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R
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4.2 HiPEgmiags

FEIFAR IR R R A, B T 0 B el — B B i xR 4 - Uity G825
(¥ E € CIIREARH 58K, JLF- AT LAE Unity 48453 SR T A . AEon b, BATR 5E R
AN RE T dIERG WIS P R A S

421 “R&T7 WiE

B T#2, fE Hierarchy & M T BARA B, &% [Create Empty] G&— W1k,
SRJG AU BIAS TileObject.cs 18 B AWK, X B WA 4 A Grid Object, X/NREEH T
AP SR “H 77 BdlE, AR R R,

using UnityEngine;
public class TileObject : MonoBehaviour {

public static TileObject Instance = null;

// tile A3 )2

public LayerMask tileLayer;
I tile K/

public float tileSize = 1;

/1 x BT tile £rE
public int xTileCount = 2;
Iz BT 1A tile ¥
public int zTileCount = 2;

I REFHRIEUE, 0 RRBUE, TTHIBBAEMYIE. 1 RRFNIBIE, 2 R ATB87 7 AL
public int[] data;

/I ZHETEdE id
[HideInInspector]

public int datalD = 0;
[HideInInspector]

Il RH BREAEE S

public bool debug = false;

void Awake()
{
Instance = this;
}
11 W1aa A P B
public void Reset()
{
data = new int[xTileCount * zTileCount];
}
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/1 SIS tile A EUE

public int getDataFromPosition(float pox, float poz)

{

int index = (int)((pox - transform.position.x)/ tileSize) * zTileCount + (int)((poz -
transform.position.z)/tileSize);

if (index < 0 || index >= data.Length) return 0;

return data[index];

}
/B tile AYOEUE

public void setDataFromPosition( float pox, float poz, int number )

{

int index = (int)((pox - transform.position.x) / tileSize) * zTileCount + (int)((poz -
transform.position.z) / tileSize);

if (index < 0 || index >= data.Length) return;

data[index] = number;

}

/1 G R R HBIE R
void OnDrawGizmos()

{
if (!debug)
return;
if (data==null)
{
Debug.Log("Please reset data first");

return;

}
Vector3 pos = transform.position;

for (int i = 0; i < xTileCount; i++) // 1 z J5 [F%h4 Bh 2k

{
Gizmos.color = new Color(0, 0, 1, 1);
Gizmos.DrawLine(pos + new Vector3(tileSize * i, pos.y, 0),

transform. TransformPoint(tileSize * i, pos.y, tileSize * zTileCount));

for (int k = 0; k < zTileCount; k++) // {557 24 Fi B8 f %+

{
if ( (i * zTileCount + k) < data.Length && data[i * zTileCount + k] == datalD)
{
Gizmos.color = new Color(1, 0, 0, 0.3f);
Gizmos.DrawCube(new Vector3(pos.x + i * tileSize + tileSize * 0.5f,
pos.y, pos.z + k * tileSize + tileSize * 0.5f), new Vector3(tileSize, 0.2f,
tileSize));
}
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}
}
for (int k = 0; k < zTileCount; k++) // H x J5 [A1 5% B2k
{

Gizmos.color = new Color(0, 0, 1, 1);

Gizmos.DrawLine(pos + new Vector3(0, pos.y, tileSize * k),

this.transform. TransformPoint(tileSize * xTileCount, pos.y, tileSize * k));

}

}

A2 Unity HAGASSCRE BB BT84k, BT AARBIER 7 — 48202 data DRAFHLE X\
y {5 .. GetDataFromPosition P& HCGE 4 A AL FRAL B IRHX data 22011 A, HA—P0H
A& RN AR BRI U TE  transform FARARAE, X BB R0% RUBORS BE 1AL, L i
1.54~0.54 2735 0.9999999 ML R (SRR 2/E 1), 0.9999999 fEFH NG 2R NE,
AT BERIXAN B, P Grid Object Y transform AR FRAE ¥ A FEEL .

4.2.2 7 Inspector B IRMBEEX Ul =4

7E Unity w284, i —MNiExkikfa, FATEIATLE [inspector] % M H X & & IV
@ 1. BRI [nspector] & H AT A2 € ), Unity 326t 7 API 7] LA4 & [Inspector]
& Ul .

AR B E gREE =8 A4, & 7 ¥ B TileObject :IXN2EAY [Inspector] &M, FAl]
B8 7 M TileEditor.cs, Z¥7&E Editor. E AT 2—NRESMA, FRRIATRE
Editor S3C 3/, RAZUT:

using UnityEngine;
using UnityEditor;

[CustomEditor(typeof(TileObject))]
public class TileEditor : Editor {

/I RBALT G
protected bool editMode = false;
I YR ARL A tile A
protected TileObject tileObject;
void OnEnable()

{
/1 345 tile JHIA
tileObject = (TileObject)target;
}
VA e 7= ok S
public void OnSceneGUI()
{
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if (editMode) // NRAEgmEEAE K

{
11 B g i A A IE BT BE
HandleUtility.AddDefaultControl(GUIUtility.GetControlID(FocusType.Passive));
/1 AEGwAR A T BB CE A B D
tileObject.debug = true;
/' 3REX Input A+
Event e = Event.current;
11 R R B A
if ( e.button == 0 && (e.type == EventType.MouseDown || e.type == EventType.MouseDrag)
&& le.alt)
{
/1 3RER H B b B A O S
Ray ray = HandleUtility. GUIPointToWorldRay(e.mousePosition);
/T Al
RaycastHit hitinfo;
if (Physics.Raycast(ray, out hitinfo, 2000, tileObject.tileLayer))
{
tileObject.setDataFromPosition(hitinfo.point.x, hitinfo.point.z, tileObject.datalD);
}
}
}

}

HandleUtility.Repaint();

/I E 7€ X Inspector & ) Ul
public override void OnInspectorGUI()

{

GUILayout.Label("Tile Editor"); // &7~ gm%H % 44 FK
editMode = EditorGUILayout. Toggle("Edit", editMode); // &7 & F gm a4 =X
tileObject.debug = EditorGUILayout.Toggle("Debug", tileObject.debug); // &7 B/~ BIE E

string[] editDataStr = { "Dead", "Road", "Guard" };
tileObject.datalD = GUILayout.Toolbar(tileObject.datalD, editDataStr);

