@ unity

Unity o
2DNZEEYE23 B,

REIR
BUYEPRHAEXRBHURNETRRER 2R

B



SEER

BRI
SapEsil
ZEERF




=M m

2D X ZEE B2z BN

enemy2 Laser

plane Plane_black univeral



Unity & unity

Unity = Unity Technologies ff38EYEEF 22D / 3D Bk
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New project

Projects Learn

Project name Template

2D space 2D

Location

C:\Users\eric-i7\Documents [ Add Asset Package ]

Organization

ProfessorWu Enable Unity Analytics (?)

Create project
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Sorting layer vs. LayerfVZE £

R AE:https://blog.xuite.net/ljs.ctk/multimedia/344261876-
layer+% +sorting+layer+%
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) _ i layer SEFEYINRER 5 T HliE - BERGI—EFTHBaviEs - BT R
£ unity2d TR ZEEER flash EYEE—FE L TEVRE% - SIS EMSTE hammer /& - #1577 bg 8 * e FEH SE RS #E - BIETLUE
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File Edit Assets GameObject Component Window Help

O [ S [ = faf %3] (scenter [ @Locl ] (> 1 [ »] [Scorab - J [ ] [account - ] [Layers - [Layout -]

Hierarchy # Scene © Inspector |
JCf'l G AT || | shaded z \Gimm Sl _‘_? | g @l |(Jstac
S -
4JMaln GAmera ' g ] Tag | Untagged ¢ | Layer | Default 4
background ——Transt
® plane \ Position X [-0.3081] Y [-3.3465/ Z [0
Rotation X O Y 0 Z0
Scale X[0.12381Y |0.1387¢/ Z |1
¥ (& ¥ sprite Renderer 3
Sprite .plane [}
Calor —
Flip ox QY
Material @ Sprites-Default | ©
Draw Moc

Sorting Layer Space Shi 4 I
L |

Mask Interaction

Sprite Sort Point Center 3

v M ¥Box Collider 2D 3

Edit Collider

Material None (Physics Mater ©

Is Trigger O

Used By Effector ]
Used By Composite [ ]

B > Shader | sprites/Default * )

Auto Tiling m
Offset
10 1ylo ]
Size
X 3 1yi3 ]
Edge Radius 0 1
» Info
v Rigidbody 2D R
Body Type
@ Project Material [None (Physics Mater] @
| create = | Simulated 4
v | /Favorites Use Auto Mass m)
QAII Materials Mass Il—I
©\ All Models lnea eran 0 ]
©\ All Prefabs Angular Drag 005
Gravity Scale 0
& Scenes Scenes background plane Collision Detection
» Gl Packages Sleeping Mode
Interpolate (Mone 4]
¥ Constraints
Freeze Position [ JX []Y
Freeze Rotation (4
¥ In =
Sprites-Default &,
N Add Component ]




ShipControl (C#) in Visual Studio

ontrol.cs + X

sembly-CSharp - I 43 ShipControl
1 9 PFpsing Systen.Collections;
2 nsing System.Collections.Generic;
3 ~using UnityEngine; 1§}EHE'.\]E1’_'F
4
5 =public class ShipControl : MonoBehaviour
6 {
7 /! Start is called before the first frame update
8 = void Start() EbEiﬁ*?Eﬁ ’
9 -
b { ERAIBITELIT
11 i }
12
13 /! Update is called once per frame
14 = | void Update() Lt EIRIET -
15 o3 —
it { BEATEFNIT
17 i }
18 B
19




ShipControl#1

ShipControl.cs + X
b Assembly-CSharp - I #3 ShipControl - I @, Update()
| Eusing System.Collections;

nsing Systen.Collections.Generic;
using UnityEngine;

{
/i Start is called before the first frame update

2
3
4
5 =public class ShipControl : MonoBehaviour
6
7
8 = void Start()

9 {

10

LI S N0 Li&ERFET\NES
13 /{ Update is called once per frame

14 = void Update() -

15 { aBisE

16 = if (Input.GetKey(KeyCode.RightArrow))

17 {

18 gameObject.transform.pogition += new Vector2(0.1f, 0, 0);
19
0 BRI X, Yz

}




&) Unity 2018.3.10f1 Personal - SampleScene.unity - 2D space2 - PC, Mac & Linux Standalone* <DX11> *

=B X

File Edit Assets GameObject Component Window

IR IEREA = B
= Hierarchy =

(oAl

Create ~
v € sampleScene* -
[ Main Camera
[} background
L) plane

| 8 center | @Local |

Help

1 | N] | & collab ~ [ & | [Account ~ || Layers

" ETTES

# Scene

Shaded

@ Project | []Console

| Create ™

v {}Favorites
@All Materials
©\ All Models
©\ All Prefabs

& Scenes
» Gl Packages

Assets

Scenes

=

ShipControl Import Settings @ =,
[ Open... J [Executien Order...J

== | O Inspector

Imported Object

ﬁ &,

ShipControl

Assembly Information

Filename Assembly-CSharp.dll

sing System.Collections;

sing System.Collections.Generic;

sing UnityEngine;

ublic class ShipControl : MonoBehaviour
// Start is called before the first frame

pdate
void Start()
{

b

// Update is called once per frame
void Update()

if (Input.GetKey(KeyCode.RightArrow))
{

gameObject.transform.position +=
ew Vector3(0.1f, 0, 0);
1

if (Input.Getkey(KeyCode.LeftArrow))
{

gameObject.transform.position +=
ew \Vector3(-0.1f, 0, 0);

b

a =
& ) | “ | % L *
)
r C#
background plane
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ShipControl#2 NIAFEAISE]

