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Introduction

* Snake game
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Difference between Original and Final
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How to and Will do

1arget eye
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Output

A ¢+ * Audio Listener
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AudioClip

7 Calimba

None (Audio Mixer Group)

public class Snake @ MonoBehaviour

{

float speedMove = 5f;
float speedRot = 120f;

bool isDead = falses
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void MoveCoin()

i

coinCnt ++;

{

public class Spake @ MonoBehaviour

{

float speedMove = 3f;

|:> float speedRot = 120f;

bool isDead = falses
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void MoveCoin()

{
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coinCnt = coinCnt + 10;

Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zones
Play On Awake o~
Loop >

Priority —— &
High
Volume

Pitch L 4

Stereo Pan . 2
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» 3D Sound Settings
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Future works
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References

- FUlE= « A=

- AN CHLet LES eS| _ JHErSE AQl I2AME 2| THY 24
_ Zo|M (AT 42 2+o|20|0 M2 o= dot UMY, AHAAEE FOIM

U&= Zestl A=71?) orz
— AHAM (AQAIZH LR ee 225

20 \T (. [ =2 o= = - - =

i;'pagroq &?)glérﬂfjl-?) o - A& 752 2= AUSA]
- YEE CHZES] UolM 7|s730] S

AolA E[HUS71?)

2t

HAM= BFE7H?)

. 5
Copyright©



	슬라이드 번호 1
	Introduction
	Difference between Original and Final
	How to and Will do
	References

