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Py UEBITLERICL>TMEINDGRIT, T7x7 bW ENT D70, HIERAORA >~
hEERE L, BREEEEUS L L7,

GaugeChecker.cs

/] REHFHDORA Y FERTE

var centerPoint = transform. TransformPoint (center) ;

// REZHTE

vaE hit = Phys;cs2D.OverIapBoxEcenterPoint, size, transform.eulerAngles.z, targetlLayers):
if(hit !'= null

/] e )HBEBALT-SHtrue
IsCasted = true;
Casted = hit. gameOb ject;

Ise

/] ) BEALTLELE F(2false
IsCasted = false:
Casted = nul I;

L - (D o m m mim

Player.cs

float distance = Vector3. Distance (gauge. Casted. transform. position, transform.position);
// BEICRLCTRa7, BLWLesHyF—T%ER
if (distance > 2)

// RAFTME
StageScene. Instance. AddGoodTurn (100) ;
[/ BWLWLEF—=DDRA D FENE
StageScene. Instance. AddGauge (1) ;

/] T2 FBE

great. Play();

// SEB%E

audioSource. PlayOneShot (soundOnGreat) ;
Ise if (distance <= 2)

// RAAT7ME
StageScene. Instance. AddExce | entTurn (300) ;
/] BLWLEF—SORS Y FEME
StageScene. Instance. AddGauge (3) ;

// T2 FBEE

excel lent.Play () ;

// SEBE

audioSource. PlayOneShot (soundOnExcel lent) ;

et e ——————————— (D ——m——— e ——————————




2DTRITERATD L. HVHEDREZ L £ LT,
AMOEEDCT AT LICH -0 WE S ICEHMITZ L FE L,

Player.cs
[/ e )DhFIZHE>EHIIFUEERS
@Unity A v&—210 EAOSE

private void OnTriggerEnter2D(Col | ider2D collision)
{

if (collision. gameObject. CompareTag (“Hand™) ||

. collision. gameOb ject. CompareTag (“Syari”) && lane == 0 ||
i collision. gameQbject. CompareTag(“Syaril1”) && lane == 1 ||
' collision. gameObject. CompareTag(“"Syari2”) && lane == 2)

BEEYCTATLOEBICOWVWT, ZTNEFNDL —> TEIZX T DEEA LT, OrderlnLayer
PEHLBESICLFE LT

objectMove.cs

private void Awake ()

{
// OrderlnLayerZ L—2 ZEICER
spriteRenderer = syari.GetComponent<SpriteRenderer> () :
| T (gameOb ject. tag == ("Syari”™))
spriteRenderer. sortingOrder = -10;
lse if(gameObject. tag == ("Syaril”))
spriteRenderer. sortingOrder = -110;

|se if(gameObject. tag == ("Syari2”))

spriteRenderer. sortingOrder = -210;
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et e o




hplc2WT, BEIZFAL. SX—VHEDEZIZIDTOIFRRIDHLOICLE LT,
Coroutine, 71ZEFZERAL. Bl TAX—V2FFT52eDmWESICLE LT,

Player.cs

[/ hpZERELFET,

[SerializeField] private GameObject[] hp

new GameOb ject[3]:

/] 54 TBOERETE
public int hpPoint = 3;

if (currentState == PlayerState. Idle)

[/ BA—=TFZF-6hpEIDREST
hp[hpPoint - 1]. SetActive (false) :
hpPoint—;

// hph0M & &

if (hpPoint == 0)

{

Y Sy S——

currentState = PlayerState. Fall;
/] BTF7=A—a3VEE
animator1. SetTrigger ("Fall”);

// hph0TRELNEE
else if (hpPoint 1= 0)

{

L P

// State&Damagel_Z &

currentState = PlayerState. Damage;

[/ BA=UFP A= 3 UBE
animator1. SetTrigger ("Damage”) ;
StartCoroutine (“OnDamage”) ;

private IEnumerator OnDamage ()

// SEBXE
audioSource. PlayOneShot (soundOnDamage) ;
// 1§ (-StatexIdlelcET

yield return new WaitForSeconds (1) ;
currentState = PlayerState. Idle;

i

/] TAX—DREEEE
22 EOSR
enum PlayerState

{

// P
Idle,
,-f’f,a’; @ - EF‘
Turn,
/] BA—=THTFED
Damage,
// EWEIE S
Muteki,
// ZETH
Fall,
// Clear
Clear,

e e —————————
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Shadow.cs

f (transform.position.x > 2)