ShipControl.cs + X

aAssembly-CSharp - I #3 ShipControl vl @, Update()
1 Eusing Systen.Collections;
2 nsing Systen.Collections.Generic;
3 (using UnityEngine;
4
5 =public class ShipControl : MonoBehaviour
6 {
7 /! Start is called before the first frame update
8 = void Start()
9 {
10
11 }
12 |
13 /! Update is called once per frame
14 = vold Update()
15 {
16 = if (Input.GetKey(KeyCode . Righthrrow))
17 {
18 ganeObject.transform.position += new Vector2(0.1f, 0, 0);
19 }
20 |
21 = if (Input.GetKey(KevyCode . Lefthrrow))
22 {
' ganeObject.transforn.position 4= new Vector3(-0.1f, 0, 0);
24 }
25 N !
26 B!
27 '
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RightSidefY

[{T) > |5 | i1 jt-i-)" { »acenter | @Local | | > 1l | & Collab ,_] [Account - | [Layers - | [Layout
= Hierarchy | m-= ++Scene @ € Game £ Asset Store == | O Inspector f
G a m eo b ° ect_ > E m t Create v | [arAll Shaded *||2D % | @) | & 17| | Gizmes ~| (@rAl & [Rightside O stat
J p y v € sampleScene* = Taq ( ~
l.:J T CEnE ag Untaiied # | Layer | pefault
. — ) background v A Transform @ s
Boxcolllder ZDEIPE (J plane Positon X[3.17 1Y [0.05 z[0.01
® RightSide Rotation X0 Y [0 Z0
I LeftSide Scale X 0.5 Y |8 Z|1

v B ¥ Box Collider 2D TR

Edit Collider

Material None (Physics Mater
Is Trigger L
Used By Effector L
Used By Composite []
Auto Tiling J
Offset

X0 Y |0
Size

X1 il 1
Edge Radius 0

» Info

Add Component




LeftSideHY

S —
A

[@ S | ool | EI IEJ [ =8 center cal | > 1l M | | Gcollab ~ [ & | [Account - | [Layers  ~ | {Layout

| = Hierarchy m = #H Scene sme £ Asset Store += | O Inspector =

GameOb J ect->Em Pty PP o Al o [eftside ) Stati

v € sampleScene* = Taq ( ")

(J Main Camera . ag | untagged 4| Layer | pefault .

. == | background ¥ .~ Transform Qs
BOXCO"Ider ZDE'PE L) plane Positon X[-3.25 |v[0.09 z[0
.| RightSide Rotation X O Y 0 Z0
Scale  x[05 ¥[8 z[1

v B ¥ Box Collider 2D T

Edit Collider

Material None (Physics Mater
Is Trigger L]
Used By Effector LJ
Used By Composite ||
Auto Tiling L)
Offset
X0 Y0
Size
X1 Y |1l
Edge Radius 0
» Info
Add Component ]
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Rigidbody & Box Collider 2DRV#=
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ShipControl#3 (3£8J535§) ==k

Instantiate(¥){4, F)Ia1IE&E IEBE)

ShipControl.cs + X
2% Assembly-CSharp ~ | ¥z ShipControl
using UnityEngine;

I

-lpublic class ShipControl : MonoBehaviour

6 {
7 public GaneObject Bullet; //BE—{E}ENBullet
9 /i Start iz called before the firgt frame update
10 - void Start()
11 {

1
15 /! Update iz called once per frane
16 - void Update()
17 {
- if (Input.GetKey(KeyCode .Righthrrow))
19 {
20 ganeObject.transform.pogition += new Vector3(0.1f, 0, 0);
21 }
23 - if (Input.GetKey(KeyCode.LeftArrow))
{
ganeObject.transform.position += new Vector2(-0.1f, 0, 0);
26 }
- if (Input.GetKeyDown(KeyCode.Space))
29 {
30 Vector3 pos = ganelbject.transform.position + new Vector3(0, 0.6f, 0);
31
32 Instantiate(Bullet, pos, gameObject.transform.rotation);

}




1EN0TopSide i B

= Hierarchy

Create v | (arAll

v Q SampleScene*
| Main Camera
| background
| plane
| RightSide
|| LeftSide
® TopsSide

€ Game {4 Asset Store
Shaded ‘ | % | <) | & 17| | Gizmos ~| (arAll

# Scene

== | © Inspector &=

¥ TopsSide ] Static »
Tag untagged ¢ Layer [ Default -
¥ .~ Transform Q3 %,
Position X0 S Z|0
Rotation X 0 Y10 Z |0
Scale X1 il 1 24l 1
v B /Box Collider 2D Qe

Edit Collider

Material None (Physics Material 2 @
Is Trigger
Used By Effector [ ]
Used By Composite [ ]
Auto Tiling UJ
Offset
X0 Y 0
Size
X6 0.5
Edge Radius 0
» Info

[ Add Component ]




