%&ﬁ%ﬁ?ﬁi&@i A AR Y RS BT R B A& R AR B 1
AfeER—R, X BEFECEGHUR MR E. ERAEREHNET
N,ngﬂm%ﬁ%&ﬁﬁﬁo

344 FRRIEF[HITHEE

FIMAR L, RITELEEBES A RIE N R BTEAR . GidE i CA S S I8 iR,
MBEE SO B A _E AT 7E Unity o, BANREHFEEDE SR ASTERS
AffE], {EANSRAEGS e SR a7 LB BT RTEAR, VR el A F X

FIZMR Unity 4L T ESRE|OTIGE, EAFHP BT RHEES (& 3.8), THEEA]
BRI i X A DY RELE 8 45 L I AE A

BB AR ANE Editor
XHET

! nityEngin
2 Syslem Onll ct lon:
using Unilyl Edll
.{
l Iod!IC
oubl ic I Dnl
D Dfeulll

3
10 Map wap =
;'I’ ) map .Creat ello d 108

5 [eus \ol[\i tor (typ f(lnpl)]
ob .

t (GUILayo lau (r ate Map Mode! ™)) {
ulaslnn.

e |
( (’ﬂl() {

L] Projact © Inspector || :
| Create -| v (I Mep (Seript)
v HSa'ipt Sciipt r
%Aﬂdﬂﬁh‘hnﬂh Game Ctrl Ge
|BilfdoradText GEM_SIZE e
[&) CharaAnimator: Autio Audio [AudioChannels] O
‘@rnwmmmm% PAMARE - T
‘CombineChile Custom L iy
v 3 editor = Wall For Coliision ~ [NormalBlock 1o
@Eum.;:nulcnmr BATEIRS ,mmv :::.“ {Fiman Staces | @
| ow | ) et
& Gamectr T R Gem Pickup Se [Sdun ostGem 1 ®
@ GlobalParam 2 Create Map Model !

mmu e

RTREE,
ﬂélﬁ*&iﬁi

T @38 EiEEaThEE

RULZHA R TV RAGEIMINGER, LR T /NS B E NI, B b Fdieak o iy
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HABAZ AKX 5,
BERERE P % Map ¥4, FTHARAER T Map T H, SKMER T A Create

Map Model #4£1 . XM EHLHE R S E i dn i A5 E M hEE .
B AR A A . BT LA Default Map 280 S038 B 4= A A4 b B 508 .
A Script/Editor/MapModelCreator.cs BN TRAER . 78 E Sl gmE A E K

I #E Editor 343 TF .
He RS PR B AL B R AU AR P B AR B K (AR [F] . AR B R AR ZEE AN, B

FKH AR A RHERE

MapModelCreator.cs

using UnityEngine;
using System.Collections;
using UnityEditor; {( a ) FBAEA 7 UnityEditor BFRE1E] ]

—{b) ®eBR Map £evEBIBERS |

[CustomEditor (typeof (Map) )]
public class MapModelCreator : Editor { {(c)MapModelCreator%]
public override void OnInspectorGUI () {
et Citaiaot Tty L—{(d) E#t OninspectorGUI 7%
if (GUILayout .Button("Create Map Model")) ({

Map map = target as Map; (e) RITHRETIRE

map.CreateModel () ;

BRI T —8AH WHEE, TERTEE N6,

(a) WexkH{# FHRYZEERLE R T MonoBehaviour 2§, 1B E i 448 288 F 192 M4k K F Editor
%, EHNXA Editor 2 F UnityEditor ZFRZS[BIN, FTLALUE T using CHF kA
BA{# Fl T UnityEditor £ FR25[4],

(b) X BRI T AP E XA MapModelCreator 25 /& Map K E I 4B S, ¥ Map 2H
HEmMBEFRXTRIE, Unity 58254 #3457 28 F MapModelCreator 254 #9757

(¢) FF#hE X MapModelCreator 35, #4k7& Editor 264 il 5 il 448 25 FHAGE

(d) override R/RFFUKE XL T Editor 35A977%: . OnlnspectorGUI & FH T4 %I AL M 9 GUI
B o XA ESRS A CAIZMRS, SiaT AFESE S EAIZ Al Ul,

(e) BATIITIFERBE RN BRIIEE. RIMNAFERX—TEREESE. RUER BEAR
FB/K Map 259 public LA (E 3.9), G, B BREHARBHEEIITER
B2k, BERTLARE RS R BT BE
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) Olnspactol
1 f“ @ Map Hjstmv
| 5’(CustonEdHor(lypenf(Map))] Tag (Map ¢l L"V" lD—"‘-“—k——J
| gpublicbﬂass Iaplgdel();gaég; : Edtltuau » ~ Transform i
public override vo nspector
| 8 //DrawDefaultInspector (); ¥ ) & Map {Script)
b

map.Cre|\teMade! () ;

s¥8 % DrawDefaultinspector
JisEiA A

< E 3.9 BUHEA DrawDefaultinsector 755%/t

‘ Map map)= target as Map;

if (GUILayA{\t .Button("Create M [ Create Map Model j

THE RMap%ty
publich &

345 NG
EEIEMIZE L T A anfTiEid € Hilais 25 X7 Unity 2B 2R sE TR LAY DhREY B TIE, E%:I

BEXREREROINEEY RALARBE, Nl — A TEBLEERESRES RS, JT
PR T B Unity WA XFINEERUE 77 BEk, ARy Eéﬁﬁé%’%m%ﬁﬁc

3.5 mh@am/I\ikIs Tips
%351 XBEXH

® Weapon.cs
® CharaAnimator.cs
® PlayerController.cs

%352 H=E

Unity FEESSXT M BhiE TR SRRV . AU R S Hshim, Al EE . U
B AEWA Bh I 7] F- 1 V) % & FP I RE

X BR A RANf GBh EFE SR RS/ NEE TS

BRI RSN ROIERCRF S E A . XEERLAER
“FrEMBE" AW HEsE” AEEREREY “—afTE—D
WHHIShiE", HshimEHEE i A8 F & A e, A%
TESRTE.

BEARESNERBIN S (SE) Mk, L s i
T8, YR TEAH [R) 64 B 1] 48 S 3 B0 F 20X A 2 B o ¢ E3.10 WHEEmHE
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% 3.5.3 BEEILIABHE

BRESE, BHDSBEERASITE, BIMAGRIESITE . SR U ASFIHIE
“SFEFEMNSE" M ESTENSE", BRI, HMENEMENNE, SHEHEE
A FEKX.

BT RIRXFAR, Unity P3R4 T ik &M EBOR RS ENDIEE (B 3.11), itfhe
f9 b BERGESISE, FETiE T SBBATENEIE, XEERESE DM e —nEs—t

FTEMBERT .
r¥g
¥ . \:8-

T E3.11 SEEBUNzE

M2, ZIfIHEE “ LG “TERE” ZMESEBAR? HELERNEEACHRIMWE

REHR .
HEBZME LS Player MR, [REGAFREMN=/ME, HERHHFIR (E3.12),

mune

hip

r‘nomo_ﬂ

THE312 WEIEREH
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MR BRHNTMRDREE =ZARFS, RERELTE TR, BEAG=AKE

FBAEFHENIE, BRIAACHERZRIETR,

BRI E F L EENTFEREM, XEETAFRITUEH, BRITTLHESENTR
EEAEANRE B8, @B ahixsent s, etibfA aBRE=4AERER.

X FH AR, BRTZHLISR hip X%, HT4A mune, momo_L. momo_R FFXI%,
SrHMCEMD . AKBE ., AKERAXTSR, AHEFH, mune MREMM ¥ SHXTRABETUETE.

AR A5t mune SR AT WFXTRIEBsNE, BHATLILHARE L FENNSHEBR. FA
0 SR AL AT R AT N X RIESERE 3.12 WHAE . BIKAEH 2B FFeshE” &
XFH o

THEHEE S BEmENRE,
Weapon.Start 5% (#§E )
1/ sk

void Start() " (a) 33 mune & l .

Transform mixTransform = transform.Find("root/hip/mune");

/7 Esl
animation["up sword action"].layer = I;
animation["up_sword_action"] .AddMixingTransform(mixTransform) ;

/1 ESHEERE - [ mrrnsRnEnt A )
animation ["up sword"] .layer = 1;
animation["up_ sword"] .AddMixingTransform(mixTransform) ;

(a) FIFLRA A BhE A mune F5 45,
(b) IEASBSEMER EEY S, FAXBEHEET mune, FTLL mune ME WA FX 2%
A shE, MHWHERT S, mune RETHHAAEW SR T AAH LS,

HEEERERE (b) T T EKABFRRETIR. 7TUE R A AR SRS
SzhiE, HEFBHRE.

EEAONRERENsE, FEFEEAORENME, Aol f R nT L& f
i Unity KSR E R , BTLFAEE,

+3.54 RMEBPEC4BHEY

WPk, YEEATER, HRESEEEBHSENER. BAELHEE T HBBE R
B, BTGB R REHERCOE AR S, A Asimm S E e (& 3.13),
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public void PlayStepSound(AnimationEvent ev)
{
}

T @313 RBESHEERHTE

PB4 (event ), BURISFSEEMIFRBUWIAEIEIE, LahEHHEZWENHEHITHE
SEMITTHE . HETBUEE A RSO RT AR N T 7 e

CharaAnimator.InitializeAnimation 773% ( &% )

protected virtual void InitializeAnimations()

{
/! BEERE
AnimationEvent ev = new AnimationEvent(); — (a)fl@sH
ev.time = 0.0f;
ev,functionName = "PlayStepSound";
animation["run"] .clip.AddEvent (ev) ; (b)iEmse

/)

AnimationEvent ev2 = new AnimationEvent () ;
ev2.time = animation(["run"].clip.length / 2.0f;
ev2.functionName = "PlayStepSound";
animation["run"] .clip.AddEvent (ev2) ;

(a) fJ# AnimationEvent S, #i& % fis & 25 {4t S 58 T 01 1] 81 e 5o
(b) #HEHEME] AnimationClip,

FEXANBIFH, 50 WU S WA — AL BRI T 4. 1TE RS E R 2 A BB E X
— BRI TEPR AR, 3 BRI i 0 R ) AR SRS S
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PlayerController.PlayStepSound 7%

public void PlayStepSound (AnimationEvent ev)

{
/] BEBEE
(FindObjectOfType (typeof (AudioChannels)) as AudioChannels) .

PlayOneShot (m_stepSE,1.0£,0.0£) ;

i ZF 88 F 9 PlayerController.PlayStepSound 77 #: 4 i3 PlayOneShot J7 %3 I
PR

%355 NG

A S E A RIhRE, AT LA R A M B0 A R B B SRR

FiHMELE LS, AT AR T {8 s AE R s i A A R R T . M ARBRIE O A
Z5h, HAWAR S 407t w B A EE .

AT R ORI L A (B A R ELR: X il Xk il (R AR A #E Bh B/ M TS . BUGEE R KB
HREZAFIFES.

3.6 WM Al Tips
% 3.6.1 XBENXH

® MonsterCtrl.cs

+36.2 #@E

“HIEEAFWEE T PR 4 MR, BARSMILEERRMAR, EREEHEB LIRS, S R
HIAT AR AR o

ZEWER P E R R IE R EE, TERMKERETT, RIS R PEHREF )
R, XS BT 0, AT, DB AR E NGB

LR —BRHEINXEE R 2k WA R, MR BRI BRIR, Mk gEi
X7 R— Y TAETKE HLER, AT * L B9

B E OB+, RFERTER D E R B M AT RA TR E el R LHA
R PERE AT

% 3.6.3 BRENEZ
B —F 4 SRR SRR (E 3.14),
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(1)BEH, MR—HERLEEEL, BELdBEFHR, HIFERRUWERAMFAMERE.
85—, XAR—FEEEA Bk .

(2) SRR, R BATER HEBXAM I R SR FHXHARLE R AIAY “BA
SMNEHEER" MBRK, XE—FaRERE,

(3) BERHE, RABERNMRIER L, ZBARENMEEIEERE, MIFKHA,
X PR R 7] REZ AR H RIS X F o

(4) BEHLE, ML ELR, MRMHSCET M. BARTZEXAEITET, BT
PAGn SRy R SR R X Fh R, W S R TR AR . A iE XA — L
BEPLEE, MibBg =4 Bk,

| .

Al "

! ;
% N
(1)@%@ (2) BREFR

|| i

LT e g SN AL T TR

(3) BEHE (4) FEME

©E314 4 HlERAMER

FTRBANVEHRIER ST MBRRE, BELLEERMR BT TIRM B (& 3.15),
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EEaRtaER a AT AEBD )
X '

{4+ E3.15 REHRBIGEMAE

MREEEEMNACHER AW EROMENmE. X—TEIBERHR, ATHRL
AIABARIE 25 B 2 A AL BRENTT ., AnZSR AT LB I L 0 07 1 B 2 AR ARG, (HR Tk E e
L1 I s 11 g oy 1 1 7 S N1 A7 N ol s 1 Rl e b 2. = 22 3T S R S DE S 27 I - |
P AR A S i e B X R Z R R

IEBARE B LPRA L.

MonsterCtrl. Tracer 753 ( §E )

private void Tracer(Vector3 newPos)

{

la) NECHEERTTRE
sy i

Vector3 newDirectionlst, newDirection2nd;

Vector3 diff = m_player.position - newPos;

((b) 8« 2 tosexHEBAN—F )

if (Mathf.Abs (diff.x) > Mathf.Abs(diff.z))
newDirectionlst = new Vector3 (1, 0, 0) * Mathf.Sign(diff.x);
newDirection2nd = new Vector3(0, 0, 1) * Mathf.Sign(diff.z);
} else {
newDirection2nd = new Vector3 (1, 0, 0) * Mathf.Sign(diff.x);
newDirectionlst = new Vector3(0, 0, 1) * Mathf.Sign(diff.z);

}

Vector3 newDir = DirectionChoice(newDirectionlst, newDirection2nd) ;

m_grid move.SetDirection(newDir) ;
) ((cI A EmPmEEBBHN I |

(a)REME WA ETEMB A B R E,
(b) ¥t X A EM Z &Pt EEKRE—1 .
X, ZBHA RS, 43 HE KA — A newDirectionlst, /N5 — ML A



134 | $£3&F BEHR—HFEFEE

newDirection2nd, X ZFTLAKA D & FF4a X ER/NARANME, TRKHAERILE
FEARBIIRAMERE TR, RFERIERE MR, TERIE—E RS SRy
M5,

( ¢ ) & DirectionChoise J7i%, EFELFRBNMIF ).

FHEiFEF DirectionChoise 7 H:HISEF .

MonsterCtrl.DirectionChoice 7% ( %% )

private Vector3 DirectionChoice(Vector3 first, Vector3 second)

{
#1&H
if (im_grid move.IsReverseDirection(first) &&

!m_grid_move.CheckWall (first))

return first;

% 2 &3
if(lm_grid move.IsReverseDirection(second) &&

tm_grid move.CheckWall (second))

return second;

first *= -1.0f;

second *= -1.0f;

B2 RMNRH@

if(!m_grid move.IsReverseDirection(second) &&

!m_grid_move.CheckWall (second) )

return second;

8RR AME
if (Im_grid move.IsReverseDirection(first) &&
tm_grid move.CheckWall (first))

return first;

return Vector3.zero;

XN TR T IINFREN T R T VEEEE, & Rrshitl A m sl mgmE .

