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public class Block : MonoBehaviour {

789 5 LIZHPZE NN
void OnCollisionEnter (Collision other)

BlockR 2 FHFEBINTHEELE T
thp = 1;
1if (hp == 0) {
Destroy (this. gameOb ject) ;

« IntBZEE hpZz BN
« OnCollisionEnterB#i N B2 L HE
o StartBAMANDHBEEEEH

:if (this. gameOb ject. tag == “block1”) {
| hp = 3;

1
this. gameObject. tag :Llse if (this.gameObject. tag == “block2”)
CNTIDRYYTETAYFFH->TWB)A TP IhD
tagDEHmZEITFOND )

:else if (this. gameObject. tag

hp = 2;

// Update is called once per frame
void Update (O {

}
}
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public class Block : MonoBehaviour {
private int hp;

if:BlOCkXQUjol‘;EEﬁL\—CEFIE’%%E \EOid OnCol lisionEnter (Col lision other)

hp = 1;
if (hp == 0)
{

e OnCollsion Enterla;g%ﬁpq ) |:|:| %%%E Destroy (this. gameOb ject) ;

// Use this for initialization
void Start () {

if (this.gameObject. tag == “block1”) {
GetComponent<Renderer> () URE
DRI TRETAVFLTWAA T THIRD else if (this.gameObject.tag == “block2”)
Render’éﬂﬂ%af { hp = 2;
}
. else if (this.gameObject. tag == “block3”)
Renderer.material.color {

hp = 1;

Render®#F-> TS T 7 JL(material) D B ZE 5 )
R &

GetComponent<Renderer> (). material.color *= new Color (1.0f, 1.0f, 1.0f, 0.5f);

[CDAToxzHFDRenderEHEBL. FDRenderDITUTZILDBIZEDEEN TT-BIZEHT B
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1. C#R )Tk Stage ManageZ{E5
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o

o cle
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Font
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Alignment
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Material
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Default UT Material

#| Layer | UI

Pos
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Stage_Manage A7 T rZEAWVWTUTDELIIZT S

sing System. Collections;
sing System. Collections. Generic;

ing UnityEngine; \E 7T Y
o e SNMBEOTERN

pubLic class. Slagellangas & JoBehaliQUL  w e e e ———-
public bool game_clear; ]

public Text clear_text; [}

public bool check_clear() { 1
if (GameObject.FindGameObjectWithTag (“"block1”) == null |

&& GameOb ject. FindGameOb jectWithTag ("block2”) == null |

&& GameOb ject. FindGameOb jectWithTag (“block2”) == null) { :
game_clear = true; 0
clear_text. enabled = true; 0
|

|

|

3

}

return game_clear;

}

)// Use this for initialization
oid Start () {
game_clear = false;
clear_text. enabled = false;

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

!
}
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using System. Col lections;
using System. Collections. Generic;
using UnityEngine;

GameOb ject. FindGameOb jectWithTag () sing tnityEngine. Ul |
ORIZXFFNEANTEDXFHERLET D p”b'QﬁngisZoiTaiiﬂfﬂTiir§ fonoBefaviour |
AT E—DDH 1BF. BULMGE(EnullZ R Public Text oleartext:

Po A= - B A\ public bool check_clear () {
*ﬁﬂ&d) Hy1¥f€ L/T~l'\tﬁ = ‘j: if (GameObject.FindGameObjectWithTag (“"block1”) == null
. . . . && GameOb ject. FindGameOb jectWithTag ("block2”) == null
GameObJeCt'FIndGameObJeCtSWIthTag () && GameOb ject. FindGameOb jectWithTag (“block2”) == null) {

game_clear = true;
clear_text. enabled = true;

Leturn game_olear:
BELEAIT O ONEL—2NT !