1@ INTopSideFunction.cs (TopSideRVHhiliiE{E;8l)

TopSideFunction.cs* +# X JENIES ShipControl.cs

% Assembly-CSharp - I
1 Susing Systen.Collections;

uging System.Collections.Generic;

uging UnityEngine;

2
3
4
5 =public class TopSideFunction : MonoBehaviour
6
7
8

{
/{ Start is called before the first frame update
= void Start()

9 {
10
11 }
12 I
13 {f Update is called once per frane

14 = void Update()
15 {

17 }

19 = void OnTriggerEnter2D(Collider2D col)
20 { 2158 B5ES) Bulleti&{Eltaghy e

2 o 1 (ol e = Thutler) (E5E45LaserObject , add—{EBulletiitag)

23 Destroy(col.zaneObject);
24 }

IR ENHF(FTAE—EEETE - RECISE
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ZIIAIA (InvaderObject

ierarchy
Create | (@Al

v @ SampleScene*
I Main Camera
| background
) plane
|/ RightSide
L) LeftSide

.=
F o

@ Project | [] Console
Create *

¥ |/ Favorites
©) Al Materials

Assets

1

©L Al Models

©\ All Prefabs -

a Scenes Scenes
plane

Backgrating

C#

ShipContrel

& Asset Store
=|[z0 || % || &=

€ Game

| Gizmos ~| (GrAll

Invader

C#

TopSideFu..

cx Yo

L% |

gé

Laser

LaserObject

Laser

== | © Inspector

[Invaderobject | (] Static =
"I Tag | Emeny ILaYer | Default 4]
¥ . Transform oo,
Position X|-0.774|Y |-2.383|Z |0
Rotation x[o Yo z[o
Scale X[0.1081} ¥ |0.129C| Z |1
¥ | |¥# sprite Renderer Q3o
Sprite [Flenemyz | @
Color —
Flip - m
Material [@Sprites-Default | ©
Draw Mode
Sorting Layer
Order in Layer [0 1
Mask Interaction
Sprite Sort Point Center +
v B ¥ Box Collider 2D [T
Material
e
Used By Composite ]
Auto Tiling -
Offset
X [0 Y 0
Size
X |4.38 Y 4.4
Edge Radius |0
» Info
v~ Rigidbody 2D Q@ 3 &
Body Type
Material [None (Physics Mater] @
Simulated v
Use Auto Mass L)
Mass [1
Linear Drag 0
Angular Drag 10.05
rav cale
Sleeping Mode
Interpolate
¥ Constraints
Freeze Position X [JY

Freeze Rotation [#Z
=

n

¥ = ¥ Invader (Scri
Script

nvader

Sprites-Default

» Shader

Sprites/Default ‘

[ Add Component ]




Invader.cs (i=HlIEIABVIETN)

Invader.cs* + X REeJolle[SAT]gla fe]aReS Laser.cs ShipControl.cs
2% Assembly-CSharp - I #3 Invad
1 Fusing System.Collections;
2 nging System.Collectiong.Generic;
3 using UnityEngine;
4
5 =public class Invader : MonoBehaviour
6 {
7 f{ Start ig called before the first frame update
8 = void Start()
9 {
10
11 }
12 [
13 {1 Update is called once per frame BISE TS (Yirh)
14 = void Update()
15 {
16 o ganeObject.transform.position += new Vector2(0, -0.01f, 0);
17 1
18 B!
19 ’




£Background¥4FTiEGameFunctionfZT\ (B

FEA)

GameFunction.cs # X BUI¥Ele[Ide TopSideFunction.cs Laser.cs ShipControl.cs
aAssembly{Sharp vI‘QGameFunction -lo t

| Susing Systen.Collections;

2 using System.Collections.Generic;

3 uging UnityEngine;

4

5 =public class GameFunction : MonoBehaviour

6 {

7 public GaneObject Emeny; //EEE %fﬂEmeny{

8 public float time; //EHFEL2) » ATEtine

9

10 // Start is called before the first frame update

11 = void Start()

12 {

13

14 }

15 I

16 /! Update is called once per frame

17 = void Update()

18 {

19 tine += Tine.deltaTine; //HFRIIEM

20 = if (time > 0.5f) //40EREFRIAHN.S(FD

21 {

22 Vector3 pos = new Vector3(Random.Range(-2.5f, 2.5f), 4.5f, 0); //EE{uEpos » Randon.Range(-2.5f,2. 5 ){R3RAB2. 5F(-2. 57 EIlEH#

23 Instantiate(Emeny, pos, transform.rotation);//EEZERA

24 time = 0f; //EFRIEFE

25 }

2% )

27 )

28
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(O] % SEACE]

(> u_»

& Collab ~ @ [Account -] [Layers '] [Layout

=

= Hierarchy m-= <+ Scene | € Game @ Asset Store == © Inspector =
Create ~| (GrAll Shaded || ¢ | <) | & 7| | Gizmos ~| (arAll background (] Static v
v €) sampleScene* v= :
L e = Tag | untagged s | Layer | Default L
backaround v _. Transform @ =%
—r Position x[0 Y[o z[o
| RightSide Rotation X|0 Y 0 Z[0
. LeftSide Scale X1 Y[1 zM1
|| TopSide
£ ¥ (o ¥ sprite Render@ &,
Sprite L.background | @
Color P
Fiip OxX Oy
Material | @ Sprites-Default o]
Draw Mode Simple :
Sorting Layer Space Shi L
Order in Layer 0 |
Mask Interaction None §
Sprite Sort Point Center :
v | ¥/ Game Function (Script) Q@ =
Script _GameFunction [}
Emeny W InvaderObject o]
me 0
Sprites-Default @ =
> Shader | sprites/Default X
[ Add Component ]

@ Project | []Console

o=

Create ~ Q
v i} Favorites Assets >
©L All Materials
@AII Models e o

©L Al Prefabs [ C#

ﬁ Scenes Scenes background enemy2 GameFunct...

