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> jDD“EA&% < 4 E||_LJSir'Ig UnityEngine;

using System.Collecticns;

Elpublic class 582 Block : MoncBehaviour {

> SW]tCh (%14:) [= ;raid OnCollisionEnter(Collision other)
Az switch (this.gameObject.tag)
case (7|<4q:1) @ { case “"blockl":
Debug.Log("JOWA1TT™);
case (%fF2) @ preaks
case "block2™:
TN TERINEAH O)i%/a\@)’a': peeany ST 7ECIT:
_ "block3™:
KNI DIESDEE(TT " oebug. Log(*TOYHITT);
break;
h
Gamelbiect.Destroy(this. gameObject);
¥
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Elbsin g UnityEngine;
using System.Collections;

Flpublic class 582 Score : MonoBehaviour {

private int score = 8;
public GUIStyle gui_score;

Bl vold OnGUI() {
GUI.Label(new Rect(®, B, screen.width, 38), "SCORE : " + score, gui_score);

¥
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Slusing UnityEngine;
using System.Collections;

Epublic class 582 Score : MonoBehaviour {

private int score = 8;
public GUIStyle gui_score;

Bl public woid Additional score(int wvalue)
1
score += wvalue;
T
Bl vold OnGUI() {
| GUI.Label(new Rect(®, @, |Screen.width - 18 38},
I T
L1

> TRZIEN. BE

"SCORE : ™

+ score, gul_score);
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> _)1%79"gH%(LD%ZUHj§_ ' ' Flusing UnityEngine;
using System.Collections;
IE|pub1:i.c class 562 Block HDHDEE?EUiDUF {
- private S82 Score sB2_score
EWVVDDITT 1502 _Block] ZRI< = ;’om TEart()
ﬁ*&% ,EE s82 score = GameObject.Find("GameRoot").GetComponent<Se2 Scorex();
\
¥
= vold OnCollisionEnter(Cocllision other)
1
.. —_ _ switch (this.gameObject.tag)
» Additional_scoreZz{E S fzsb(C { )
» ZT#s02_scorex AR ' SPRYT re =
break;
> StartBECs02_scorez E case 'block2': ___
s82 score.Additicnal score(2);
> INTNOIOYIICERUIZEE orea; ’
case "block3™:
JOvo1H. J0Ov 72052, s02_score AdTtIonal scor<G);
. . break;
JOwvI3(33%5|EET ro . .
Gamelbiject.Destroy(this.gameObject);
|}
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» 1502 Block] Zf< TP svone- o seore sot seores
» FI(IStartBFAAEESZIRX

Ipr‘ivate int hp;l

=] vold Start()
1

582 score = GameObject.Find(“"GameRoot").GetComponent<582 Scorex();

> Int Thp%ﬁ% Eui‘tch (tag)
> StartBSCIOv D221 hpZE2(CERE
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break;




» JR(FOnCollisionEnterd &

é void OnCollisionEnter(Collision other)
1
hp--3
if (hp == @)
i
switch (this.gameObject.tag)
1
case "blockl":
582 score.Additicnal _score(l);
Debug.Log("JOW 1 TT™");
break;
case "block2":
582 score.Additicnal _score(2);
Debug.Log("JOwW2TT™");
break;
case "block3":
582 score.Additicnal _score(3);
Debug.Log(" JOWI3TT™");
break;
1
GCamelbiject.Destroy(this.gameObject);
¥
i 1
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> iflCelseXZENNL Ttk
¥
Gamelbiect.Destroy(this. gameObject);
¥
else
k GetComponent<Renderers>().material.color *= new Color(l.ef, 1l.ef, 1.8f, @.66T);
.} :
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vold Start()

1

s82_score = GameCbject.Find("GameRoot™)}.GetComponent<582_Score>();

switch (tag)
1
case "block2":
hp = 3;
break:
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private 582 Score s82_score;

» 5‘]_?*@2 b\Fﬁ:\E}Ju private int hp;

|public GameObject pr‘efab;l

case "block3"™:
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% BlockKuzushi.CSharp

'I“‘ S02_Ball

Slusing UnityEngine;

using System.Collections;

Elpublic class 582 Ball : MonoBehaviour {

private AudicSource audioSource
public AudicClip sound;

=l vold Stact (3 4
audioSource
audioSource
audioSource

= gameObject.AddComponent<iudicSource>();
.clip = sound;
dloop = false;

transform.GetComponent<Rigidbody>().velocity = new Vector3(le.ef, le.ef, e.af);

B

¥
B vold OnCollisicnEnter()
k audioSource.Play();
¥
B wvold OnGUI()
{ GUI.Label(new Rect(®,8,208,28),""+transform.GetComponent<Rigidbody>().velocity);
¥

SudioSourceldB DT —4 E)L—T I DN DIBHRZIFD
AudioClip(3fEFH T 3B ZInspector CiRTE I DI (TED
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FEERF




» BalldDInspectorzfH < e
» T[Assets] — [Audiol — TRetroGamesSoundFX| — “":Defaultmte::e Hede S
— [Hit] — [Hit4]