(1) %1 54
(2) %8 2 5k
(3) % 2 MY 7 W)
(4) %5 1 MY ST )
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FEREEL, F2HEMIRITH, TEN-E
et —1 - hd

MR AT REMTE RN A BER B LA KIZEME
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XBRNRAMEAN T MREEE, FFHIEE 2 @R TTE . 81 ER T 2 51ER
B3 RANSE 4 A, BARLDEIEHMN T, BENZENERREIMBECLB T,

% 3.6.4 BRZESER, aFRHRMENR
HERNKBE “BHE" LS TR. BeR RS (K 3.17).
B HEREER

A G
ki G, AR l!f?fn~¢mrw_‘
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5, ULRB3E B R
NEAFME. “EEHN"
BT, BinRR LA
ERAE, mEBR %R
B HEAT, BRNE
L o1 RS N A

MonsterCtrl. Ambush 753 ( 8% )

4 E317 BRE#SR

private void Ambush(Vector3 newPos)

R )
Vector3 diff =
m_player.position + m_player.forward * AMBUSH DISTANCE - newPos;

// (8§ ) THEHLIER Tracer K ZEHER
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AR M1 CBREHRT ARBLENXIET, MEETE “HRBLATEMERR
B, FERE “ERB i BREE,

3 MARMN BELGER” WR—F, BT BAANEARAR, HAAHEARM (E
3.18).

~7 SEWL, HESEED

SERHE # R X FREINLE B

@318 SEKER

‘BRI A" R EE ARG SEER” MRNFREAVERS . BIIRITEM
CEER" 5 HREHFL" MR

H“BER” M 8REFY" AR BtERakds. Ad “BEBuE
BT OMCHASEFRT AREE, EMEER" MRBEERTHERREMRK, EEE" W
R GEIGER” RMNATERNRER L, XA RARHLH “BERE".

BRGH “HEIR” MRV ERAXRR, EEMAMIECRREMEN TR, XBEEFE
B — s, B RN 2 AL AR I [ Xt B

MonsterCtrl.RandomAl 775% ( #%E )

private Vector3[] DIRECTION_VEC = new Vector3 (4] {

new Vector3(1,0,0), Ve -1
new Vector3(-1,0,0), // &
new Vector3(0,0,1), // L

new Vector3(0,0,-1) // F

}:

private void RandomAlI(Vector3 newPos)

{

Vector3 newDirectionlst, newDirection2nd;
Vector3 diff = m_player.position - newPos;
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int r = Random.Range(0,4);
newDirectionlst = DIRECTION VEC[x]; ; ‘ ( )%ﬁ%hﬁlﬁtﬂﬂ]
newDirection2nd = DIRECTION VEC[(r + 2) % 4];: - i

if (Random.value > 0.5f) {(b) BEBNBE 2 RHBEFE |
newDirection2nd *= -1,0f;

Vector3 newDir = DirectionChoice(newDirectionlst, newDirection2nd);
‘m_grid_move.SetDirection (newDir); A 1 '

DirectionChoice J7 % " 4 AUEFE P MEANI . HP-MEAN T MATIERTHSR, WH555k
BEMN®RITE. 8 1R 2 RANESR—AR TR,

B3R = F2FRMHRFE = F 1 Kb
F 4R = F1BRIMHORFE = F 2 K40

AR RAN BB AT, T ik 4 MRS H R LT AL 4 DT, LB | FEH
5 2 A — B — R

(a) BELESRRSE | MRAIUS, B “RAMTHEFMKITER” ERE 2 @4, RIET
PIAMEANI— B —Z

(b) R (a) BIALER, H REEER “AFL” “£MT” WAE, BHETENE 2 &
BRIV T . B, “ARTT “AMLE" BEERZ AT E B
BT,

+3.6.5 MEmHARMIITI

ETHT AMBELRZE, RERITRBN—T ERUMTEIER . 15 2418 b F 58
PR RS, BehiFR. BHATERPREVREERHEHRES, BTLUXEHE R R
BV EHE (E3.19),

M EEA AR Layout 74, #HHRMEM “2 by 3”, M Maximize on Play., 5 #LE
WERAR K H 5 B o XIS R E B SR B AR AT LA & 183 .

WA AR BT BMRORSEN S, B f HREFR" BEMER
HIGLE =4 (E3.20), WERFFRE, BEAESHNMAD LR T . BRXHEHNRER, M
ZIRA 5 R B IR AR TR,
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XHE “2by3" #w/

& { % fMaximize on Play
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G%,CaC4CsCoP,CHCHCIC %
1 7)80e%04% 85,04 8,C ok
| Ble,c,x,cox,c,x,008 0.
9 %,C4C4C ¥,Cy%,C,CoC 0%
10/%,%,3,c,8,1,%,c,%,C,%
|71 /%,CyCaCy8,Cy%,C,C,C,%
121%,C,%,3,8,C,%,%,8,C,%
|13 3,c,c,c0C40,C0C0C05,
:ﬂ"""-"""""’/‘"

edl R eI B BN5
ER—EEMN "EHE" 1 EREFE" H@ER
(BPE_FNHHANBIE )

T E320 EFR—MEER “EBHEE" 1 ERE/I" HER

% 3.6.6 /N

“WERRE" FREELR, MY TR HRIER AT KBRS B EE, Rdg
E—FE )G, FATHLAT UG FE A i3 Th I i il e WL 3R . RERMAHT
CERER” CHREMET “ERRER" MRF, RIEEFMENRE, AR AESMAR
REIATH .

AN LK — e SRR RN EZ SR, iR AR, REhEE
T R RS
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4. iENAE How to Play
VvV KEEBERNEARHEADIDE

CAUTION,

By R BB kA

M/
U

CHUTION

v R RE . eRANZBRBIE
® il f5 Hi 3l b AT AR
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® LG High AR AT LIS S
® it B @R AE.
® F i S IR A AIE R,

vV RERBAEDERA

® fE SR, UIHRE|I A,
o FE i EAESEMN, TUTEAN ERRFEASYIE,
o ik, MHEEFEMNEEZPHALIR,

vV EFERBHIIR
® G KHUESEAAR, il “HUlEM" “HERLY R %,

v IBREME
® X MERE] 100% )5

EUTION A

- 015% /.
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42 RIXWES Concept

Unity BLA 3D AEHTIEE. ErTLLGE A RSP EXR, AsitEERENSE (PAN,
IAENE RV ), Het RIS ERNE ., IRA, BEREIDXA 3D AERAFHITA—1
AEREIWERRR? HUEXREATRE:, BATHFEA T “Inthe Dark Water” ( LA T IR “Dark Water” ) BIHIFE.

RiFFEG, RNGET - MATERNTE (AEFHRNAD ). BiLEL 3D AHEBEL
BB RO BT, AR TRET Fl a7 5 R A A RSP RIER . HT
XFEE, RIRERBAER, AHNMAREHIERXRZXER .

EVIRRZD “EEEEM” MARE, EEITHEMWBEERAHE R, (5 EdiEn
“RMERERT R HTPR T %, EEREREE TENEANAE, B—Ed AR ST
RN EREKE, TRRERMAT “BKERS" XM,

MO ARE: —MRAKESE.

e BRE Y2 8] o RS H AT HERS B9 KR, 78R AR PRI 2 . BUGEEE
WexRET R FAL, FH5 R TR ELRIAR

F5h, BKERBREHBEFZARTEERNMT . MRELEIZ WA 1B P
TEFEAERE AR BEBLIAF T

421 BHE—IK

Xé %
PlayerCollider.cs R BEHPEMNLE

Player/ PlayerController.cs MEBEHENLE (e, RHETEE)
SonarCamera.cs E?ﬁﬁ&ﬁ)\?éﬁiﬁ??ﬁ@lﬂﬁ?&ﬁﬁt. BHZERENA B RORTEYS

( 1848 Collider #I#7 )

Common/ ColorFader.cs FHEETAHEHRLRES, BROFETR

Note.cs BHdgREHNES

EnemyBehavior.cs BHEMARTHEERETENE

EnemyCaution.cs AT EEI AR CAUTION &

TorpedoBehavior.cs | EBH|2ENTA (§. BHEEEMER. MROHER)
Torpedo/ TorpedoGenerator.cs | ATEMBENMA ( IRABALEAREME )
TorpedoCollider.cs EFENWRLE (RELEFNRANEORTPERBBNNAES )

Enemy/

ActiveSonar.cs EHEYR
Ul/Sonar SonarSwitcher.cs 75 HFEEN S PRk
SonarEffect.cs EMFE PN AN ARG N RR
Item/ ItemCollider.cs VEMGREMEN, YEREABRONAS
F— Airgage.cs HE Air 89 E FHIRE ( W0#R$E Damegelv #H0 - FHES )
AirgageBubble.cs Airgage 95BN RIRE ( 1838 Damegelv #ENSEHER )
ul/ Controller.cs BRER NS S R RERRS

X AFAMHMAK SRS, BERAF - BAREHGMA,

O —#HBAEEFEX, REARAARBITHFOBR, —idkiE
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No.

‘ Dork Wafer

EEIYS T

manp . ~
&L 7 T & ﬁ - 'Fi-?ih (BHAE

- >’ESRE'

— C im-g beed

bl

- $18:% o, @Al
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$ 422 EKEND
® (VKR FEN
® = 3D A H
@ K SR ERY
® NIV ik

43 (UEBBESEL Tips

$ 431 HE

“Dark Water” J&— 3k FARHE 75 B RR B s B #FRL . GnRIT T Unity 3D 75
FHRBCR, MEERRA R FREERSM A RMARE, THEFOUEAR. A, RFE
B A LAASGIE 1o 7 8 0 L e g A R B R

HFXANFE, RIOEREARERIEXET, £k T FR20 A THmImE .

/j N\ N ?

A A Grns. ns Lusi)
A NN
() g &

@41 TUARBTEETEM?

432 3D EEHESH
Unity B 3D A& EAH I Heit,

(1) AHEMEYr s Z BTN A S8R, FERLE S EBN,
(2) ARG T R aseZeil, WZAFBERAESER, R TAM, WAFENSETER,
(3) PRI IT a8 SRR R, e M AR AR

R FE SR REMEWNSRNAERE X,

FriBEiR, 2 “KUAETMWE". hiniKAGITER R BOMERS, &k
hdi P B BRIERS, XPMFRAMSERERS IR RACHMEEAMA G, Unity FHEHAT
AudioSource 21 BT XT RER AT LIVE RS,

B, MEMBERRENENISEHMARETHTREINETRNEWA, Unity &
AudioListener 4 {4 ELA WEWT 8FAUTHAE . Wk MW 3SR R MR SR i — i .
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i {5 P 2R A ETE AR R N BHR DL BB B 5, Rl RUEHEBIIES T “IR” M.
TR RM OB B, A SCIMBISL RN . R A RN THIEE .
TR X & FEE AR .

(1) FEFMBERFZ EEEANETRX, BEHEVNEFERN

SENE &
D

/ /TN
[ 2N L

»
~ RN E ~ EEE A
EEA =&

T H42 BEEENAEEKR. BEEENSE D
BIENITREAEE R, BAEWERAEE/D, KFEERFEFPTARESIFMERE.
(2) MRFRCLTHRTEHAN, WAFENETRR, MRATAEM, WAFENSFTFEX

REFR—MHEENFERA

T H43 BREEFR—MHEENETRX

FIRTEIEXS MW SR B AR T 220, MALFERFETEKR, MRATHN, WAFHER
AEEK. RAR, IRANAXELEAPWRES,

EEZEATERE B 2R E AR AR AR (PAN ), 8 HBLSEH R o I SE A5,
PR BB R B3R E B E

(3) FRBEMWEMNETALE, ZEEWHERNSFTEER
MR EARBANRIEER, WHRISEHBN. HFERS A C IO &R
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FAAEE, HIGER A CAEENER. A5, SMHETHREEESIRNES (pitch ).

/ \
O

TH44 BEMNEFAER. EENER

©433 RATFEEMMAE
HTREANNA “Dark Water” G 9LKTH 3dsound_test, LI B MATIF & i) IER Ut
M ARRETERE 5 T 8O E .

3dsound_testIi B

= Hierarchy ) Seript

| Create - | @A = :‘rbw
» Field - 'aram.
¥ NotesObject > ';:I""z
» TestCapsule LR
3 :ll:estcuhe % #Notes o@ Delay Time ‘
er i . S '

{4 B 4.5 3dsound_test 1B

XA HE— R A R B RBEXR, TERFUKERFHWE, REMHE
AR E, KPR RIEERAREE L. IR BEX RETEA B SR 1L,
ZJE WX B R

TEZ A i #E NotesObject, AT ABUEEF=4: A IREI B
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RandomGenerator A FIEB 8, % H P KA RS Target #8AMHR] . TestCube &
KRBT, T TestCapsule M& KM “F—" MHEE, XNHEEMRITOWR PIEE
H A E AR

® PosXZ : MM ERAEE. LA (X, Y) REL, #£ (Width, Height) i E A BEHLER L
BT

® Fill : {H 4 true B 785 3% 70 Bl M BT A B0 B 38 AR A X 8, B K false B U] R BEZE
PosXZ FITf & X I8 Bl B9 3 3B o3 A IR 52

® Limit Num : R4 BT R R REE .