Bk (true), ENE (false)Z % TE
(A7 DEEFERIESESEITEED) // Use this for initialization

void Start O {

::%L\Cé& game_clear = false;
S o clear_text.enabled = false;
BRILEMNTES )

Li] Inspector

I TBear_text - i
- _—

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

Tag | Untagged t| Layer | I

!
!




clear textZstage manage®Stage ManageX%Z')7+H®D
TextBE Z # [ clear textlIZFZwY &FOYT

Unity 5.6.0f3 Personal (84bit) - stage_1.unity - unity_course

File Edit Assets GameObject Component Window .
= = JameLb)e npenen e © Inspector | 3§ Navigation

®@ Pivot | & Glabal g o stage_mana

Tag | Untagged Layer | Default
¥ .~ Transform
Position

—— Rotation
Main Camera
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wall_top
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wall_left
wall_right
bar
ball
create_blocks
EventSystem
¥ Canvas
clear_text
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R—ILDS 2 PHIEZEITD
Ball RO TrZERWLWTaI—RFZUTDLSIZE

public class Ball : MonoBehaviour {
Rigidbody rb;

GameOb ject. Find ()
ORIZANT=XZFFERLBRIDAT IR

B o e ~ A if (s_manage. check_clear ()) {
ZCDO—2EWVHBERELREGET 5, JEQEEEILDHD
ZUNSE S EInullZzR 9 rb.velocity = new Vector3(0, 0, 0);

GetComponent<Stage Manage ()

<>W0)X7U70|‘;&Hy?§f-d-é Céigsgtztls(;oz initialization
ﬁ(,\j:,‘&b"(’[j: rb = this. GetComponent<Rigidbody> () ;
. o o o fl f _x = Random.R -10, 10);
r& @7]_7 “/IOI‘h\H:EIELA %@Tj “/IOI‘ VegiErSO;gﬁcz = nZ\?v \(;th(a)?g(zéorce_x,)10, 0);
Mol EDRITRERES BD 1RO rb_velocity = force;

s_manage = GameOb ject.Find ("stage manage”). GetComponent<Stage Manage> () ;
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1. C#AR4') Tk Start_ButtonZz{E5

2. CreateEmpty title_ manage%{E5

3. Start ButtonX%') 7 k%title_ manage#4 7 kIC
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V=PV BZ (TR L)
Start Button RV TrZERWTUTDLIIZT S

using System. Collections;

us | ng Sygtem. Cgl lections. Generic; E\;h/h{-tb fdto)-cii%'iu
using UnityEngine;

using UnityEngine. SceneManagement;

public void title to stage() {
ScenelManager. LoadScene (“stage 17) ;

// Use this for initialization
void Start () {

J

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

}
J
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using System. Col lections;
using System. Collections. Generic;

using UnityEngine;
()W‘:K$§|J€)\*LTPI’OJEC1:W':&é%@j{?ﬁ”t using UnityEngine. SceneManagement ;

Ell:% ﬁﬁo):/_ylzjé%% ﬁﬂizéﬂj—é public class Start Button : MonoBehaviour {
X public void title to_stage() {
%LTBh\UL\t-G%@L\O)—GE\*L?': LTB::) SceneManager. LoadScene (“stage_17) ;

J

// Use this for initialization
void Start () {

J

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

}
J
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Windows>Lighting>Settings
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SEX
F—LEP)T7 LTI ILEBRARIVERAICESKIITT S

1. Stage_ManagegFaﬁ< using System. Collections;

SRS ing System. Col lections. Generic;
2. A—FEEM(ER) e
JsineUnitvbnsing UL
‘j:_"":"'ll using UnityEngine. SceneManagement;
sF =
ViSastes public class Stage Manage : MonoBehaviour {
[nput. GetMouseButtonDown (0) ! igpﬂ:figt;i(fi'ed once per frame
()W':I-OJ (EOU“JO) ) rlJ (Ealj‘yg)ékh—c V! (}ig?m%ﬁ:)zi.rzietMouseButtonDown(0)) {
Eg;( % T%)7 U “J775W?1’)1’L7": E‘)trUEEE L,‘ Scenelanager. LoadScene ("title”) ;

