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public class Bar : MonoBehaviour {

float
float
if Toat
Wloat

// Update

[] limit_area = new float[2];

bar_width;

default_speed = 1.0f;// B EFDRS
acceleration_speed = 2.0f;//IiEEFDE &

is called once per frame

void Update 0O {

4

[oat speed;

'|f (Input. GetKey (KeyCode. Space))

-
——

D —

——

J
e
{

J

r

speed = acceleration_speed;

n
D
——

speed = default_speed;

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

transform. position += new Vector3(10, 0, 0) * speed * Time.deltaTime;
Ise if (Input.GetKey (KeyCode.A) || Input.GetKey (KeyCode. LeftArrow))

transform. position += new Vector3(-10, 0, 0) * speed * Time.deltaTime;
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Cube#A 7o x7 hzatEY. &HiZE liteml) (295
B, RKESZHIDELSICTH(BEHICRLFTITFEL)
BoxCollider®lIsTriggericF = v 9 & An 5 (X2)
ltem1IZRigidbodyZEMLEID & 3129 5
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| © Inspector | B Navigation

' o iterml

Tag | Untagged #| Layer | Default %
¥ .~ Transform v 3
Position ® ¥ |-

A ¥ % Rigidbody

Mass

Drag

2 Angular Drag

Use Gravity

Rotation
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Scale

vl olli . .
¢ ¥ Box Collider Is Kinematic
| /| Edit Collider

Is Trigger ]

Interpolate
Collision Detection
¥ Constraints

Material MNone (Physic Material)
Center ®0 ¥ 0
Size ®i1 ¥l

Freeze Position
Freeze Rotation
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transform. Rotate (Vector3)

IREDA T T4 FDRotationIZ3|#DEEZR L TLS

(D% Y Rotation MBI MDEI<H BT TIEAL )

SEIFTHEIEERT HESITL TS
(Time.deltaTime DHEEEZ B NHZES 1)

void OnTriggerEnter (Col | ider)

void OnCollisionEnter()DIsTrigger/A\— 3 >
BEFE-E&E=>2=F TP Y bDIsTriggerH’
HUyHEND

OnCollision® 5| #1& =h
OnTrigger® 5| #& HODTEE
(FAEZSESIFCEEILFEFEA!)

public class Item : MonoBehaviour {

void OnTriggerEnter (Col|ider other) {
if (other.gameObject. tag == “bar”)
{
if (this. gameObject. name == “iteml”)
{

}

}

else if (other.gameObject. name == “wall _bottom”) {
Destroy (this. gameOb ject) ;

J

Destroy (this. gameOb ject) ;

J

// Use this for initialization
void Start () {

J

// Update is called once per frame
void Update () {
transform. Rotate (new Vector3(0, 360,0) * Time.deltaTime);

J
J




EBIZCTUNTIESETTA TLTER! !

HierarchylZ® b iteml ZEIT D ESNT I



JAOYy IO TZ7ATLZET LSIZT S

> JOy IR SINT-IR. TATLNESAELEIIZT S
1. BlockRO ) T hZHERDELSICEE
2. &block 1,2,3MBlockRX o 1) 7 kDitemslZitemlZ FSvy oy & KAy T



public class Block : MonoBehaviour {
private int hp;
pubTic GameObTect [T Ttems; i

void OnCol lisionEnter (Collision other)

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

Random. Range (a, b) ; Vif (rnd < 30)

O?’J\ E) bODFEﬁODﬁE’E = ‘/’;‘l‘A(:;‘E‘d‘ GameOb ject item = Instantiate (items[0], transform.position, Quaternion. identity);
item. name = items[0]. name;

}
£E(E Mrnd<30] &

30%DHEILTT A T Lt s
EBETEHELESIZHEL-TLNADT )
7_"‘/{ W) 7@"%—5(3: — 0)1@’& ] O] (: L, t H- void OnTriggerEnter (Col | ider other)
FHEEICFET S Dt
if (hp == 0)
lint rnd = Random. Range (0, 100)
Instantiate() T 72V b & | f (rnd <30)
ﬂE D T: i;_',‘é QameObject i1.:em = Instantiate (items[0], transform.position, Quaternion. identity);
1"5’)7(':%%0)?&5(: r(CIone)J 75§,3 ! item. name = items[0]. name;
LT L i L\O)’G{[%IE LT L\%) 5 Destroy (this. gameObject) ;