EditorGUILayout.Separator(); // 4>F&4%F
if (GUILayout.Button("Reset" ))  / EH B %4

{
tileObject.Reset();// HI4H1L

}

DrawDefaultInspector();
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I MllHE Layer, X E%A4 tile, A/54F Tile Layer 154 tile, /&% Tile Count FI{ER]
TARMER/ N B Reset FREHVIGRHEHE, BIARTERTHERN 0, WE 4-1 s,

v[e| Tile Object (Script) #y
Tile Editor
Edit M
Debug I
Road | Guard ]
[ Reset ]
Seript [ TilzObject I
Tile Layer [ tile i)
Tile Size [1 |
¥ Tile Count [15 |
Z Tile Count 10 |

¥ Data

4-1 HhEEF

@003 7 Hierarchy B O 8 ERARASE, ¥E4% [3D Object] — [Plane]l, tl2—FEH
& T Grid Object ZR T, FEH Layer %4 tile, JFBUEIEF [Mesh Renderer] £i%
1, BNETEFERTEABBENTER, A 4-2 fir.

[0 tnspector [ a ]

[ Plane | [] static =

m roq (Gt Layer [ o

Creata '| ar All ¥ .~ Transform ,
v €0 untitled* Position x[75  |v[o z[s
Main Camera Rotation X0 |0 Z 0
Directional Light Sizcllz B fL =B

¥ Grid Object » |2 Plane (Mesh Filter) L

b il ¥ Mesh Collider [ %,

b |..[IMesh Renderer L

K42 GIERLEY) &

&, % [Edit] 23%4E, 2 Dead ({E0). Road ({E 1) 3 Guard ({H2) ¥&5H

OB R HEERE T, WE 4-3 Fis.

v[G| Tile Object (Script) )
Tile Editor
Edit o
Debug [
BTN oo T
[ Reset |
Script [l Til=Object )
Tile Layer | tile ¢]
Tile Size 1
® Tile Count 15
Z Tile Count 10

» Data

K 4-3 i [Edit] Si%HE
423 fIE—BEXEO

Bx 1 B X Inspector & I, FATETT LG — AT ) A 11 g 48 3k P B EL, 7E Editor
A I E E SCE AT, R BIARSanT :
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using UnityEngine;
using UnityEditor;

public class TileWnd : UnityEditor.EditorWindow // %k & EditorWindow

/1 tile JEIAS
protected static TileObject tileObject;

1 RN AL T
[Menultem("Tools/Tile Window")]

static void Create()

{
EditorWindow.GetWindow(typeof( TileWnd));
/] 1E R i TileObject HIAR 5241
if (Selection.activeTransform!=null)
tileObject = Selection.activeTransform.GetComponent<TileObject>();
}

/=L s e b SN
void OnSelectionChange()
{
if (Selection.activeTransform != null)

tileObject = Selection.activeTransform.GetComponent<TileObject>();

/I BRE D UL K4y Ul R $0#f7E GUILayout 1 EditorGUILayout 4
void OnGUI()
{
if (tileObject == null)
return;
TN LR A N
GUILayout.Label("Tile Editor");
/] ELFE H Sz Bl — 5k Ns K
var tex = AssetDatabase.LoadAssetAtPath<Texture2D>("Assets/GUI/butPlayerl.png");
I K R R A
GUILayout.Label(tex);
/I 755 .7~ Tile Object i Bi{E &
tileObject.debug = EditorGUILayout. Toggle("Debug", tileObject.debug);
/I $7)4: Tile Object HI%HE
string[] editDataStr = { "Dead", "Road", "Guard" };
tileObject.datalD = GUILayout.Toolbar(tileObject.datalD, editDataStr);
EditorGUILayout.Separator(); 1l 5y R
if (GUILayout.Button("Reset"))  // B %41

{
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tileObject.Reset(); // #IuHtk

1

TEY 5t #% Grid Object #14& (TileObject SE47)) , SR JG 7R3 A= HE#E [ Tools ] — [ Tile
Window ) , BRI H & XM 0, Wi 4-4 FioR, & B UREOR T W EBos— 2R 1) UL

Tilewnd

Tile Editor

4-4  HENHEORM
4.3 itk ee

Wk 4-5 fis, A3 5 HIE B Sprite $HE1 A%, VE & Sprite [ x S et 17 90° ,
Sprite NI4F5 3D #EIH ) z #°F47 . A Sprite il /E (13 A RERRSOC AT RERS, 138 AT A
5 F OISR B S R

P 4-5 1 Sprite FI 3D AL BRI 2R R 7 55

RT3 5 F B3 20 S AR BEIE K B Asset Store ) 4 3% % & Backyard — Free, W1 4-6 fiT
7N, {FEER Pixels Per Unit FR/NRE S B RIGIE R K/N—80 BIRT{EREAS Sprite [ K/N S
Unity f70H (1R /N—2 .

A EE R T2 AE B AR S AR BRSO CRARAEA S (1) B2 IR SO B 5% rawdata/td o
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Bac

rd Top-

|

2

© Inspector -
% hackyard Import Settings ]
| Open |

Sprite (2D and UT) &

Texture Type

Texture Shape | 2D 4]
Sprite Mods
Packing Tag
pixels per Unt B
Mesh Type backyard 0
= Extrude Edges (O 1 43? 48 X
Backyard'tileset™ o' [m ( b }

K 4-6 EAREIR

4.4 it Ul

B S B i xR UL S

FEARBFIBM B 5 rawdata/td/GUI/FFR T FFERN UL B A, SABAE

~2 102

5, ARE
Texture Type 1%/ Sprite 2X%Y, {BEfs£ A Sprite K%Y

A F o

W& 4-7 Fizm. Unity B9 Ul R4

O Inspector |
[.{l butPlayerl Import Settings

=
& #
| Open |

Sprite (2D and UI) =

Texture Type

Texture Shape | 2D 3]
Sorite Mace
Packing Tag

Pixels Per Unit
Mesh Type
Extrude Edges
Pivot

butPlayer2

butPlayeri

butSimple life_bak life_red

A —
80
o——oni |

Sprite Editor

[ 4-7 il Sprite

BIR LA Ul XF 8. & Hierarchy BOFRBEHRAGHE, ©F (U] — [Text] ¢l
BT, BB XFYHRNER, 1< B 5)8)# Canvas 1 EventSystem #){K. Canvas
SHNEAXFRGENRXYE, FBHR Ul BHEFZRE Canvas EZHT.
EventSystem #){& - 1R % Ul SHHIA, AREEMIGN
Ul £, 0E 4-8 Fioms