[/ BENDBEBZECHD

rb.velocity = Vector2. right = 0:

i

{

L/ BRIZKELCT B
l scale += 0.005f;

i transform. localScale
v BRICSELT A

: color += 0.02f;

f spriteRenderer. color

new Vector3(scale, scale, scale):

new Color (1,

1, 1, color);

privaté void DnTriggefEﬁteréﬂ(ColIider2D collision)

{

|

f (collision. gameObject. CompareTag ("Hand”) && transform. localScale.x > 1.0f)

[

{

L /) FITY oA TV FEEE
; Destroy (gameOb ject) ;
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Theme Player
Element 0
Element 1
Element 2
Element 3
Element 4
Element 5

PlayerManager.cs

i Purple

W Pink

@ LightBlue

@ LightBlue (1)
@ LightBlue (2)
@ LightBlue (3)

ghkuY

ne

PlayerManager.cs

Top View Player

Element O
Element 1
Element 2

B Player (Player)
B Player (1) (Player)
B Player (2) (Player)

12




PlayerManager.cs

Element 0 B Player (Player)
Element 1 B Player (Player)

Element 2 B Player (Player)
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Fv 7 KX—D%E)E, InputManagerzEAL F L1z, —FLICHBL AV —DPlayer® #%
9570, TNZENDPlayerZz PlayerCountZ# TEE L £ L 7=, Player.csTplayerCount%
B L. PlayerManager.csiCTHBENTE2 L5 ICL £ L7z, StageZ & (CPlayer N EA S
7-&%. PlayerManager|Z CPlayerz 5 TIEE L £ L7z, IET B Player& 2K DPlayerh’
BLEEZTELEDICHRISTERANEREL. TNTNOBEEZFOHL L7,

PlayerManager.cs
// MoveAction|[ZTREUHE R D

public void OnMove (InputAction. Cal |backContext context)
{

var axis = context. ReadValue<Vector2>() .

if (context.started && !StageScene. Instance. isPaused && isTileMoved)
/] B~DEE
if (axis.x > 0)
[ Eor (int i =0; i < player.Length; i++)

if (player[i].playerCount == 0 && player[i].positionHorizontal < player[i].maxHorizontal)
{

i{f (isMoved)

// Player D#% &)

player[i]. transform. Trans|ate(distance, 0, 0);
topViewPlayer[i]. transform. Translate(distance, 0, 0);
player[i]. positionHorizontal++;

topViewPlayer[i]. positionHorizontal++;

/] BEEHI K

StageScene. Instance. AddCount (1) ;

// BEFOSERE

audioSource. Play () ;

14




playerCountld, XA LA BENLZBRICENLTEELHICLE LT,

public void PlayerGount ()

/] BAIIWNERR, AEENZF|EI HCount, OrderinLayerzZHE

// BB
if (tile.tileCount == 0)

playerState

SceneState. Eye;
playerCount '

0;

// 2EBH

else if (tile.tileCount == 1)

{
playerState

SceneState. [dle;
playerCount '

1’,

/ 3EH

/
else if (tile.tileCount == 2)

{
playerState

SceneState. Idle;
playerCount ;

2,

ZANDBEEIL, JNEREEAL, F—2 - EFLIoBENDUEXTEETLLIICLEL

1= BEIMIKR D >T-% 4 2> 7 T, State. tileCount, playerCountZ%E L £ L 7=,

enum TileState
{
// &IEIREE
Idle,
/] E~®BEHH
MovelLeft,
/] B~BEH
| MoveRight,
TileState tileState = TileState. Idle;

void Update()
{
?witch (tileState)

case [1leState. Idle:
playerManager. isTileMoved
break;

case T1leState. Moveleft:
playerManager. isTileMoved
MoveLeft () ;
break;

case TileState. MoveRight:
playerManager. isTileMoved

MoveRight () ;
break;
]
]

true;

false:

false;

{

if(tile.Length > 1)

/] B4 IEEEFICSER4E
audioSource. Play () ;

]

if (axis.x < 0)

{

TileState. MovelLeft:
> 0)

tileState =
else if (axis.x

tileState =

//OnMoveAction[Z THEUH N5 O/RF—FIFa» bO—5—DOL/RF—)
public void OnMove (InputAction. Cal |backContext context)
var axis = context.ReadValue<Vector2>();

if (tileState == TileState. I[dle && !StageScene. Instance. isPaused && context. started)

TileState. MoveRight:

15




pubTic void Moveleft()
{

/] BAIEHIT DD
if(tiles == 0)

tileState = TileState. Idle;

/B4 WED2 DD
lse if(tiles == 1)

