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PNGIEXD 7 7 1)L st A AATERRIBIZEZA TIVRXRFYDEDEIC
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return float4d (texel.rgh * diffuseColor + specularColor, MaterialDiffuse.a * texel.a);
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Unity URP

T—RDERE

. A, EZNZENICHPAH L LenRhy bk TEAH 2 ED D

DEREICT—RERPHEE D L5 ICTE2HELRH 727280,
ScriptiableObjectz{ER L 7T — X DEBZITWLVE L 7=,

5 2 G

RobotData

+List<HeadData> HeadDatalList
+List<BodyData> BodyDataList
+List<LegData> LegDatalist

i

HeadData BodyData LegData
ScriptableObject +GameObject Head +GameObject Body +GameObject Leg
+int HeadCategory +int BodyCategory +int LegCategory
+int HeadHP +int BodyHP +int LegHP




Unity URP

RobotData.cs

[CreateAssetMenu (menuName = “ScriptableObject/Robot Setting”, fileName = “RobotSetting”)]
@Unity X217 +I13 EDSE
?ublic class RobotData : ScriptableObject

public List{HeadData> HeadDatalList;
public List<BodyData> BodyDatalist;
public List<LegData> LegDatalist:

i

[Serializablel RobotData.cs

1 EnsR

L ?ublic class HeadData
i public GameObject Head.
i public int HeadCategory:
f public int HeadHP;

[Serializable]

1 EnsR

L ?ublic class BodyData

i public GameObject Body:

i public int BodyCategory:

' public int BodyHP;

]

[Serializable]

1 EnsR

> public class LegData

public GameObject Leg:
public int LegCategory;
public int LegHP;

j

RE =L RE

7 7 XZTHeadDatak &L&E L TW B h bHeadD Z &2 DB DI

I RTDEICHeadCategoryZ & & Wo /=L THead L EEH L T WA 78
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@ X TEHE

ObjectReset
0/10
ItemCount
212

8 @HnEE CameraController.c

enum CameraState

{

HA A A D

Main,

[ EEAAD

Top, SERALTWSH XS Zenum TEE
fOEAOAT

Left,




(EPNGET Donect

//ﬂff@ﬂ@h&% CameraController.cs

if (1StageScene. Instance. [sPaused)

{
switch (cameraState
{
case CameraState.Main:
AOF—FER MBLIR, EAAATET 27 1712F 3
if (Input.GetButtonDown("Fire2”))
{

HINASET 07 4 FIZEE
mainCamera. Setﬂct|ve( se);
subCamera.Setﬁot|ve(true);
leftCamera.Sethctive(false);

} cameraState = CameraState.Top;
brealk;
case CameraState.Top:
JOF—FFORI B LR, AT VHASET 74 JIIT 2
if (Input.GetButtonDown( Fire2”))
{

: HASET T4 TIIERE
ma|nCamera Sethetive(true);
subCamera.Setﬂot|ve(false),
leftCamera.Sethctive(false);
cameraState = CameraState.left;

j
break;
case CameraState.left:
A — SRR vAB L. BAASET I T4 TJILT 2
if (Input.GetBut tonDown("Fire2”))
{

AAVAASET 27 4 TIIEHRTE
mainCamera. Sethctive(false);
subCamera. Setﬁot|ve(false];
leftCamera.Sethctive(true);
cameraState = CameraState.Main;

j
break;
]
}

BEDF—2WTEHhATHYYEDD
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@=54k

Holdltem

Score

ObjectReset

0/10
IltemCount

22

1 EdhZ0E

void Shuffle(Gamelbject[] num)

{ TornadoGenerate.cs (ZZ%iE [ T UL\ D AR A >~ b & B
for (int 1 =0; i < num.Length; i++)
I ICHEMLFBEEZ vy 70T 5

GameOb ject temp = num[i]; N P D BSS S, o
int randomlndex = Random.Range(0, num.Length); (7> ZLTHG LIcRSID bR > a v %

numli] = numlrandomIndex]: BEETCELA-T=-7-5)

numlrandomIndex] = temp;