 REXTFHNE. ARESEN ARG Ul HEEE, A
BEFEXFEHNITHREXFHMEMRST, ME 49
7o Kl 4-8  @lgEARR) UL = 1
HEREND PR TXFF Ul I B —BRHRKMNZENS, IR Unity 795 UL &
g, VL EEEEHR. SEFIECZEANA ULZH, 7 [Inspector] & HHY Rect
Transform o] PURRIZ BIRHRN T AR, NAEXNTF. AXW7FE, W0E 4-10 fir.
BTXF, BINEFTEREBEARNFEESFEX Ul £43H#74. % Canvas ¥
fJ Canvas Scaler 1% 4 Scale With Screen Size #2 =, UlIZHIEDUE B DR G E T,
HERERD PR THITEBOER, WA 4-11 fox,

EventSystem
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NIKIEIEA =

49 FahfEft

Inspector
o wave | [ static =
Tag | Untagged i Layer (U1 i)
Prefab | Select | Revert | Apply |
v3o Rect Transform L3
custam Pos ¥ Pos ¥ Pos Z
3 (1034 |[-35.1 o ]
s
E IEI Width Height
= 144.9 30.8 LR

¥ Anchor Presets
Shift: Also set pl\mt Alt: Also set position
right stretch

oE[] B
:5|; 1000025 v|&|¥ canvas Scaler (Script) [ %

B
EI IEI E E UI Scale Mode | Scale With Screen Size &l
TS
Reference Resolution
E @ E E X[1z80 |v[7z0 |

top

<]

bottorn middle

= 0l[l[d

EI IEI E g Screen Match Mode | Match Width Or Height &l
— Match e 05|
- — Width Height
H m:l I:[I:I Dﬂ EB ;! Reference Pixels Per 100 |
B 4-10  xf55EeE K411 d@m g

XE—HFZCUR=ATEOXTES, D3 FERETEASLIALE . F5%ME
fE. N7 [lnspector] BATUNRELFHRNE. FIE. KN, %, FH
Unity #9 Rich Text ThEE, ZESLAHZFRIN color #7510, T AER— X FEABREHNER,
WE 4-12 AR,

¥ ¥ Tent (Script) @ %
Text
B <color=yellow>1/10</color>

¥ Canvas - Character
B 1/10 o porone '
- it Font Style Hormal +]
paint fHE: 0 e i [2a |
life l:'Eﬁ: o Line Spacing (1 |
EventSystem Rich Text )

Kl 4-12 HEXAE

F2007) MERZHREAFE L THSD, BAbi—NE. B F, 2% 1/10
B i%EE [Component] — [UI] — [Effects] — [Outline], ;E] % 0
WE 4-13 AR 475:0

K 4-13 Hiin
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108 DIEIRH, BRI TR MR EF K TEEH. 7E Hierearchy & H 1 £ R
fradE, %8 [UI] — [Button] BIOJ g —NETEViesHizt, BOARHE TEER —
N FH R BTIRANBMR. 7 [Inspector] & Ak %E| Image B4 THY Source
Image 1% BIZEHAIE F, E4F T EAY Set Native Size o] UFEIRHIAA/NSE FRORST
IRIRESEL, WA 4-14 Fi7m.

¥ " ¥ Image (Script) (G |
Source Image [Elbutsimple o]
Color I
Material [Mone (Material) (o}
Raycast Target 7
Image Type | sSimple o

Preserve Aspect [ |
[ Set Native Size |

W o« v Button (Script) 2,
Interactable 7

Transition | Calor Tint o

Normel Color  [EESRE— ¢

Highlighted Color [ ) @
pressed Color NG
Disabled Color MGG
Color Multiplier s r———— [2—]
Fade Duration (0.1 |

Kl 4-14  Glg4

e 1 UL R &L 4-15 P i UT R4 5, AR o T 75 2LE 4 7R & 4R Ul
EfF. UG A ML 2, BUATEAF AL T Canvas SRR 2T, B EVEATTH
(AR Y= DU a7/ K N D DU A S T S G B U [ NP T o L DA R A X C 35

transform.localPosition, T ANs& transform.position.

e e ———
HE-1/10

|0
| &0

¥ Canvas
wave
point
life
Text

¥ but_playerl
Text

¥ but_player2
Text

EventSystem

K 4-15 g ul
SER UL BB G, 7 LUK UL fR17 K Prefab.

4.5 Gl TRk PSS

FERT—11, ATGIE T UL HEHEKAIIEE, HTRBATHEIE —MFRE s, 3%
RIRAEEE UL AbBE bR N FTIZ AR 55
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B HIA GameManager.cs, X B H A INE] Canvas Pk b, AAGUT Fros:

using UnityEngine;
using UnityEngine.SceneManagement;
using System.Collections;

using System.Collections.Generic;

using UnityEngine.UI, /1 U1 ¥ {41 4 25 8] 1) 51
using UnityEngine.Events; /1 Ul FE At 42 25 (Rl 51
using UnityEngine.EventSystems; /1 U S 4 25 [ 1 51

public class GameManager : MonoBehaviour {

public static GameManager Instance; I SEH
public LayerMask m_groundlayer; /] HOTH FIAIE4% Layer
public int m_wave = 1; /%
public int m_waveMax = 10; I BRI
public int m_life = 10; VN
public int m_point = 30; /] AR E

/1 U1 L7 4F

Text m txt wave;

Text m_txt _life;

Text m_txt point;

/1 U1 Bl s e a4
Button m_but _try;