» {3 Packages L
C# !\ _9 C#

Laser LaserObject ; plane ShipControl

C#

Invader InvaderObj... Laser

C#

TopSideFu...

EIL R

©




EEZERRIMAEE
FEFHEIR ESWEI Topside BB HK

E u?Eﬁ)ZHk,u




Try it

1. BT UL GRED
2. R A LA SE)
3. R A RS EIRE MR




7217 BottomSide i EHES E

= Hierarchy | @-=| #Scene | € Game & Asset Store %=1 © Inspector | a-=
| (GAl = «| | i +| (oAl = -
Create QrA Shaded (20 || % | <) | & Gizmos arAl o [Bottomside (] Static v
v € sampleScene* = Tag Untagg ™l \ ¢
._:J Main Camera ag | Untagged s | Layer | Default LA
| background v Transform I &,
I plane Position X0 Y -428 Z\0
L RightSide Rotation X0 Y |0 Z0
L LeftSide Scale X1 Y |0.8001¢ Z |1
|| TopSide =
@ BottomSide vl ¥Box Collider 2D @ =&
Edit Collider
Material None (Physics Material = @

| Is Trigger
Used By Effector O
Used By Composite [ ]

Auto Tiling L
Offset
X0 Y0
Size
X 6 ¥ 10.5
Edge Radius 0
» Info
v = ¥/Bottom Side Function (scr [ 3 %,
Script BottomSideFunction ©
[ Add Component ]




M BottomSideFunctionfET, 7t
BottomSidei{t =

BottomSideFunction.cs + X JeEInlaValaile]aRe Invader.cs

_a Assembly-CSharp
1 =using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4

5 =public class BottomSideFunction : MonoBehaviour

6 {

7 /! Start is called before the first frame update
8 = void Start()

9 {

10

11 i }

12

13 ! Update ig called once per frame

14 = void Update()

15 {

16

17 i }

18

19 = [void OnTriggerEnterdD(ColliderdD col) //MEBBIF |
20 {

21 |2 if (col.tag = "Eneny") //§05RIE&: EEneny
22 {

23 Destroy{col.ganeObject); //;HEREERIIH
24 }

5 [

26 }




Plane R+

#: Scene @ Game ' EASsEt Store
O || | shaded zl| 2o || *

= Hierarchy |
Create ~ | (arAll
v € sampleScene* =

[/ Main Camera

|| background

W plane

T RightSide

(J LeftSide

| TopSide

|| BottomSide

Gizmos ™

D0_EShiptRE:

=1 © Inspector |

arAll

plane (] Static = -
Tag | ship e]ll.ayer | Space Ship # |
¥ . Transform @ 3=
Position X -0.308|Y -3.346 Z |0
Rotation X0 Y |0 Z\0
Scale X]0.123€] ¥ |0.1387} 2|1
¥ (2} ¥ sprite Renderer (TR
Sprite L.plane e
Color | | 2
Flip LA G
Material @ Sprites-Default | ©
Draw Mode Simple 4

Sorting Layer Background ¢
Order in Layer 0

Mask Interaction
Sprite Sort Point

v B ¥Box Collider 2D Q=

- Edlt Collider

Material None (Physics Mater| @
Is Trigger J
Used By Effector J
Used By Composite [ ]

>
et

[ None
[ Center

-
L./

9

Auto Tiling J
Offset
X0 Y 0
Size
X |3 YAl 3
Edge Radius 0
» Info
v~ Rigidbody 2D Qe
Body Type Dynamic ¢



A= ?ﬂaLaserObjectE]'J JBox Collider 2DEBE|ZEZHY/)\—F4
e N ZEREE R EERE (K Kmﬁ]'u‘ﬁﬁi?rﬂ ‘é 'EIE =)

HE

v A Transform (K
Position X|-2.072|Y |-2.151|Z|0
Rotation X0 Y 0 Z0
Scale X'0.23 Y 0.418 |Z1

v (o ¥ Sprite Renderer @ = =
Sprite lo.Laser
Color ( | 2
Flip Ox gy
Material @ Sprites-Default (o]
Draw Mode  simple |
Sorting Layer [ Default : |
Order in Layer 0
Mask Interaction [ none : |
Sprite Sort Point [ center ¢

v M (¥Box Collider 2D Qs

Edit Collider
Material None (Physics Materi @
Is Trigger J
Used By Effector J
Used By Composite [ ]
Auto Tiling )
Offset
X 0 Y 0
Size
X1 Y 1.6
0
» Info