!
M%;gg@%ﬁtﬁ%§$ﬂ

puBTic:;oid TornadoGenerator()

{
/BN OPEE ey T
Shuffle(TornadoPoint); \
H ey T LIZER O S 3OO EEICEET LR
for (int 1 =0; 1 <3; i++)
{
Yectord vectord = TornadoPoint[i].transform.position;
Instantiate(Tornado, vector3, Quaternion.identity);
1
1

Py 7N LIRS D EN S 3D EEDE

BRARA v bET D
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Donect

AT oo ERERESE S
1 ADHZHE
private void ObjectSuction()

/) g O F R T EE

Yector3 center = thic.transform.parent.position;

/b mcenter @AY F | Bhaxis T, periodEHEETHIEE]
transform.Rotatedround(

center,

_axis,

360 / period x Time.deltaTime

}

/P BEOSERNICREF IR LRI AT
@lUnity AvT—210 BOSE
private void OnTrigeerStay(Ce {er other)

BORE|CHEH R

:E W Edl

if (pther.tag == "Magret”
{
/R ORigidbody ZHIE
Rigidbody rigidbody = other.GetComponent<Rigidbod
[ EEERICLW AT TS FoREERE
Yectord vector3 = transform.position - r
S EEENormal ize LTREOREZTEF1IITS
vector3.Mormal ize();
SO LR S Z
rigidbody.velocity x= 0.8f;
rigidbody . AddForce(vector3 x rigidbody.mass
1

20.0f);

TornadoRotation.cs

BETHRLZHICEERT 2 & D ICEE

(BENEEGLL TWB LI ICREZD)

zidbody . transform.position;

BEOHEANICHEADL K OBRIIAHL
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N/ A
@4l 5Lk

3 EDZ=
public void ObjectGenerate (Gamelb ject gamelbject)

SO ZaOa—FEMSLTL ST T 7 FOEETIE

Yector3 pos = transform.position;

ST o EER

GeneOb = Instantiate(gamelbjiect, pos, Uuaternion.identity) as Gamelb ject;

ST T O o bMERIEE (BHOsSEEICN AL 0T NTEREET 2HE B E TR ERA)
GeneOb . transform.GetChi [d(0) . name = "Gernerate” + ObjectCount:

SOERLIET AT LFHIRRTE 2 4L D ICEAZIER

Objecthirray[ObjectCount] = Genelb;

/4 rigidbodydnERiE

generate = Objecthrray[ObjectCount]. transform.GetChild(0).GetComponent<Rizidbody>():
SOFER LA T 20 FDYER & BEE E B

generate.constraints = RigidbodyConstraints.FreezePositionY | RigidhodyConstraints.FreezeRotation;

BEINLF 7z b2ERLET,
ColliderdfXHr £, HHEANT R TOHDETRE L TWB7-0, BEODOHAEDTRIZK S,
COMBARATL-0BPDHAICEL TARZIBTE LR, SET LS ICH0HE,

BE L4727 FABRIICKRNL 9,
BELIzFT72V 7 FPEIDGEWE D ICYEZE REEEEE L £9,

elnity Ay t—=10 @OBE MagnetRange.cs

private void UnTriggerStay(Co der ather)
b g (O DR B
if (other.tag == "Magret” && other.name != transform.parent.GetChild(0).name
{
/EIEEE
magnetOperation Magnetiove(other):
1

BERNICHZF TV 7 FDEZBEBDDFICH BEFIHD—HEG 5 NB % F1T,

(ERRTRBLAFAEZEET 27:0)
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5 sheA 5 LS
Bz

pub||o v0|d RandomGenerate()

{
[ERTAA TS0 FOEESER

int rand = Random.Range(MinYalue, Max¥alue);

NERTERT AT LOLEBEIET
if (ObjectCount < MaxObjectCount)

