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public class C Staze : MonoBehaviour |
public GameOhject [1 prefab;

£f Use this for initialization

0 {ET &0
Enid Start ()
Enr Cint 1 =03 § < 85 j++)
GameObject hlock 1 = GaneOhject.Instantiate(prefab[0]) as GameOhject ;
block 1.transform.position = new Yector3(-21.0f + (B.0f % j), 13.0f, 0.0f);
Ganelhject hlock 2 = Ganelhject.Instantiate(prefab[1]) as GameObject;
block 2.transform.position = new Yector3¢-21.0f + (6.0f % jJ, 10.5f, 0.0f);
GameObject hlock 3 = GaneObject .Instantiatelprefab[2]) as GameObject;
| block _3.transform.position = new Yector3d(-21.0f + (B.0f % j), &.0f, 0.0f);
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> C—BlOijZEﬁ< lpublic class © Block @ MonoBehaviour {

» 9 (FOnCollisionEnter()D_L (CIEEL Private int hies
0 {ET =02
Enid Start ()

» X1 CBlock02(34&433 s{witch (this.gameDbject .tag)

BlockO01 & BLockO3 (3RS (CIRDE T caseh"h I ngki”:
o= a,

break;
default:

hp = 1;

break;
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Enid OnCol lisionEnter(Collision other)
hp--3
Ef (hp == 0)

i

Ganelhject .Destrov(this.zameOhiect ) ;
;
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» C_BlockZHU\TIESD

vaid OnCallisionEnteriCollision ather)

{
hp--;
!{f thp == 0]
} GameOhject .Destrov(this.ganeOhject );
else
{

h

Get Component <Fenderer> () .material .color %= new Color(1.0f, 1.0f, 1.0f, 0.BEf);
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public class C_Stage @ MonoBehaviour {
uhlic Gamelbject refab;
public bool zameClear;

A4 se this for initialization

0 Tz
%Did Start ()
gameGlear = false; .
StazeSetting(); & (355iE > f=Start
} DOHEEHLZIE—
—
private void StageSetting()

!
Enr Cint J =05 7 < 85 j++)

GaneObject block 1 = GameObject.Instantiatelprefab[0]) as GameObject;
block 1.transform.position = new Yector3(-21.0f + (6.0f % j), 13.0f, 0.0f);

Gamelbject block 2 = GameOhject .Instantiatel(prefabh[1]) as GameObiect;
block _2.transform.position = new Yector3(-21.0f + (B.0f % j), 10.5f, 0.0f);

GaneDhject block 3 = GameOhject.Instantiate(prefah[2]) as GameObject ;
black 3.transform.position = new Yector3(-21.0f + (B.0f % j), 8.0f, 0.0f);
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public boal CheckClear()
{
if ((Ganelbhject .FindWithTag("block!™) == null) && (GaneOhiect .FindWithTaz("block?™) == nul | J&&(GaneObiect .FindWithTag("hlock3™) == null))

1

gamellear = true;

h

return zameClear;

]
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using Svstem.Collections:

using Svstem.Collections.Generics
using UnitvEngine;

using UnityEngine.Ul;

(T4 Y L TTFRMESRBEZD)

public GaneOhiect [] prefah;

public Test textClear:

public bool gameGlear;
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» StartB9%% & CheckClearB8Z(C1479 DiEN

Enid Start () ?uhlic bool CheckClear()

= falep , . . . .

|tEHtG|Ear.Enah|ed " Falon: Ef ((Gamelbject .FindWithTag("b
dEBOE InEL ). _ .

} | textClear.enabled = true;l

i

return zameClear ;
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private void StageSettinz()

d

Enr Cint § =05 § < 8; j++)

Gamelhject hlock_1 = Gamelhject .Instantiate(prefab[0]) as
block 1.transform.position = new Yector3d(-21.0f + (B.0f %

GameObiect block 2 = GaneObject .Instantiatelprefah[1]
block 2.transform.position = new Yector3(-21.0f + (B.