Invader.cs 1ENEBENA B
EInvaderObjecttBEIZNIZTN

BottomSideFunction.cs GameFunction.cs Invader.cs* + X [feJo{e[V]slailelsNe Laser.cs
?Assembly—CSharp - ﬂ #3 Invader
m 1 =i Systen.Collectio 7

2 ueing Systemn.Collections.Generic;

3 uging UnityEngine;

4

5 —-public class Invader : MonoBehaviour

6 {

7 /! Start is called before the first frame update

8 - void Start()

9 {

10

11 }

12

13 /1 Update is called once per frame

14 - void Update()

15 {

16 ganeObject.transform.position += new Vector3(0, -0.01f, 0);

17 | }

18

19 - void OnTriggerEnter2D(Collider2D col) //4&Eco |HIRREEEH

20 {

21 = if (col.tag = "Ship" Il col.tag = "Bullet") //INERFFEAVESEEShipaiBul let

23 Destroy(col.ganeObject); //HiiHREf@aYL

24 Destroy(gameQbject); //HiEihEAS

25 }

F }
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© Inspector

H)EE AR

(Step 1) EE Aboom!ZEXEEJEZ-> Rename Explode
(Step 2) Sprite Mode3EMultiple (AAEZRENE)

Default

Max Size

Resize Algorithm
Format

Compression

Use Crunch Compres|_)




Sprite Editor
Sprite Editor # | Slice

Revert | Apply { O O e—

#| Trim

EAFE

¥ T Spirte Editor
Slice->Type->Grid by Size
Size: X:108, Y: 109

=X - YEEIE /IS I{E
B MEER

Sprite
Name boom2_0
Position X1
Explode_0 Explode_1 Explode_2 Explode_3 e
Border 590

R 0

Pivot [ Center

Pivot Unit Mode [ Normalized

Custom Pivot




iB&E)=Explode
VES

v € sampleScene*
Main Camera
. background
(! plane

1o L Rightside

L) LeftSide

|| TopSide

|| BottomSide
|| Explode_0

EEE =@ - (BHREETH)

v € sampleScene* e
| I Main Camera
1) background
I () plane

{J Rightside
) Leftside

() Topside

() BottomSide
() Explode_0

@ Project | [JConsole
Creste~|
¥ | Favorites | Assets »
(0L Al Materials
L all Models

All Prefab
el | 18 (c#l b8l
L
& Scenes Scenes background  BottomSide.. enemy2 explode | @ETIRD EETED
» [l Packages

o cl-N-RElE

oD @D |evoe ewoeo  comens.  dnvaser

Wec# .{ ? c#l |c#

Laser Laser Laserobject plane shipContrel  TopSidefu..

@ Project | ElConsole

i Create ~ ‘ Q
¥ | Favorites Assets >

[%]%|*

) All Materials

©l All Models
©\ All Prefabs
ﬁ Scenes Scenes bcquoﬁd boomz_0
» [ Packages
Explode_1 Explode_2 Explode_3

C# o

Laser LaserObject New Animat..,

BottomSide... enemyz2 Explode_0

C# [ C# '9

GameFunct... Invader InvaderObj... Laser

?® c# |c#

plane ShipControl TopSideFu...




File Edit Assets GameObject Component Window Help
N | & | S | ol BOf %3 | (eacenter | ®Local |

G || | Display 12|/ Free Aspect Explode

NN

ol )G G G

ZhEExplode -
HiELoop Time

D | 4% |||

. 7Favorites

~al- /- K
o::: Y | II@_

Explode

E LT

F




fEExplode#TiBiET
- Explode.cs

o FBREIN

‘l‘J 2D space3 - Microsoft Visual Studio (25EES)

BEF) REE #BRV) BEP) EBEB &®#£EO HEM IEM BEEG  anN)  REW  REBH)

Bl < R ‘?S"’ Iilu“'I‘?- "Debug ~ AnyCPU - P HMEUnity - | o8 ik '5"5"_%
Explode.cs* # X
2% Assembly-CSharp - %3 Explode
1 -using Systen.Collections;
2 uging Systen.Collectiong.Generic;
3 uging UnityEngine;
4
5 = public class Explode : MonoBehaviour
6 {
7 H /{ Start is called before the first frame update
8 - void Start()
9 e
10 o
1 f)
12
13 i+ /{f Update iz called once per frame
14 -1 void Update()
15 S
16 P
17 P}
18 i
19 = void AnimationEnd()
20 {
21 Destroy(gameObject);
22 }
23
24

100 %

-

A

4]



s|:|

ZEExplode Object -> Windows Animation

Add Event->1eZIZE 718

=L

Inspector + &ZEFunction-> AnimationEnd()

rmy ® Animation = = . =
| [ Y | D Animation Even
mplescene #ExplodeObject : Sprite v n