{
JOTEREICLSTERT 27029 FEIETE
if (rand <= 50)
{
GenerateNumber = 0;
ObjectGenerate(Bighagnet);
!
else if (rand <= 70)
{
GenerateMumber = 1;
ObjectGenerate(SphereMagnet ) ;
1
else if (rand <= 100)
!
GenerateNumber = 2;
ObjectGenerate(lagnet);
!
1
ObjectCount++;

gameState = PlaverState.ldle;

RandomZ{HERA L C7 VX LR AEZERKRL FJ,

GenerateNumber|Z 74 T L& —IL F 3 2BDERE L TERALET,

MagnetGenerater.cs

2F—1 ZEFY—TFEEZ 2 LHk
if (ObjectCount > MaxObjectCount)
{
1

Pl bI ic v0|d ObjectDestroy()
{

Objectlestrov();

AT —VIHD2F TV bW —FEEZBR

ERINCHEF Ty b =EHIKRT 2,

for [int i =0; | < Objecthrray.Length; i++)

Destrov(Objecthrray[il);
j
Objecthrray = new GameObject[MaxObjectCount]:
ObjectCount = 0;
gameState = P\ayerState ldle;
RandomGenerate():




(EPNGET Donect

Q. L EH)
(R R SO MagnetOperation.c

pub\ ic vowd WagnetMove(Col | ider other)

Rigidbody rigidbody = other.GetComponent<Rigidbody>(};

Rigidbody MagRb = Magnet.transform.GetChild(0).GetComponent<Rigidbody>(); EEZE%EWVT@@EEQE?T%@?’ i Rigidbody
M BHERICLWAF T Dz bOEE ERE ,
Yectord vector3d = Magﬂ).transform.positzn - rigidbody.transform.position; %HRT% [/E_]ll g%{"ﬂ_%

H AT b ETOERO 2 FEWE

var distance = vector3.magnitude;

distance *= distance;

/L HEHEE

var gravity = coefficient * WagRb.mass * rigidbody.mass / distance;
rigidbody.velocity = 0.8f;

A ERRICL AEOEEOSRCT (Bh) (I5<

rigidbody.AddForcelegravity * vector3.normalized, Forcelode.Force);

/" E%@ﬁ@mt BEDT T U s FhRrE M MagnetOperation.c

pubhc vowd MagnetDecision(Col I ision other)

{
if (other.gameObject.tag == "Ground”) MagnetOperation.c . .
[ . \ R 7 eI it ST U
JOWEIZANEEZFIIA T O FEEINTER
if (1IsGround) A :
{
MagnetGenerater. Instance . RandomGenerate(); A1 Tﬂﬂﬁ\ 7 A ?AE&\
MagnetGenerater.Instance. [temReleasel);
IsGround = true; 7 A %A&Lﬁ]% Uty b
if(HaznetGenerater . Instance.GenerateNumber == 0] =
StageScene. Instance . hddScore(200); /7-— A — /N —
else if (MaznetGenerater.Instance.GenerateNumber == 1)
{
StageScene. Instance . hddScore(300);
else if (MaznetGenerater.Instance.GenerateNumber == 2)
{
StageScene. Instance.AddScore(100);
]

]

else if (other.gamelbject.tag == "Magnet”)
{

StageScene. Instance . GameOver();
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@7 L 1V

enum FlayerState

{ . . -
== T A Y —DREZenumlZ TEE

/i Cloar
Clear,
1
M2 T — D EWEREICERTE
PlayerState gameState = PlaverState.ldle;

. MagnetGenerater.cs
/f Update is called once per frame

glnity Avt—210 BOZE
void Update()
{

float x = Input.GethxisRaw("Horizontal™};
float v = 0;
float z = Input.GetdxisRaw("Vertical”);
Q- FEFSLTLEF T o2 FOEEERE
Vector3 pos = transform.position;

switch (gamedtate)

case PlayerState.ldle:
transform. Translate(pew Yector3(x, v, z) * Time.deltaTime ¥ PlaverSpeed
__bKT_L:f'TLﬁ 7
generate.transform.position = new Yector3(transform.position.x, transform.position.y, transform.position.z):