® Delay Time : 4 (Xt 5 B (8] (8]

® Endless : {E4 true B, JGRFEEERXTSR, (HA false B, ZEARHE AT Limit Num B,
W A R AT 5

FAERARTEEANTEE, ETEMFRTMETHX G, XMEL T IRHEETES
B, SRS BN R B R R T

434 NG

MFEEEER T X MERTE G, KEAES R IT(GEL A EREMUMNROME. B
REET —LemtlE], RIEEESAR LR TRIE, BERNATLZ.OHIFRIFRT

BEHE T RSB P INA e s SEREHTT, AP REHEXRQIE /NI ERMT £
B AMUATHE, AN TERIFRAERNE, EFEBIEYR (shader ) BBUIRFIETBRE
HE, Z=AERLERORERA LI,

44 3D BESHNEEH Tips
441 XBEXH

® Note.cs

$442 HE

fE E—/iip, BATESBIZATIKNTR, THE2 TS 75 & E A X REAL
B Adh TR R EA S, UEKRER S, £F - SEIFERE. XERITEGELR
TR 4R 3D PR A9 PR AR QL B R A BIA Ty T AR /N TS o

443 3D EENIEE
Unity 1 3D B ERNERETURAARARFTRENSE. Hb, HTFECTEIES
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HEN B (K 4.6)

B B v R A A P 7 RN R AT R AR AR R, Unity P
] A 1 e B B A B 0 56 2R 1 R TR TR PR o R 8 B 8

ETHEAE P EFBIENMT AudioSource ZH 4K XT 5, tbin
Prefabs/Enemy/SonarPoint fli% . KM E# " 3D Sound Setting
AWM =M, TUFBIE 4.6 AUk . SRR 2w A,

BRIABY Logarithmic Rolloff #F, b ryFmIAEH BIZL,
MEFAFER —-BERRSIZTEWN AT, RITRXEZM
XA, iEXTRE A REGE R BT WA & . & B Volume
Rolloff ¢ % 47 Custom RollofT,

Custom Rolloff HIEIE fiF H RSB HIEAR . SO T s By &
MBEE, iLEEMRE 4.6 BIER, EEETEMN A

® S4B FEUR LRI ZY
¢ TR A P H46 EETRMLE

H R I LU, FRRERAESILE . R REUHEE (B RATTE
#, FTLAMIAEEEE R, M HBHMNIEMERERPRE . FHIh TETHTHAME R,
FATTAT LUK Ak A BE B 0 i B AR R A — 2t

AR, SYREER S IRBOEAT, A LEE R RS R L, TR A B RE BT A IRAR
ARAEBIT RIS W BBENEZE, HTXANEE, RO AR R i BGEM—LL,
BB BT T BRI A IRFER, Aot RRAESHIE T M, Wikt e] LA E 7S IR A 7 1)
%l

¥ Volume Rolloff& A
Custom Rolloff

o Inspector

REERAAG S
S A AR B
- TR

444 RBR—TFEREHEE

A e BB — < (OB T T B 4 1) I, TR MO S . RATTRAISK S EEH ., ML
ERSHEARRD R M, MRS —BRBEHE, SRERITHA LLE iR E B e,
YA BTFR I — R e 227 IR 16 B B TR R

S B B 5 R O T AL, AT LA B b S A B ARCR . R, @Rk
FrlE A B, S E TN R 2RI b AT LU SR 1 R R S A R e B

6 FIER BSHEAT A, 40— B R (] BEsE ot Play kB MS &, XL RA S SLH
(K 4.7),

THEEITEE LR,
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#
Lo

'
1
'
'
'
)

@ @

~
B—EHEE R ERE S

=%

v Yy

TE47 B—ENEEORELES

Note.Clock 775%

private void Clock(float step)

{
counter += step; ————— (a) RNMEER ( MBEF SERMNE) )

if (counter >= interval) { - - —— - —
Ernteey L_((o)iessas “wnam 5, mxgnss )

counter = 0.0f; __——_I
} {(c)%‘$i‘fﬂ‘f§5|

(a) HHFHHFICRA E GG T &8t A1 counter ZFEH. X B RINK step HE F—
W B BLEE S BT E], Z{ERTLAA Time.deltaTime 2845 E .

(b) counter #id interval 5, BENREE R LXIEHA T RIE LB T e, &
KIBHEH -

(¢) BEH AT SRMEEIRERN 0,

$ 445 BEEHERHKH

YEMBWLERRERG, HREME TR EREK. XaF, RETHESSHIER,
RIEFEEFHRWAFRGRHETRES =ERE . TR, AFBENREAN, RITEKILEESK
B E 88k tH TR 2% .

e 4.8 8 (1) s, TEIEBGE F6T@1d Stop 4% 1k AudioSource ZH14:, MRIBAFRIA
B FTRES =4 “HARE” MRS

RERNEFFHROLRIK, RREREETE, RBERE. R AT LUE T & R
( coroutine ) H 1818 FEEH B R LHL,
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e SR

v

v

Y
©

(1) #EidStop( 1L e 1R (2) HHeER

4 E 4.8 F Stop FEFLERAFNH H YA A ELBE

Note.Fadeout 3% ( HE )

private IEnumerator Fadeout (float duration)
{
1/ BERH
float currentTime = 0.0f;
float waitTime = 0.02f;
float firstVol = audio.volume; ——{(a);‘%ﬁiﬁﬁ‘ﬁﬁﬁ@%l]
( b ) Z£ duration R{EH ]
while(duration > currentTime) ( @ J
audio.volume = Mathf.Lerp(firstvVol, 0.0f, currentTime / duration);
yield return new WaitForSeconds (waitTime) ;
currentTime += waitTime; [( d )UPMSLEE—EQWIEIJ
}
}

(a) HEICR TR TR ERE,

(b) duration F/RIR B EBRHEILBFELEH 0 FIET AT, currentTime Fm MIFHRIR
B BAEFT 253 BB E] . 7E duration PN, while T34 —H AT,

(¢) i@t Mathflerp LB BIEET R, 3 NS HRAEE, ©EE S 47T E
currentTime BR LATR tH A9ET < duration T+ MK

(d) ATiLFRASGFE, FEPWAbsE—Bata,

SR duration KYE, IR EIETEILEAERK . A THEASCR G LU ZEEBEK

—

$446 ING
Unity # 3D A EHHRGRE A LI EHNTH, BENE SR TR ESY:, HEx
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TSN ENRA T ALK,
BB B RN AR E — IR R A AL S . i T Bt 1E B B O A RE 25X
SeRRE, AT T HEREHT R

4.5 HEIKELVIRN Tips
451 XBEXH

@ PlayerController.cs

$452 WHE
fE “Dark Water” WXk, KT RA “ KA ERMEMLE" X—HN, RATERT WK
FRERRS" XA . BRARVEER T KX R ILRSGE TH, A8k THT EREsME,
HRIE LA ST K BERIENSR , WeRK oK R E R & LU T L et

® X HUIR H#RAEAS REDRE H /F i R
® TR BRI KAEA BEFE S

B TFRBB A SR, FUEKFEEERERARE. B, BAEKERSHE
BRECLURMER, RS RIMETR, MANGHARNINEES SR EEHT XA
F AT SE R EIBE T -

HRBNH A LE 2L LRI L T HHEKE, REEERHREER L LR
B IR AT

FEHEKE.
BAHIKMEN

T HE49 BAEXEXK

$ 453 BRIEFE

BRI — T XK EMRIE % (B 4.10 ).
LR HIEKAE (LATF AR R BURAE ) 7] LUE S S s BAR A I SR ik . 46 AR T
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A MRATHAEE, RSN SREREEE, AN LASCHES (A 4.11).

S
L4

a i RARIE R
Bl U
B |ma
&6 | %8
(1) miemeE

RIBRITNBENATH BERATE LB, theESkEEaTH

I
=
!

T E 410 mRENBERRE

...............................................................

(2) HEFHEHERE

RIBRIRNBHESD RIFEILLBHE, RESFEEHTE

4

B4 ARETRENES

R EHEShiE R EE AL RSIERES, ERE TR UK BARLRN, —FHfT
A ERN.
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CERTHESR G, BV LS BARSE AP IR, M KA th REOR 5 IR B AR SRR

HEMERT, ERESHEIAREKERFERT, FIERERGEEEHERE/, o
—REfE K BB F LRSS .

MERTF B EE, HEEENEREES. XRENMITREE, hTRERSHEKE
e DR SEARFFHE S — BUAT ]

454 HEEEHNTE
FRAERRA 5 X525 ShVE RS BLEE
PEARARE. i

f1E RARIRIESS
A 4.12 R MR FFEHES R , HTRE P
ﬁﬁﬁg

pr— Bt (8] /5 PO B 55 5 B ggg—iﬁ‘l
MZELIEOL . HELR AL RAF L RUAT

BEMRZ], BEZEMFR BT
IEESHzh, HEERRFE—
EME, HEIERIRRES,

® >
T =
MEBEAME K, HEEF ((@_,
BORB/NERIER 0,
W BRERE, AERT 08412 SLRERESRTERENTL
ETESSHES RIR, FEEENEREREEE.
B 4.13 7, FTERAMERREEBAMEAN ST EENELER, MR F RN

RETHEL . TIAEES], WITRAMRRIELT, BT RERERE 0 FrERRREER,
FHAAREEETLUARBNSERTR. Aid, ENITRARERIBHE, FEliFE

» ()

1 B 4.13 RERRESNNTRITRSNNREEE
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M 4.14 FREE I RATH SN G it — BER AT BRI e i B B . ZEARTTHRBRAT, T
BRI E FHE MR W, MIFRBENIEE LEAMLER. FTUED, 7ERITREBABEE,
TEAMLE IS, EERE TEAKNZEL.

% WSS, TR
R T HBRANHEL

(1) AREFERRHER

(2) EFtENENER

T B 414 ARTEFAENOERMENVE R E AW L8

MERMNBXBRFHFTFEABE, AELBHERPHA-TXHAL, HERB
PlayerController.cs H5& X #J RotationValue 2 Usualattenuation 77 BA T mXfTH5, #HiX
TR R, REHEEITIEK.

atenuationTime = (slowdownRot * attenuationTime) / attenuationRot;

WeRE G, KIBBEHESIBARTEHS . REEIERIMES), FHRTEER/NEMITERE,
HREREAMITHR—BRE2ZREM, ZESBIOTHEER. HER, MRFHRETHESIR
PREGEEBERNS, SUEMIF IR AT EBEARS/, A TS BURXEEE 25X Fd B 1L

BT RUCARIA R AT IIRE. FSEE 414 FR9 (2). WETFR, EmA
LRMITERENETERE, T EAMKRERERENNESEE, XMFMANRRENR
/MEEARE, XHRETEERME 0 FIREMETE, FERIRIFQZNE o 7 mBHET .
FEB AT R, —E R T F TR R AR

FIEARMR BRI RI Z, BT R A3 A R TR R BRI O T .
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TEZALE — Bk, EMSAH E AR MR S, —HNETREMR, XMQRERIE, t
B AERIFRE " RARM, R, REHEAME (FSEE ) MENEH
BIME (SERTIRE M B[] )

B2, BIREREX M EHETEENRG.

PlayerController.FixedUpdate 7 £ ( #§E )

void FixedUpdate ()

{

/1 FERETOR

rot.Attenuate (Time.deltaTime) ; {( a) HEEEMIRPMR ]

/1 S

if (Input .GetMouseButton(0)) { (b) D, 6 EREEX
rot.Change (Input .GetAxis ("Mouse X")); WA BB ERER

} HEEE

rot .BrakeAttenuation() ;

((c) ERTFEROBRGLE
REERTHRARY

/1 #ERIFFIA
if (Input .GetMouseButtonDown (0)) { _l
’ :

ﬁd)&mﬁﬁsww@ﬁz]

rot .UsualAttenuation() ; l BERENRARY

}
/! EE

Rotate() ; {(e)ﬁgﬁtﬁ l

/! BRER
if (Input.GetMouseButtonUp(0)) {

WE A TR L #EE R RotationValue —2H8f# . HEH#) (a)~ (d) F Playercontroller.
FixedUpdate 75 %" 8 AL BT B N A AH (A .

RotationValue % ( X )

public class RotationValue

{ r{mﬁﬁaww§m$)
private float attenuationRot = 0.2f;

private float slowdownRot = 0.4f; —(&ﬁ#ﬁﬂﬁﬂ'ﬂﬁﬁ$]
(o) ERRSE X BABNBHBKERHTRY |
public void Change (float value)

{
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(b1) nREFFBENE value BIETHE/NTF margin NBH ( BHR A Tit RiFEILEBE
ERAEBELIET)
if (-margin < value && value < margin) return;

/1l RERTR

current.y = current.y + value * blend; (b2 ) EHEETERF

if (current.y > max) current.y = max;

/i BRERRR
attenuationStart = current.y;
attenuationTime = 0.0f; —jf(bs)ilﬁ%ﬁﬁ%iﬂﬁsj

}
((a) mmmsszm |
public bool Attenuate(float time)

{
if (current.y == 0.0f) return false;
\attenuationTime += time;
current.y = Mathf.SmoothStep(
attenuationStart, 0.0f, currentRot * attenuationTime); —|
return true;
} (a1) FLEZ “currentRot * attenuationTime”
%t attenuationStart £0 0.0f # {74k 8]

((c)mwEmmnma® (HTHRRORE) )
public void BrakeAttenuation()

4

curfentnot = slowdownRot;
} : [(d1 ) AT FULRBREEL, EFTHMR
((0)wenmEEnsas (RFRRORE )] AT R
pubfic void UsualAttenuation ()

{

attenuationTime = (slowdownRot * attenuationTime) / attenuationRot;
‘currentRot = attenuationRot;. ;

(a) HEHEZHEE, HITERBAIE,
(al) i#53 Mathf SmoothStep 75 #53K ) 2R [] attenuationTime Xt 57 f9FE 25 HEE . 4R
#% Mathf.smoothStep(from, to, t) BJFEX1E Fl Mathf.SmoothStep %, t/NF 0 Bt
¥R [ from, KF 1 BPHFRE to, AT 0 ) 1 Z A AN [E M from 2 to Z[E]#Y
FEEE.
(b) FHBAE X FRNBHBEREFESEE,
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(bl) R EFRIFE S E value AIZEXHE /DT margin, MEHEFHHTEENLE, X
R TikBARE LB 35 R BB IF 1L D
(b2) ¥ BRI B BRU—EERM EFEEHEE, KEFWETEE,
(b3) KW AT T 2% attenuationTime EHIRE N 0. X MEMYTHE 4.14 PR
o AR A E R P s CRHE . EERARB IR X AME—E RN 0, Hilk
(al ) # Mathf.SmoothStep YR [EI{EL 5 2% F attenuationStart, NS MFEWMALEE,
(¢) % (al) BTH3 B A S0 B (E RO AL T H S B A9 1E slowdownRot,
(d) 1 (c) #F, HEWEBREBCHIE T HEE HE attenuationRot.
(d1) AT HEMFFBRAB RS EEARNRERZIZL, FEEFHTENEEIHEEIHR
L HETE . FIREE (al ) PHESEEMNITEAKX:

Mathf .SmoothStep (
attenuationStart, 0.0f, currentrot * attenuationTime) ;

H T W currentRot ZE{LAT R ITE WA RIFE REARE, HTEFHRE
currentRot * attenuationTime HI{E{RIFAZE, XFE, 24 currentRot M slowdownRot
7E A attenuationRot B, {BRIZFEWFEELSE HZL BT E] K attenuationTime0, ARA
WA
slowdownRot * attenuationTime =

attenuationRot * attenuationTimeO

Xt EFRANLAZEIE , BIVATi&

attenuationTime0 =
slowdownRot * attenuationTime / attenuationRot

455 ING

R, L, RAECE TR BT EFRIEN A RIER A HAFE, XU RRIER 4
B ER AL i R BOR P, MAEWX, RS S F B ek, SRS E AR,
HELMRR TSI NUE ka7, AdARRBOT “HENIERME" NR, flE— X537
Z5 Bt R 308 T RABR AR AN

4.6 BANGIESZE Tips

461 HE
“Dark Water” ', #Fxkiim 7 b2 BRANRNBINENIAAE ., BREERAE L X
WS EHRMAE", AT RERLX BB TFHER, BRI 73X NHATRRAIIEE.
IR TWERR UL ARSI T —4/NheE, (ERFIELSRHLADREEEZMHEA,




158 | #4%F 3D EZFHERHBEMK—In the Dark Water

® FHRHLAPLE A
o RIEE (layer) FHELHIXTH
@ E L (viewport ) 18 ELHINIE

T ERNTEHFZEAN X LR AR AT

% 4.6.2 Prespective #1 Ortho

Wk R R RR VLA A MEBT B TIAE, BB =4 R AR F R — AR, BUR A I
SERBEEA T =S A, MHTLHENNRFEERANNR - SLIRR, HREFEE
BiRF, Bt ATRE 2D HEXRAERR P P =4 A hr.

