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NECESSITY
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Difference between Original and Final
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Difference between Original and Final
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H%\Q/HLO and Will do
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public void OnButtonClick(GameObject button) //HEZ Z=5HH
{

switch (button.name) //HE2| 0|0 UX|TICHA

{

case "BtnAgain": //CHAAZSEE| H{Eo[2tH
Scenedanager . LoadScene(Sceneianager . GetAct iveScena() .nane); //HYZ
hreak;

case "BtnNew": //MZ2 H US| HEo0[2HH
SceneManager  LoadScene("Stage"), //HE

break;
case "BtnQuit": //AY E8 HEOE}
[

| (naugmu) |
N\ | | — — = Application.Quit(): //oHZelA0
(. HASE )\ : | . E}E mj!@l ‘tﬂ l . } break:
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How to and Will do

43 Dok

v € Stage

) Main Camera
@ Di rectional Ligh‘t
) EventSystem
. GameManagerStage
v () Canvas
v @ Panel
v ) Image
@ playWay
D plastic
&) paper
) metal
) BackgroundMusic
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NullReferenceException: Object
reference not set to an instance of an
object

Jimanager = FindObject0f Type<GameManager=();
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How to and Will do
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v € MainGame v & PaperGame

v € MetalGame

o AOIC 7HHZAOl Game Manager? | 25t
e Game Manager2t 0|2 A= AT ZEE ADOIC}
27|15t & AGRIES A0 Q22 2
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Assets > Sctipts > Metal ¢ FIndObJEtOﬁype EH+—I GetComponen =

A3 WebGLOIMS| 524 2LFE &Y
m m m m ﬂ //manager = Finddbject0f Type<GameManager=();

manager = Gamelbject. Find("GameManager").GetComponent<GameManager=();




How to and Will do
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System.ArgumentOutOfRange
@ Exception : startindex
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void InitTrash()

TrashA TrashAO TrashB " TrashBO |

J¢ln

Gift Gift0 Papers Papers0

ff Trash &
kind = int.Parse(transform.name.Substring(6, 1));
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How to and Will do
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v € PlayWay
£ Main Camera
) Directional Light

Build Settings

Scenes In Build

+ Scenes/Sceneinit v (@ Canvas
A ene age v () Panel
Scenes/PlayWay v (P Image

: Ay
+ Scenes/MainGame
~ Scenes/PaperWay
+ Scenes/PaperGame
~ Scenes/MetalWay
+~ Scenes/MetalGame

1) GameManagerPlay
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public void LoadGame()
1

}

SceneManager .LoadScene("Stage"); /HES SEM S02t= A& HHESIC}
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- On Click ()

GameManagerlnit.LoadGame v

L

Runtime Only «
+ GameMan: ® |
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Disabled Color
Color Multiplier @& ——— 1

Fade Duration 0.1

Navigation Automatic v
Visualize
1 HES 0/
et o ' On Click () |
R | Runtime v ~ GameManagerPlay.Loiv
3 O SENILHKE : |+ Game @ |
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How to and Will do
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5. Al BGM 7}

= nerdrcny - oLene wFonspecwn _
v (oAl @ v BackgroundMusic B GameManager.cs + X
v & Sceneinit* : ) - -
7 Main Camera Tag Untagged v Layer Default @Assembly—CSharp ~| %2 GameM:
) Directional Light . 4z I Aowvoid Start ()
» @ Canvas — N ansforn | EE
0 EventSystem - Position X 320 Y 240 z 43 = void Awake()
Rotation X 0 Y 0 N jg { )
4 nitGame() .
v ! v Audio Source { 4
o 48 BackaroundWusic = GameObject Find("BackgroundMusic");
AudioClip I RAIN (H] ) - GANG () - + 49 Destrov(thi= BackgroundMusic);
Qutput [None (Audio Mixer Group) 2? - }

Kt

— o 27| SIBSE| 2} AZE|0f O|0fRI=S Awake() B2

void Awake()

{ =1 (@) = ;
BackgroundMusic = Gamelbject . Find{"BackgroundMusic"); 0|'g'0|'0:| HH%' DQ!‘O' XHAHEI — |E ]Il_':l-ol-o:l 7:"_'_ HA %I-
backmusic = BackgroundWusic.GetComponent<audioSource>(); |
it (backmusic.isPlaving) return; //BA=9r0| AT 0 20 [=Xe]X=] = o
Al2lo] AR HiZSote Y2m Ay 290
{

packnusic.Play () e ZHgEEI_/I\_%[E% A 42| GameManager.csOf|Af

DontDestrovOnLoad(Backgroundkusic) =2 ==

BackgroundMusicS HR2EE &t



Future works
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https://play.google.com/store/ap

ps/details?id=com.eunji.game
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https://play.google.com/store/apps/details?id=com.eunji.game
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