/1 240 R A 1 A < B A e

bool m_isSelectedButton =false;

void Awake(){
Instance = this;
}
void Start () {
// 6% UnityAction, £ OnButCreateDefenderDown B8 %A Wi 3 #2411 %~ ZE4F
UnityAction<BaseEventData> downAction =
new UnityA ction<BaseEventData>(OnButCreateDefenderDown);
// 6% UnityAction, £ OnButCreateDefenderDown B %+ Wi N $ 41 IR A2 S AF
UnityAction<BaseEventData> upAction =
new UnityA ction<BaseEventData>(OnButCreateDefenderUp);
/YA T A
EventTrigger.Entry down = new EventTrigger.Entry();
down.eventID = EventTriggerType.PointerDown;
down.callback.AddListener(downAction);

/I YRR
EventTrigger.Entry up = new EventTrigger.Entry();
up.eventlD = EventTriggerType.PointerUp;
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}

up.callback.AddListener(upAction);

I BT T, RYEBARIREL U 24+

foreach (Transform t in this.GetComponentsInChildren<Transform>()){

if (t.name.CompareTo("wave") == 0) // FRFICFI=M4 “H%”

{
m_txt wave = t.GetComponent<Text>();
SetWave(1); // WA 13

}

else if (t.name.CompareTo("life") == 0) // FRBICFI=M “Aar”
{
m_txt_life = t.GetComponent<Text>();
m_txt_life.text = string.Format("*Er: <color=yellow>{0}</color>", m_life);
}
else if (t.name.CompareTo("point") == 0) // FRFICF =M “HER”
{
m_txt point = t. GetComponent<Text>();
m_txt_point.text = string. Format("#i%%: <color=yellow>{0}</color>", m_point);
}
else if (t.name.CompareTo("but_try") == 0) // FREZHIEM “ EHHAE”
{
m_but_try = t.GetComponent<Button>();
/] B AR
m_but_try.onClick.AddListener( delegate(){
SceneManager.LoadScene(SceneManager. GetActiveScene().name);
1)
11 BRI B 2 i e A1
m_but try.gameObject.SetActive(false);

}
else if (t.name.Contains("but_player"))  // REVFZEHIE/: “ BIEEEG  BAL”
{
1] 45 Wi =y B A AN I A AT A
EventTrigger trigger = t.gameObject. AddComponent<EventTrigger>();
trigger.triggers = new List<EventTrigger.Entry>();
trigger.triggers.Add(down);
trigger.triggers.Add(up);

I BT B

public void SetWave(int wave)

{

m_wave= wave;
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m_txt_wave.text = string. Format("# %{:<color=yellow>{0}/{1}</color>", m_wave, m_waveMax);

}
Il A A
public void SetDamage(int damage)
{
m_life -= damage;
if (m_life <= 0) {
m_life =0;
m_but_try.gameObject.SetActive(true); /7 B HiiF k4241
}
m_txt_life.text = string. Format("4: #7:<color=yellow> {0} </color>", m_life);

¥

11 ST R
public bool SetPoint(int point)
{
if (m_point + point < 0) /1 ISR A=A
return false;
m_point += point;
m_txt point.text = string.Format(" 4% :<color=yellow>{0}</color>", m_point);
return true;

}
V-3 N = A0 S R R DA 7331
void OnButCreateDefenderDown(BaseEventData data)

{

m_isSelectedButton = true;

}
/] fa “RIEERT ST AL IR
void OnButCreateDefenderUp( BaseEventData data )

{
GameObject go = data.selectedObject;

/1 BEACACHE R A )5 T 25 PR AN 7S
}
}

£ Start B, FAIYerE ST HALNESE, WS BRI YR I A R IR B R

UT AT IR AL B, 5 Text S, IR THIGEI0BE. A dr AR EREUA «

NTE I RITUR I A TA B E B W st FrLAMA] gameObject. SetActive(false)

TIERZAZ AR, 07 AR A5 AR P 3 s 12 12 EEI T Rk o

X BB S5 AL AL, AT ST H% R AR TSR, i TR AR,

A

BN
W, EAMAT A FHF

BRIV KIXT G, IR N R e A7 BB B~y BAL, AN I 2 A S F A 1) (B b KL
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46 # 1% Ml

BNl R 37 5 AT RE 2 BRI LARR B S B LA REML R B3 5 (0N B oy T
KRBT A TGN IBIA, FERE 2l SRR I e T LARZ Zh AR L o

 FEABBINCEMAR, BB NDHREENREYMNENEIRR, FAE
B A CameraPoint.cs, ©RARDAINRAL., T2, CameraPoint.tif 2—3KE Fr,
WAVRTFTE T FE A Gizmos SLHEEA .

using UnityEngine;
public class CameraPoint : MonoBehaviour
{
public static CameraPoint Instance = null;
void Awake(){
Instance = this;
}
/1 FE G R A R s — N R
void OnDrawGizmos(){
Gizmos.Drawlcon(transform.position, "CameraPoint.tif");
}
}
€002 ¢ MAR GameCamera.cs, FHHIEELH TP HE BRI,
using UnityEngine;

public class GameCamera : MonoBehaviour {
public static GameCamera Inst = null;
1 BRARHL B 0 4t T O S
protected float m_distance = 15;
11 SRBHLEIFA
protected Vector3 m_rot = new Vector3(-55, 180, 0);
1/ SIS B3
protected float m_moveSpeed = 60;
1] AN EE BNE
protected float m_vx = 0;
protected float m_vy = 0;
// Transform #1{4:
protected Transform m_transform;
I BB
protected Transform m cameraPoint;

void Awake()
{
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Inst = this;

m_transform = this.transform;
}
void Start()
{

m_cameraPoint = CameraPoint.Instance.transform;
Follow();

}

/I #£ Update 2 JG 4T

void LateUpdate()

{
Follow();

}

void Follow()
{
I BB
m_cameraPoint.eulerAngles = m_rot;
11 BRI R 3 B i E AL B
m_transform.position = m_cameraPoint. TransformPoint(new Vector3(0, 0, m_distance));
11 P BARMUEE ST H A A
transform.LookAt(m cameraPoint);
}
I BB BB
public void Control(bool mouse, float mx, float my)
{
if ('mouse)
return;
m_cameraPoint.eulerAngles = Vector3.zero;
I PR BN E AR

m_cameraPoint. Translate(-mx, 0, -my);

}
)
TEIXANEAT Start BRECH, FATE L3RS 7RI AN CameraPoint, & 4/E REENLH
RIS,

7t Follow BRELH, TEARML 24 T I e 7% AR B9 4R 24 PR CameraPoint H A% Ao

LateUpdate BRI Update BEITER —#E, ANFE R EIR%SEAT 58 Update [GHAT
FAHEXA R Follow BREL, i ORAEPTA HIERAE 7€ UG B B AL .