}
~ B~
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Penetrating_ Ball®@a— FZLUTD & S5IZF %

GameOb ject. FindGameOb jectsWithTag ()

public class Penetrating Ball : MonoBehaviour {

(JDFRIZANT=-XFFERMUER T EH>TLY
) S S void set_trigger (string name, bool check) {

é 7'|_ 7 <L 7 I\ %EE?” —ng—d- GameObject[] blocks = GameObject. FindGameOb jectsWithTag (name) ;
for (int i =0; i < blocks.Length; i++)

: . . {
GetComponent<BoxCoI | |der> () . STr | g8Er blocks[i]. GetComponent<BoxCol |l ider>(). isTrigger = check;

BoxColliderA®MIsTriggerz 7049 5 LA 5 } }
LET 5
[Enumerator destroy_component () {
yield return new WaitForSeconds (10f) ;
set_trigger ("blockl”, false);
this. gameOb ject. GetComponent<Penetrating Bal > () ; set_trigger ("block2”, false);
set_trigger ("block3”, false);
< > = ~ < Penetrating Ball p_ball = this. Object. GetC t<Penetrating Ball>();
? - 7 7AI7<J75\1:>5|%E0)Z7 U ~ I‘ jé- ngirgs(gﬁ;ﬁ); p_ba is. gameOb ject. GetComponent<Penetrating Bal|>()
BB LT L% |
- N // Use this for initialization
— }b?‘—j/ . . . void Start () {
SHEIFGHRAZEESEFINTI—FATHO-TS set triggor Chlockl?, true),
— 24 [ — 3 . set_trigger ock2”, true);
CEFIOMRICETO IO Y Y DIsTriggerZ set_trigger ("block3” true) |
falselZ L . DR 7 1) 7" ~ é‘ﬁ'“'}?\ L Ty %) tartCoroutine (destroy_component () ;

HLLEZEZEWLWARWEZLE>TL Ly
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LLTFUnity@H A4 oo

Rigidbody DEEFIEZTHHELEY ET, TTAH. Rigidoody H k1) T—DEFH
RIZTAYL ., THA1 &EFICTa—JL/Ny D & LT OnTriggerEnter. OnTriggerExit,

OnTriggerStayNEURH S FET,

2FY...

IstriggerlcF v Z#AN% :

Lo THEZDEFTEAKIT S

IsTrigger®F = v 7 #4549

Lo bZDETILEE--YBktR-F-YU T 5

Ebibd MMERLE] EVSHERES
v i ¥ Box Collider
Is Trigger
Material
Center
Size

L]
Mane (Physic Material)




IsTrigger:False IsTrigger.True
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void OnTriggerEnter (Col | ider other) {
if (other. gameObject. tag == “bar”)

other. GetComponent<Penetrating Ball>() == null
<SHDRI ) TLE#B/BELEATOY F
M5 GetCompone L TH - TULWVaEh o 1= if (other. GetComponent<Penetrating Ball>() == null)

ZE . NUllAYR {
(’.)Eéi Y %03;7?;]'5)1 5 RpEE LT other. gameOb ject. AddComponent<Penetrating Ball>();

R9)ThEFHFL>TLEDL DN TE D)

AddComponent<> () }
<>OHZANF-RY Y T % else if (other. gameObject. name == “wal|_bottom™) {

HEOA TS H MBS B | } Destroy (this. gameOb ject) ;
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EBEOELBICLLSICitemA IS FEEY . &ilx litem2] 295

item2% 7 L/\J1E L. Hierarchy®item?2 % Ell B

&Kblock 1,2,3MBlockx 4 1) 7 kDitemsiZitem2% KS v 45 & kFay 7
fball] EWSRABDEITEEY., balX TV FDRTIZT S

C#HAH )T+ Add_Ball# 5
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Add_BallR% ) T FZRAELTDLSIZT B

public class Add Ball : MonoBehaviour
List<GameOb ject> created_balls = new List<GameObject>();