BEYL L E A PIFERI, Perspective ( T EFR AEMARE ) F1 Ortho ( T HEHR A FELT
RANE ), FRATHERE X P RPR A A e i X H T B A 156

B, WEK—TWE 415 & EHHSR. HRhAREEKEN—GRIRIL, i L2
HAMEL . RISHEEE “BRRE" 1 FIREAE" pREREH AR5,

EBRAE S, PrkEE T B/R7EE LA RSFE/N, i A0 A7 K A H 22 I i ok
RERE RS IBRLE, FULEEE LR STRN, H5h, BSRAE AT AP IS i RS
VX4t T AR B ALK [a) [ T SR 2 T AN R E

MEFTREAES, NMEeYhEERGYEZE, HEREER EHRTEHASHE. f
ERAEARR, 2 EEKEEREE AR X, mAMYEb RS mEmSRER, Hik
WI#E LR 2 8] — EAR R S ROFE R

g .

ENUE
Ak s FO I 4 Y [ . .
MEEERB—HKX t f :
FirrEaE

T E415 ERRBERMFTHRENE

L
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BRRE IR E HEEAR . AR ERR LB, EAL KB EEER LEE, X
HBEARITAFMRR ., 763D WExkd, 26 EEmaREVEE HEERRE,

MR, FATRENER N LA S HEYE BR7EEE LA/, EiEINEDT 2D R ER
IEBHREAE, URBRERXHATEIREYE R A KNS E P EEHEERE,

THEX

i

4

T HE416 FTRERERN_HEX

K 4.16 ZAFATHRFZARAE _HRXNGT. BT 2 BEKENFERR, HitEEE
BT ERARIE . Aid, B K 4 H kKRR RNEER—E, X, 7 A%
JEREE, AROYEREINMEXR” B, HHSABFTRE, KEHRM TIERh &S5
B BIXHEREIR.

HWEESS OB RN, &R HENRERMFTEERE.,

% 4.6.3 “Dark Water” By &L

T ERITE R IR “Dark Water” " 2AMTLEFE N, BARINTKEE ABMEEH,

E 417 PAET AREMEKE. BEIGTHRHE L. —8RHATLH 3D WEGFRE
M EREY, FS—-ERATEANEFRAREN. THREIEHSUEAE, HARREEVLERH
EATREMAE .

BREYESES BRI FEE AT, FRTMERD ( viewport ) SE, EitiRE
AREMAE, FEREIEERNEETLSEH, FHREVEBRGALA AN —B0XKBP2H,
XFUO, MESEHURA.

FEREVAL TR EKEN PR E, SRUENHENTE, XENTHEBRLH K
WOKERTTHIREF . Fo, FHBBRINI TR KENIE LT, M, B418 7 TE
TH®, BERBVRERE TIHREKENE T . 82, FMNMEEILAIE MM ERFEN.
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4 @ 4.17 “Dark Water” BB &EEHN

EPRE

TR B KR
ELER

1 B 418 WBRUBEHEKE—EBD

A5, ERGULAMENBERILEREKEN TR, EHFRPENTHETTREKE—E
Bl

* 464 BEINXNRHE

ek h ERBULAE PRGN LT AF N EE, —NMEREFREV L H R 3D
R, EENENRBERAI -, EREVIMENRBEEILAZRMEMAFRAR, ENES
BN iZEF— R, REM, ENSELHhEENZEAERE, XREEHTHRK
HE (layer ) B9%sE:
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A 4.19 FRATHEHBMWBIR LR, LR Torpedo FA toepedoe 01 F1 SonarPoint B/~
%t4: : toepedoe 01 2T A 5 3D #A, i SonarPoint I R A MERIAMIRY, 7E7598 E§e
il B SR E

| Torpedo I toepedoe_01

}

Default
¥ [ Tarpedo
. @?Mﬂu-» L4 SonarPoint
(@ SonarPoint
BERINERXER O
SonarRaycast |«

T E419 SERBPHERXER

toepedoe_01 F SonarPoint 143 5 E T ARM R . HiEE EEZAE P4 5E e
X%, TUERRERPEINERLZ T HRENE, toepedoe_01 # 2 [ i% A Default,
SonarPoint FJ/Z 1% 4 SonarRaycast ( & 4.20 ),

RGN

M LHINE
Default \‘f

BEYREH

@:ﬂ [ SonarRaycast ]4——

T 8420 FHRUMERBENNE

RIE “SRBTFHANE", ATUMRFFTHHE FERVAIEF T WE T AL R e
BRI RHXTR” . HIREERFE L% Player 9 SonarCamera FX14.,

A LAE R L E AR £ B Culling Mask Jl, EXRRBBILELHNE, THEHRZN “RY
"o
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SR ILAERBY 32 B Sonar Raycast ghEH T, M EHBEHILPNEH TRED,
Aidix B AR/ EHE KR EEHET A Default T,

SonarRaycast

EHBEN
Comla ]

T LHREER N
ik S

T @421 LHEEERAME

BAROLERR E RLH BT F R PHEENERXS. A 4.21 BiR, FROTT AR S EER
W22 HIARLL EEA R XT &

1 EHE A topedoe 01 FIA N Y/ 5 SonarPoint B2 FIRFELE, HABEHRE. BEAXHEN
MEFERRNIZZEERN, B EITBREIVNTREITEERE, SRBERRGTEERILF
BH TR S ER (E 4.22),

FRBHRINDOER
topedoe_01#0
SonarPoint &
RFHEE M E O
FREVPHIER

TE422 EFTRENNEARKN PRGNS TRDY
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465 ME=RK
BT EiF bR E AR, RATRMAE A (F 423 ),

Everything 3% pCulling Mask#y
Default * Default
TransparentFX * TransparentFX

Ignore Raycast « Water
Water « Wall
Sonar Raycast

Ignore Wall

wall

¢ E423 Bt

£ Unity 4Ri8 38 P 3e THEHOGH, WRIT /G M %4 .

B SeE R R E th 4% Field/Player/SonarCamera, & di# AR Y Culling Mask, PJLLF
FIRIFERTAAER, LT’ EMF MainCamera H[RIFRE . EABRVENBUE Sonar Raycast
fERE, R TFHISEES.

® Default

® TransparentFX
® Water

® Wall

RIG, EERME P S Ul/Sonar, BUH KL HE MR _E X R 2 FREM A E M, BXTRM3N
YEL B R TR
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BUNEE, BREshiE, SAAEEA EANFMEET, BRRNENRAIIKEKEL
FFRBINRR . XRH TARRBYLIZHIRT KRB SonarPoint HUR T & A9 3D A,

¢ 466 BEYHEO

BAERNTXT AT SCR B MEERILA "W O " . XBEEFRERAZIE “RIKESEE
f” X—/N P B SER T H 3dsound_test,

3dsound_test L HH, MIE F A IMBIMREEH B REBmAA TA. XNFEHEM “Dark
Water” FHEHBREILE—HN . AL ELREREAFNZLEARMXTSR, R EER
FR B SR BR T HRME .

FPaAL TAE[E Az B ) MainCamera (G0 B s fE K EE L, TAHYT “Dark Water”
FHI A NERZ LAY Airscape Camera W FEIIRMIE L, BRI/ ERTEEEL T fA
(E4.24), RiXHE, RE “BEIWEKEBRAMLESR, DEEEARTBR" WEHEHR
Pz AN

Unity PO BA R EMN X, Y LEFRBEEMAERTH W, HEANEE. SEF
1 R A5, B AR R ERLAZE T A MR (0.0, 0.0), #E) RN e R~ R BUE TE IR =M 0 B 1,

Airscape Camera

(485 F RN P
B HERIL)

b HER

{* B 4.24 Airscape Camera ( 183 F# /KR R ERBIE ) hAOEBK

MERNMERABUONSE NS, BEEEESAEENE, EEZEME S % Player/
AirscapeCamera, TEXHRE #2 A Camera IZA<I5iFf, Normalized View Port Rect LA T [ P 255t 210
ARMXESE (E 4.25),

B T O SHUE MBCRINE 4.26 Brn ., BUGES ¥ H S F BN 0SB0 E | m a2
b, XEERZAR TR AR 2 N SR E LT .
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= Hierarchy

| Create ™ “ ar All }

» Field %

s Clearriags
¥ First Person Controller Background N Y
ut Culling Mask [ Evarythin 3

Projection T T—
Size 10 o
Clipping Planes . i
{#Eﬁl Near :.OLS,W__d,,,: Far ‘62 == ;ﬁj
z Normalized View Port Rect
Normalized View Port Rect P ‘;'d ke e .
w 02 —'H (03 :

T E425 EMRORERSE

X=065 Y=0.05 X=025 Y=025
W=03 H=03 W=05 H=05

T E426 PEROSVRIGITF

2467 ING

AENAN “— NN ETHENDSFILR, @i AR SRS R A A i mE”
FEAEFEENEA, BRI RIZEAR, BT ATLASEH “Dark Water” IR Y5510 Tk 4,
Al ASEEBE LT “FIH X ST A g8 XEERYThEE .

R, XFGES M OREEL I BENEAR, T A FENERNERE. EEAYE
JE— T HMA S EHS R






Rk 73

REPHRE!
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51 ImiENS How to Play

v IREBME T head-banging!
o R TR CA T EREEMNL, s RARAR.

WibtRiE

-

Excellent

.
122
-

h -

} -

’ SR
e g
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v RBIFHNTEERSS

© AT AR T 2232 471 5% ] o A ik AR ) 2 o Y A A L
® B HL R 1FE AT 153 0B

Excellent

e ]
T ¥,

Score g

5.2 Band-girl 5} Concept

ANEEEFE BB UL BFR A “band-girl” AYABE. FTiE band-girl, 5HRABLEHEIE T R
SRBA ( visual band ) BT
EHEE LR (L HFR “BAT band-girl” M ULA EEERI/E band-girl #53%. BEAREE
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BB T, BOE AR B R RIERIE T .

MERRiE R R —Fh REEDRKRE S RV dr A T Bk, A IER AR, Bk
Bt S U T R R SR B SRR R . WNX—2HE LKE, “band-girl iR WTLAB
B— 1 IEHES B, MiH, head-banging X ZUH AT /E 2 RMSASNE, LIEEFRIE
BRI IS

xR Y iR 2 “band-girl AR,

SEBR b AN S aeis A i BUbR T8 ] head-banging K& HIMF M A NG S EEE, FdFERN
FFEH, RITEERNHEZTE.

PARTEE A B35 “FF 40 ROt B a] LIS head-banging £T4TF" B &iE.

At SRR KR, T AR B E LA R AE B A BN AR & e,

T3 SR IR W — T I AT LA LB & AR AR B B i

$521 HFE—K

X% 1A
MusicalElement.cs SRS nfro R %
sequenceSeeker.cs B ER I ERIB R
Songlnfo.cs EREE
SonglnfoLoader.cs MBS KRR

Managers/ EventManager.cs BOEHNTEANT

InputManager.cs RS G R NLAE
MusicManager.cs TIRERES

PhaseManager.cs

HRBENSREE (TEERFRBTPE)

ScoringManager.cs

HREXBAR TN, HHEES

GUIBehavior/

StartupMenuGUl.cs

Fris@Emay GUI

DevelopmentModeGUI.cs FREZH GUI
InstructionGUI.cs BEREETES GUI
OnPlayGUl.cs R HITFH GUI
ShowResultGUl.cs ZRE@Y GUI
PersonBehavior/ Audience.cs WA BIEN &)
BandMember.cs RBAR Rz E
PlayerAction.cs DRABNIE
StagingDirection/ StagingDirection.cs BIRHANEH

X ARAGMAKELS, TR T - AARAHGHA.

522 XENMNY
® i A d A 2B HARRIC
® FIWr R Bl &8 RHT T Ay
® ) BUE M B H AT
o HAthiE%IhaE
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308 Raphacl AGE + ¥ @3t

- 3 koA —
()
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5.3 EmRbiAsTiEkmc Tips
531 XEEXH

® SequenceSeeker.cs
@ OnPlayGUI.cs

532 M=
Bk A B % S AR RIS
TETERF SRR, B RNk I BPEH

ZOPATHBUF ISR, HEE L BN a
HZARIC R T . HEE ¢ ¢

RO G R, REAE
WEEAHMA TR ERES, » TES TRERRER
T TR MR IRk B AN, TR AT S R

533 EHT

B g AT LA E L ) 1 P AT FE AR I M i e e R R . AiC B A B, 1R AR
R BE [ R Bl . TR 25 A TR B, ARiE AR AT 2 (5 B 0 Bk ] R AR e R Y
ARl

BFEMA MR PLATREIESF, Wol Efw P aRME . A T X UL TR, AR T A0 & AR
TBOR %) J T B ARG Y — MRiE . EAL B TTRUR 9 17X AN B T = A1 (18 5.2 ),

PRCTHBERICR T R SR 2. BEUTHREOV AL, HER—TRESTAMT
R MRRTERE SR, RamFaEbRsicsE; HRMRRTREZENE R, H
F MR b, T B AT T A RO X TR

- - - » % ( HHEE)

T E52 EHET

ARARICHIC R EIRT R 10 THA%L", BURKE LR LA F AR IT R BUS 55 10 RITH
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B BR8] o o R
FEFFEFI SRS, Y FRNRICSEBHHEN/DNBIKAFHES o X Ff i i a0 HE
FIRBAE, FROEFEF SR
KRB BRI YT F RSB BREMNE — Mrid. BES RNEBANERRRA
B, REMYTHIFEEIE.
‘ REAE

:
B

--------------------------------------------------------------

(1) RENMBST 10645

B %

T HE53 BRUBAATEHTRE

B 5.3 (1) BERRIIFHEIEBUE AAR EMLITHARES . KB R AL B 18 1 Fr 50 B8 I %
#IARIC.