Control PRELER &3 CameraPoint HFbr L, FONTERAZHLE) M EEFIAL B 46 2% Bl X A
Hirel, Friltabiss Bis 2 shimt ).
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#T7F GameManager.cs B, 7£ Update R R IAIRADU T :

void Update () {
V7B Svists sRENI e o w7 VTS o IR
if (m_isSelectedButton)
return;
/1 RS BFERAE, R &1 Input [UREA R
#f (UNITY_IOS || UNITY ANDROID) && !'UNITY EDITOR
bool press = Input.touches.Length > 0 ? true : false; // FFa7& & fil 57
float mx = 0;
float my = 0;
if (press)
{
if ( Input.GetTouch(0).phase == TouchPhase.Moved) // 3fFF-4a 53N =
{

mx = Input.GetTouch(0).deltaPosition.x * 0.01f;
my = Input.GetTouch(0).deltaPosition.y * 0.01f;

#else
bool press = Input.GetMouseButton(0);
11 34T BARFE BN ER S
float mx = Input.GetAxis("Mouse X");
float my = Input.GetAxis("Mouse Y");
#endif
11 B E AR

GameCamera.Inst.Control(press, mx, my);

}

XBACHS 1 F A2 SRR AR B AT 25 P A5 SO IR 25 L, BUAEIZ ATk, D& mT b
ZZIE:3L O

4'7 E% PR}

FERT—® o, JATEA Unity 24580 T B D SEIENBIAT 3, (BRSBTS, S8
WA B BT, MR SR PO BR AT 3. R I RATR OV QI — AT RERR £, X
LT TRBLI, BRI Rk 5 0 22 N 3 — B B
WMANBIHERE SHAE T AEM, BHARIMERR Tag, XE &4 pathnode, 4

B 5 BIEE B A PathNode.cs:
using UnityEngine;
public class PathNode : MonoBehaviour {
public PathNode m_parent; / A —>5 /4
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public PathNode m_next; / F—~71 &
I ET AR
public void SetNext(PathNode node)

{
if (m_next != null)
m_next.m_parent = null;
m_next = node;
node.m_parent = this;
}

/1 FEGR AR T R i) B AR
void OnDrawGizmos()

{

Gizmos.Drawlcon(this.transform.position, "Node.tif");

}

FEER, TS B S EA S B, B B A TBR 5. 7E PathNode
BAR, SR SetNext BACELHE 10 T# 4.

Bk, BTN AN SR TR, AT RE T, HIn— ek,
L L BRI

€102 7 Project B O P HY Assets B N8I —N#4 Editor ISk, 2RMEHEN, &
BT, METECHERS THITHHAEN B FMENXE . 7 Editor Xk
W BIZ A PathTool.cs, ERRMH—1BEXE, HEFMREE S, RBAT:

using UnityEngine;
using UnityEditor;
public class PathTool : ScriptableObject
{
static PathNode m_parent=null;
[Menultem("PathTool/Create PathNode")]
static void CreatePathNode()
{
11 B — AT %
GameObject go = new GameObject();
g0.AddComponent<PathNode>();
go.name ="
Il ¥ tag
go.tag = "pathnode";
/] EHT R AL TIPS

Selection.activeTransform = go.transform;

pathnode";

}

[Menultem("PathTool/Set Parent %q")]
static void SetParent()
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{
if (!Selection.activeGameObject || Selection.GetTransforms(SelectionMode.Unfiltered).Length>1)
return;
if (Selection.activeGameObject.tag. CompareTo("pathnode") == 0){
m_parent = Selection.activeGameObject. GetComponent<PathNode>();
}
}

[Menultem("PathTool/Set Next %w")]
static void SetNextChild()

{
if (!Selection.activeGameObject ||
m_parent==null || Selection.GetTransforms(SelectionMode.Unfiltered). Length>1)

return;

if (Selection.activeGameObject.tag. CompareTo("pathnode") == 0){
m_parent.SetNext(Selection.activeGameObject. GetComponent<PathNode>());

m_parent = null;

1

XS A RS A RERAT, TR A EIX B I @ AT B 5 static 27

Selection #& fEHm A 20T 1 —ANERAE, 18 e AT DLIR I B 4 BTG B Ak o

[Menultem("PathTool/Set Parent %q")]J&E1E L HH s 144 4 PathTool () H & MEH, Ff
fHE T35 Set Parent, REFEHE N Ctrl+Q. S Set Parent W4T TN REEN /& SetParent PR 1)
e, AT T AR AL R

SetNextChild BRI HCRE 4 Fl I8 H R EE SNSRI T R

TR [PathTool]l] — [Creat PathNode] Bl#ER& =,
E%‘JE:F/\EK, UREIBEEER. RRER CultQ ﬂ%ﬁi\iﬁﬁj’\ﬁi,ﬁ\, RIEEIRE T —
B, R Cl+W R A T A, Bi% CulQ B ER IR S, BRETFIES, &EL
/\TSET/E’ HEBRBERSIRBTE, WRWA 4-16 firx. 38, Ra—MEaEE
FEE S

K 4-16 #EH S
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BARWEIF T A 1'3iﬁ%%ﬁiﬁ%%EIJ“E**%XE%?E%%Z[WE"JE%/%, it 7 EAE
GameManager.cs R IIARED, A% f 2 [8] 77 A2 — 2508 2k

FIFFBIA GameManager.cs, AP MMEM: m_debug — Ik, BHIEE ERES
M2 [BH93%E % ; m_PathNodes 22— ArrayList, '© FRERGFATHE R .

public bool m_debug = true; // &7~ 8 i1 debug ¢
public List<PathNode> m_PathNodes; / # £

2% 7F GameManager.cs R II& £ BuildPath, JF7E Start RE T IFAT, THER
R ATE R PR S5 m_PathNodes.,