» D [Hit4] ZBalldd Sound] FTRSwIJ & ROvS

g
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> HIEEEE LIS D2 ED TRND
» [S02_Balll &RE<

void OnCollisionEnter()

1

audioSource.Pla H
checkAllBlocks();

¥
boocl gameClear;
vold checkallBlocks()
1
if ((GameObject.FindWithTag(“"blockl™) == null) && (GameObject.FindWithTag("block2™} == null) && (GameObject.FindWithTag("block3™) == null]
1
gameClear = true;
transform.GetComponent<Rigidbody>().velocity = Vector3.zero;
b
¥
public GUIStyle gui_gameClear;
wvold OnGUI()}
1
GUI.Label({new Rect(®,8,286,20),""+transform.GetComponent<Rigidbody>().velocity);
if (gameClear)
1
GUI.Label(new Rect(®, ®, Screen.width, Screen.height), “GameClear™, gui_gameClear};
¥
1
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IR—=ILDREZ0CTD, (FLEE=ED)
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> AF—>7ZENT BHIIC...

> T—=ALDVUFAEBHR—=)LTITHONDDIEEN LU !

» DUAIBDT OS5 % [502_Stage| (CHET

» [S02_Stage! & [S02_Ball] MAEZEY. £9 (& [502_Stage] N5
> TREE (RR—(TH:L)

Epublic class 582 _Stage : MoncBehaviocur {
public GameCbject[] prefab;
private bool gameClear = false;

I public GUIStyle gui_gameClear;

El void Start()

1
blockSetting();

}




» F/)\WORICOXS 7T RULTHEL

private woid blockSetting()
1

or (int i = 8; 1 < 4; i++)
1

GameObject block rightl

GameQbject block right2

block_rightl.transform.position
block_right2.transform.position
block_right3.transform.position
block leftl.transform.position =
block left2.transform.positicon
block left3.transform.position =

D

¥
public bool checkallBlocks()
1
if ((GameObject.FindWithTag({"blockl™}
1
gameClear = true;
b
return gameClear;
¥

vold OnGUI()

1

if (gameClear)

1
b

Elock_rightl.transfom.p-cl-siticl-n = new Vector3(3.8f + (@)

GameObject.Instantiate (prefab[@
GameObject.Instantiate (prefab[l
GameQbject block _right3 = GameObject.Instantiate(prefab[2
GameObject block leftl = GameObject.Instantiate(prefabl[e]
GameObject block left2 = GameObject.Instantiate(prefab[l]
GameQbject block left3 = GameObject.Instantiate(prefab[2]

18.0f (CLTLZELY

)} as GameObject;
)} as GameObject;
)} as GameObject;
as GameObject;
as GameObject;
as GameObject;

B Sy -

new Vector3(3.ef + (5 * i), 19.8f, a.af);
new Vector3(3.ef + (5 * i), 21.ef, a.af);
new Vector3(3.ef + (5 * i), 23.ef, a.af);
new Vector3(-3.ef - (5 * i), 19.ef, a.ef);
new Vector3(-3.ef - (5 * i), 21.ef, @.ef);
new Vector3(-3.ef - (5 * i), 23.ef, @.ef);

== null) && (GameObject.FindWithTag({"block2") == null) && (GameObject.FindWithTag("block3™} == null})

GUI.Label({new Rect(®, @, Screen.width, Screen.height), "GameClear", gui_gameClear);



» JR(E [5S02_Ball]

Slusing UnityEngine;|
using System.Collections;

Bpublic class S@2 Ball : MonoBehavicur {
private AudicScurce audioSource;
public AudieClip sound;

| private 582 Stage sﬂz_5tage;|

Bl void Start () {

audioSource = gameObject.AddComponent<iudicSource>();
audicSource.clip = sound;

audioSource. loop = Talse;

s82 Stage = GameObject.Find("GameRoot").GetComponent<Se2 Stagex>();

transform.GetComponent<Rigidbody>().velocity = new Vector3(le.ef, le.ef, e.ef);

)
=] vold OnCollisionEnter()
1
audioSource.Play();
if (s@2 Stage.checkallBlocks())
1
transform.GetComponent<Rigidbody>().velocity = Vector3.zero;
1
)
El wvold OnGUI()
1
GUI.Label({new Rect(@, @, 288,28),""+transform.GetComponent<Rigidbody:>().velocity);
N
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1TMERT—22ZFDdDIEFHAELSELY
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[File] — [Save Scene as...]

