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[¥ 7| Ef T - *z move
1 Zhsing System.Collectians:
2 using System.Collections.Generic:
3 using System.Collections,Specialized;
4 using UnitvEngine:
| |
fi =public class nove © MonoBehawiour
£ {
8
] private Rigidbody rb.
(]
11 A4 Use this for initialization
] = void Start()
13 i
14
15 rb = GetComponent<Rigidbody=( )
16
(i) }
18
19 /¢ Update is called once per frame
20 = woid Update(}
21 H
22
23 float moverHorizomtal = Input.Getixis("Horizontal" )
24 float mover¥ertical = Input.Getdxis{ "Vertical” )
]
26 Yectord movement = new Yector3(mowerHorizomtal, 0.0F, mover¥ertical )
27
28 ro.AddForcel movenent 3
29 _ }
a0 |}
24023
Ol2 2t=7] - K8 F4> https://www.youtube.com/watch?v=8SRI2Gyelll
<B|Z O[D[A]>

https://www.iconfinder.com/icons/3967305/business challenge labyrinth_ maze _maze game path puzzle

puzzle game icon
(B3 2210|7]| K5E FAD https://www.youtube.com/watch?v=WkMM7Uu2 AcA
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Q) Unity 2018.2.18f1 Personal (64bit) - Level1 unity - Game - PC, Mac & Linux Standalone <DX11> - o X
Fle Edit Assets GameObject Component Window Help

] [ & coliab - | [ & J{ Account_~ | [Layers - [ Layout -]
Services =

o
[Spen ]

I

o € O m 8 s B £

0|2 8t57] - 5B g4 https://www.youtube.com/watch?v=8SRI2Gyelll
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A ¢ https://endmyopia.org/improves-eyes-fun-maze-game/
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@ Unity 2018.2:1811 Personal (64bit) - Level1 unity - Game - PC, Mac & Linux Standalone <DX11> - 8 X
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Ground
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ii=h3|ng system.Col lections:
using system.Collections Generic;
| uging UnityEnaine:

=public class nove_lever! © MonoBehaviour {
public Float speed = 0.5F;

/¢ Use this for initialization
(=] void Start () {

i
/¢ Update is called once per frame

=] void Update () {
= it {Input. GetKeviKeyCode Uphrrow))

this.transform, Translate(-speed + Time.deltaTine, 0, O

this.transform, Translate(0, 0, speed + Time deltaTine):

Time.deltaTime, 0, 0):

{
}
if {Input GetKeyiKeyCode Rightarrow))
i
¥
if (Input GetKevikKeyCode,DownArrow))
i

this. transform, Trans|atelspeed +
¥

= if (lnput. GetKey(KeyCode,Leftdrrow)}
{

this. transform, Translate(d, 0, -speed + Time deltaTime);
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@ Unity 20182.18f1 Personal (64t - Level2unity - Game - PC, Mac & Linux Standalone <DXT1> - X
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e

move_lever!.cs
JIEr o

;';-‘,Lls ing System.Collections:

|

2 using Eystem.Collections, Generic:

3 uging UnitvEngine:

4

5 Elpublic class LeverZ_move @ HonoBehawiour

B i

7

a public float speed = 0.6F:

g

10 ff Use this for dnitialization

I e woid Starti)

T2 1

13

14 1

15

16 /4 Update is called once per frame

17 = void Update( )

13 | {

19 =l if (lnput.GetkeviKevCode, Upsrrow))

20 i

21 this.transform. Translate(0, 0, speed + Time.deltaTime )
22 1

23 B if {lnput.GetkKev(KeyCode.RightArrowl)

24 {

25 this.transform. Translatel speed + Time.deltaTime, 0, Q)
26 H

27 —In if {lnput.GetkewlKeyCode. DoWnarrow))

28 i

29 this. transform. Translate(0, 0, -speed + Time,deltaTime):
an 1

31 & if {lnput.GetKev(KeyCiode.LeFtarrow))