[ContextMenu("BuildPath")]
void BuildPath()
{
m_PathNodes = new List<PathNode>();
IS % S Tag EEARPTA 2% A
GameObject[] objs = GameObject.FindGameObjectsWithTag("pathnode");
for (int i = 0; i < objs.Length; i++)
{
m_PathNodes.Add( objs[i]. GetComponent<PathNode>() );

1

2% 47 7F GameManager.cs T & £ OnDrawGizmos, T RIEA S m_debug BN
EHHL BRI R BINES .

void OnDrawGizmos(){
if (Im_debug || m_PathNodes == null)
return;
Gizmos.color = Color.blue; // i s 3% 2k (B (0 8 A 15 4
foreach (PathNode node in m_PathNodes) // i [ #

{
if (node.m_next != null)
{ /) TEBg R IR ) 2R
Gizmos.DrawLine(node.transform.position, node.m_next.transform.position);
)
}

1

“3.008 %% Ul Root _EHJ Game Manager FIAZH {4, 188 m debug BIEAE, BHA LS
Boindl, fEd e RFE [BuildPath], XE2HIBEXHIE, WE 4-17 Fir.
. %% [BuildPath] /5, BESSFERRSZBIEL, WE 4-18 fix.
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¥ | ¥ Game Manager (Script) &
Script Reset
Debug
I Path Nodes Remove Component
» Enemy List Mave Up
Groundlayer Mave Down
Wave
Wave Max Copy Component
Life Paste Component As New
Point Paste Component Values
Edit Script
B i
Kl 4-17  E & XY BuildPath #£ Kl 4-18 P iz [AII%ELR

48 & A

NS PR — R EATE S A& AT BATAIEAT— . RJE 4K
ERRE R EAT R AL, W E s —Fh

BEHARHI A Enemy.cs:

using UnityEngine;
public class Enemy : MonoBehaviour {

public PathNode m_currentNode;

public int m_life = 15;

public int m_maxlife = 15;

public float m_speed = 2;

public System.Action<Enemy> onDeath;
void Update () {

A INE I
/A N

11 FN BB R A A
1 BN RS Bl
I BNRIBE TS

var position = m_currentNode.transform.position - transform.position;

float next = Mathf.MoveTowardsAngle(transform.eulerAngles.y, targetRotation.eulerAngles.y,

RotateTo();
MoveTo();
}
VR R RER Y

public void RotateTo()

{
position.y = 0;
var targetRotation = Quaternion.LookRotation(position);

120 * Time.deltaTime);

this.transform.eulerAngles = new Vector3(0, next, 0);

)

/1 T H ks 5

1] ARAEAiE%% y il
Il 345 B bR EES R

/) FRA5 R R e i £
I/TEs%
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public void MoveTo()

{

!

Vector3 posl = this.transform.position;
Vector3 pos2 = m_currentNode.transform.position;

float dist = Vector2.Distance(new Vector2(posl.x,posl.z),new Vector2(pos2.x,pos2.z));

if (dist < 1.0f) /1 TR B IR B AL E
{
if (m_currentNode.m_next == null) I BRI, U B RA IRy At
{
GameManager.Instance.SetDamage(1); /] R — S EE
DestroyMe(); Il BB B
}
else
m_currentNode = m_currentNode.m_next; /] BB — AN A
}

this.transform. Translate(new Vector3(0, 0, m_speed * Time.deltaTime));

public void DestroyMe()

{

}

Destroy(this.gameObject);  // VERAETLFRIE F— A ZE B8 H Destroy

TEXAAF, &L THAM—SIEAREE, wAaE. BahdE. KM%, B0
P& B VR 9 R R
RotateTo BRI KUl E N 4G 255 17) H AR 25, MoveTo BREUNAE Ky & 240 7 A ok, 4
HARES RUBGER, W%k SR AT AL PR N — AR SATEE . R, XEFEBAS T
MRS AATHE y Bl UENGERIRSE AL B BRI DT A, 85 E &, Ik
P> — A
SNKH 7 B % rawdata/td/Rawdata THIFE, K E] boar@skin. FBX #&£ &S #, #E
A=, X2 MFREELR, ©REAMM ERMEA. & Enemy.cs lIAIEESRTE,

IR BREES, WE 4-19 .
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BATHER, BN MGG R, WG A, — AT RA T E, IR, W7

FEHAGBUR — A e

XA KDL, BB, FH EFARAM, 7FE NI .
€103 HAEFHENRE, WSAZ Unity WS BE1E K Generic. £ Project B 0 B &R
G EEESE [Create] — [Animator Controller], A EFIERAIGIE—DEhEIZH 88,

WA 4-20 fic. BIEHBAZSEFHHFBERLZIASHE— Animator 81, H3)E
RHIR I T2 B

[@ tnspector [T
- boar@skin Import Settings *,

Qpen
[_roce [T
Animation Type Generic =
Avatar Definition Nene

Root node Legacy
Optimize Game Ob

v Generic

Humanaeid

v= boar ani controller
b i\ boar@run
b i\ boar@skin

¥ if ¥ Animator 4|
A t Ramdat R Controller Eboar ani controllel @
Ld L3 L3 Ld B
ssets .aw ata =t esources Avatar % boar@skinAvatar @
gl‘ﬂ_aterlals Apply Root Mation [

o Update Mode
Pi‘_‘,b!rd@rur‘\ Culling Mode Cull Update Transforms #
bﬁblrd@skm

Clip Count: 1
boar

Curves Pos: 36 Quat: 36 Euler: 0 Scale:
36 Muscles: 0 Generic: 0 PPtr: O

(1) Curves Count: 360 Canstant: 129
(35.8%) Dense: 231 (64.2%) Stream: 0
(0.0%)

K 4-20 A7 2l m B

W sh Ef2H28 T FF Animator B [, £ Project & 1 H13%3% boar@run, £ Inspector
B\ O R E T M Loop Time (FEFEIAER, AEHEIEHEA Animator & O, 0
421 fic. EAYFIRE—"shE, FrLeEIENBIASE B 3.