LiSt<GameObjeCt> [Enumerator delete_balls()
C#-—G:a) U 2 '\ 0)1"5 U 73_ { yield return new WaitForSeconds (5f) ;
(ﬁEﬁU&liiTzE5 :E)a)fib\giiﬁ ! ) for (int i = 0; i < created_balls.Count; i++) {
Destroy (created_balls[i]);
}
Add_Bal| add_ball = this. gameOb ject. GetComponent<Add Ball>();
Destroy (add_ball) ;
S El& |
\‘_ J'_I.I' —
7I_\ ,s)bé**?-_:ﬁagmh*%%w? . // Use this for initialization
%‘#‘_)bb\bﬁ\_)l/%QﬂE?Oﬂiﬁk—) void Start () |{
. < = GameOb ject[] balls = GameObject. FindGameOb jectsWithTag ("ball”) ;
A LT=7R— L Zcreated_ballsIZ#& #h— for (int i = 0; i < balls.Length; i+ {
fsﬁﬂ}?éé for (int j =0; j<2; j++) {
) o . . " GameOb ject new_ball = Instantiate(balls[i], balls[i].transform.position, Quaternion. identity);
Cf@OTGd_bO”S?ﬁ‘ biﬁk L/f:'_l_\_)l/j‘c_#”ﬁ l./ new_ba| |. name = bal |S[|] name;
DAY 7k 1 EIfRT S created_bal Is. Add (new_bal |) ;
}

}
StartCoroutine (delete balls());
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void OnTriggerEnter (Col | ider other) {
if (other. gameObject. tag == “bar”)

{
if (this. gameObject. name == “iteml”)

{
if (other. GetComponent<{Penetrating Ball>() == null)

{

ﬁ ij 7:) - 7 I‘d)%_ﬁhﬁbﬁ other. gameOb ject. AddComponent<Penetrating Ball>();
[item?2] 22> =155,
r o = ~ telse if (this. gameObject. name ==
rz\ed rzje’réo’lrlngéﬁggé -d—réli:d;('-: TE : other. gameOb ject. AddComponent<Add Bal > () ;
_ba 1B Dl

]
“Destroy (thTs. game0bJect)”

else if (other.gameObject. name == “wall_bottom™) {
Destroy (this. gameOb ject) ;
}

J
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void{OnCoI lisionEnter (Col lision other)
B|OC|<Z7 ) 7”"&55%1&1:0)3:5(:%%3'% hp —=1;

if (hp==0)

Iif (rnd < 30) {
" int item_rnd = Random. Range (0, items. Length) ;

i GameObject item = Instantiate(items[item_rnd], transform. position, Quaternion.identity);
: item. name = items[item_rnd]. name;

]
0 . .
iDestroy (this. gameOb ject) ;

Random. Range (O, 2) , void OnTriggerEnter (Collider other)

TIlF7E< { _—
Random. Range (0, items.Length) ; e =0

(ZT%) - & 'C“fﬁ'(‘:j”f 7__1-\% lint rnd = Random. Range (0, 100) ;

:if (rnd < 30)

L\ 7.3 L\ 7-3 J‘E}]D L/ -t :E) Fnﬁ%t; < EJ«FT %) 1 int item_rnd = Random. Range (0, items. Length) ;

)

: GameObject item = Instantiate(items[item_rnd], transform. position, Quaternion.identity);
\ item. name = items[item_rnd]. name;

1]

:l)estroy (this. gameObject) ;
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« OnCollision~%0OnTrigger~ [EEEHESEDHICIEMBELDTINIEIEZATEETEL LD
FEHTEARRAAY Ak hitps://qiita.com/yando/items/0cd2daaf1314c0674bbe
« Math®Vector2,3%m EIEZHAEL SVEFHEZ PO T NSIBEHNZLV\OT—ERTE IS !

(R TFATEOL DB LZETHETYL DT NEIDTIFAEFTRR A)
Vectord(Unityt 4 k):https://docs.unity3d.com/ja/current/ScriptReference/Vector3.html

« UpdateBd%k. Startf#IELT EE>TLWWEEFESDTES LS LD H->THEZ S !

. Debug.Log() A
[N ? L PAECTHEARAALTE?] . [BHN?EESILSTEH?] BET—LDODED
BEFERERLSCEMNTELGLLT, AT > TRRAZFHR S,
Debug.log() W HBHEOINTHEENENKRELKEDLSLIDTEAEAREL>TILNE S
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