—_—

// tile[Q]BREDHE
&f (tile[0]. tileCount == Q)

[/ 1EE Li-target DI BE £ TEE

tile[0]. transform. position = Vector3. MoveTowards (tile[0]. transform. position, target[1].transform. position,
speed * Time.deltaTime);

tile[1]. transform. position = Vector3. MoveTowards (tile[1]. transform. position, target[0].transform. position,
speed * Time. deltaTime);

}f (tile[0]. transform. position == target[1]. transform. position)

// StateZFHPRICER

tileState = TileState. Idle:
//tileCount%ZEE

tile[0]. tileCount = 1;
tile[1].tileCount = 0;

// Tile®OrderInLayer. BHAELE
background[0]. Color () ;
background[1]. Color () ;

Eor(int i =0; i < playerManager.player.Length; i++)

// PlayerCount. ColorBlockCountZE s

player[i]. PlayerCount () ;

topViewPlayer[i]. PlayerCount () :

// 2EBEOPayer MsleepEffectlZFHIICRA DL DIZET
topViewPlayer[i]. sleepRenderer. sortingOrder = 1;

16




7 1) 7 —¥ETIE. BB, 2ENDPlayerk ZNEFNIEEL., MBEEA—HLTWLWENE S
MEHTELE LTz 2T —RNE—Y DI RT—IVZCICER D0, forXXEFEALTHIG
LEL 7,

[/ BEDPlayer zThENIETE

[SerializeField] private GameObject[] themePlayer0 = new GameObject[1];
[SerializeField] private GameObject[] themePlayerl = new GameOb ject[1];
[SerializeField] private GameObject[] themePlayer2 = new GameOb ject[1]:
// Z{EBOP|ayer xETNENIEE

[SerializeField] private GameObject[] topViewPlayer = new GameObject[1];

for (int i =0, i < topViewPlayer.Length: i++)
{
/O BIE. BA—BLTWSEE(12R)

if (themePlayer0[0]. transform. localPosition == topViewPlayer[i]. transform. localPosition &&
themeSprite0[0]. color == topViewSprite[i]l.color)

i f (topViewPlayer. Length == 1) Theme Player O
Element O W Purple

if(topViewColorBlock.Length == 0)

5 Theme Player 1
StageScene. Instance. GameClear () ;

Element O W Pink
else
Theme Player 2
ColorBlock O ' Element O W LightBlue
1 Element 1 @ LightBlue (1)
else Element 2 @ LightBlue (2)

Element 3 W LightBlue (3)

Players2();

Top View Player

private void Players2() Element 0

P
Element 1 @ Player (1)
P

/DN T—RE—2D T (T2 YRY
Eor(int i =0; i < themePlayer1.Length; i++)

Element 2 @ Player (2)

Eor(int j =0; j < topViewPlayer. Length; j++)
// 22BDEE. BEFIE
if (themePlayer1[i]. transform. localPosition == topViewPlayer[j]. transform. localPosition &&
themeSpritel1[i]. color == topViewSprite[j].color)
}f(topViewPlayer.Length == 2)

[/ AS—TOvIhiEheE
}f (topViewColorBlock. Length == 0)

StageScene. Instance. GameClear () ;

17
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BEFOR, MMEXEH L. QuaternionZERLTHEZEAZEHLSZ LHICLE LT,

Player.cs

/] BEE
Vector3 diff = transform.position — latestPosition:
// EeIELIREECTIXEER L 4Ly
if (diff == Vector3. zero)
return,
/] BENRIDALE ZE#H
latestPosition = transform. position;
/] BEEMN.OILLOBEICREEEZS
}f (diff.magnitude >= 0.01f)

| transform. rotation = Quaternion. LookRotation(diff, Vector3.up) .

BEY v TICTBATEE, DLEAERD LS FE LT,

Player.cs

else if(other. gameOb ject. tag == "Enemy”)

/] BEBATZET
if (transform.position.y > other. gameObject. transform. position.y + 0.5f)

{
/] BATBREIZDLLEANENS
rigidbody. velocity = Vector3.up * 3. 5fF;
// SEEE&
effectAudio. PlayOneShot (soundOnAttack) ;
// =RELEM
StageScene. Instance. AddScore (100) ;
/] ATy FEE
Destroy (other. gameOb ject) ;

20




METLAV—DEHEZEEL, B0 EMATLAV—%EB->TLBHELIICLE LT, BHEWLNIT
5% BEAmem oI LELL,

Enemy.cs

/] TlA¥—&DERZRG

distance = Vector3. Distance (transform. position, player. transform. position) ;
}f(distanoe <7
/| TLAX—~DERRY FILEETE