BT 2EEEET
YVector3 currentPos = transform.position;
currentPos.x = Mathf.Clamp(currentPos.x, -5, 5):
currentPos.z = Mathf.Clamp(currentPos.z, -5, 5J;
transform.position = currentPos:

hreak:
case PlayverState.Fall:
transform.Translate(pew Yector3(x, v, z) * Time.deltaTime * PlayerSpeed);
break;
case PlayerState.Clear:
hreak:
default:
breal

TLAY—DREICTHRADRIEEXEE

FHEIRRE ¢

TLAVY—DBEEFFLTWAIHAEL LAV —DRI Y 3 v ZEFE
Y& TIREE :

WA DEE & R
(FLA¥—3FEREICCBBSHEEZEEL TLWDDOTEFEICEEMNMIIT->TH
FRERBERS ICEE N ICR A - ORIE A L)




(EPNE Donect

. M .
/4 Update is called once per frame EEEICE N

@ Unity A vt—210 BOSE
void Update()
{

switch (gameState)

case sceneState. Intro:
break; > —V DIREEZFenum I TEE
case SceneState.Play: - 0
HK— XD 7 ILIRME Play D & D AR ER] BE
if (Input.GetButtonDown( Cancel™))
{
if (!lsPaused)
|
Pause();
j
else
{
Resume
| ]
/ (E7 Uw DFELERIAR /% ’7_)‘)) v 4 BB D EE 7 B3R
it {Input.GetButtonDown( Firel

{
]

/I EF MagnetGenerater.cs

MagretGenerater.Instance.FallObject()

1 AOERE
rs{nubl ic void FallObject() Rigidbody (Z CHEE L TN YEEAZ & #RRR L
IsHold = false; SEx B4

gameState = PlaverState.Fall;
generate.constraints = RizidbodvConstraints None;
audioSource.PlayOneShot (soundOnCl ickSE):
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@ L1 Vv—XFI

% Holdltem

® o
Score

’ ®

ObjectReset

0/10
ItemCount

2.2

@O H-wk
fAF T R ER—LE MagnetGenerater.cs
1 Bose

pub;l ic -vn;id SpareGenerate()

i{f (tshold) MagnetGenerater.cs

g(ﬁ—k£ﬁgyt% C
o oot 5
|{ parelhjec FR—ILRELTWBHD L TULE WD TUIEZE 55

[sHold = true;

SpareObject = Objecthrray[ObjectCount - 1]; ==L l\ L’C L\tj\,\ .
Sparelbject.Sethctive(false);
Objecthrray[ObjectCount - 17 = null; A DS o7 bl 2
0 ettt S DA = EME L7 ITER
Holdltem(); s .
RandomGenerate(); R—=ILFLTWS
1 yy S v <
clse SOWAEF—ILEELTWIHEZANEZ S
[sHold = true;
ObjectArray[ObjectCount - 1].Sethctive(false);
Sparelbject .Sethctive(true);
WMidleSpare = Sparelbject;
generate = SpareObject.transform.GetChild(0).GetComponent<Rizidbody>();
Sparelbject = Objecthrray[ObjectCount - 1];
ObjectArray[ObjectCount - 1] = MidleSpare;
Holdltem();
1

1

R I dREYEEIN S ol VagnetGenerater.cs
S

public void Holdlten()
{

Spareflurber = GenerateNumber; ‘ RenderTexturez {5/ L BN A X 7 Z5RE L
for {int | =0; i < HoldObject .Length; i++]
R FLTWAHAREZRRLTWS O

{
if (i == SpareNurber)

R—IL L TWAHAEDESHL HFRRT DA %IEE,

HoldObject[1].Setbctiveltrue);

else

HoldObject[1].Sethctive(false):;




