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public class Health @ MonoBehawiour
i
v pAe : l2lE|Qt £2t0| ZEUS 0 L= TS (L] &A)

AudioSource phe: v HP : 7I_IE.__IE_IQI X‘“'_'-Hl
public static int HP; v hpb : StE 0|0|X| (7= E{ 2| H|=H})

public Image hpb:
void Starti)
{

pte = GetComponent<iudioSource=(); v HP% 52 *E"Ig

HP = v QLC|@ AAQ}SIE O|O|X|E HE0| A
hpb = GameObject . Find{ "HPbar" ), GetComponent<|mage={ 3
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v % Canvas v HPbg . '6'I_E HH%OIDIII (77|'0| LI-EH) ' ' ' v '
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7 Hibar : SL= WZOIA AT 4 Q) ) Q) QP QP
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. ] v Image a8 3 i
Source Image EHE <_|_2LH oI-E(HPbar)SI Inspector>
Colar ; - IE; A-II-I'L 1] = o = k=3 AH A
Material MNone (Material) ‘/Image Type ) [FI"Ed]E I-O:I OI le xH I- e e
v Fill Origin - [Left] : {& S 7|E2 2 #|0|X|7} tHTJ’éI

Rayecast Target e
Maskable 2 v Fill Amount (1) : 10| A0|X|2| F*(100%)7} E.
Image Type Fled
Hil brgtiad Horizontal public void MinusHP( )
:::22&'3”[ Left = { v SEE oot HPZA U 23 T
pae.Playl 1 v filLAmount2 AH|O|X] =H

Preserve Aspect HE-—:
lve S ! . o/ M olE M
SetNatlve Size heb. fillAnount = HP + 0,2f; v 0.2f : 20%% — SLE 171

public class FlaverEnemyCollision + Simulation.Event<FlaverEnemnyCol lision=
{
i : A = K=2ar | ol =
public EnemyController enemy v 7H§lE-|2|- EEI'?:IOI EE _.I:|-E|°|.: ﬁﬂEE

public PlaverController plaver:

v Player(ZH 2 E{)0]] HAEl Health 23 & E0|M
PlatformerModel model = Simulation.GetModel=PlatformerModel=( ) StA =

v MinusHP &5

Gamelbject .Find{ "Flayer” ). GetComponent<Health=( ). MinusHP( 1.
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public class TokenController @ MonoBehaviour
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Test tk v ths : S E20| HHE LIEHE HAE ylo| HS
'53&915:;“:; v Ctoken : &gt EZE LIE |"-Hh o|O| x|
(7] HPbar v CtokTxt : =&ct EZ2| H+F LIEIL = HAE
(9 Ctoken
[ﬂ))) void Start{)
{
tks = GameObject.Find{ "CtaokT=t" ). GetComponent<Text=( )
| v tks =0 CtokTxt (HIAE UI) &=
v HAE B4 ZF Q!
i void Update() uiof 4 oH 2 ~
T { v ToString2 & HyZtS HAER Hat
tks. text = tkicore. ToStringl ) v tkScore++ : ES S £ZFIgt ujojct M47H QLEEE MAH

tkScore++:




®
Ny
v,
0
[

A

b1} 20152969

<+ 7|E2 Al : AYo| TIME|= H[Q! Scene SILITE EXY. ("SampleScene")
— Aol AlZtat E0] EEFE.

< Al +7d : NewGame, GameOver, VictoryGame SceneE= M2 &0 F7}sl1,

GAME OVER MICTORIV

Press any key to new game

Game Start

To be Continue?

<NewGame> <GameOver> <VictoryGame>
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% HY F7I : Scene("NewGame") / Hi A (Panel) / GameStart HE / Exit HE
v <) NewGame :
| 11 Main Camera v . Alel HiA ool X
v & Canvas Panel : A|¢ 82 o|0|X]|
¥ (7 Panel v’ StartButton : GameStart H =
v () StartButton v/ OpTxt : StartButton2| "GameStart" H|AE
; Eﬁﬁgx:tjggt:tnn v ExitButton : Exit HE
& Exit v Exit : ExitButton2| HIAE

F7) EventSystem v New Game : NewGame 23T E7} HZAE 4l 24K
11 New Game

v 7|E A Yol AT o|0|X|E EE
v' AdobePhotoshop2 £ HZ 0| 0| X|2} H{-EO|O|X| H|&f
v Panell} Button®| ImageZ H{Zd 4
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% A 7t : Scene("NewGame") / Hi A (Panel) / GameStart HHE / Exit HE