Wk — Bt EE , B EMNGFRIT LR T 11484k, & 53 (2) Fim, BT
IR R BMRCA T 104k, MEEVECLET TRRAVEFEHIRG, FEIXaHEs
RO BEATHE T —Mric. FMERVCENIFCA TS 1240, WREYAIEEME (F141)
Z IR BBGE BIARIC

THRITREEEMRITH B RO BRI,

SequenceSeeker.ProceedTime F3%. find_next_element /3% ( % )

public void ProceedTime(float deltaBeatCount)
{

/7 RMNEHZ

m_currentBeatCount += deltaBeatCount;

// BRFBT RRUBIHTR" BENIRCH false
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BRLE

m_isJustPassElement = false;
((a) migmEsHIZ EOOMMRROFS) |

int index = find_next_element (m_nextIndex) ;

if (index 1= m nextIndex) { — (b) 2EMHBMFE" f "RRME" L7 |

Ind = index;
PSR = i (c) BEFREME (BEFRNHFEL
m_isJustPassElement = true; @4 true )

}
}

[ & m_currentBeatCount Z /F#FBMRIC J
private int find next_element (int start_index)
{

/1 BEFRTE @ETRERCHNE" SEHETMEL

int ret = m_sequence.Count;
for(int i = start_index; i < m_sequence.Count; i++) {
(d) RFCOR RO TFRENNZE, ®RFLERT |

if (m_sequence[i] .triggerBeatTiming > m_currentBeatCount) {
ret = i;

break;

}

return(ret) ;

ProceedTime 774 _F K F 5 2t HIBFEIVE I S5,

(a) BERATHENZIZ 5B IR MRIC. X F find_next_element J72:74 /5 FHEEE

(b) iR "B ZZE M REMIRMrie” YA ERMNBENMCARE, HERERE
B ZIEEE 70 F LA R ENMCHRZ], FEEHKRRME,

(c) BHTREREMER, BFER CENTRRMUE" WIFCRER true, ERERMEBHE
FHIBRE], 2R R E G TIATIE N S BoRbrie” SARHE, AHETRERME
B B HT, XS4 B RAE A

find_next_element 7E& BIFRICATRHR FHZARIC R F RS AR E L AITH) “BLAERT
Z" WEREHPRMCEEREG, MHREEFHRT + | fE, BRBRFHANKE. TEE
BErR, &I1&E X MERDT IE RV RIS

54, find_next_element JT KRR IF IR BIEASE . —BRIE, FHREMKIFHE
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IF A&, AT BIER 2t AR AT RE AR 2. [FAE, ISR EIARIC Lk BR A (a]
SEITUFHES . Hik, BMEBZERZIEE TREME, AENZZE MR R SRR EA TR
BUBZE., A THEKRNE, BAHVEREN LRMERVEREE T . TR
[, find_next_element Bi# % B AE B ERBEIFRMMET .

(d) MRARICH 2R FIERZ], ¥R EZARCHRT E. B Riric 2% R EA/NEIK
MG HEF IR, BT ABSEBERII B BLR “ 25 BAR1" ARic.

534 RIZHER

BAERATHGE T a2 3 2450 RIEHRAL B T — /MRt EEPLFRBREIRIC, A
HAMWABHI, ERMANNZIEXYERNME S ES, Filk, 7EREFFIEEE DR
iCHB 2 A TR BRRAITH, ZRBBHFERMNAE, LDIURNFRIR.

PRICH) BN T B RN E BT S AT, Horh— A M AT R IB A B i 2.5 B AA,
BI A SBTRERS | BAA (E 5.4), XFAE R HI0 AR A1 2 2t R AT o8 i I 1 BT
FeTIE], Heb 2.5 B, 1 B E AR £ WiEEB RN, KB NB RGO Y

BoRE AR A
@ & @-

{E54 ATFRTFCHEMET

AT E A BT T HARCHNZE, SEBEMNTHREER. ek —EZEELB
3, YEROBRAESETIRCHZIE, SERENXTWERENMNE, MG E T
ST YATAR IS B S i wE DOgM T 2k (8 5.5),

HY L, BESBREFICHIERE, TLLESR N EM AT RABERL (B 56), H
LRRFFIBIE+ “ MG E A BT R B IR, BIEATHE M BT R E AT
—MMRERIE" . FEREBKR, Biricik RatE LaeairEHES], B AR RTHE (L8 IoHs H)
HARICE SR E —L,
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s EETD T
Kon ' !

] '

] ' -

; PN 5
o6& & e

A 4

h
- —@—
&

N -

EROBRE = YT
HR28ETHl

v

u '
)
m_seekerBackword (( 3 (( (( %
) [

.@ @ )

T Hs56 EEPBRAFIZ
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THEHRITREE Brricsiin.

OnPlayGUI.OnGUI 7% ( % )

void OnGUI ()

{
i€ (m musicManager.IsPlaying()) {
SongInfo song = m_musicManager.currentSongInfo;

(a) FFIA R RHFRE ( HENENETHRRUER )
HREFHIFC (FENENLRTHERNE )

int begin = m_seekerBackward.nextIndex;
int end = m_seekerForward.nextIndex;

float size = ScoringManager.timingErrorToleranceGood *
m_pixelsPerBeats;

float x_offset;

((0)mmEERMHHTE |

for(int drawnIndex = begin; drawnIndex < end; drawnIndex++) {

OnBeatActionInfo info = song.onBeatActionSequence [drawnIndex] ;

((c) hpEBERR LM X L100RBE |
x_offset = info.triggerBeatTiming - m_musicManager.beatCount;
x_offset *= m_pixelsPerBeats; 1

Rect drawRect = new Rect (
markerOrigin.x - size / 2.0f + x offset,
markerOrigin.y - size / 2.0f, size, size);
Graphics.DrawTexture (drawRect, headbangingIcon) ;

(a) #BHTH m_seekerForward $§ [ E4E /5 IARIC, W/ H m_seekerBackward ¥ [A] 58 SERTAIAR
id, BT MES I FF R4S m_seekerBackward, 4H At A m seekerForward,
HESERIE,

(b) B/REETHFRIC. M seekerBackward FIRE R B FF 52| m_seekerForward (IR KL
BRIA—MRig AL, #RH BB E A .

(¢) REFZERBIFCB AR ERN X VIR RBE. YIAEEZN 2% TAric fet % e,
WZERAFCHEES. Fik, TERPPRCHEES, MBZER 2 SHRicet 2 28R
—E . m_pixelsPerBeats J2&3iX N %12 Flili i _F AR R KRR IR, HEXN

float m_pixelsPerBeats = Screen.width * 1.0f / markerenterOffset;
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He, Screen.width ZRAFICHIFEEANME, 2B EAWREITEEMER.
marketEnterOffset /5 W\ FF 14 B 7m BIHEIK IZAL BT 2 7 405

535 NG

SE LB TTTE SR AR B A AL T LA BBt S P th S B . HPREE N —
AR RN 2B TRERMERCHNZ, RREBEEENBS.

PFRCH B R EEMAE A AT ST, MAT—MEMRERENTE, BEN— 1
ERARRRITE, XMEETEAKIE, FEEESMES.

54 ¥ IMRBREERS TS RRE Tips
$ 541 XBXH

® ScoringManager.cs

$542 HME

A TERC RS FARMEZ BR, AERINRTHEMAMHINIR “RB7E S BB PLS
iy THRe",

“BRLE PARERIMRYFEMRE, &8 HMSFHRESIE, A E RN LE
BEEERS BB T RN RGO RIRRAETTE, URREEPE Q%R
AT EYRT R

+5.43 {BSERAFIE

SENL TR R AL B SR [ HATE BV BN T —Mric. WEVE - B@dmcHZ, &
RO BB T —Mric. WRPLET B R ERRC” KRR AL, A2
LRI — RSl RBEMA TR . TS P IR N Z AT A —E R R IERHY .

T
: 4

(o}l W2

T E57 REBERMANKRECBERICAHER
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KRN B IR ICR SR B2 FHE—Mrd, B E— MR RIEMNEZATRSE—1
bRid. WEMBAGMTHAMRCZE, REMEHEFAEGEMRC. WXFTE R MRS
PR BB I — AT HR AR, BERT LATES A JESR B9 B0 T b AT 8T

v

Sve (B

v ...........................

R RN HR T HERA ‘

T @58 HEARNBAMRREWNERE

E 58 A THIBAT, KERMEIER T 12 MRS YIRS HRERN, BEEEmNy
“BUHKEUE T 58 12 ARUbRicIA ", FFEEA TR

Tt T — BT 5 AR T 5.8 /A FRPIRAS, R EED TH 124, KRB HE
T 20 fAMbRicAL . B S EERBITE, R YRR RN BNRIC, fT— N 12 AMRICEE
BIOTER ZISEAT, FrRARERAEITHIMT, 3XFE, XI55 12 AMpnicoRul, BIERHE T —Letufn
SRAT LUK

BT HEPRCE . BERTLAHIBT R BT (&5 ) B RKM (K5 ) T (B 5.9),

IR SRR ZE TR, &5R% AR LETE",

T X A B HE BT 20 36 BE 48 & 40 (EXCELLENT), #8225 15 803 5t 2 6 4 by 2 — ik
(GOOD ), THnREE K mHL/E T HRIR (MISS ),

BR A G RRA ZI TR TR A ER” MBI, b T RESS XX B AR LB
FIT, BATFEZIE YL REBE" 550 (M R ER A E .
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T RBLEE)

B "HYARBE" KHARFINTR

THE59 B, EOMHRSEE

S544 BGEESFIR

AT R BURAFEE LA IE O, TR L R — M PRiC#E T BT
& 5.10 fiR T EF R HEE MV BB BIRCHE . BiaGESE S die e M.

(1) EhHEEsER,
Pt AR 78 i

..............................................................

(2) MISSEY HBT KR 5EAL

1T E5.10 IRFEI LRI

H AR L5 R — A FRic AT HINT, BTLL—MRUiE 5.10 (1) MR FTE R SHSw
Zng . RE LSS — KL, Flrgs Rt A2 M GOOD 28, EXCELLENT, XHEERLRH
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1 T BRI E S ARG HE 5T
Rit7E®E 5.10 (2) WIEM T, BEAE AT MISS, FrLARFXE KA HTHE.
X P % R B T B s sy AU HLIE 6 T R MR B P L B R A1 S (B 5.11 ),

:»
e

T @511 ZEFRMRICAPRIGE S TAAIER

HIREZE— TS 10 7 20 AR MR CH P RALE S AER. IFRBSHH
ATRER 10 AL E, WATRER 20 WAL E ., ARHEEMEIIRIEHENR 10 WALE, HRE R Sk
PLX R, FROATREEHGE 20 ALE.

XA AN RKE 20 MPRICEME D “E R AN, IBABME T —KEEFHRPLET T S,
WA BRIETR . MXFLETERERNBEEZM,

R T B IR B R BB R RN, MISS BE L T SEAREBHRZ B 0 KW 52 BUR A .

HETREBEBHRXONLG, BEEEEATHRAFIEH ScoringManager.Update 7%

ScoringManager.Update 7%

void Update()
{

m additionalScore = 0;

if (m_musicManager.IsPlaying()) {
float delta count = m musicManager.beatCount -
m_musicManager.previousBeatCount;
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m_scoringUnitSeeker.ProceedTime (delta_count) ; (a)BiTRRfIST

((b) WRERHFTHA, MRS |
if (m_playerAction.currentPlayerAction |= PlayerActionEnum.None) {

[tjﬁ%ﬁimAwmmr—¢ﬁa.ﬁzm—¢(mﬁﬁJ

8 ) FRiCHES|
int nearestIndex = GetNearestPlayerActionInfolIndex();

SongInfo song = m_musicManager.currentSonglInfo;

OnBeatActionInfo marker act = : FRCHILE
song.conBeatActionSequence [nearestIndex] ;
OnBeatActionInfo player act = - { HGRHABA

m_playerAction.lastActionInfo;

((d) it EmReMATHARE MBS0
m_lastResult.timingError = player_ act.triggerBeatTiming -
marker act.triggerBeatTiming;

m_lastResult.markerIndex = nearestIndex;

(o)t "miEmIRZ" f "BE—RBARMSITE" )
if (nearestIndex == m_previousHitIndex) {
/1 HELHWE ENFEBTRBAL
m_additionalScore = 0;
} else {
/] B—RBAHNIFE
m_additionalScore =
CheckScore (nearestIndex,m_lastResult.timingBrror); —I

}

() M3, KMEYHIET (EXCELLENT. GOOD. MISS )&
BEMEAT 0 RIRFAMI, K 0 MFRFEYK

if (m_additionalScore > 0) ({
/1 BARLTh
m_previousHitIndex = nearestIndex;
} else {
/] AR (RBEAKT )

m_additionalScore = missScore;

}

m_score += m_additionalScore;

(g) A7 @R E—MRCHTH AL,
ERTREABART BRI

(a) %ﬁ%'ﬁz$‘io ﬁ-%%ﬁbﬂﬁﬁ%i‘%t%l"]ge
(b) RERRK AT BARRER, HIMMARNS®E. fEE%MLEE S, 7T IA IR 2
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= MR ]

(¢) RUEEAGENHEMNE, LRERKAHRBNNZIBENIRCAE. KTFITH
ERE R TR IR o

(d) HEGEHMAMIRCA BEER R L2, SddRetREh s, EREHXEN
IE¥ “

(e) RPN ZIBSEMIPRIC, BIHEATAUHIWT MPRIC R/ — KB A B MARiC 2
EAFE . X AMRN T B IEX R —MRicE ABIKE L.

(f) ASRFRICHA—REBA BRI, WHEAT R R BT & EE R ZhE 8T,
IMEEERT 0, RIBMEEIER 0, BiAHAIESBM/E ST/,

(g) IREMARS, WBEF “ E—WEABHIPRE"

BT RIERATEE F TH0PE B IAER ZI RR AIFRIC B9 77 % GetNearestPlayerAction,

ScoringManager.GetNearestPlayerActioninfolndex 77i&

public int GetNearestPlayerActionInfolIndex()

{
SongInfo song = m_musicManager.currentSongInfo;
int nearestIndex = 0;
if (m_scoringUnitSeeker.nextIndex == 0) {

(M)ﬁiﬁlﬁ$ﬁ%ﬁ,Eﬁzﬁﬂﬁﬁi,ﬁMKmﬁmﬁ]
nearestIndex = 0;

} else if(m scoringUnitSeeker.nextIndex >=
song.onBeatActionSequence.Count) {

((0)RECBATFHRANRTH (BiTRE—MFSHHN ) |
nearestIndex = song.onBeatActionSequence.Count - 1;

} else { =0
((c) MBBA MRS, ERERBANME RN — |
OnBeatActionInfo crant_action =

song.onBeatActionSequence [m_scoringUnitSeeker.nextIndex] ;

OnBeatActioninfo prev_action = BEMBI—MRE

song.onBeatActionSequence [m_scoringUnitSeeker.nextIndex - 1];

float act_timing = m_playerAction.lastActionInfo.triggerBeatTiming;

(mmsmB s |
if (crnt_action.triggerBeatTiming - act_timing <

act_timing - prev_action.triggerBeatTiming) {
/! RFENRE (m_scoringUnitSeeker.nextIndex ) Bif
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nearestIndex = m_scoringlnitSeeker.nextIndex;

} else {
// EENABAB— (m_scoringUnitseeker. nextIndex - 1) Eiﬁ: ;
nearestIndex = m_scoringtinitSeeker.nextIndex Wiy ‘

. return(nearestIndex) ;

(a) BEMBA TFIEEBREIHCHAM I L, BAMERARS, TUAEHET
b, REIFRARFLMESIE 0,

(b) H¥BRMERIBHANBEKE, BREETEE — Mo Zef, RESE—Mrid.

(c) ZE L RPRFRZAMIER T, WAKRRL BT — Mric PR FE R IR ik
BT ZIFE R —

BT ok 2RI Wk A 3h 5 & ) CheckScore 77k

ScoringManager.CheckScore 77i%

float CheckScore (int actionInfolndex, float timingError)

{
Thaat scors w 07 (a) MEMERBERSIE, ZERE
timingError = Mathf.Abs (timingBrror) ; MAEHITR ( MMEER ) S St

( Edt) AERERITRIEN H T

do {
((0)xF GooD tsEmEtH MisS |
if (timingError »>= timingErrorToleranceGood) {
score = 0.0f; —{ (c)MISS EYiEEIA% 0 )
break;

}

(19)F GOOD 70 EXCELLENT 28t GOOD |

if (timingError >= timingErrorTorelanceExcellent) {
score = goodScore;
break;

}

[ (e)#E EXCELLENT SEE AR EXCELLENT]
score = excellentScore;
} while (false);

return(score) ;
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(a) FINTRTSEXTATHLEO MBS MR X (B, X T X Bugs A of B A i PR L AR BRI
17 RIRE R HI T .