ZolInvader.cs =—m=

hu Assembly-CSharp - l #3 Invader
1 =uging System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4
5 =public class Invader : MonoBehaviour
6 {
7 i Joublic GameObject explo; // BEH—{EH AexploByiffE
8 !
9 /{ Start is called before the first frame update
10 =i woid Start()
11 b
2|
13 o
14 K
15 T Update is called once per frame
16 = void Update()
17 b
18 i zameObject.transform.position += new Vector3(0, -0.01f, 0);
19 o
20 B
21 = void OnTriggerEnter2D(Collider2D col) //:&EcolBYBEZES 4
22
23 =i 0 if (col.tag = "Ship" Il col.tag = "Bullet") //fIEMHEAVIESEZShipEBullet
24 o
25 i Destroy(col.ganeObject); //REikREFERTIDEE
26 ; i Destroy(ganeObject); 1 ERS RS
27 o .
28 b i |Instantiate(explo, transform.position, transform.rotation); //TEFNE ABI(UERELEIRE
29 =k o |if (col.tag = "Ship™)
30 N |
31 : : ¢ | Instantiate(explo, col.gameObject.transform.position, col.gameObject.transforn.rotation);
32 ; o | A ERER R R IR - BT AS MU B IR
33 A I
[ '
35 [
36 |

37
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Create ~ | (arAll
v € sampleScene*
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|/ background
| plane

il AsScoreText
s N&:Score: 0
EXFERE

J\:24
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s EFRE N
gnment: B

rizontal Overflow: Overflow
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. ScoreText
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# Scene
Shaded

€ Game
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© Inspector |

ScoreText

Tag [ untagged ¢] Layer (L

Yg@ Rect Transform
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o T
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» Anchors
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Scale X1 il 1

¥ ©  Canvas Renderer
Cull Transparent Mes( ]

| ¥ Text (Script)
Text
IScore: 0 I

Character
Font
Font Style
Font Size 24
Line Spacing |
Rich Text

[alArial

Paragraph _
Alignment = =] [
Align By Geometry| |
Horizontal Overflo [ overflow
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ZokGameFunction.cs SEMO] CAE D Ef

GameFunction.cs* + X Bl e Explode.cs
«?‘,Assembly—CSharp - I #3 GameFunction vl@ AddSc
2 using System.Collections.Generic;
3 using UnityEngine;
4 i
5 uging UnityEngine.Ul; //{EHUI I
6
7 =public class GameFunction : MonoBehaviour
8 {
9 i public GameObject Eneny; //EEF > &T¥Eneny
10 i public float time; HEEFELE » £iFtine
11 i
12 public Text ScoreText; 1 BE—Es7FEALERVEET ScoreText
13 ¢ |public int Score = 0; I BE—{EEESScore
14 . |public static GameFunction Instance; // 3¥EInstance » FEHMFEFFEEHGaneFunct jon FEEYHFE
15 :
16 : {1 Start is called before the first frame update
17 = woid Start()
18 co
19 o | Instance = this; {{ F§EInstance 2 HIER,
20 v
21
22 y {1 Update ig called once per frame
23 = void Update()
24 Lo
25 tine += Tine.deltaTine; //EFRTIEID
26 =i 1 if (time > 0.5f) //ANFEFRIARO.S(HH)
) ' ' {
28 i Vector3 pos = new Vector3(Random.Range(-2.5f, 2.5f), 4.5f, 0); //E#&{Epos > Randon.Range(-2.5f,2. 51 ){U5RE22. 53-2. 57 REipit
29 b Instantiate(Eneny, pos, transform.rotation);//EEFLA
30 L0 1 time = Of; //BERISRT
31 L)
32 Co )
3B |1
34 = public void 4ddScore()
35 i
36 v | Score += 10; 1558+ 1045y
37 ScoreText.text = "Score: " + Score; H EFiScoreTextBYRE -
38 N B

100% _~
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. ~| o ) vl | ci v| feeAl )
| Create ~| (&0 All | Shaded %) | & |7 | Gizmos | (rAll  [Background (] Static v
v € sampleScene* = Ta Layer (Defaut ¢
| ) Main Camera 9 ag yer | Default |
® background ¥ A Transform o
./ plane Position X0 |Y |0 |Z|o
L) RightSide Rotation X|0 Y 0 |Z[o
L LeftSide Scale X[1 Y[1 |z[1
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v T Sprite Le.background '@
- Color I |2
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NInvader.cs {EHIZInIERFI0D

Z

GameFunction.cs* Invader.cs* + X [3Telfelo[o¥e
2 Assembly-CSharp - I #3 Invader
1 —using Systen.Collections;
2 uging System.Collections.Generic;
3 uzing UnityEngine;
4
5 =public class Invader : MonoBehaviour
6 {
7 ¢ public GameObject explo; // EEHE—{EA Beuplodyiff
8 :
9 ! /4 Start is called before the first frame update
10 =! void Start()
11 Do
2|
13 BN
14
15 . {{ Update is called once per frame
16 =1 void Update()
17 b
18 i gameObject.transforn.position += new Vector3(0, -0.01f, 0);
19 BN
20 ;
21 =1  void OnTriggerEnter2D(Collider2D col) //4& Bco | BYBEEESH
22 b
23 = 1 if (col.tag = "Ship" || col.tag = "Bullet") //HNERHEATESERShipaBul let
24 |
25 v 11 Destroy(col.zaneObject); //FikREERHF
26 . i1 Destroy(ganeObject); /It A S
27 Do
28 : ! Instantiate(explo, transform.position, transform.rotation); //fE/NE ARUBELEIRIE
29 = ¢ if (col.tag = "Ship")
30 o
31 ¢+« Instantiate(explo, col.zameObject.transform.position, col.gameObject.transform.rotation);
3 I R R B IR » IR A AR
33 oo
34 i1t JGameFunction.Instance.AddScore();  //BMUGaneFunctionfE TEIAddScore() EREBABIEF A
35 10 1)
36 Coy
}
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Husing System.Collections;