(EPNGET Donect

2) 7474

_(D=="
public void Useltem()
{
i f (UseCount < MaxUseCount) WEETICT A TCETIHAZFATES &
o Cletten 512LTWB BT A 7 LEERERO ANE
{ AHELTVWET,
TopLight .Sethctiveltrue);
Defaultlight.Sethctive(false);
Isltem = true;
!
else
{
return;
!
UseCount++;
!
i
7
— 5313‘“@?@@ bt BB BHRICHKNTICRD LI ICLTLET,
public void IterRelease()
{

TopLight.Setdctive(false);
Defaultlight .Setdctive(true);
Isltem = false;
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// Exit Button HMBE Mz & 2ZRE TS UnityEvent
public UnityEvent onExitButtonClick; BRDORTA X —DEHNE
// BGMSlider DIENZES Nz & S IIRET S UnityEvent BUCIE NS & S5 0B E
public UnityEvent<float> onBGMSI iderValueChanged;
fFSESliderMEDEEE N EZIZRET S UnityEvent
public UnityEvent<{float> onSES|ider¥alueChanged;

(1) B% (BeMm) DK

//mBGMbm DEZEIZS - THFEINET,

public void SetBGM(float value)

{
2545 —BMOEEEEZI0EEC ?EEL/'C)’J‘D[ -80, 0]{_Zi
var volume = Mathf.Clamp(Mathf.Log10(value / 100 x 20f, -80f, 0f);
audioMixer .SetFloat (TBGH™, volume);

(2) #HEE (5p) OFE

[/ SE25 15— OMETILE > THUHENET.

public void SetSE(float value)

|
2545 —SEDIRTETEF U%Biﬁﬁbf@b[% 0llCZm4R
var volume = Mathf.Clamp(Mathf.LoglO(value / 100 % 20f, -80f, Of);
audioMixer .SetFloat("SE", volume);

/N TALBEEERE
audioSource .PlayOneShot (soundOnTestSE) ;

BEFTEDREFORIANL—%2EER, TBZEETHLHICER

MREDAT A FEENARND LS ITEMN (FRICBLTEBISANTLWS 7% L)

BaEnic
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() =BERAzEs

@lnity Awt—210 BOEE SoundUl.cs

public void OnDestroy()

PlayerPrefs.SetInt ("BGMYalue™, (int)BGHS|ider.value):
PlayerPrefs. SetInt("SEValue”, (int)SESlider.value):
PlayverPrafs.Save():

XA FILVEFEE 7L A [EE TSceneh D Hh N TWB 78

Scenex B L 1R ICE R LR F DES RTF

glnity Avt—210 EOEE SoundUl.cs

void bwake()

{
audioSource = GetComponent<AudioSource
var bgmVfalue = (float)PlayerPrefs.GetInt ("BGMYalue™, 3);
BGMS | ider.value = bamValue;
var seValue = (float)PlayerPrefs.GetInt("SEValue”, 3);
SESlider.value = se¥alue;
JnityEvent Z3810
BGMS | ider .onValueChanged. dddListener ((float value) => { onBGMS|iderV¥alueChanged.Invoke(valuel; 1)
SESlider .onValueChanged.AddL istener ((f loat value) => { onSES|iderValueChanged. Invoke(value); 1J;
exitButton.onClick.AddListener(() =» | onExitButtonClick.Invoke(); 1J;
]
@Unity Awt—210 OB

private void Start

{

25 A H—UIOBEEZI0EFE(CHEL THH-80, 0]dBICE A
audioMixer .SetFloat ("BGH™, Mathf.Clamp(Mathf.Log1O(BGMS! ider .value / 10) % 20f, -80f, 0Of)):
audioMixer .SetFloat("SE™, Mathf.Clamp(Hathf.LoglO(SES|ider.value / 100 x 20f, -80f, 0f));
Hide():

OnDestroyIC THE EMBEDEZREFL TWLWH72H

v EL->THLEENVEDERIZA L
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~ StageScene.cs, ClearScene.cs,
EBoZE

3
[Enumerator OnlLoadScene(string sceneName)
!

