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Clusing UnityEngine;

1-1. RAT QWML EEFe

Jpublic class 582 Score : MonoBehaviour {

private static int score = 8;
private static int max_score = 8;
private bool flag = false;

public GUIStyle gui_score;

| public woid Additicnal score(int walue)

> FIHHMETE DMK DROTHER DD {
E2TZVVRVD TREF/RZRFLID -

| public weid GameClear_score()
[S02_Score] Zf< b

if (max_score < score)

1

E@J:a (:/EE max_scCore = SCOrey
¥

Reset_score®D T (COnGUINMRWLNTE T o, Teeme
II:I:II;Ej_: Bﬁ@ | public woid Reset_scoref()

score += value;

vV v v Vv

d
score = @3
1
woid OnGUI() {
if (1flag)
i
GUI.Label(new Rect({@®, @, Screen.width - 18, 38), "SCORE : " + score, gui_score);
¥
else
i
GUI.Label{new Rect(®, Screen.height - 188, Screen.width - 18@, 38), " SEOES : " + score, gui_score);
GUI.Label{new Rect(®, Screen.height - 5@, Screen.width - 188, 38), " BEESES:" + score, gui scare);
¥
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» Reset_scoreBI#XIMF(IND EscoreDIEZO(CT B
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» [S03_endingl ZRI<
» BEOTO0SL%'EL

» StartBAZ8 CGameClear_scoreZz TR,
RaamOBEH=ZTITD

» UpdateBdZi oM@ LIZEEI(C
Reset_scorezfUscoreZz0(C U CHIER{L L=
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Flusing UnityEngine;
using System.Collections;
| using UnityEngine.SceneManagement;

Elpublic class 583 _ending : MonoBehaviour {
private float step_timer = 8.8f;
private 582 Score s82_score;

Bl void Start()

1
s82_score = GetComponent<582 Score>();
s82_score.GameClear_score();

h

Bl voild Update () {
step_timer += Time.deltaTime;
if (step_timer > 5.8f)
1
582 score.Reset_score();
SceneManager.LoadScene(@);

b
¥
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> T—ALDTY7EFDstage_nolI3DTzH. 2BIBLUF(FIAT—HDO U7 T
I>F74>0CBBUTCUEDS
» stage_noB TP ICHIEMET DENH D

» stage_noZBEIEI D [502_Stagel| (FTOVIERMELTLND
-2 75 (Cstage_noZ1(CTBEIRT—EERBML IOV IEKZT D
MNE U7X
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353» I-SOZ_StageJ 7&5:5 < ?Jblic void stageNo_clear()
OnGUIDHIEG 1z D [CREE =BT D , e

woid OnGUI()
{

ZDstageNo_clearzlE N E CRT—>BSZYVIHMET D
[S03_ending] ZF <
|public class 583 _ending : MonoBehavicur {

ﬁ*@i&bu private float step timer = @.8f;

private S82 Score s82_score;
| private 582 Stage s@2_stage; |

I wvold Start()

StageNO_Cleart“*)J/HE1t ij::'/fé t 582 stage = GetComponent<S82 Stagex();

582 stage.stageNo_clear();

enabled€false(: 3_5 s82 stage.enabled = false;

s82 score = GetComponent<S82 Scorex();

- :n(imspeCtOI’O)}I \\J gﬂ_(\y OZ s82_score.gameClear_score();
¥
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» CZEXTCHIEALIFTED

» &, ending>—>"C [502_Stage| & [S03_ending] MDA E L SDStartFEX
PFEICFEEINBINES S A

—E—AT>1T 2~ (SEldGameRoot) (CdpD AU T hDStartBFEEX(KIF (L
N3IEE NS> I

> BFEDRATUT bDStartBAE =B85t 9 5%
» [ending]l >—>7ZFUL\T
» [Edit] — [Project Setting] — [Script Execution Order |

» Inspector’CSZ{LT D YTy

ﬁ MonoManager i

Add scripts te the custom order and drag them to reorder.
ipts in the custom order can execute befare or after the defa
are executed from top to bottom, All ather scripts
execute atthe defaulttime in the arder they are loaded.

{Changing the erder of a script may modify the meta data for mare
than one script.)