(b) JRFE(E AT timingErrorTorelanceGood i, BHREIMFE S HHBARKBHMERE, X
TR BHIE R MISS.

(¢) MISS HfEBL TR 113453 0,

(d) JREE{E T timingErrorTorelanceExcellent F1 timingErrorToleranceGood Z [B]AT, HIE A

GOOD,
(e) JRFE{E/NT timingErrorTorelanceExcellent A, BBEE DA i ik B9RT Z)HE H B bR e
%, FE AN EXCELLENT,

® 545 NG
BRARNTHN “REESENNYLHT T AL, CERESREEELE, Lk
BEPRC. PR FFE ST S AT H AN RFEiANek, B xsmEREE,
AR ZI AT T, IRA TR AT A FIEER A R AR AN B, Melgesik
FRBAAE . BMBHEETLUHSERFT—TF .

5.5 REVENEIRFANT Tips
551 XBXHE

® SequenceSeeker.cs

® EventManager.cs

& 552 WE

RGBT R, BEILEMEE S ROEERENE, FARRAEAER, 84 HE
IRELH K, EHIVE— O eI, XA RN ROEEEEEN. UT
WA UK “B4” (event ),

%553 E4HENRER
HMBIRRARIC R A A B R, B, ERE TR, FSEE R R
SR FIRE, X — S WAFRIE—HE . H B R A A WA LA —F “RIBRTE R B34,
BRPITHBRAATGREAFIC IS X 5, RifretE “7e3 F A A ST (T R k"
i, BBLETE “EESE" K, tRERE R T 0T (E5.12),
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©
h 4

RUE (FFIEMT) l
Jk

» B

s |
@

T ES512 HEEBHEMET

[o]

HOPRRVBOEN BEEEVEN T F 0, HEVEEEI TRRAVE, BaxF
WP IRPIIT, FE, RRMVEBHBHEIT I HM. TERIHEFRIITEGRAIRE .

HUMAREAR, TRESEZFMHRNKE. WNERPANREATRE SREMER. 7
FEFIEEE S, XRE O T E B 2 HA MR ZE NS E—E, YR B Rtz
TEM/NEIRBIBTFFHES B4R A 2

P 5.13 FRrn T S E N E 7 AT AR 2R B RTHER B OL

TERFHREZNITEM K EMATC, HEA BT TERYWEFZET, BX R Tk
FHIE R . RO EIEFRPIOESF.

B R BRI XA T — W S AL, EIER, XEBEATETFRSA, MBUnKTEEAL
BRAARE. EECERRROZMECY 15 WEG, RRBEBIHIZAL,

M FARCRIIR LM AR, FIF— 2R 2E AL EARCEE, EEXEIR
WASHKERBIREEAT], BUEIALRNTTERA L.

BE, FHNBLNAR. RARFREREXEMEPHITERLY, FLURNFHREN
A RS s B B B R E LR B S F B LB T REFFE. BN L% BRIt —
UK SE B K AR o B KR BE Rl R RS B R 1 6L

RRMVERHRE, BRNETFERTERENEME. WA 513 iR, FAREERERME
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BRRENZERE— " F4, FARRUETRE-KHESL, NEFALES, N EK
W RAE" B “HHRRMEZA", PEKTAEREREREN.
YRMBRBEMBRAZN, WAFERERENEMN

|

mfalale
- H%)

G

> B5%)

AOEAT— 0
YR 87
ENEY

> B3%

T E5.13 FHEFEIE O ST AR

554 TEMETMHITETT

FEERRAGBRER, BEENEAIFREIIT. BITRTNERETERRTHREN
(B 5.14), 8BS R OEPEBEE R BIPITRITHIFFFHRIIT.
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BE B REEHNEH"
EHEMITRTS

.....

T E514 FEfBATMHITAT

PITRTTA N EHES —WE ST, SREHEENDPITETHMER. S0 B4R
AT, FENEHFRRERE AR (B 5.15),

— . s —\

s ENBHRNRT
s KEEFHER

} g
(3) MFER, MAFETHBR

¢ M5.15 HITETARENHTHR
iEFRAIX E AL TP T BT HF)E I T B R RS T B4 B8R .
TERZEFGEHES.16 (1) ~ (4) RERNERE,

(1) FRMEEMEES TP EM 2 (%], 302 $8E, FetE HRmg
BT thIIT. EEMBENFEMN 3 M4 ER—NAER, ER—HZE 2N
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WERT, QREBHEFMEPRENN T, Bilx BRNERA B FF
3. PATERTTHEM | BFERITH

(2) BEAMBHHT, ERERMBERPER . EPITETA, 4 1 BXLIEHZ)E
ZRIBIT, FHFRAPITERITHMER.

(3) EALBATTA, B3 4 FRTBMIE, HIFHRIIT. RV BRBINBIEME S,

(4) #1(2) WABGAERE, KRVCEBRERN, WEAFNEHERME. BITRTA, F4F2.
3. 4 TEHATH . TEX— WU B FEA TR EOMTE R o

L)

e
.ob
..

A}

(3) RUEBH3. B4 : (4) BE/ RIEEBRRE

¢ HE5.16 BRATHNTRITHIETHER
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MIELLR 1B B HITHIC EventManager ({05, T ifi/& EventManager.Update 5,

EventManager.Update 7 5%

void Update ()
{

SongInfo song = m_musicManager.currentSonglnfo;

(o) mEmmz0sH |

if (m_musicManager.IsPlaying()) {

43 > ; ;
m_previousIndex = m_seekUnit.nextIndex; —{( 814 Z;Béﬁﬁ?ﬁZﬁﬂ%{%ﬁ&J
m_seekUnit.ProceedTime (

m_musicManager.beatCount - m_musicManager.previousBeatCount) ;

(a2 ) m_previousindex : BI— MR B
m_seekUnit.nextindex : EFH/SHLF B
BB T X ZEZ ERES ( FHBHT)

for(int i = m_previousIndex; i < m_seekUnit.nextIndex; i++) {
/1 EHNEHEE
StagingDirection clone =
song.stagingDirectionSequence[i] .GetCleone ()
as StagingDirection;
clone.OnBegin() ;

3 . (a3) Z&ME "HiThE
; m_activeEvents.AddLast (clone) ; —{ EIE" o
}

((b)aus "nipmse )

for (LinkedListNode<StagingDirection> it =

m_activeEvents.First; it != null; it = it.Next) {
StagingDirection activeEvent = it.Value;

activeEvent .Update() ;

[/ PITERTIL?
if (activeEvent.IsFinished()) {
activeEvent.OnEnd() ;

m_activeEvents.Remove (it) ; (b1) K "AfTHEBHFIR"
} = o R

(a) BEMAETERENEMS,
(al) FEBBIEM BTN ZIET, REFRENRRIE,
(a2) WIE AL T EHATER R A B ERE R R B RN, ERA T REIEER
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AU E B E g RIS MR AL, BT “ERETRALE” B “EREMME" X
—EE BT EF R B .
(a3) ¥HIERWEIA “PITHREMFIR" o ZNFIRGH T EEFMHOPIT
TR -
(b) )5, T “PITHEHBEMHIIR" FREMH
(bl) PUTERE M “PITHEIEMIIR" FRERZSE

& 555 NG

AFRATTE T B K R Y TTRBUT IR, L8 i $0AT 87T B T 3 1 i SR AT 0
Kb, SRR EAE R AT BRAT 245 SR 8] B ASHE [R] B S (R R & HEAR S IR o

TEFRR T RRF M FIEE , RERT LR A TR — e BT,

5.6 RfthERIngE Tips
+5.6.1 XEXH

® DevelopmentModeGUI.cs

%562 WE

W FHRF. ERMETEHE, —BEELIREBY, BE R HEEHEER
JUFRARER . MRENEIBFE P “BATEMAL L B L REHE" MBEERFHH
‘XA REEARE”
B Al S8 SHA

5k
BRLE" I

ICRFFIEE. A

A 20 %t R R B

TR
AHERNEEE

ﬁ%ﬁﬁ&%ﬁmﬁl‘lﬁﬁﬁﬁagk B
52 # B B 2 i e

IhiE.

{ @517 BELE
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% 5.6.3 ft4R “turn around”

RHIARNE 2R, ERRFEOIBRT, BFASETESTIREBY. MESEFH
HRH, U2EFENEMMET—T, MRETHHERSHGHAT, iTe%, RAE
HaizfT, kX,

® SRR FABEE

® AT

o WRANEEMH T, WK F4kEEgR1E

BN XAE KA I e | turn around

turn around ( & 5.18 ), RE-HA—RE-HEH

mBEREMERRF, #17 | o |

K, FREI%SERE, X
A~ turn around #RE, WERFF ( OY(’?
KRR NO YES

LYRBEHENERLE, | proes |
45 R RO T 2 2
B 57 4 3. Unity 5 AT LA 4 @ 5.18 tum around
ERRER T EEmERE, TRRBZEERTEHIXNE, FAEEBRT ERAEZMER
ZERAEITHTAH#TRENATNRERFABNFELT, A TEITENBRANEABIAE
fF—Loadlal, MAREREXFFELT, WEBEIH e ]t 2B R

+5.6.4 BETRHMZINEBEE

“BERLE BT, BIRGAEERRE, BRERNEANZINREEREE—EHLEN,
R FINTER A B ERE KK

PR T RE S BB RTER" BOBE Y RIS AT A4 R (R B 5 BUIR 4F hR
G, WREMILERREE,; RZ, RES/PMIBAESBREEES, TREMELIRARTI®ESS
BUKIR, WXkt LB

RN RSB, IMUERFEFEENSH, BUERERTERESENEN,
teanit “0.1 BAAE", 0.1 BXMERKRRERY, REERRIEAMHERN,

AR BN X 5 L PRIAIT S R . A T BEALE YRTH R LR E R R £, BRAT
FRT BRsBUErThEE (B 5.19)

BHRFEREXHRATIFR, FEEERHNET. RAEESRKRIAHEERER S
R, AR AENRERNL. B, BEAUNRRECREER,
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Goxht, FEREERMEMER S, BT LARHT LS AL BRI ES T KL92 0.01 &£
57— AT RYR 02 54" SHENER, EREXEHBRE—BNETE, FSEXEH
F oL E FER T (& 5.20 ),

23t R AR A SR E NG, SREESKIPRIARSRE, FEBIFFRIKH
IKFEARRE, Jof 2445 il 5 B AR HERE

-0.01

-0.156

ﬁ#'
O *m7 (5F) 1 ) +03

{ B 5.19 MHRBEN “BR" 1 “HE"

A7 B FhETA
#HiTRE

-0.3 -0.2 -0.1 0.0 +0.1 +02 +03

T E520 RE“EE" 0 BE" HXRRETNEHE
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# 565 ELIFK
ERBHIEN, 2UFEREBREMIBNT R, XENRETHOUETFRIEK. %8
Bl FESL, BATHF R T ATLLE 0 B B R AL R ThAE (1 5.21 ).
SE AL 2% b B e 2 B —
EEROBRBE. EA
SKEKARET RMKRE,
BB E RS &
HHE AL B . HE 3R 3T "
W BRI, TAME oms21 =g
FCAL B BB R BT B ([ 5.22),

Bk
B EREE OB E

* MepElFF a6 HE A
: REBRFEDS

— M ERFE S R AT AFFRARGIBRIE], RBARBN

4
@

THES522 EMKMIRE

R RE (L AR B AR RIS

DevelopmentModeGUI.SeekSliderControl 77i%

private void SeekSliderControl ()

{

Rect slider_rect = new Rect((Screen.width - 100) / 2.0f, 100, 130, 40);

if (!m_seekSlider.is_now_dragging) { {( a) BRE&EKasd? ]

float new position = GUI.HorizontalSlider(slider rect,
m_musicManager.beatCount, 0, m musicManager.length);

(c) KRB FMTAGHZENE, WRFRUE
CRE HEENFF 46

// Fria¥esh

if (new_position != m_musicManager.beatCount) {

(b) BER&K ELHERBRE RHE
B E
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m_seekSlider.dragging poisition = new_position;
m_seekSlider.is_now_dragging = true;

}

} else {
m_seekSlider.dragging_poisition = GUI.HorizontalSlider (slider_ rect,
m_seekSlider.dragging poisition, 0, m_musicManager.length);

((d) B7mmg. HERTE—MEHHRR
(o) nFERELERED, FHENTRALE ) —

if (1m_seekSlider.is_button_down) {
m_musicManager.Seek (m_seekSlider.dragging poisition);

m_eventManager.Seek (m_seekSlider. dragging _poisition);
m_scoringManager.Seek (m_seekSlider.dragging poisition);
m_onPlayGUI.Seek (m_seekSlider.dragging poisition);

Seek (m_seekSlider.dragging poisition) ;

/1 EEER

m_seekSlider.is_now_dragging = false; (f) BEFRHEHRLES
;B EML

(a) B, RARERBERKS T, MBEREHSIP (GESHIFLERT ), WRFT if LIF HiE
A, BWBHAT else LT HIIEA] .

(b) A GUIHorizontalSlider R B/R 8 F BB S5, BN SBERABHEANME, ME
AN, WFRRE RIENBRALE

(c) THHABHESINS, GUI HorizontalSlider ¥fi& FIHESN 5 AOIRAN N B ; WA IS, T
REE ZASEEANE. BT RS EEANEREE, TUHBEHIREEL
Fid.

(d) FFREMZILEPHLE, F1(b) 48R, FH GULHorizontalSlider B/ 315, #izh
AR R (L B FETE S 5 m_seekSlider.dragging position #, 4FWiER¥FEH GUIL
HorizontalSlider 8 #7iX ME .

(e) IF BbnZE 8 )5 ¥ 15 1E HE 3h I A R IL M A9 B . m_seekSlider.is_button_down % F
Input.GetMouseButton(0) )& [BI{E ., Z fT AR E## A Input.GetMouseButton(0), A
NERAIR S, AT XT GUI M3,

Note also that the Input flags are not until “Update()”, so its suggested you make all the
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Input Calls in the Update Loop.
( Input #8 % #4732 /298 A Update() #7 724K £ 47, # UL Update() 7 #% ¥ 8 A Input
X F k)
H5C F7F OnGUI 75 & %8 A Input.GetMouseButton(0) &4 A, Atk T IRE R
W, FATERELL Update() KR

(f) HEFRFRCAHEMHITHFRIBRALE, BB RORARRKROME.