GameObiect block 3 = GaneObject .Instantiatelprefah[2]) as
block 3.transform.position = new Yector3d(-21.0f + (B.0f %

ool CheckClear ()

&f ((Gamelhject .FindWithTag("hlockl™) == null) &% (GameObject.

gameClear = true;
textClear.enabled = true;

h

return gameClear;

i), 13.0f,

Gamelhject
i), 10.5f, 0.0f);

Gamelhject
i1, 8.0f, 0.0f);

FindWithTag("block2™)

using Gvstem.Collections;

using Svstem.Collections.Generic;
using UnitvEngines

using UnitvEngine.UI;

2 {EmE=EE
public class C Staze @ MonoBehaviour

public GaneObject []1 prefab;
publlic Text textClear;
public hool gameClear;

A/ se this for initialization

0 {Em =S
%Did Start ()

gameClear = false;
textClear.enahled = false;
StageSetting();

aul 1188 (GaneOhiect JFindWithTag("hlock3™) ==
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private L olaze Cc_sStage,

Jf Use this for initialization
0 {Em =8
void Start () 4

c_stage = GaneDhject.Find( Root ) .GetComponent<l STaze>(); |
} GetComponent <H 1 gidbody> ()ovelocity = new Yectors(Io.0f, 10,

» [MEROSR izl &EUTERBER
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OnCollisoinEnter%z &

void OnCollisionEnter()

!
Ef (c_stage.CheckClear ()]
} Get Component<Rizidbody>().velocity = new Yector3(0.0f, 0.0f, 0.0f);
!
» N w bli | C Ball : MonoBehawyi {
» CheckClearfitrueZiR9 & =45 — AU T " erivate O Btage o_stager

Fé Use this for initialization

0 {EdEEE

void Start ()
c_stage = GameOhject .Find{“Root™).Get Component<C Staze> ()
Get Companent <R zidbody> () wvelocity = new Yector3 (10.0f, 1

IRDTR—ILOBMEZIEHFT

0.0f, 0.0F);

0 {Ed &S
wvoid OnCollisionEnter()

Ef {c_staze.CheckClear ()]

}

Get Camponent<Fizidbody> () .velaocity = new Yector3(0.0f, 0.0f, 0.0f);
!
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Enid Start ()
gamellear = false;
textClear.enabled = falsze;

FiGtagedetting();
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wsing avstem.Collections;

using aystem.Collections.Generics
using UnitvEngine;

using UnitvEngine.ll;

lusing OnitvEngine.sceneManagenent ; |

» HE(FUpdateF@EzEZTETTIT

Enid Update()
&f (zameClear)
Ef {Input .Get MouseButtonDown(0))

SceneManazer LoadScene(™tit1e™);
]
1
!
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public class C Bar @ WonoBehaviour |
float speed = 1.0f;
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> NI |
void Update ()
if (Input . GetKey (Keviode.Space))

{
\ speed = 2.0f;
else
{

speed = 1.0f;
!
Ef(Input.GetHeyEHEFCDde.Leftﬁrrnw)}

if (transfaorm.position.x > -22.0f)

transform.position += new Yector3i(-10.0f, 0.0f, 0.0fJ4¢speed % Tine.deltaTime:

, !
?Ise if (Input GetBey (KevCode .Rightdrrow])

if (transform.position.x < 22.0f)

} transform.position += new Yector3(10.0f, 0.0f, O0.0f)%speed % Tinme.deltaTime:
!
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» [Assets] — [Create] — [C# Script]
» ZBIEC_Item

public class C Item : MonoBehaviour {

0 {Ed =S
void OnTriggerEnter(Callider other)

{

.

if (other.zameObject .name == “Bar™)

Destrovithis.zaneObject);

}
]
g
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void Update()

]
transform.position += new Yector3(0.0f, -10.0f, 0.0f) % Tine.deltaTlime;
transform.Rotate(new Yector3(1.0f, 1.0f, 1.0f) % 90 % Tine.deltaTine);
Ef (transform.position.y < -15.0f)
} Destrov(this.gameOhject ) ;
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public class © Block @ MonoBehaviour f
private int hp;
publlic GaneOhject [1 p_Item;




» OnCollisionEnter(ZIEEC

?Did OnCollisionEnter{Collizion other)
hp--:
Ef (hp == 0)

int rnd = Randon.Range (0, 1007;
&f (rnd < 20

}

Lanelbiect JDestrovlthis. gamnelbh)ect ),

Instantiate(p Item[0], transform.position, Quaternion.ident ity):

1
glse

d

h
!