Default Time

| Revert || Apply |



» Assets® [S03_ending] Z RZw/J & ROwvVT

<) | = i' | Gizmos - | @7AT ) |
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. Assets »

W MI_DIoCKuLT
) M_Blockoz
&) M_Blocko3
=2 PM_Ball
S01_Start
502_Ball
S02_Bar
502_Block:
S02_Score
502_Stage
$03_ending
& stage

& stagez

Qtitle

© Inspector
*j} MonoManager

\
v,

Maximize on Play | Mute audio | Stats | Gizmos

All Stage Clear!

Add scripts to the custom order and drag them to reorder.

Scripts in the custom order can execute before or after the default
time and are executad from top to bottom. All other scripts
execute at the default time in the order they are loaded,

(Changing the order of a script may modify the meta data for more
than one script.

Default Time

— 503_ending 100 | -
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» [S03_ending] %ZDefault Time®d_t (CFE)

O Inzpector

ﬁ MonoManager

Add scripts to the custam order and drag them to reorder,

Scripts in the custem order can execute before or after the default
time and are executed from top to bottam, All other scripts
esxecute at the default time in the arder they are loaded.

{(Changing the order of a script may modify the meta data for more
than one script.)

— 503_ending

Default Time

» CMT [S03_ending| DStartFENMBIILEIND, TETESApplyEI )W o

© Inspector

@ MonoManager

Add scripts to the custom order and drag them to reorder.

Scripts in the custom order can execute before or after the default
time and are executed from top to bottam, All other scripts
sxecute atthe defaulttime in the arder they are loaded.

{Changing the arder of a script may modify the meta data for more
than one script.)

= 503_ending

Default Time




» Assets® [S02_Stage| ZHierarchy® [GameRoot] (CiENMN
> T—LET

r BERT-2CTOYVINERENDET /NI UICKLDT
private void blockSettingl())|

>18 I = v =1 {
_)O)J: 2 (h1 j D J gt_cj_ﬂzﬁza_% J: 2 (g GameObject block rightl = GameObject.Instantiate(prefab[@])} as GameObject;

— J— block_rightl.transform.position = new Vector3(18.ef , 19.6f, @.8f);
EFMZ EL ETD f*for (int i = @; i < 43 i++)
1

GameObject block rightl = GameObject.Instantiate(prefab[@]) as GameObject;
GameObject block right2 = GameObject.Instantiate(prefab[1]) as GameObject;
GameObject block right3 = GameObject.Instantiate(prefab[2]) as GameObject;
GameObject block leftl = GameObject.Instantiate(prefab[@]) as GameObject;
GameObject block left2 = GameObject.Instantiate(prefab[1l]) as GameObject;
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);

# O# ¥ ¥ ¥

block leftl.transform.position = new Vector3({-3.ef - (5 * i), 19.8f, @.af);
block left2.transform.position = new Vector3({-3.ef - (5 * i), 21.ef, @.af);
block left3.transform.position = new Vector3({-3.ef - (5 * i), 23.ef, @.af);

y/
h

private woid blockSetting2()
1
GameObject block rightl = GameObject.Instantiate(prefab[@])} as GameObject;
block rightl.transform.position = new Vector3(18.ef, 19.&8f, @.8f);
ffor (int 1 = @8; 1 <« 3; i++){
for{int j = @; j < 4; j++)

{

GameObject block r
GameObject block 1

GameObject.Instantiate(prefab[i]) as GameObject;
GameObject.Instantiate(prefab[i]) as GameObject;

Y " - - P— - - _-—r—- - - e wmn $m e mw ——_— -
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> EEF-LITRIMOF—TEELDIC
> SOESHITEEMNKE...
> IRUPIVWEICESTITRRD

» KEYEWSIEBEARZRAEUHDF—HHEINESEDEZI®INT S, EULVD K
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> I-SOZ—BarJ %Eﬁ < Jpublic class 5S82_Bar : MocnoBehawviour {
> :5 (ibét%%@ L/ I//\‘) |/ E ?r‘ivate struct KEY

public bool left;
public bool right;
public bool mowveUR;

L

}

private KEY key;

private float MAX X = 18.5f;
private float MIN_X = -1B.5f;
private int speed = 18;

S vold Update()

1
getKeyInput();
setSpeed();

if (key.left@&transform.position.x>MIN_X)
1

¥
else if (key.right&&transform.position.x<MAX_X)
1

¥

transform.position += Vector3.left * speed * Time.deltaTime;

transform.position += Vector3.right * speed * Time.deltaTime;




35 (Z:%}:'EU < ?rivate vold getleyInput()

CTEleoRF

5 NEAT

[S02_Stage| DT O U&RkZE A ~C
UTeEEDASHRRU TR T }

private wvoid setSpeed()