32 1

33 this.transform. Translatel -speed + Time.deltaTime, 0O, O
4 | }

B [ oa

36 L}

a7

38
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Leverd movecs 4 X EESUEelpelai-Re move_lever].cs

[e=] 7| Ef I - *z Lever3_move
-';:Llsing System.Collections:

1

2 | using System.Collections.Generic;

3 |using UnityEngine:

4

5 Flpublic class Leverd_move @ MonoBehawiour {

B

7 public float speed = 3f:

8

g £ Use this for initialization

10 = void Start () {

i)

12 E }

13

14 /¢ lpdate is called once per frame

15 =] void Update €3 {

16 = if (Input.GetkeyiKeyCode, Uparrawl)

17 i

13 this.transform.Translatel-speed + Time.deltaTime, 0, O}
19 | 1

20 [=l if (lnput. Getkew(KevCode Rightarrow))

21 i

22 this.transform.Translate{0, 0, speed *+ Tine.deltaTime )
2 | }

24 =i if {Input.GetkeyiKevCode, DownArrow))

25 i

26 this.transform. Translate{speed + Tine. deltaTime, 0, O
27 | }

28 =] if (Input,GetkKeyiKeyCode, Leftarrow))

249 {

an this.transform.Translate(0, 0, -speed = Time.deltaTime):
3l E }

3z H

aa 1
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[c#] 7| Ef ohe

I —bsing UnitvEngine:

2 lusing UnityEngine. Scenelanagement:

3

4 Sjpublic class start @ MonoBehaviour o

2}

fi = public void ChangescensBtnl )

i {

a SceneManager, Loadscenel "Leyel 1"

] b

10 1

T

12.12

<H|Ql 3}HOM ‘Game Rules' HE £=& ©f C# Script)
exit3.cs exit2.cs exit.cs start3.cs start2.cs start.cs

7|E Tt = #z gameRule

T:LIS ing System,Collections:

l
2 using System.Collections. Generic:

3 using UnitvEngine:

4 |using UnityEngine.SceneManagement:

i}

] Sipublic class gansRule © MonoBehaviour {

7

8 T public woid ChangeSceneBtn()

g i

10 SceneManager, LoadScene( "ganeRules” )

11 i
12 }

{Level 1 22|0] StHOM 'Exit' HE +2 & ORISFHO|A] 'Level2 Start'E +2 wff C#
Script)

EEHEES :

1 —bsing Swstem.Collections:

2 uzing System.Collections.Generic:

3 using UnityEngine:

4 {using UnityEngine, Scenadanagement:

5

G Slpublic clagss start2 @ MonoBehaviour {
-

8 - public void ChangescensBtnd )

a {

10 sceneManager . Loadscenel "Level2" )
11 1

12 }

13

_’IO_




{Level 2 22|0{ FHOA 'Exit' HE £2 Z OfQISIHO| A
Script>

start2.cs start.cs

'Level3 Start's FE ©f C#

[ 7| Er I #y stari3
i =hsing System.Collect ions:
2 using System.Collections. Generic:
3 using UnitvEngine:
4 using UnitwEngine.SceneManagemnent:
h
] =public class start3 @ MonoBehaviour {
7
8 B public void ChangeSceneBtnl )
q {
10 SceneManager . Loadscenal “Level3™ )
11 i
12 }
13
Level 1 22|0| StHOAM 'Exit' HE 2 Of OjQl 2 StH C# Script)
start3.cs start2 cs start.cs
[c#] 7| EF THY o b
I —bsing System.Collect ions:
2 using System.Collections,Generic:
3 uging UnitwEngine:
4 (using UnityEngine, SceneManagement:
)
] Slpublic class exit | MonoBehaviour §
7
B = public void ChangeiceneBtn( )
g i
10 SceneManager.LoadScenel "Start Scene” )
11 | 1
12 L}
13
{Level 2 22|0| S}HOAM 'Exit' HE +2 M O 2 SIH C# Script)
exitcs start3.cs start? .cs start.cs
7|Et T % etz
I —ising System.Collect ions:
2 using Eystem.Collections.Generic:
3 using UnityEngine;
4 (using UnityEngine. SceneManagement:
)
] Slpublic class exit? @ MonoBehaviour {
0
8 - public void ChangeSceneBtnl )
g 1
10 SceneManager. LoadScene( "Start Sceng2” )
1 }
12 [}
13
{Level 3 22|0{ }FHOIAM 'Exit' HE S+ ©f OQ A 3t C# Scriptd