281 [stage2]

S—2BRBOESHICEIREYFTa 0% TS

[File] — [Build&Setting] ZFIZ. Scenes In Build(C [stage2] ZZiENMN
[Build&Setting] ZEAU D

vV v v v v VvV Vv

M title 0
M stage 1

stagez




N o4 3 — using UnityEngine;

4 E*&ﬁﬁd)jmg jA%% < using System.Collections;
| using UnltyEnglne.St:eneHanagement;|

> I-SOZ_StageJ ﬁﬁﬂ < public class S82_Stage : MocnoBehaviour {

public GameObject[] prefab;

> iﬁ*Q%;\Ebu private bool gameClear = false;

public GUIStyle gui gameClear;

void Start()
. {
» gameClearhtrued & & blocksetting();

ROZANEIUY TENZS }
void Update()
if (gameClear)

2BBDS—2(CFREITD ¢
{

:®2§E t (g: if (Input.GetMouseButtonDown(@))
1

SceneManager. LoadScene(2);

M title
) stage

stagez
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> S EICEREERTDIEHAT—I1E2TERIDRIT ERD
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Slusing UnityEngine;
using System.Collections;

Elpublic class 582 Score : MonocBehaviour {

I privatd static fint score = 8;
public GUIStyle gui_score;
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public GameObject[] prefab;
private bocl gameClear = false;

aublic CUTStyle oui cameCloarc.

static private int stage_no = 1;

vold Start()

{

i

switch (stage_no)

1

}

case 1:
blockSetting();
break;

case 2:
blockSetting();
break;

wvold Update()

{

if (gameClear)

1

if (Input.GetMouseButtonDown(@))

{

stage_not++;
if (stage_no < 3)
1

SceneManager.LoadScene(stage_no);
¥
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© Inspector L
i . M GameRoot 1 [static v
‘Tag | Untagged ¢/ Layer |Default %]
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Z81(E [S03_ending]
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Slusing UnityEngine;
using System.Collections;
| using UnityEngine.SceneManagement;

Fpublic class 583 _ending : MonoBehaviour {
I private float step timer = @.8f;

// Update is called once per frame ® Inspector

=l volid Update () { M [Text | [ static = l
step timer += Time.deltaTime;

if (step timer > 5.8f)
1

t

SceneManager.LoadScene(@);

}
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wvold Update()

1
if (gameClear)

1

if (Input.GetMouseButtonDown(@))

i
stage_not+;
if (stage_no < 3)
1

SceneManager. Loadscene(stage_no);

)

else

1

SceneManager.Loadscene("ending™);
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All Stage Clear!
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private wvoid blockSettingl()

1
;ﬂid Start() GameObject black rightl = GameOhiect.Instantiate(prefab[@]) as GameObiject;
switch (stage_no) block_rightl.transform.position = new Vector3(18.ef , 19.8f, e.ef);
i /*for (int i = @; i < 4; it++)
CAS G {
blockSettingl(); GameObject block rightl = GameObject.Instantiate(prefab[@]) as GameObject;
break; GameObject block right2 = GameObject.Instantiate(prefab[1]) as GameObject;
case Zi - GameObject block right3 = GameObject.Instantiate(prefab[2]) as GameObject;
[blocksetting2();| GameObject block leftl = GameObject.Instantiate(prefab[@]) as GameObject;
break; GameObject block left? = GameObject.Instantiate(prefab[1]) as GameObject;
N ¥ GameObject block left3 = GameObject.Instantiate(prefab[2]) as GameObject;

block _rightl.transform.position = new Vector3(3.ef + (5
block right2.transform.position = new Vector3(3.ef + (5
block right3.transform.position = new Vector3(3.ef + (5

i), 19.ef, @.ef);
i), 21.ef, e.ef);
i), 23.ef, e.ef);
i)
i)
i)

# % O #

block leftl.transform.position = new Vector3(-3.ef - (5 » 19.ef, a.ef);
block left2.transform.position = new Vector3(-3.ef - (5 » 21.ef, @.ef);
block left3.transform.position = new Vector3(-3.ef - (5 » 23.8f, 6.ef);

¥/

private woid blockSetting2()
1
for (int 1 = 8; 1 < 3; i++)q
for(int j = 8; j < 4; j++)

1
GameCbject block_r = Gamslbiject.Instantiate(prefab[i]) as GameObject;
GameCbject block 1 = GamsObiject.Instantiate(prefab[i]) as GamelObject;
block_r.transform.position = new Vector3(3.8f + (5 * i) + (2 * §), 17.8f + (2 * j), @.ef);
block_l.transform.position = new Vector3(-3.8f - (3 * i) - (2 * §), 17.8f + (2 * j), @.8f);
¥




» blockSettingl DI X > ~J7J MMIZDEEX Ctitle>— 2 MS5ET
> AT —D2TEAERFICTOY IDEEN CARAIRSHE D IT—

SCORE : 1

> CCFEFTHERIZAEblockSetting1 DX K7 RZRULT
21772 HIBR

» T—LAFETULTCTEATHD




HFIRIT?
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1

audioSocurce.Play();

/g — N = = \ “ Vector3 v = transform.GetComponent<Rigidbody>().velocity;
> FEZEC EICREZETE LU THITHUIL N I (v < 000
v.x = -18.8f;
}1
> [502_Ball] (CHmRzsEn C e
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HIC10M-10DREZHF D , VYT e
else
1
v.y = 18.8f;
¥
transform.GetComponent<Rigidbody>().velocity = v;

if (s82_Stage.checkAllBlocks())
1

transform.GetComponent<Rigidbody>().velocity = Vector3.zero;
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