T A= a BT T AETI#EE
yvield return new WaitForSecondsRealtime(1);
= oEO—-FT A

SceneManager .LoadScene(sceneName) ;

V=V DBHEENLZ WD
BEILAIEFE CEA LT A2 ETAESIAEHT-

ZD1=%, EEEOI— RITMZATY — v EBRICHELRER
(TZA=>ay, RATHKE) #RLETHEITTEL B
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1) zavogm

BOEE
public void AddWasabi(int value)
{

ScoreCount += value;
itemScore += value;

]
1 BOZE

L#EED &2 QT LB - - B % ES

public void AddSoysource(int value)

ScoreCount += value;
itemScore += value;

]

/2 T Qg g
2 BoER
public woid RemoveScore(int value)

/IER ORI ER
i{f (plaver.isMuteki)

return;
if(scoreCount == 0)
return;

]

ScoreCount -= value;

StageScene.cs

ZAATHBHTERICIET L A4V —AEMOEFICIZFRX AT H

DR (AN
AATDODHFFICT AT LICHZD EUVIDERRET S —ARE
TLES>7=® 0BFH X a7 L AW
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StageScene.cs
2 BOZE

public void AddExcelentTurn(int value)

ScoreCount += value;

i ExcellentTurnCounttt; R—VEOFHAICL > TRIAT & X —> LI-BI#H=EE

? BoER
public void AddGoodTurn(int value)
{

ScoreCount += value;

GoodTurnCount ++;
!
2 @OZE StageScene.cs
public void updateValue(int count)|
{
var scorefount = count;
for (int index = 0; index < values.Length; index++) _ . _
RXATDRZLFHEZ0~9ETDA T X +%{ER
values[ index].sprite = numbers[scoreCount % 107; = S [, o
scoreCount /= 10 LTWB7-DIfZ L ICHFOREEZ LTS
1
1

@ r—vERNER

s p———— StageScene.cs
1 BozR

public void AddGaugelint value)

GaugeScore += value;

if (GaugsScore »= [gaugelount % 10) ’?:—:)U)i[gﬁ'flﬁﬁlot ['/ W %) f:&b
S EA10%HBZ 2 &7 — PEEAITOHZ TV L

B3) r—-vogm

? BoER GaugeUl.cs
public void updateGauge(int count, int score)
{

float zgauge = score % 10;
if(score »= (count-1) % 10)
{

TV ERTIBRICATRA M ERRT B L

for(int index = 0; index < gaugecount.length; indext+)

[
gaugecount [ index].Sethet ive(false];
i
i
for (int index = 0; index < zauge; indext+)
{

gaugecount index].Sethctive(true];

for (int index = 0; index < gauges.Length; index++)
{
gauges[ index].sprite = numbers[count % 10]
count /= 10;
1
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%Enumerator OnStageClear()
var totalScoreCount
var totalGaugeCount
var totalltemScore = 0;
var totalExcellentCount = 0;
var totalGoodCount = 0;

0;
0.

totalScoreCount += ScoreCount;
totalGaugeCount += GaugeCount;
total[temScore += itemScore;

totalExcel lentCount += ExcellentTurnCount;
totalGoodCount += GoodTurnCount ;

TotalScoreCountkey™, totalScoreCount);
TotalGaugeCountkey”, totalGaugeCount);

PlayerPrefs.SetInt(”
-
("Total [temCount”™, totalltemScore);
-
("

PlayerPrefs.Set
PlayerPrefs.Set
PlayerPrefs.Set
PlayerPrefs.SetInt
PlayerPrefs.Save();
animetor .SetTrigzer (outrold);

ST A= a BT T AETIEE
yield return new WaitForSeconds(1);
StartCoroutine(OnLoadScens("GameClear™));

- =+ —+

In
In
In
Int("Excel lentTurn”, totalExoellentCount];
GoodTurn™, totalGoodCount);
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