ZO TG & [Efalsex iR S
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7] Frbe public class Ball : MonoBehaviour {
ﬁfl: ’;&ﬁi Rigidbody rb;
/ prlvate Stage_ Manage S_manage;

1. Ba”xg IJ 7 \§Eﬁ< VOidDSES;ltci)Zi(gglég’Eg)r ;(Col lision other)

2 if (s_manageégheit&glear()) {

N X g k
2 : I‘%E >( G)J:OIMQE ﬁé%g)lf?:it;é: nev/JE)VectorS(O, 0, 0);
}

// Use this for initialization
void Start () {
rb = this. GetComponent<Rigidbody> () ;
float force_x = Random.Range (-10, 10);
Vector3 force = new Vector3(force_x, 10, 0);
rb.velocity = force;
s_manage = GameOb ject. Find (“stage_manage”) . GetComponent<Stage_Manage> () ;

}

// Update is called once per frame
void Update O_

|{
I}

:else {
n_proceed_count = 0;

n_proceed_count += 1 * Time.deltaTime;

[}

tif (n_proceed_count > 3) {

| rb.velocity = new Vector3(rb.velocity.x, 5, 0);
n_proceed_count = 0;




17 5 L fiFE5

Mathf. Abs ()
()W ':]\}I’Lf:*ﬂﬂﬁd)ﬁ:ﬁﬂ{ﬁ%ﬁj’ void OnCol l isionEnter (Collision other) {

Debug. Log ( “test” );
it (s_manage. check_clear )) {

. . //EDBEZEILDHD
R 1€ 1 dBOdy Ve | oC| t rb.velocity = new Vector3(0, 0, 0);

anj

public class Ball : MonoBehaviour {
Rigidbody rb;
prlvate Stage_ Manage S_manage;

15 L1=Rigidbody DEERSNIL -

VeIOCIty0)1£‘ r Jj&j\hfx yza) // Use this for initialization
%Lr_/\b'\}l/:bﬂﬁlﬂlu Hy -C%é vord Sta:E :Otfgis GetComponent<Rigidbody> () ;
(15'] VGIOCIty X (—Xiﬁa) r_/\7 I‘)[/) float forée_x = Random. Range (-10, 10) ;

Vector3 force = new Vector3(force_x, 10, 0);

rb.velocity = force;

. . s_manage = GameOb ject. Find( “stage_manage” ). GetComponent<Stage_Manage> () ;
Time.deltaTime |

BB§O‘£(:EEEE-§-6&\ CDEZMNTEHE // Update is called once per frame
rljb_AB%_G‘it<1$¢\B%J‘:t;é rore Upd??(l\z)atfgf Abs (rb. velocity.y) < 0.01)
‘H:%HJ%&L’T[&E@ULtébg_-&b§60fps®i%é { n pro;eed coLmt += 1 * Time ;1eltaTime'

M THIEIC XL TS I o
n_proceed_count += 2 * Time.deltaTime; | -Proceed-count = 0

ﬁR n proceed Count'_Zh‘\_* FEﬁ—C if (n_proceed_count > 3) {
bﬂﬁéhéé’:’)(~2’£7b — L\ \(60fp5) rb.velocity = new Vector3(rb. velocity. x, 5, 0);

/\%“L,f;rgyéﬂjl/ A?JD%:L'CL\é n_proceed_count = 0;
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Company Name DefaultCompany
Product Name unity_cou

Default Icon

Default Cursor
Scenes In Build

Cursor Hotspot

standalone
Resolution and Presentation

Resolution

Standalone Player Options

—_— pture Single
| Add Open Scenes

olution Dialog

Platform

vﬁ PC, Mac & Linux Standalone =y ﬁ,u’ PC, Mac & Linux Standalone

en Mode : i With Menu Bar And
n Mode
D3D11 Fu en Mode
Visible In B

ﬁ Android Target Platform [ wi
- Architecture
Copy PDE files
Development Build

Icon

Splash Image

Other Settings
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Graphics  Input

Screen resolution 1920 x 1080
Graphics quality e

Select manitar

Display 1
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