1
2 using System.Collections.Generic;
3 using UnityEngine;
4 :
5 | using UnityEngine.UI; //{EREUI
6
E 7 Epublic class GameFunction : MonoBehaviour
2 7l
/ 9 ¢ public GameObject Enemy; //E&¥IF » £iBEneny
- ° 10 ¢ public float time; //E&EFEE > £Rtime
11 1
J a | I I e F u n ‘ tI o n ‘ S 12 ! public Text ScoreText; 1l BEE—EC=RIEHTER ScoreText
L 13 i public int Score = 0; /I BEE—E%SScore
14 i public static GameFunction Instance; // H%EInstance - BHEAERSEHENGaneFunctionfEE T
15 |
-] * * 16 : public GameObject GameTitle; 1l % GameTitle¥iE
E%IJGal I IeTItIe,Gal I Ieovertltle 17 : public GameObject GameCOverTitle; 1! B% GameOverTitle¥pfs
18 ¢+ lpublic GameObject PlayButton; /! E4% PlayButton$7{&
19 ¢ [ public bool isPlaying = false; /! E% isPlaying8JbooleanZ® » FE5E false

BT :
= %&E\l \ 21 i+ // Start is called before the first frame update

22 = void Start()

23 : {
g%“ PIayButton1’Em 2-: i : Instance = this; I/ #EE Instance2EBEES
26 : i GameOverTitle.SetActive(false); /] $5EGameOverTitle—BHIEFEER
27 bod
% [
29 v J/ Update is called once per frame
30 =1 void Update()
31 Co
32 i1 time += Time.deltaTime; //BSRIEET
33 J@i i [if (time > 0.3% &k isPlaying = true) //XUREHIAR0.5(5) & isPlaying = lrue |
34 ' \ i1
35 P i Vector3 pos = new Vector3(Random.Range(-2.5f, 2.5f), 4.5f, 0); //E&{IEpos * Random.Range(-2.5f,2.5f)REXE2.580-2. SZ =R
36 v i Instantiate(Enemy, pos, transform.rotation);//EEEA
37 Coor b time = Of; //BHEEE
[
39 Pl
40 :
41 B: public void AddScore( )I
by, P
43 Score += 10; 1 138+105
44 i+ ScoreText.text = "Score: " + Score; /IE & ScoreTextfIRE
45 bl
46 E
47 2. Jpublic void GameStart()
48 i K
49 : i isPlaying = true; /! 8EisPlaying = true B ESEFTE
50 : : GameTitle.SetActive(false); /| FEmGameTitle
51 : ' PlayButton.SetActive(false); /| FEgPlayButton
52 1 L
53 : }
54 }
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B e —
Assembly-CShary ~ | *iz GameFunction - | @, Start()
Y p

7 Bpublic class GameFunction : MonoBehaviour

8 {
9 i public GameObject Enemy; //E&#(& » £iBEnemy
- G F ° 10 | public float time; //E&TEE - £fEtine
o ' ' ‘ 11 !
4 a e u n Ct I O n 12 i public Text ScoreText; /I EE—EXFEAEFTES ScoreText
- 1 ° 13 i public int Score = 0; /! E&—(E%8%Score
p E G O T tI 14 i public static GameFunction Instance; // Et%EInstance  SBHEMIZAEMEEGaneFunct ioniEETHE
'... = a I I le Ve r I e 16 é public GameObject GameTitle; /! BE% GaneTitle¥niE
17 H public GameObject GameOverTitle; /| EE GameOverTitle#&
18 : public GameObject PlayButton; /! E% PlayButton¥ji&
19 ! public bool isPlaying = false; /! E% isPlayingfJboolean®E%i - Ff5{E false
20 i
21 i // Start is called before the first frame update
22 =i void Stert()
23 HE ¢
24 : Instance = this; /! #EEInstanceSEEEFER
25 P
26 | ; :I GameQverTitle.SetActive(false); /1 BEGameOverTitle—BEBFER
7 |
1’ |
29 v /7 Update is called once per frame
30 =i void Update()
31 I
32 i1 time += Time.deltaTime; //B¥REEETD
33 =i | if (time > 0.5f &k isPlaying = true) //3DBEERIAFN0.5(¥P) & isPlaying = True
34 HE |
35 : : i Vector3 pos = new Vector3(Random.Range(-2.5f, 2.5f), 4.5f, 0); //E&{rEpos * Random.Range(-2.5f,2.5f)RFBKE2. 55-2. 57 FFE
36 . i Instantiate(Enemy, pos, transform.rotation);//EEEA
37 Db time = 0f; //HEBRE
38 o)
9 [ 3
0 |
41 =i  public void AddScore()
) P
43 : : Score += 10; /15384105
44 i1 ScoreText.text = "Score: " + Score; /1B ScoreTextFIFE
45 [
46 [
47 [—]; public void GameStart()
48 H
49 i1 isPlaying = true; /1 8&5EisPlaying = true, (ABEEHETT
50 : i GameTitle.Setdctive(false); /] FEmGameTitle
51 i1 PlayButton.SetActive(false); /1 FEE/RPlayButton
52 [
30l
54 :
55 = Jopublic void GameQver()
s6 i [
57 : : isPlaying = fzlse; Il 8&5E1sPlaying = false, (EHESHEE
58 ¢ |t GemeQverTitle.SetActive(true); /1 B RGameOverTitle
59 . N
60 [}