= i : i id start o A
{|:qu3| ic class MewGame © MonoBehaviour 'E’Dl art() v opt : E_'IIﬁE(OpTXt ) Hd'l'
Text opt; opt = GameObject. Find{ "0OpTxt" ). GetComponent <Text={ 1 v pUinCEE H-I% ﬂ?_-]
opt.text = "Game Etart”:
public GameObject button: 1 v OpTXtO'" ﬁﬂEEE E#ﬁE %E_1I
¥ ‘£ Event Trigger @ & e ELAS

public void Onclick() v Onclick &+& %3
{ Polnter Click (BaseEventData) = ES 3o H| E HFAH

SceneManager.Loadscenel "SanpleScens” ) . ST v GameStart HES =5IS [ O[HE TY

untime = NewGame.Onclic - o 0 o =

} Yo v Hlo| H¥E|= "SampleScene"2 £ T gt
#if UMITY_WEBFLAYER

public static string webOuitURL = "http://goo0gle.com”;
#endif

public woid OnclickExit()

C v webQuitURL : HHHo| A0 ZEE(QUS 1 0|SE URL

} v OnclickExit g+& =Hd

public static woid Ouit() . Eo L o 7] O X =S

{ v Exit HES 7S [Iff O[HIE LM - AUS S5
#if UNITY_EDITOR -

UnitvEditor Editor&pplication. isPlaving = false: v Event Trigger @ it
Felif UMITY_WEBPLAYER |
applicat iDn.DPEnUHL(WEDuUitURL :'; Pointer C||c|{‘Ba§eEventDatah Ld

#else
application.quitf ) Runtime = = MewGame.OnclickExit -
#endif # New (&

}
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< Scene("GameOver") — 72 E{ HPZ} 00| E|AHL} L HO| WX|= AL
< HY FI}: 07| E +2EH NewGame MO ZE Mg

v <] GameOver :
CF s i v Panel : A|¢ H{Z o|O|X]|
¥ [7) Canvas
v (71 Panel v pressTxt : "Press any key to new game" B|AE
%Erf;ﬁenmg v GameOverlmg : GameOver 0| 0| X|
7 EventSystem v GameOver : GameOver 232 E7 HAZAEl Hl ZHK|

0 GameOver

% Scene ™Z Al 2H|H™ : FH2IE HPZ} 00| &|AHLt 2 HOj| Wit X| = =7t HIE MEH=!
— GameOver Scenel 2 HEtE|7| M Ejjo|7} 2 E
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void Updatel )

) . i v H Al
EG {lf(HP == 03 if {Input.anvkeyDown) SIS I'o ci " I AH A
. , { v WaitForSeconds2 &g|0
\ StartCoroutinelEndgamel )} sceneManager.LoadScene! "HewGame" J; = — ~ °°
) v "|o] AlZt F Scene FHE
E""l {IEﬂUmeratnr Endaamer ) : v HP 02' 75"?' 05—*— :'6' (Health ﬁﬂEE)
vield return new WaitForSecondst0.5F L {lEnumeratnr Endina( ) v :I'I'%Io'“ HH|'|I_I 7c§-c|,- 15-*- :|5-
SceneManager. LoadScenal "Gamedver ™ ) . . .
) vield return new WaitForSeconds{1.5f ) (Deachone ﬁaEE)

SceneManager.LoadScene( "Gamelver” 3|
}
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< Scene("VictoryGame") — A 2|03t HL
< A F7} : Victory O|0O|X| / To be Continue? HIAE / Yes HE / No HE

RASELS o b . Panel : Y 7 o|o|%|
v [ Canvas v Viclmg : Victory 0| O] %]
! Eﬁ&pﬂﬁ;m v yButton : Yes HE
v £ yButton v YesTxt : "Yes" HHAE
= @?Bmﬂﬂ v nButton : No HHE
7 NoTxt v NoTxt : "No" HIAE
& EEJ;E:;” v TobeCon : "To be Continue?" HHAE
o VictoryGame v VictoryGame : VictoryGame 23T E7| HZAE HI ZHH|

v AL S 2|0t AR "VictoryGame" SceneS 2 HEt

sceneManager. LoadScenel "VictoryGame” ) .
(PlayerEnteredVictoryZone 23 & E)

> Yes HE — O|HIE EZ|7 Al (NewGame Scene2 2 T2
> No HE — O|HIE E2|H Al (AIY £8)

¥ NewGame Scene?| "GameStart" HHE, "Exit" HED} 5
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