exit2.cs exit.cs start3.cs start2.cs start.cs

G 7|Et T

—_:Lls ing System.Collections:

2 jusing System.Collections.Generic:

3 jusing UnityEngine:

4 (using UnityEngine, SceneManagement:

5

] Slpublic class exits @ MonoBehayiour {
7

8 - public void ChangesceneBtnl )

g {

10 SceneManager. LoadScene( "Start Scened” )
1 E 1

12 |}

13

{Level 1 22|0{ SIHOIAM 'Next' HE =& ©f C# Scriptd
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next Level2cs & X EEiied gameRule.cs exit3.cs exit2.cs exit.cs start3.cs start2.cs
[c#] 7| EF Th | #iZ nexi_Level2
I —lsing System.Collections:
2 using Swstem.Collections. Generic,
3 using UnitvEngine:
4 |using UnitvEngine. SceneManagenent;
b
G Slpublic class next_Level2 @ MonoBehaviour {
-
g =l public vaid ChangeScensBtni )
g i
1mn SceneManager.LoadScenel "Level 2" ),
11 | }
12 L
13
{Level 2 22/0] 3}RHOIA 'Next' HE +E ©f C# Script)
next Level3 cs & X QroadBaU-leNd end.cs gameRule.cs exit3.cs exit2.cs exit.cs start3.cs
7|E oY 5 Level3

Sllsing System.Collections;
using System.Collections.Generic:
using UnityEngine;
using UnitvEngine. SceneManagement:

Fpublic class next_Leve|3 © MonoBehaviour {

=l public woid ChangeScensBtnl )
1
SceneManager. Loadscenel "Level3" )

H

PY — DD 00 -1 O e L3 R —

[

{Level 1 22|0{3IEZ ©f 2}H C# Scriptd

next Leveldcs & X Bl rle gameRule.cs exit3.cs exit2.cs exit.cs
[ 7|EF Db ~| *zend
! 4:L|5in9 UnitvEngine. sceneManagement:
2 uzing UnitvEngine:
3
4 —ipublic class end ¢ MonoBehaviour {
5
B = private void OnTriggerEnter()
7 i
8 SceneManager. LoadScenel "clear” )
g | '
10 }
11
{Level 2 22|0{3E ©f 2t C# Scriptd
next Level3.cs next LevelZ cs end.cs gameRule.cs exit3.cs exit2.cs
(¥ 7|Ef I »|| #iz end2

Elhsing system.Collections:

i

2 using System.Collections.Generic;

3 using UnitwEngine:

4 using UnitvEngine.ScenaManagemant:
B

i =public clags end2 @ MonoBehaviour {
-

3 =l private woid OnTriggerEnter( )
g i

10 SceneManager . LoadScenel "clear2" 1
) [ }

12 t

13

{Level 3 22|03HS W FIH C# Scriptd
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‘= Hierarchy

end3.cs & X [EiveRe] next_Level3.cs next_Level2.cs _end.cs gameRule.cs axitdcs exit2.es
€ 71Er Ty -1 *3 end3

| Ehsing System.Collections:

o using System.Collections.Generic;

3 uging UnityEngine:

4 using UnitvEngine. Scenedanagement:

3]

fi Fpublic class end3 @ MonoBehaviour {

4

& = private void OnTriggerEnter )

9 | i

a . ! sceneManager. LoadScenel "cleard” )

1 .

12 1

13
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