{
EADS T h—Z2RURNSRET D EE |
NDORAFOTBAIANFEEOUYIZITTHL |

}

key.left = false;
key.right = false;
key.moveUP = false;

key.left |= Input.GetKey(KeyCode.LeftArrow);
key.left |= Input.GetKey({KeyCode.F};
key.left |= Input.GetMouseButton(@);

key.right |= Input.GetKey(KeyCode.RightArrow);
key.right |= Input.GetWey(KeyCode.1);
key.right |= Input.GetMouseButton(l);

key.moveUP |= Input.Getkey(KeyCode.LeftShift);
key.moveUP |= Input.GetKey(KeyCode.RightShift);

if {!key.moveUP)

1

speed = 18;
else
1

speed = 28;
¥
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ﬁiv mamiu | CIstatic ~

‘Tag L.umw&_@l Layer Lzaﬁw.,_;ﬂ

FITETATALAERBDIATZST O NEED
[stage] = —>7Z2RU\T

[GameObject] — [3D Object] — [Cubel
ZEIE [P_Item01]
Inspectorz UL\ CHRE B

vV v v v Vv

» EH [Assets| — [Create] — [Materiall
TBTHEMAITFEVWTLSZE0

shader |
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J\—(CRigidbodyZ BIZHF/c B D EEIREBIETZ T D

—ZEDAT 10 he{ED CTRigidbodyZ =8 3

[GameObject| — [Create Empty|

£Za1(Z [Hitltem]

Hierarchy® [Bar] (CRSwJ & ROwS

[Hitltem] (CRigidBodyZiBfl [ © mspecor RS

TREEE

& Hitltem | []static +




» #%lF T [Hitltem] (CCapsule ColliderZziEfl
» [Hitltem] ZiEIRUZIARETT [Component] — [Physics] — [Capsule Collider]

File Edit Assets GameObject | Component | Window Help

m 4, mmrﬁ] [ =g Add... Chrl+Shift+A

“= Hierarch Mesh '
- Effects .
ics 3 Rigid
g
Physics 20 3 Character Controller
Navigation g Box Collider
HitItem Audio ' Sphere Collider
Rendering g | | Capsule Collider
Layout g Mesh Collider
Miscellaneous r wWheel Collider
Event g Terrain Collider

> TIMRAEZE
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AT ADEFE(ETOT S ATHIE
[Assets| — [Createl — [C# Script]
%ﬁﬁ(j: rSOZ_ItemJ Flusing UnityEngine;

using System.Collections;

I-P_ItemO1J (: Ha\y g“& HD \yj Fpublic class 582 Ttem : MonoBehaviour {

_)§< = wvoid Update () {
transform.Rotate(Vector3.up * 98 * Time.deltaTime);

vV v . v. v Vv

if (transform.position.y < -1l.8f)

1
Destroy(gameObject);
¥
1
= vold OnTriggerEnter(Collider other)
1
if {(other.gameObject.tag == "Player”)
1
Destroy(gameObject);
¥
¥

b




» E(FzB/\—(CHTEMITS
» [Bar] H'FD [Hitltem] M52 % [Player] (CEE

@ Inspector

9 M Hititem

Tag | Player 4 | Layer | Default
| Untagged '
Respawn
Finish
EditorOnly

| []static

MainCamera

| @t:a“ \|w| Player

SRSz 54— AT
T A T LTI N—MEZE LT B C 7+ 5 S X B VSR,

GameController
block1
block2
block3

Add Tag...

-10.0, -10.0, 0.0) SCORE 2 1 (-10.0, -10.0, 0.0)
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> CCEFTHFEREAZ TP _Item01] ZEAssetsic RSwoJ& ROv LTI L/\T1L

> Assets \DIENNNHESR T E /= SHierarchy® [P_Item01] (ZHEIBR
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AT LDERZE [Block02] ARIREF (C—EMEERT
HRE [—ERE/ N —Z2R<I3D]

[Block02] T [P_Item01] Z{EXDBLDICTD
Assets D [Block02] Dinspectorz B3 &

[S02_Block| (CEBVLHEDMRY>HWHDDTIIYVYD |

BRIDIATZT U MOBIREEAE D
[P_Item01] %=iEiR

O Inspector |
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> VATLEEKRTDIIOTISLZEL

> I_SOZ_BlOCkJ %Fﬂﬁ < ;.Eoid OnCollisionEnter(Ccllisicn other)

g~ hp--3
> TR if (hp == @)
{

switch (this.gameObject.tag)