+5.6.6 ETHRICHITS
WREEFEL “BRRULEMBE" fMEMK” BRERE, REEMAXAREST
o ATETERIRC, BAIVEEXFCHXEHFFHTSERTEREL (K 5.23),

[ T497STngle8hol, 138, Junp
§0{8ing|eShot ,138,Junp

#51/SingleShot , 140, Junp
tSZ ingleShot .142,Jump
5318ingleShot ,144, Jump
154/SingleShat ,148,Junp
{55/SingleShot ,148,Junp
|56 /8IngleShot , 150, Jump

(FosEnx A E’ I oot 194, Jomn
q nzleShot ,158.Jume |

1 H523 BRHFICHITS

AT EBXATIGE, FEEBEREN & EZERE XA T HITS . XMEEIERP A BE
RE, REITRTHERFIIREN.

& 56.7 NG

ERERBHERS, ‘B LEINER” FFEE. FREAIRESE “WiFAfT, A
T—alATWR” IRERME s, XABINEER—T. REEMHRA, FEHRELXE
HZRIB RN, HREANE N NXRIEMTTHT, TR 208 HAE o3 ik 98



e
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6.1 ILENS How to Play
Vv BE, RAPS, BRI

SCORE HIGH SCORE

v RERM) iz14a00 o
o {8 BURIES HIBER WAL F71 . b

VvV —ERRABRES

® BB — KM P HIE S IREWL.
® [FRHH K ZRREHERE Y.

78 Lt}

v ERAFNBEK KX
© FEEE T A R ST R B,




6.2 INEEBAGEMASS | 199

vV BE v RAKAHSIRE:
© FEHOL FEHLATER M HBE ® WAFZEHEIR , A MO ST L

Al

SCORE HIGH SCORE

SCAORE HIGH STCORE
=]

Concept

SHEWHFREMEE AU T A RS AT —FIERER, BB EE&A, HFHEZ
WHRE TIRZMAEMIER RS . B FAREm R, el AR Sh . BEsh
LA B4 1 P AR A 3D VR B -

EIDEARM A ERZSG. BIERFEIFAR, 5B E M 6 2842 H Bt
HMhZ, WA TE PR AKATES . BUAETR 25 U Ak A9 1 1 ) R L ZE A 4 B

XREA RN “MEREE", BARRESHMBILIEM, ik N AEHR TR SX Fheg
BRUERIZER. T RARBITIMA KA QIR Wk A T a8 8l E Bl 47 et i ot
T FINGE. AW A RBFHIEN S . X ERIEE EEN—5.

IS AIP S TP W 0 by ok L=

Hi FRROCTEBGE T B R IR R EE YA, "R E X8 F IR E Ik,

ok, EHERRIER S RErh, MR — M. kP eSS BT BRI — R
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K" HRES FEIE WA GBS A R K, X LM EESh ORRE
LR AR F RIS . RITEIRABYINB B LR T XS, HiE XDl

Xt B B — T X T E AgAL

$6.21 HE—K

xH AL

EnemyType01ChildController.cs WHUER "2K8 01" MENERS ( WEASET )
EnemyType01Controller.cs FWHER KR 01" BEH{EEHI ( 3, RBARK)
EnemyType02ChildController.cs WUER “KR 02" MUEh{EEEH) ( WRASET)
EnemyType02Controller.cs WARE "2KR 02" HIRNERRS ( B0, WMBABAIE)
EnemyType03ChildController.cs FARE " KR 03" g9ahfERRH ( RBAIT )
EnemyType03Controller.cs AR “KR 03" MIEN{ERRS) (8% )
EnemyType03LeaderController.cs | SRR "8 03" HFNIERHI ( LRBABAK )
EnemyTypeO4Controller.cs FAHETY “2KR 04" WENERS ( 8I4)
EnemyMaker.cs & REAN

EnemyStatus.cs BFNRESEHE

EnemyStatusBoss.cs boss KAEER

PlayerController.cs BLRNER

PlayerShotController.cs R E S HE AR
PlayerShotMaker.cs ERGRNLBEH T

PlayerStatus.cs RREEE

StageController.cs BEEERS

StarController.cs BHERERNEE

StoneController.cs BHERNER

PrintMessage.cs HEFODPHELERRIEH

AudioBreaker.cs FEBRE R HB R R
AudioMaker.cs EHIE T RN K

ScoutingLaser.cs FIRCLHRS, HISBNEM
ScoutingLaserMeshController.cs 4 AT R B AR HEAC T 6 I A
LockonLaserMotion.cs BOLHI S H

LockonSightController.cs PRI N B RIE

622 XE/MNE
© EEHOL A Rl T RS
® RESEEMBIE
® HOtH T
® JHEHH
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6.3 TR RIERDN Tips
$6.3.1 XEXH

@ ScoutingLaser.cs

® ScoutingLaserMesh.cs

¢ 6.32 #HE

“MEEF" FHIBLR CHLER T
L@t sh, EEE T AT LA BhER
EREOMLBOLH T, T KA =
Bot, S F R B0 EL
FHRHBE. "B —AgEI R
BAKER.

i AR R BT A K HLIER |
RBBOtHa2mREERE, # 861 MR
ABTEE BV — K ERE . XATRABR “EE" MEBRIFE.

FERA PR IS AA R B A RBEOCH R B B BL, AR AR BiE i -

EhPEE—MITR!
S

N

% 6.3.3 RIS RIRLEHE T

REBOLHETVL M, SEPLZSERI8E Bir. FlIAREENIRIITLIRES
HBMBIWNRZRZRBERETES. N THIGEK WYUK B A A 5ETE XS EL 1T RE
R, FEREBVLMEZR .

nE 6.2 B, XTRMBOCHERBERFE AN XS WMEIZ R, XEE T LLE S RiiE S
HHEMBRBBOCMBENLEAETES, A XEFEEENRE, N YEHEERIZEVME
2% ( trigger ).

fih & AW RRE RSB — R, RALEXFMELT, KA RHEA NIRRT,
MR RIFEARESELET).

& 6.3 #iiR T WEXXTRA A RipAT, SR P8 R 5 A0 A & 25 A9 X 51

mES (1) iR, MEHE RS, PR RESELEMENBREET, B Aek
HEE, XRENMREEATINBAFE. RiEEYARGEEIIT, BE R A B
Tk, ETEAERMFER, 8B T X 56 0 3P A SRS Yy E A

BR, RN RH—HFHEAT AR, BHOBEMES (2) iR, BEEXT S0 5EK
I, & B ORFHERATH R BRI . MR A A SR RNES,
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Stk o R A AR A EARSNERINTRIREL: B T CHLE RSN ARRERE
S BEME, URE TR LN FRMBANFH” PERERRLTE. KRR
TR E H b R AT T o

BN AR EL

yadwl
(1) RECREFOFHARHEA T (2) BRI EYHE

(> (=)

h 4
— —

(1) TEEBFHHER g% (2) mEBENHER @

( OnCollisionEnter J LOnTriggerEnter J

T E6.2 REMAMRER

{

{E6.3 WERERMMAE RN

REHOEIN SR L 8 R AR T SRR, PRI B A R 4% .

KT REBOCHIBHELA — % BRI, X R R i B S AR (1 6.4),

Unity #2087 B/ REEA R TR, BIEXTRIEAERSD, R Update() i A8 E B 53
REOLE ARSI TREAEARI , FEAH X R AR I7 [0 Ffa BB 3

“WEEE" PIR CHLERREERARtRZ S, HBiE A R i 2 i B R AL
REER . R, REROCEREAMM IR MG, XSB T ERTRIEQ RS
ATREH BN 6.4 (1) B SEERWLAITEL .
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—FRIOTE R, SRR+ 7% Continuous (F#EZERY ). BUMEHREIAY Discrete
(BsEny ) iFE g, Q@ HS MR KBEAIE . T Continuous BIHE H kT, SKHBIL
W37 B AL B A SR AE R A TR . XA BN R A B B BT WA S R A SF B IR

BIRFE K Continuous B—FiF ik, At e RAZEHE BEK B TP HAMERHERFEA
WA Unity RS S ARPGX 6081, (HX BRA TR FINE 6.4 (2) B B4 U T i1
I EE R AL T, BSRIXFIITEE L Continuous FY AR —L48, RN MM FHTEEIRT, Friik
NG ERIESH¥T—T,

(1) REFENBREFE (2) R BREBEE X

T HE64 mMEHBREHER

% 6.3.4 HlitEMIERIERRFE

RATAES 10 B “REIGE" 1 “ZNIERMEAIRIE" —35 P 1E 4015 B I0faT 7€ Unity 41
BRI, “KERTEE” WP AIE T AT SR AU T RER I B s, T ‘R E" MEBM
b, RATAFEQERH TREERMAMAE. B TFRRLES —, USRI REEE" #
FTRTRA X EFRATT X A R RO O B A TR T i

A 2 RS AR KT LA R R4

® AR B (oL B AL AT
o EFE =AM TR LH HZ NP (T )

RN REHCHE R LRI ERIEM, BT LAR A TEsrb i 2 R Bk, i
Unity FEIRIAIE R T BnE 2 A TR AL AR = AR, Fitk, 3FRE8E,
ATLMRYIERE—HE, WrP.LmshE LSS M AT IIS, RS AR RIS BT .

6.5, TimoRBIEMNT L. TR | ZEHA S ER RSN ERHE .
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AHEFL, TIE0BHA 1 MELRR o A1 N
e FF IR B A R BOHOE, TR 0BRSS K
HARRIEHERN WRBEHOL. XRRE
48 v 8] B9 B 1 (X 38R R T A1 10 B A R -
R > 8993

HHENE6.S PRETAMNER, TEAE
B TP & = AT b i TU B9 HES DU 89
i, LA EEAR, ATE

0OS=fF: TS0 - TS - M2
18=fK. A0 - A2 - ThA3

=4

T E65 REMAEMBHERE

NEB=AK. TR0 - TAn+1 - T&n +2

THRAL AR A 8.

AR 2B REF L R P B9 FE S 1CRD

ScoutingLaserMeshController.makeFanShape #3% ( 8% )

{

public void makeFanShape(float[] angle)

| float startAngle; [/ ERFBAE
float endAngle; l/ BRERBE
float pieceAngle = PIECE ANGLE; // 14ZHEHNAS (ENNEE)
float radius = FAN RADIUS; // BH¥EZ

startAngle = angle[0];
endAngle = angle[1];

[l == mmmemea e B 0 o i 90 T 8 e e S
11 EE
if (Mathf.Abs (startAngle - endAngle) > 180f) { —
if (startAngle < 180f) {
startAngle += 360f;

} . (a) J0RHBHEE 0 FEH
_Eiepanagre s 1000) 4 ‘ R, A+ 360 &

endAngle += 360f;
}
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| ®e&x SHRNSFHHE—REES

Vector3[] circleVertices; /7 *@ﬁﬁmﬁ’l‘gﬁ%ﬁﬁIﬁﬁ%ﬁ :

int (] circleTriangles; . // SLRNTEL (MAEHER)

if(startAngle > endAngle) {
float tmp = startAngle;
'ata,rtﬁmglé = endAngle;
endAngle = tmp;

 [(b)mms > %, mEERR
| (mmamsHs < %)

I

}

/. ERmGEE : : i e
int triangleNum = (int)Mathf. Cell((emnngle - startAngle) / piec@mgle) E

/) el F B o e
circleVertices = new Vector3[triangleNum + 1 + 1]; ) EamanKE
circleTriangles = few int[triangleNum ¥ 3]; : i oy v

I/ B “"‘"“"””,‘"'“"';\*‘“',‘:‘““",;““‘
// EHEhF : \ ‘ i

[(d) itEmases

circleVertices [0] = Vector3.zero;
for(int 4 = 0; i < triangleNum + 1; g fod G
float currentAngle = startAngle + tfloat)l * pxeceAngI&;

L1 BElE R

currentAngle = Mathf. Mln(cum'entﬂmgle, endAngZLe) #

clrcleVemices [1 + i} = Quaternion. Anglemua( -
currentﬁngle, Vector3.up) * Vectord, fmward o radiua;

} 1 / | ""‘ i

(e) Iilﬂ_t%m's

aircla'rriangles[i * 3 4 0] = O;

circleTrianglesli * 3 + 1] =i + 1; SR _1| [(f) mmesmsms |

éircle’.{'riangles[i b He R 4

mesh.Cleax () ;

mesh . vertices = circleVertices; —_'
mesh.triangles = cuale’l‘nanglem e

—{@’miﬁﬁﬁﬁﬁ*ﬂ??ﬂﬂﬁ*[

e : G i e AE: currentAngle | Al
/1 %3 i 342 radius
: fpr(‘int’ i =10; i < triangleNum; i++) { i
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mesh.Optimize();
mesh.RecalculateBounds () ;
mesh.RecalculateNormals() ;

meshCollider.mesh = mesh;

// B mesh5, 2 enable M false XA true
meshCollider.enabled = false; ( h ) A% enable M false 34 true, X#f
meshCollider.enabled = true; FeEi TR B3R

A 6.6 R T B —L2 R, HSE T HaUBETERR.

(a) B FextBINEI TR/ BE startAngle FIZX1F £ ¥ endAngle #5858 0 R IE L EATALEE
BEEE—TEG6T (1) MFEM. LB A, BN 1 S mFeh, B 12 gk
11 AE IR, ATHERBIEER, FTEXTM startAngle | endAngle B #1745
E, FE B LURET ST mRIE, FrLAXMABER ot 6 S, BEE FRIEEOE
RIBLERM 12 SR, XHEREBBERHERT
R TR ILXFIEN, 24 startAngle 7 endAngle #5858 12 S8 5 M BT A& 0 BERT,
A4 startAngle 310 360 BE. [ 6.7 (2) BIEEAEHIIEER LR, HmetEt
T, FEBKBES. B 6.7 (3) KA startAngle il I 360 BELUGHER . FTLIFE
%/ startAngle 1 endAngle FRZIR R R AL THUAE, RRAENT T LB T 360
B(=0%)X—HR. BHEMN—RER 360, FTLABMEM L 360 FEhASKAEH
ERE ERNE

i (o]

endAngle

{ B 6.6 makeFanShape R& IS4
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(1) $hiEBES0RERY © (2) BAREASEIEL L
startAngle endAngle
endAngleQJ:\startAngle R @ @ N
S o
' . ! | N L
L4
I X 1

(3) #§startAnglen L360E 5 +360F UG B

® O
i 0
———
O

1 B 6.7 HilbBiE 12 mshirmatayigiR

(b) X B endAngle HI{E &R KT startAngle, A Unity FRLE “T UG R ATt 75 )
HRENIERE". XTX—SKINEESEIFEHERRA,
HREUSFREMFEN =ML E. RZEHM endAngle | startAngle FF BEBR LA—
ANZ=FTET G RO B pieceAngle, FRASFTISMEIN 1 fFEUEENTT,

(c) FEEBBANBBNHRIUSEERFE. HFHASEE 6.5, TUFRY=/AEHN
ANEOA triangleNum AF, RIS H B trigangleNum+1 DTS . BJEIBINB— TR
FoRE PO TR

(d) #ERIFBALE, BEPRMTEFAZEE. 5P OTEENRHENE - TE
Ao ATLUK HAE R B A RIE Y Vector.zero,

(e) HETFRITERI LT AR, BIIK_E T e A0 bR T LA E K B 25 IR radius B Z 5
LIS “Vector3.forward * radius” %8 Y #iESF% currentAngle it &S H .