ZtGameFunction

JE;

BiGameOverTitle

24 Assembly-CSharp 'I #3 Invader - I @, OnTriggerEnter2D(Collider2D col)
1 Husing System.Collections;
2 using System.Collections.Generic;
3 | using UnityEngine;
4
5 Hpublic class Invader : MonoBehaviour
6 {
7 i public GameObject explo; // E&—EELBexplodifE
8 :
9 . // Start is called before the first frame update
10 B!  void Start()
11 b
2 [
13 SR
14 :
15 i /f/ Update is called once per frame
16 = void Update()
17 b
18 ! 1 gameObject.transform.position += new Vector3(0, -0.01f, 0);
19 )
20
21 B void OnTriggerEnter2D(Collider2D col) /1 ZBOIFIEEEE
22 I
23 gt ¢ if (col.tag = "Ship" Il col.tag = "Bullet") //AOREHEIVREZEShipZBullet
24 A |
25 i 1 | Destroy(col.gameObject); //EREEHESIIIE
26 i1 1 Destroy(gameObject); /EEIIEEE
27 :oq
28 E i ! Instantiate(explo, transform.position, transform.rotation); //IESFEARIIEELELSE
29 =H ; ¢ if (col.tag = "Ship")
30 A
31 : : : i Instantiate(explo, col.gameObject.transform.position, col.gameObject.transform.rotation);
32 oo NIRRT B R SR TREEREHTEEL R
33 oo
34 3 E i : GameFunclion.Instance.Gachver();l
CON |
36 i 1 1 GameFunction.Instance.AddScore(); //P¥0UGameFunction& T8YAddScore() ERHEESHIS
A LR
38 o}
39 R
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Account Layers Layout  ~ |
1| ® Inspector [ aes
M | RestartButton | ) Static v
- Tag | untagged ¢ | Layer |ur |
| ¥_ Rect Transform ol 8
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3| - | width ¥Height
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ameFunction

I A¥tRestartButtoniZiBHYI=

GameFunction.cs ® X
2 Assembly-CSharp

=) S

UnityEngine.UI;

eObject Enemy;
time;

Text ScoreText;
Score = 0;

reFunction Instance;

ect GameTitle;
hject GameOverTitle;
bject PlayButton;
isPlaying = f :

jameObject RestartButton;
GameObject QuitButton;

=] Q0
{
Instance = .
GameOverTitle.SetActive(f
RestartButton.SetActive(f
}
= O
{
time += Time.deltaTime;
5] (time > 0.5f & 1sPlaying
{
3 pos =
time = Of; Bl
}
}

AddScore()

)i

)

= true)

e Jector3(Random.Range( -2.5f, 2.5f), 4.5f, 0
Instantiate(Enemy, pos, transform.rotation);

~ *g GameFunction



ameFunction

A¥fRestartButtoniZEHY =l
A¥fQuitButtoniZEHAY =l

-(1)-

RestartButton.SetActive(

0]

time += Time.deltaTime;

)i

(time > 0.5f && 1sPlaying = )]

{
3 pos =

r3(Random.Range(-2.5f, 2.5f), 4.5f, 0);

Instantiate(Enemy, pos, transform.rotation);

time = Of;

AddScore()

Score += 10;

ScoreText.text = "Score

GameStart()
isPlaying = true;
GameTitle.SetActive(

PlayBut ton.SetActive(

QuitButton.SetActive(

GameOver()

1sPlaying =

GameOverTitle.SetActive(

RestartButton.SetActive(

QuitButton.SetActive(

ResetGame()

pplication.Loadlevel (Applic

Qui tGame()

tion.Quit();

+ Score;

);

);

)i

)5

)i

tion. loadedlevel); =
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UnityEngine.UI;
Un1tyEngine.SceneManagement ;

tResetGame()
NEEREVIET\VISTEFThRERIZSH -

ResetGame()

plication.LoadLevel(Application.loadLevel)
SR

sceneName = SceneManager.GetActiveScene().name;

=Manager.LoadScene(sceneName, LoadSceneMode.Single);

N 7% SceneManagement.LoadScene()

Qui tGame()

Application.Quit();
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GameFunction.cs ® X
2% Assembly-CSharp

eCbject GameOverTitle;
eObject PlayButton;
1sPlaying =

- ect RestartButton;
yameObject QuitButton;

jameObject AuthorTitle;
Q)
Instance = 2

GameOverTitle.SetActive( )5

RestartButton.SetActive( )5

QO

time += Time.deltaTime; =
(time > 0.5f & isPlaying = ) i

ctor3 pos = Vector3(Random.Range( -2.5f,

Instantiate(Enemy, pos, transform.rotation);
time = 0f; Sl
AddScore()
Score += 10;
ScoreText.text = "Score + Score;
GameStart()
1sPlaying = X
GameTitle.SetActive( );
PlayButton.SetActive( Y;

AuthorTitle.SetActive( )E

QuitButton.SetActive(

)7
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