{
case "blockl™:

> E&iﬁﬂ% (Z__O"' 1 OO@%;&%EEEE s82_score.Additional_score(l);

Debug.Log("JOwW1TT™);
> %@’;&b\SOEE}ﬁ_C@n(j:?’rj__AEEEE caseb'r:zizikz":
582 score.Additional_score(2);
Debug. Log("JOW472TT™);

int rnd = Random.Range(@, 1ea);
if {rnd <« 58)

> INTT-LFITIDE {
BAROD O ORIERICS A AT }

hreak;
. case "block3':
7’(7.[)\73\95523“5 582 score.Additional_score(3);
Instantiate(prefab, transform.position, Quaterniocn.identity);
Debug. Log("JOW4I3TT™);
hreak;

Instantiate(prefab, transform.position, Quaternicn.identity);

i

Gamelbiect.Destroy(this. gameObject);

}1




> RICHIRZHITD
| 4 } (_ t?%;‘Aﬁﬁ@ng“iA%b\ L‘\/é private void setSpeed()

1
if (!key.moveUP)

1
speed = 18;
» &9 [502_Bar] ZF< fse
1
» setSpeed()D T T D (CHREHEN , s -2
b
private woid getItemdl()
> II:EI;EE bﬁﬁ ! StartCoroutine("itemal");
. b
R(E 1502_Item] ZR< _
IEnumerator item@l()
. — 4= 1
> OnTr]ggerEnter()((_1'/fTE}Ju transform.localscale += Vector3.up;
yield return new WaitForSeconds(1@.ef);
transform.localscale -= Vector3.up;
¥

vold OnTriggerEnter(Collider other)

1
if (other.gameObject.tag == "Player™)
1
| other.transform.root.SendMessage ("getltemdl™); I
Destroy(gameObject);
¥

h
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> SETDT7ATLADRTEENMZ [stagel TITDTCLVES [stage2] %Z=
[stage2] TITDTCLVZ5S [stage] ZEFET D

» Hierarchy® [Hitltem] Z3JE—
> FHOTRMNDIEADEI—2 %<

" Assets »

» BAULZS —> @DHierarchy® [Barl (COE— Uz [Hitltem] Zi&HN
> CNT2DDAT—ZTTVATLANMERATEDS
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SETEFT/)I\WIZUPTVKDICTFICBEZE> TLEUE
EBROJOVIREUTIETOEE(FIRS, FETIToIeB85—LAA—)—
ZDT —I\A—) \—ﬂfg%i&bujé using UnityEngine;

using System.Collections;

using UnityEngine.SceneManagement;

[502_Stagel =R <
public class 582 Stage : MocnoBehaviour {
Fud public GameObject[] prefab;
ﬁ*ﬂ_ﬁbu private bool gameClear = false;
public GUIStyle gui gameClear;

;k/\o_y(:ﬁ_ﬁ < st.‘-:|1::i.c private int stage no = 2;
private 582 Score sB2_score;
public boocl gameOwver = false;

vV v v v v Vv

vold Start()
1

582 _score = GetComponent<S22 Scorex();
SWitch [Stage_no)
1

case 1:
blockSettingl();
break;

case 2@
blockSetting2();
break;




> Update()ajl:l:l_) wvold Update()

1
if (gameClear)
1
if (Input.GetMouseButtonDown(@))
1
stage_not++;
if (stage_no < 3)
1
SceneManager.lLoadScene(stage_no);
¥
else
1
SceneManager.LoadScene("ending");
¥
¥
¥
if (gameOver)
1

if (Input.GetMouseButtonDown(@))
1

> b\-‘_A7I-_j (_H% stage no = 1;

s82 score.Reset_score();

@E (:ﬁ/__]__\a_é J: 5 GUI%EQE l \ SceneManager.LoadScene(@);

vold OnGUI()

¢ if (gameClear)
! GUI.Label({new Rect(®, @, Screen.width, Screen.height), “GameClear", gui gameClear);
3
;.f (gameOver)
{ GUI.Label({new Rect(@, @, Screen.wldth, Screen.height), “GameOver", gui gameClear);
¥
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Hierarchy® [Walll A [Wall_bottom| DlInspector® &3
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T vo zo
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» Start()AEED T (CREEZEIEN

vold Start () {
audioSource = gameObject.AddComponent<iudicSource>();
audioSource.clip = sound;
audioSource.loop = false;
s82 Stage = GameObject.Find("GameRoot").GetComponent<SE2 Stagex();

transform.GetComponent<Rigidbody>().velocity = new Vector3(le.ef, 1a.e8f, @.8f);
IStartCarautine{“checkPﬂs"};I