Vector3 direction = player.position — transform. position:

/] BEARZERE

transform. rotation = Quaternion. LookRotation(-direction, Vector3.up);
/| #TP Y b EBH

transform. position += direction * speed * Time.deltalime;

TLANY—DFHEICEDETCHATHEETELICLE LT

ChaseCamera.cs

TOid Update )

// BRE

var position = transform. position;
position. x = target.position. x + offset. x;
position.y = target.position.y + offset.y;
position.z = target.position.z + offset. z;
transform. position = position;

21




TATLEERE LIZBRICBSNEMEND LSICLE L, ZNn%EPlayerPrefsiCTIREFEL. 7V 7EEAE
THRRLE LT,

StageScene.cs

/] A TLRFEHORHZIE

3 EnNZHE

public int ScoreCount { get => scoreCount; private set => scoreCount = value; }
int scoreCount = 0;

2 EnZhE
?ublic void AddScore (int value)

ScoreCount += value;

[tem.cs

privaté void OnTriggerEnter (Col | ider other)

{
/] TlAX—Iz& -2 bHE
if (other. gameOb ject. tag == “Player”)

// 1002:E0
StageScene. Instance. AddScore (100) ;
Destroy (gameOb ject) ;

StageScene.cs

public void GameClear ()

[

gameState = SceneState. GameClear
/] BEAAT7ERTF
PlayerPrefs. SetInt ("TotalScoreCount”, ScoreCount) ;
// Clear o — 2 ZHRAAD

| StartCoroutine (OnLoadScene (“Clear™)) ;

TotalScoreUl.cs

void Start()

{
scoreText = GetComponent<TextMeshProUGUI> () ;

[/ RAT7EREHELTERE
var totalScoreCount = PlayerPrefs. GetInt ("TotalScoreCount”, 0):
scoreText. text = totalScoreCount. ToString();

22




BEAATIGLT, ZYTEETERRI2ZDHNELSLHICLE LT,

RankUl.cs

TOid Start ()

/| RAT—0—2DRAATERE
var totalScoreCount = PlayerPrefs. GetInt ("TotalScoreCount”, 0);

// RATFIZE-2TIS VI ER
}f (totalScoreCount >= 500)

star [0]. SetActive (true) ;
%f(totalScoreCount >= 600)

star[1]. SetActive (true) ;
}f(totaIScoreCount >= 800)

star[2]. SetActive (true) ;

23
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Phongy =z —74 v/ Txa—7DEE% L x L7,
Diffuse & Specularx ZNnZFNEEL £ L 7=,

Y-8 57 (Diffuse) $Em & 59 (Specular) Diffuse + Specular

BasicPixelShader.hlsl 7 Ly £ —X—TDOPhong BT ET LD T AT LEEEL £ LT,

/] 54 bADRYT B
float3 light = normalize(LightPosition. xyz - LightPosition.w * input.worldPosition. xyz) ;

// ¥hELRET. light&worldNormal 2> THET S
float diffuse = max(dot(light, input.wor|dNormal), 0.0f);
float3 diffuseColor = diffuse * MaterialDiffuse. rgh;

// $EmER 5T

float3 reflect = 2 * input. wor |dNormal * dot (input. wor|dNormal, light) — light:
// $845A7 (ViewPosition: fREEDLIE. input. wor IdPosition: RETHDELE

float3 viewDir = normalize (ViewPosition - input.wor|dPosition). xyz;

float specular = pow(saturate(dot(reflect, viewDir)), MaterialSpecularPower):
float3 specularColor = specular * MaterialSpecularColor. rgb;

float4 texel = diffuseTexture. Sample (diffuseTextureSampler, input.texCoord);

return floatd (texel. rgb * diffuseColor + specularColor, MaterialDiffuse.a * texel.a);

25




Game.cppT. Diffuse& Specularz BNy 7 7—ZBL Tz —X—ICAHLFEFLT,

/) =TT
if (GetAsyncKeyState('D')) |
constantBufferPerFrame. materialDiffuse = DirectX: :XMFLOATA(1, 1, 1, 1);

else {
constantBufferPerFrame. materialDiffuse = DirectX: :XMFLOAT4(0, 0, 0, 1);

}

if (GetAsyncKeyState('S')) {
constantBufferPerFrame. materialSpecularColor
constantBufferPerFrame. materialSpecularPower

DirectX: :XMFLOAT3(1, 1, 1);
1

else {
constantBufferPerFrame. materialSpecularColor = DirectX: :XMFLOAT3(0, 0, 0);
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