(f) AW BRI EZER, BE& =R TSI BB circleTriangles
i, BIEARNIE S 85 T —MERAgR0, Bp

NE=AF: THE0 - TEn+1 - A+ 2

# 3% (b) i endAngle —E K TF startAngle Bi 2 A T HEX BT SHF, P
endAngle L startAngle /)y, S T ikT G ASRIGET £t 7 [ HEF , BELAAE AL
NS=fMM: TS0 - Tfn+2-TiHn+ 1
(g) BT AMABERIMRT ARSI S, BEMTBERINERELS.

(h) BJ5K MR R enable J§ 5 4% false. true MIBUFAROA . 750 IS BSR4 Tk i
MK, EEREFICEXRE.
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% 6.3.5 WHIARILE R

RAELER AT R A— T H 1 A RECHOL A RS A% 2 B FF & AR E,

Rl 5 A 38 B AN S B A AR I L . LR TT LAYR A MeshRenderer AT, A
a3 5t R B 4 SRR BRI R LR, BT 5 A 7 AR DU A

EMiersrchy | .. wm
Cramtas| 020 e @ ScoutingLaserMesh () Static v
» EnemyType01(Clone) > 5 . Tag | Scoutinglat | Layer [Defask 4]
» EnemyType0i(Clone) ERRNETIER S == I
i by ScoutingLaseMesh -5 (Mesh ae
Light > @i (] Mesh Renderer o
LockenLaserAudio(Clone) [;—13 M Scouting Laser Mesh o
LockoniagerAudio{Clone) » 2 Rigidbody &
» Player v .4 & Mesh Collider o
b o EieR RSP bl N .
» ScautingLaser s iEMesh Colloder )| corvex S
smostsphere'coliC]
| Mesh (i Ve

{E68 MWEMEHTIA

7E Unity 4828 PEE DA RBOY Tall, JPK Game 175 SR EIF % ( Scene ) #LA L,
FEEFIRE 6.8 FIRMAHI B/ AEE. EEZME LR ScoutinglLaseMesh MR f5, SAHKHRE
#H Mesh Collider ) =fTE . XH—XK, MIF CHUIEREET, EEFOLAREHE R 9HE £
HEE B RHEKT o

% 6.3.6 /I

AR AEY L TREZEAE, OISR ESREHEE, "TREH L E HFEk
HOBIRIME . Aad R4 A A RFRE G A P ARRERL AT, B—IHEHABMEAR . BRRIE
B SRR AR AR R T fa . TR L B ABRBRIAEUT & ME R R T IR,
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6.4 AEBENIE Tips
©6.41 XEETH

® ScoutingLaser.cs

+6.42 HE

TEMEEET WERT, HBEBWIA, EFRREFRMFENSBR MRS, B LA
“HUEMET KEE 1. AR AUEES, BMEARBEOCHREMELMBENBIL, ©
AEERYE. XERER, “BEE” PARLFXFRA—BHMESK.

HA BOSS KHLAWFBBIERKL L, At HIRDFIXTH R BOSS KHLK ZAE 53
e, —TXRABHYE K, XTNEURAZER.

6.4.3 SHEMERE
R T B IEX R — R FALBIE IR L, |, HAEFENKESVIMHARX S, “BEE" P,
[Fl—FfEHBH2FN KRB, XK, REd Bk 2Rk H#ETX 0,

Unity 1 RRIFXTXTRZ E P ID (instance ID ), HMXTRIIELH ID FAME, REAIXTER
A BEREH A [/ — NS5 4 ID.

XMASERMWFHERCH Uniqe “Uniq” —RIZERCHMATR “H—", “M—E" 3%
RASERWME", L6 IDHEXFM HW—ME". “WEE" PEEAMHAXHENLE ID KE
HC291E ELE .

LHTE £80E WEWLA L ID FHEHo REHEIIERF (K 6.9). BEFRNERSET K

RERSBIE MBI B B .
FEENTABUE PAREALE T OL R BRI BUE SR M TIEWRRE . HiLE S RA 6.10 i#1T

=L

2
L <4

YETIR
LR EEBIE ML

{ @69 #EIE
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. (3) T EYENTAM
. BRYIRE

1 E6.10 BEFIRMEBHERE

BAKE COLAT A A PEEWL. LB ID(LATEFRA ID) 4504 10 111,

(1) ME M —AKFREEE, —AWBEmAEMGER: . XA ID = 10 BEHIHAT RE
BOEWHLER, RILNBIEFIRPER ID = 10 BN, EHEFIEFBAID = 10
gk, BEREZHVARBYES, FRRBEZHN, 7 ID = 10i2RIBES
xH,

(2) IME KHLEID = 10 WEHVLEBIE WM B AT, 8iF ID = 11 MEILEHE ID
= 11 igRBBIEFESP.

(3) #iE ID = 11 WBHUS ., IF CHEZAMET, FFhm A . RESOL7ERER
FI B ERG R ID = 11 W&V, BREANBEINRFELXHFEET ID = 11 #id
K, FTUARSEURMHPITEE bR, X2 E %Xt F— X RH#TESREEHILE PR
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KEEIHTT o

(4) LR KHLABIE MR S5 FROL. HSBOLdEH ID = 10 WEHLE, NBIEFIR
R ID = 10 BiER. MRFICMER, BT RESERBESIROFHEEA BT
WHEHL, PIAEd REALE — & BR M IC RNBUES R FHER

TR THEIIRMITERRE, WLRNEFELFREND,

ScoutingLaser.Lockon 7% ( 8% )

public void Lockon(Collider collider)

{
/] SR ; (a) RBEH ID

if (collider.gameObject.tag == "Enemy") ({
int targetId = collider.gameObject.GetInstanceID();
bool isLockon = IncreaseLockonCount (targetId); 1

(b) o LsiEehm
YFxD ID EEFEN, REAFL
IFOENBRAKERE, ZRIERK

J ] = e e s
/- i [(c)ﬁ%ﬁﬂiﬁ% J
if {isLockon) { FFEHEUHHER -1
/! REBRERS I
int lockonNumber = getLockonNumber();
if (lockonNumber s>= 0) { .
/1 B RHFARNBSRIIERD
lockedOnEnemyIds [lockonNumber] = targetld; - g l
} (d) BBIBOHBALRMD
} : [ )5 ]

ScoutingLaser.Lockon 77 # 7E ScoutingLaserMeshController ] OnTriggerEnter 5 # ¥ A
collider 2%t i i1 OnTriggerEnter HiEfEA .

(a) HEANMEBEOCHRE X (MK ) RAERMBEANREST T WRESW,
B4R %3t R B L 1D,

(b) #EFRMECYENENHE R, MRYPUEFIRFELTHIEEHNELH ID, kR iHEK
P RE S 8iEid, IncreaseLockonCount F ¥R [A] false, M1 EHEIXLD T G
BN, W TR, R RECRE true, WEREF XSV R KB BE
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i, AERREARSEHETT.

(¢) 7EBIETIFRT, BECRFTYENTYNAE (SRS ). MWRUETIRTFERAE
i, getLockonNumber 77 B2¥FR[E -1, FAE £ IncreaseLockonCount R¥G 2
RGFHEHRKREE, FrURBESI R —EFES O, AR THRAB K ET
¥, BIUKRRK RO RMBRS S,

$6.44 INE

PRZE R N B PR AR SC ID WRAL TR, “BEE” hATEEMEHWEI, FHT
“SOFALIRT MR X —EH) 1D MR, 7 CREMN AR FEIRBMM ST K
BT, FEAEERAT AR S 1D Sefar e,

6.5 HISAY Tips
6.5.1 KB

® LockonLaserMotion.cs

$652 H|E

“BEE” 1, BWl-HHSIERTELE, —ESHlRRoth . XE—FMIEELFHN
WitEas. MRENKIBOMRERE R, BIFEROHIEBYIEL KX, A 820X 80 m &
RIBOR, BIMEHEEIZREHL KX,

T EEATIHXFFEBE AR REBOR B & F O HIE I Bt T3

=

T E6.11 SRR

% 6.5.3 1R TrailRenderer 4 B M
B RN Bl SROLTE ALK TrailRenderer 41431 THH# .
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HSHCBREE - ERKNREE RERTE . BRAFERFRAEHAKGME, HF
S| BOGRTE BN 8 84 8 F B F B8 19 MeshRenderer, {# T TrailRenderer BIXT REEFE SN
B, 218E 6.12 ARREIEE B sh il A shA A K AR, SR EHRSIRRIER,

M 6.13 (1) 2T TrailRenderer K| FHOCTERFE PHOETE R, (2) BAHHALKER
BRGER., TUED, HEHSEOCHBEE R TR R

BEXNRBHHN
BB R M1

#H TrailRendererty
POE-d

4 M 6.12 TrailRenderer

F
(1) #¥#ETrail Renderer&HltIER

¥W%
o

(2) ER%ERRETHBR

{ B 6.13 TrailRenderer 4 BB #E

©6.54 HIFHENBI

WRE BT, R T TrailRenderer, BUEHIZ2HIM2ER LKA S . LT LK
XEBEFRIG, TrailRenderer FLLNTE HAL S BAR 2 K KK MBOLHLE

R 2 B FA IR JEFE BEWIRY) Update 77 B i AN SR X RIGEE S Il e FH F8OEH
FEHLCE, HtE ATREEFENEINAIEXR.
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7R 6.14 h, 7 F 57k i (A A R B R R o 7 LA ET L B YE R TrailRenderer
W BT, M A S#AE—

Wi FF iR, ®SBOL—H
WELRELNS. o T M\ 0 [ |
TrailRenderer FIYER, Ot AT k

AW AT I . BT

SERTHE T R ZEM) 90 FEMINLE .

TSR AR OB R ETE T 7] A2

£90 B, EHMERILCE., ¢ E6.14 HSALHRAR
W Rk B 1 FBOE R 5 th 2 Bl (Bl € . (BB AN SRS — i SR B R A U

REAEEHLNE, MEHIE 6.15 (1) BHEMELREZHNER. I THRIXAEE, RITFE

XA UK AR 1] Bt RS B A AR BE VR N — AN ROR B BR . BLAORUE, BURSSiHE W M ATRT T 3

LT R, FERU—ENHLE, EREABRNEENEREAE.

(1) RERHI T RERHAERL

&
ﬁ‘%tﬂl‘%e’]
) ; ik

T E6.15 HISHANETREIRE

HEEE 6.15 (2) FHATHR. RIRERBUE R R A VFIERE 30% MK

XFMIERT, YELA T RIS Z2 M) 90 BERY, T LA L HEss /i BE 2 90 BEIY 30%%F 27
BE . ZPTLARE M B R BR R Aig an 30 BEXFE B 088, B T sotsa sl 818 %
T TEBOCFIEWLA A E E KRS 2T, R YAEHER L LREWS S ik
Finl, XEEFAE G N TR A
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BRI T Wk f BE B PR S BOERIZ SIS TR T, (BRAAR TH K ME—HOL
AEXEUTHENLT . BRI T BER A RIRE], XEREBOCARERGFII T CE, W
REEETWL T MERSE—ENAE. ArBts b IEEYUEBRESE K ERL (B 6.16 ),

ERNMEAESRE

{ B 6.16 BRBINERS BN M

AT EGXFELL, RALEATIR SRS A E 2 LB RERT R Z #TE K, iR,
ESTIRZERREI, HEAREMEA.

M 6.17 FA[LAB BIF TR AEBRB K. ERHFEAAKNOL, 25 /B H HLEITR/N,
BRI RS T — A sir . QAR M B LGRS g i T — 26, st 77 1) s i AE
HWERT. PIOMNESRS, SEMMFESAENLY, EEFEEIE. FRFLTEEE
AT RETEELE B e, BAER 10 — R FEUIR R B Bl s P &L

T EEAES LD, RERFEE R,

BENCRK AT
AiEE, HPHWL

BHGAETRENLLD)
D<@<@

THE6.17 ZRFEXRERENHER
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LockonLaserMotion.ForwardLaser 5% ( % )

private void ForwardLaser ()
{
/1 EREAEG HTHE
if (targetBnemy) {
// BN 5
Vector3 enemyPosition = targetEnemy.gameObject.transform.position;
Vector3 relativePosition = enemyPosition - transform.position;
Quaternion targetRotation = Quaternion.LookRotation(relativePosition);

[( a )targetRotatfon: MVE CRREMBEDNBILT G J

[/ HHSERENRES BRI A @

/] B—REPE%ENRE

float targetRotationAngle = targetRotation.eulerAngles.y;
float currentRotationangle = transform.eulerAngles.y;

currentRotationAngle = Mathf.LerpAngle( | ( b) M currentRotationAngle |

currentRotationAngle, (BT ) 9
o i targetRotationAngle
FAsEstrarationingie; (#4178 ) £ tumRate

turnRate * Time.delta'l‘ime); L BIRE R

Quaternion tiltedRotation =
Quaternion.Euler (0, currentRotationAngle, 0);

(c ) ARG BT B9 LB ( tgxssJ

/1 BT R iy
/7 BB A — BRI AT % S P RHLORE ) I

turnRate += turnRateAcceleration * Time.deltaTime;

transform.rotation = tiltedRotation; {(d ) BRI E 5 1

tranaform.Translate (

new Vector3 (0f, 0f, laserSpeed * Time.deltaTime));
: ﬁ-
(e) 8Tt
}

(a) BRI A CHEMN BEEBIMEWLM A M. @it Quaternion.LookRotation J7 #:{#
mEIEHERAE,

(b) # T3k, i#id turnRate L3 THE H BLFE MY RT#E T 7] currentRotationAngle FIEHL I ]
targetRotationAngle FIFMEIE . XA F AT H2 2 A9 25077 [ [ WL AR —E 1
BIAE. XERFHRERENM . BT AZWIR (WRIEH a9t EE R ) 2810r
o, AEISICHE L Time.deltatime,

(¢) &Ja, EFFESABNLG, FHEdiErSEnT iy mG4keEmaT, MHEmERT.,
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*6.5.5 FHIEER
BiE, iERITE PR B B R R UM ISR

0 Inspector [
| [LockonLaser
Taq lughununr l Layer

ngmuhﬁﬁ

L

BITHEI T AR B
Turn Ratef
Turn Rata Accelerationf{&

Turn Rate Acceleration =0
— B E Bz

Turn Rate =60
LB LRI

B 7E TF2 YL # % £ Prefabs/Lockon/LockonLaser. 7] LA7EH # i 4% 7 & % Lockon Laser
Motion MIZAHRE: . FAT@E 3% H A A Turn Rate F Turn Rate Acceleration A{E ¥ H #OLHEE)
B anfaaef,

Turn Rate BIEYRE T G WIRIEBHEOGATHE 7 m R E . WRXMERK, S3hPrE
FHMFHTRERK; RZMEXMELR/D, BbtaEEERETT. HEXMEREN 60 £FH
B, BOtEARZHIGE L MBI €.

Turn Rate Acceleration 2/~ B WiRIFTAT Turn Rate 34 INME. HMED 0 HEREETSHAE
REER, XHEARATAER 2 18 RUBOC IR A AE AL ME A Bz sh s o .

T HE6.18 MERTRHEMAH AL

©6.5.6 /N

BUAE S N AT AR O B IR I AT R & T XRBEWE BER S SMEE
B ALZEHPE<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>