¥
IEnumerator checkPos()
1
while (true)
1
yield return new WaitForSecconds(l.ef);
if (transform.pesition.y < -1.@f)
1
582 Stage.gamelver = true;
transform.GetComponent<Rigidbody>().velocity = Vector3.zero;
break;
¥
h
¥
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» ULETHRERT —L2EVWEDICHEEANADFUE
» SECUnity LT —ABEE CEIFZLU TS/
» NZexe I 7AMILEUVTESTHUTRADKLDICTD

> FIIARD NEEERTE
» GamebE1—DtE%ZE16:9(C




» [Filel — [Build & Setting]|

] Inspector

Settings for PC, Mac & Linux Standalone

|4m

Resolution and Presentation

,Tar;gg‘ffp‘.la' Resolution
AYChmm Default Is Full Screen [
; m Default Is Native Resolution [o
poidy L
B Run In Background -
Standalone Player Options
Capture Single Screen -
Display Resolution Dialog | Enabled $ |
Use Player Log [+
Resizable Windaw -
@ Xbox 360 3 Mac App Store Validation [
i - - - - : Mac Fullscreen Mode | Fullscreen Window With Menu Bar And Dock $ |
| Switch Platfm Player Settings... | D3D9 Fullscreen Mode | Fullscreen Window N
: 03011 Fullscreen Mode | Fullsereen Window ™

> rPlayer Sett]ngSJ %g |J \y g Wisible In Background

Allow Fullscreen Switch
Force Single Instance

> |nSpeCt0r%%5 # Supported Aspect Ratios
» [Supported Aspect Ratios| @ [16:9] BIAMCF T v IOZST i:m
thfars

ORODO00O OEO

* Shared setting between multiple platfarms,

Icon
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[S01_Start] Z&RI<

ZNZSEN]|

CNTHA NUBEFICIRT—TF—THRTTES

public class S@1 Start : MoncBehaviour {

vV v v v Vv

vold Update()

1
if (Input.GetkKey(keyCode.Escape))

1
Application.Quit();
¥
¥
vold OnGUI()
{ )
if (GUI.Button{new Rect(Screen.width - 128, Screen.height - 48, 188, 28), "A459— RS2
1
SceneManager. LoadScene(“stage™);
¥
¥

t




» [Build & Setting] &5 F® [Build And Runl Z#20Jwo




» RIFBATED 7 AIL&%ZiEE (CTHRID)

e bod
T 1)« unity_proj » BlockKuzushi » v & BlockKuzushiDig: 2
=R~ HLLIIS- BE- @
| Program File » 2z ‘ Bl f=]
de Erﬂﬂfﬂm;:: vs 2016/06/15 19:33 Tl FTAH—
¥ roﬁmr;? 1 Assets 2016/07/042:37  FrA)l FAils—
¥ pvth°”34 1 Library 2016/07/04 2:45  Fr4)l FAILE-
3 :&:” || ProjectSettings 2016/07/04 2:45 Tl TS
are .
J T 2016/07/04 2:45 -
B Tosams Ju Temp /071 Tl FAIE
) tosutils
L. unity_proj
| Block Cras
|\ BlockKuzu
NE v € >
g2 A (N HlIElockKuzushi.exe v
TFAILDEEE(T): |exe (*.exe) =
( TAS-0FEER | ®ES) || e

> YERRDYRIND E—DEENAHDDT
[Windowed] (CFTwD&. PlayzoUwo

Graphics | Input

Screen resolution | 1280 x 720 v | Windowed

Graphics quality ||:an1351jc (¥ |

Select monitor | Display 1 {Left) W |

‘Hﬂf! | quit
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made with Unity
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» LA ETTOwW 2R UDIERIZHD
b exe CEZTHUEOTHDDPCTRS TCTEEATEBXET
> TDIFE. BUuildTHFUWIAIINASAZHELUTZOIAILASFZCEOE—ULUFLLD

> MW ECATEBIEIARETECANVNS DG BIDTIEUTELTH TELWLWNE
> TOMICENR—ILZEAEARLSTBIENFIER AT LEMEN
> PNBCEEFTEKETADDET

» SEIDUNity:BRE (LN TR T |
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