22 Animator |

=

Base Layer

Length 0.400
oo 0 |O:PJ 0 |0:20

"‘jb |q0:
oar@run

Eaipnm stat [0 |

Any State

& boar@runAvatar = <
) Loop Pose
F L boar@skin Cycle Offset [0
4-21

HAI— Fly 2%, ERRIASE/NT 2 M@ LT,

using UnityEngine;

public class AirEnemy : Enemy {

void Update () {
RotateTo();
MoveTo();

Fly();
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public void Fly()

{
float flyspeed = 0;
if (this.transform.position.y < 2.0f){
flyspeed = 1.0f;
}

this.transform.Translate(new Vector3(0, flyspeed * Time.deltaTime,0));

!

RS AR KR bird@skin FBX 2%, # A= HTHE, TERESFRELNK
B—, mERTA Prefab. 147, NERWE 4-22 Fx.

#1710

B 422 WYE B S RTIERTEN

4.9 BNAES

B D e R SO H AR AL B, — R s ISR AR S, Frel 4
A A F TG R B U A AN R TN

491 BIEBAEME
BlJ32 WaveData.cs, 'B©EX T RS EBANRE.

using UnityEngine;
using System.Collections.Generic;
[System.Serializable] // — & Z M INZ B HEIX N SA B 7 51AL
public class WaveData {
public int wave = 0;
public List<GameObject> enemyPrefab; // & H A Prefab
public int level = 1;  // BNIERH
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public float interval = 3; / & 3 #PEIEE—AEA

}

@102 {3 EnemySpawner.cs, fRIBI TATR. FARER—EREIRELREERBA, X
BEAPETNK T IXDIEE.

B

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public class EnemySpawner : MonoBehaviour {

public PathNode m_startNode; /UG A

private int m_liveEnemy = 0; /AT YN V&S
public List<WaveData> waves; /SR W e e
int enemylIndex = 0; 1] AT NEC ) bR
int wavelndex = 0; /BB R b

void Start () {
StartCoroutine(SpawnEnemies()); 11 FEUR A BN

}

IEnumerator SpawnEnemies()

{

yield return new WaitForEndOfFrame(); /I BRAETE Start BREUSHAT
GameManager.Instance.SetWave((wavelndex + 1)); / W& Ul LR ER

WaveData wave = waves[wavelndex]; /I RIS T &
yield return new WaitForSeconds(wave.interval); /A= & B 6] (8] B
while (enemyIndex < wave.enemyPrefab.Count) /] AR AR AR

{

Vector3 dir = m_startNode.transform.position - this.transform.position; /1 W77 1A
GameObject enmeyObj = (GameObject)Instantiate(wave.enemyPrefab[enemyIndex],
transform.position, Quaternion.LookRotation(dir)); // BIEEHA

Enemy enemy = enmeyObj.GetComponent<Enemy>(); 1] AT A
enemy.m_currentNode = m_startNode; Il BN — B

/) BEETNEE, X E R RIRE
/| BE I B E SRR AN FREEEE (SQLite 4B F L JSON. XML #&AHIELE)

enemy.m_life = wave.level * 3;

enemy.m_maxlife = enemy.m_life;

m_liveEnemy-++; 1/ SN N H =
enemy.onDeath= new System.Action<Enemy>((Enemy e) =>{ m_liveEnemy--; });

AT YN &N T O 6
enemylndex++; /] T NEAL R AR
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yield return new WaitForSeconds(wave.interval); /1A N s ] 1] o
}
/] BRI, ERFEN ST K
while(m_liveEnemy>0)
{

yield return 0;

1

enemyIndex = 0; /| EEBNEH T Ix
wavelndex++; 1] BEHTE B
if (wavelndex< waves.Count) 1] WRA R e —

{
StartCoroutine(SpawnEnemies()); /] GRS BTG TH RN

/] SR

)
/] RS s — A EldR
void OnDrawGizmos()

{

Gizmos.Drawlcon(transform.position, "spawner.tif'");

}

BIE— DB ATANERFZRER S =H, AHHIETE EnemySpawner.cs fIA.
7f m_startNode FIE B LIGEE S, 7F Waves FECERAMNAERN, XEEE T 10 5,
WA 4-23 Ffiomo.

' ¥ Enemy Spawner (Script) 2|
Script v EnemySpawner | @
Start Node o pathnode_start (PathNode)

¥ Waves

Size ‘10 |
¥ Element 0
Wave (1 |
¥ Enemy Prefab
Size 2 |

Element0  igboar |

Element1 igboar |

Level 1

Interval gl
P Element 1
¥ Element 2
¥ Element 3
¥ Element 4
¥ Element 5
b Element &
¥ Element 7
b Element 8
" Element 9

[=]

[=]

K 4-23 BTN prefab FICIHEE 55
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BATIERR, BN 24 IR IE BB A
492 BHAEA
WAE, WERHPEIRZEN, N7 ReT7 s e T A RO, EEEAINEL, &
AT LA — AN, A A S N et 2% .
@101 $TH GameManager.cs I, ZpN— List FRGHMFTEHEA.
public List<Enemy> m_EnemyList = new List<Enemy>();

FTFF Enemy.cs B, 7£ Start #0 DestroyMe &K %7 14> B # List FHIE A R/I—
SetDamage BRI EFH WAL GE, HBEGEN 0 HHEE B S I EINLIR%.

void Start () {
GameManager.Instance.m EnemyList.Add(this);

/...
}
public void DestroyMe()
{
GameManager.Instance.m EnemyList.Remove(this);
onDeath(this); /I RATEHET S
Destroy(this.gameObject);  // VE = AESLZFRI H R — A B H#%1/# f] Destroy
}
public void SetDamage(int damage)
{
m_life -= damage;
if (m_life <= 0)
{
m_life =0;
1] AT KA TG0 — 4R
GameManager.Instance.SetPoint(5);
DestroyMe();
)
}

BUE T RN R A7) List of, HIATEIE BT SF AL G, AIRT BB List
HHECN BRI B SO, J#id SetDamage B £ BT RN 1AL A fE

4.10 PBisEr

AR A PR 7 B — R RITACRA,; S MR im R A . BATSe I R Y
Il sy Az, R B IR B R A A B < B A
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5 F3 & B X1 B 5% rawdata/td/Rawdata/players [ 2 AR A AN 5 2
i Prefab, 4% Prefab 7% Resources XX W, XETEEZHER
B, WE 4-24 Fix, 813 idle F attack FE