» Random.Range(start, end) Cstartd_tend K@D =S >4 IREEE = H Rk
> CCTO-99DEEMMNTE DD TEDIEN20KE CHNULT7A T LR
EVNDRUD

Get Component <Renderer> () .material .color #%= new Color(1.0f, 1.0f, 1.0f, O.BBf);

» Instantiate CAT 10 hE4R T D & Etransform. position &
Quaternion.identityZ{ES E COR OV T hEIFDODATZ T O b
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publlic void GetItemdl ()

]

} StartCorout ine (" Ttem01™);

0 {EdZ=8E

%Enumeratnr Itemdl ()
transform.localScale += new Yector3(0.0f, 1.0f, 0.0f);:
vield return new YaitForSeconds (10.0f);

} transform.-localScale -= new Vector3d(0.0f, 1.0f, 0.0f);
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public class C Iten : MonoBehaviour
C Bar c_bar;

0 {E =88
Enid Start ()

i

c_bar = GameOhject .Find("Bar™).Get Component < Bar>();

> PATLBE = )\—EFELEESE
» EIRBDTOnTriggerEnterI TN LUET

?nid OnTriggerEnter{Collider other)

if (other.zameOhject .name == “Bar™)

{

c_har.GetItemOT0);
Destrovithis.gamelh]ect ) ;
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public wvoid GameOver ()

!
textGameOver.enabled = true;
gamelver = true;

C_Stage(dA £

public class © stagze @ MonoBehaviour
public GaneChiect[] prefab;
public Text textClear,
puplic Text textGamelver;
public bool zamel:lear,
public bool gamelver.

Ff Use this for initialization

0 {Ed&=82
Enid Start ()

gameClear = false,

L_=amelver = Talses]
textClear.enabled = false;
[TEHtGameDver.enahled = false;
olLagecsettingl);

h
0 {E @ &0
void Update()
{ if (zameClear||zamelver)
{ if (Input .GetMouseButtonDowni0))
: SceneManazer.LoadScene ("title™);
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void Update()
{ if (transform.position.y < -15.0f]

f

c_stage.GaneQver () ;
} Get Component <Rizidbody>().velocity = new Vector3(0.0f, 0.0f, O0.0f);
!
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RootdDC_Stage. Text Game Over(C RSwJ & ROwW I 9IS

v || ¥ c_stage (Script)

Saript . C_Stage
¥ Prefab
Size 3
Element 0 "wBlocko1
Element 1 wBlock02
Element 2 wBlock03
Text Clear | Text (Text)

Text Game Over Text (1) (Text)
Game Clear L
Game Over -

Add Component

Hierarchy =
eate ~ | (G- ATl )
Q stage* i
Main Camera
Directional Light
Wall_left
Wall_right
Wall_top
Wall_bottom
Ball

Bar

F C-anv.as
Tex’-t
Text (:



FITFICENSD DD T — LA =)= (CIRDFEA
FOEZHIFRUEXT

M BEUNTBDEFET /W I THERTDINE LINIRNDT
—ISATZT O FERERO> THEEHFLLD

vV v v Vv

» Wall_bottom®D- > ARTSIDF T W I%5HT
> CNTATZTOMERTESI (S —> W BEEHICENEEFT
b FleFEWELRO2EBEFITVIZANELLD

Li] Inspectar

Wall_bottom
Untagged :l L

Tag




> T—LZFT
> TBERDIEITZEVWAYS M END(CIR> e EEUELY

» U ETH—AERRBREETEUETH
b BREEEDTRWWL. PATAMMEEIZL. AT—1D UMV L.
> EEZISNDMEN =K SABDIDTEOEDRDICHEELUTHTLZE0 !

> T. E(FEDODOTIEIRST
> DT —AUnityLT S LETUDEIHRL !




U1




5-1. T — LDETI 7 1 )AERK

» ULETHRERT —L2EVWEDCHEEANADFUE
» NZexe I 7AILEUVTESTHUTKADKLDICTD

> F£IIART NEZEERTE
» GamebE1—DtE%Z16:9(C




» [Filel — [Build & Setting]|

] Inspector

Settings for PC, Mac & Linux Standalone

|4m

Resolution and Presentation

,Tar;gg‘ffp‘.la' Resolution
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