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@ Project E2—0 TlAssets] 2% [01_Goall >—>&FTNI )y

@ Hierarchy E 2—IZ T01_Goall ARRENBHDT, J:O)“J-)bﬁ-l:&éﬂ’é? )vy
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@ ETEENE LIZ#H3 [Play Focused¥|&% 1) v % L [Play Maximized |24 ) w9 (CHTRENSIZLEE
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@ Project E 2 —® TlAssets] Scripts] 91w
@ Franf- Player] #5JILY)vYH
@ Visual Studio EET HDT [/ #BHNE ] OFhD [//EEDET] OTICTEOEYIERLET S

/IBIEL D EFT
transform. rotation = geteuler();
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@ Ft=-THYR—bAYY K] OFICTEROEYERET S

HR— kA Yy R
private Quaternion geteuler() { /E#EMOET
return Quaternion. Euler (0, m_rotationY, 0); /& 1. 35|%IZE O

}
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(D Visual Studio IZ&R Y TPlayer.cs] @ [/ BEMNIE] OhD [/ 9 XDOBEEIZLZEE] OFICTEORY
EBEET S
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ay += getmouse();
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private float getmouse() { /XY ADBBEIZL ZEE

return Input. GetAxis ("Mouse X”) * ROTATION_Y_MOUSE; /X QRiIIzHAZTH
}
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(D Visual Studio [CEY [Player.cs] @ [/ BELE] Oh) [/ATEEZEDET] ICTEOBYERLT S

IIRTE®IBDET
transform. position += getap(ap) ;
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@ Ft= TYR—bAYY K] OFICTRROEY BT S
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private Vector3 getap(Vector3 ap) { /B % BDEIT
return transform.rotation * ap * Time.deltaTime;

}
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(D Visual Studio IZRY [Playercs] @ [// A h=ZL(FE—23Y) | O T/FBEBBOE—3 2] OTFICTR
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IRTEBEDE— 3>
domotion(an, ap);

Ff HR— AV Y FI OFIZFREOEYBET S

FR—kAYy K
private void domotion(Animator an, Vector3 ap) { /R BEDE— 3 >
an.SetFloat("SpeedZ", ap.z); //SpeedZ I[EEICEBHZF AN N &
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transform. rotation = geteuler();
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private Quaternion geteuler() { /7 A4 T L Z[EEx

return Quaternion.Euler(0, rotationNow, 0); /5 1. 3 51#(I+ 0O
h
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@ Unity [CRY. T® Project E2—® lAssets] [Scripts] @ [Goal] 25 TILT v
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stageclear () ;
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private void stageclearQ { /A T—S 5 1) 7
Game.SetStageClear();
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@ Visual Studio [CR Y. # 7T [Player.cs] #BER<
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I[REZEZED
shoot (vbp) ;

Eh YR—k AV y K] OFICTROEYEET

IHHR—rAY Y KR
private void shoot(Vector3 vbp) { /38 %D

Instantiate(bulletObject, vbp, transform.rotation);

}
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(D Visual Studio [ZR Y. Playercs] ® T/AAZL(FE—>3a ) | OFD T/FESFE—a>v] OFICTRE
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IIFESE—a Y
shootmotion(an, sf);

Ft MHR—F AV Y FI OTFICTROEYBES S

G R— kA F

private void shootmotion(Animator an, bool sf) { /EFE— 3 >
an.SetBool("Shoot", sf);
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@ Unity IZEY. T® Project E 2—® [Assets] [Scripts] @ Bullet] Z%JILY ) vy
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transform. position += getap (vap) ;

i HR—FAY Y K] OFICTROEYEET S

IH— b Ay E
private Vector3 getap(Vector3 vap) { /32D EY

return transform.rotation * vap * Time.deltaTime;

}

@ 774 L@ TFRTREDL)] 22 vH, Unity CRY. PEHIUYS
@ IIREEY VI THEHENIRAC L EHRE (FLRERHTEIHVDOTRTETRA)
® Esc ¥— %L THDL, PJEBEV Y v ITHERT

13. F7O5S53 9  @BELELEEET
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destroy() ;

Ffz HR— AV Y FI OFIZFEOEYBET S
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private void destroy( { /58 % H 3
Destroy(gameObject);

}
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effect();
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private void effectQ { /EDEEIT I =¥
Instantiate(hitEffectPrefab, transform.position, transform.rotation);

}
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@ Unity ICREY. T® Project E2—® TlAssets] [Scripts] @ [Target] 5 TILO ) vY
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destroy() ;
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private void destroy( { /2 —4"y L ZBI&T %
Destroy(gameObject);

}
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@ Visual Studio IZR Y. Target.cs] @ T/ AINIZERELI-SFEUPHEINEAY Y K] OFD
A—45y FOBETI 7Y bEHRT ) ICTERRZEBET D

H3—45y FOBIETI 7)) FEHT
effect();
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private void effectQ { /2 —4y FOBWIRI 7V FEHT

Instantiate(hitEffectPrefab, transform.position, transform.rotation);

}
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@ Visual Studio TR Y . Target.cs] @ [/ fAMCERMLIEZSFEUEINDIAY Y K] OFD [1RT—9 1)
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stageclear () ;
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HR—EkAYy K

private void stageclear) { /A T—L 9 1) 7123 %
Game.SetStageClear();
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Input.GetButtonDown("Fire2")

Input.GetButtonDown("Fire3") [iR{ —JLARE 1|

Input.GetButtonDown("Firel") | | Input.GetButtonDown("Fire2") |// EARZVEELT -'B|
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private static readonly float MOVE_Z_FRONT = 5.0f; // BiEDEE
private static readonly float MOVE_Z_BACK = -2.0f; // #%:BDEE
private static readonly float ROTATION_Y_KEY = 360.0f; / BlExDEE(F—HR—F)
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private static readonly float ROTATION_Y_MOUSE = 360.0f; // BlIExDZERE(I I R)
private static readonly float bulletMoveSpeed = 10.0f; // F&#AS 1 #RE (2D R
public float fTimeLimit = 10f; /& 7' L/\ T O £ 7504 E

public float rotationAdd = 45f; /2 —4"y tHY 1 FREICEERT 5=
private float rotationNow = 180f; //[El&x =

private static readonly int TARGET NUM =5; /HIET 52 —4 v FDO#
private static readonly int MAZE_LINE_X = 8; /&0 X @iEREL
private static readonly int MAZE_LINE_Y = 8; //3:RE&D Y @KL

private static readonly float MAZE_BLOCK_SCALE = 2.0f; /REORXF—I)L(TOvY 1 D2HDHY A X)
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