WIREBIZL T #
B = &R IR NS

[ ——)
Any State

Kl 424  QI7EBA 57 AL Prefab
@102 B|# A Defender.cs:

using UnityEngine;
using System.Collections;

public class Defender : MonoBehaviour {
I T RIRZS

public enum TileStatus

{
DEAD =0, /] REEAE b AT 2
ROAD =1, /I ERFBANTE
GUARD =2, /1 & TG B 7 B A T

I B

public float m_attackArea = 2.0f;
I Bdi 1y

public int m_power = 1;

1/ T N 1] TR B

public float m_attackInterval = 2.0f;
/I BRREA

protected Enemy m_targetEnemy;
ST ON

protected bool m_isFaceEnemy;
/] 174 Prefab

protected GameObject m_model;
/- S E A

protected Animator m_ani;

I ERAS R BT T B S
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public static T Create<T>( Vector3 pos, Vector3 angle ) where T : Defender

{

GameObject go = new GameObject("defender");
go.transform.position = pos;
go.transform.eulerAngles = angle;

T d = go.AddComponent<T>();

d.Init();

/1K B OB A% R B8
TileObject.Instance.setDataFromPosition(d.transform.position.x, d.transform.position.z,
(int)TileStatus.DEAD);

return d;

1] HIaA R
protected virtual void Init()

{

/X B R RIRIE, ESEBRIE BRI 2 NEOE e T B S s
m_attackArea = 2.0f;

m_power = 2;

m_attackInterval = 2.0f;

/1 B, X I BHRA AR SRR, SRR I R 4 IAC B
CreateModel("swordman");

StartCoroutine(Attack()); / 47 B i7 % %5

/] B

protected virtual void CreateModel(string myname)

{
GameObject model = Resources.Load<GameObject>(myname);
m_model = (GameObject)Instantiate(model, this.transform.position,

this.transform.rotation, this.transform);

m_ani = m_model.GetComponent<Animator>();

}

void Update () {
FindEnemy();
RotateTo();
Attack();

public void RotateTo()
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if (m_targetEnemy == null)

return;

var targetdir = m_targetEnemy.transform.position - transform.position;

targetdir.y = 0; 1] ARUEAL e y %l

/1 IR e 77 1)

Vector3 rot_delta = Vector3.RotateTowards(this.transform.forward, targetdir,
20.0f * Time.deltaTime, 0.0F);

Quaternion targetrotation = Quaternion.LookRotation(rot_delta);

/1 VST 1A S E AR Z 1R A
float angle = Vector3.Angle(targetdir, transform.forward);
/R IE SRR I CEON
if (angle < 1.0f)
{
m_isFaceEnemy = true;
}
else

m_isFaceEnemy = false;

transform.rotation = targetrotation;

% AL ON
void FindEnemy()
{
if (m_targetEnemy != null)
return;

m_targetEnemy = null;

int minlife = 0; /I BRI A A E
foreach (Enemy enemy in GameManager.Instance.m_EnemyList) // 37\
{

if (enemy.m_life == 0)
continue;
Vector3 posl = this.transform.position; posl.y = 0;
Vector3 pos2 = enemy.transform.position; pos2.y = 0;
VAR AT YN
float dist = Vector3.Distance(pos1, pos2);
1/ G0 SR e e A ok Y
if (dist > m_attackArea)
continue;

/] ERA A ERIRTE
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}

if (minlife == 0 || minlife > enemy.m_life)

{
m_targetEnemy = enemy;
minlife = enemy.m_life;
}
}
¥
VR GiptA s
protected virtual IEnumerator Attack()
{
while (m_targetEnemy == null || !m_isFaceEnemy) I A Bin— BS54
yield return 0;
m_ani.CrossFade("attack", 0.1f); /1 FE BT B
while (!m_ani.GetCurrentAnimatorStateInfo(0).IsName("attack"))  // Z&fiiE NI 2
yield return 0;
float ani_lenght = m_ani.GetCurrentAnimatorStateInfo(0).length; /I AV T s K
yield return new WaitForSeconds(ani_lenght * 0.5f); /] SR e B B
if (m_targetEnemy != null)
m_targetEnemy.SetDamage(m_power); /I Bk
yield return new WaitForSeconds(ani_lenght * 0.5f); 1] SERE R TR 4% () X )
m_ani.CrossFade("idle", 0.1f); // #4515
yield return new WaitForSeconds(m_attackInterval); /1 1) oy — 5 B[]
StartCoroutine(Attack()); / F—4 B
}

@ Create FREUE — MEFAREL, FRATAT DU & B AE A o A1) 22 B 57 B R Ui RR A4

@ TileStatus & — M2, HREFERGFEPETHRE, £ Create BREUH GG ~F HL4L
I, AT HAE THPRES, (EEAT N & TR EARE, R EARRAERXME Tl
B~ AL

® Init RECE —MVIEREL, WGt T — 28 5UEH. R, X —MERE, L3RR
AHHARSE S, TLAEZ Init K&, WP A —FEREUE . ESLhRRIE B, A T8RT BLR A
()7 55 B B I R BB B SO, BRI A, SAAFRREIER ] .

@ CreateModel FRELGIE T BrA B AL AI B H . A48 F Resources.Load BRELE A T #578Y
MZE T . R, ELPRIE A RIAE Update H1 B 321 FH Resources.Load.

® FindEnemy pR%oxili 7 B IECN , HH b T B va B W IEON , k2 ap (s K o

© Attack PREE —MIFEREL, SCHL T X2

DI T 8. HNIEETH Prefab SFII— N SYMAES “E S, 2L

HEFTHME, WA 4-25 i, XE “Id a7 B8 &4 atkpoint.
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¥ archer

» Bip001

» Bone00l
dengchanyu
dengchanyu_gong
dengchanyu_jian
dengchanyu_jiantong
Dummy 001
IK Chainooz
SplinelkKNode001

atkpoint

K 4-25 WEXG A

8 BB X B 5% rawdata/td/Rawdata/players, BJZ—NEFHIMIA Archercs, TE2
FERER e T SEESL,

using UnityEngine;

using System.Collections;

/] ITRER < AL
public class Archer : Defender {

I FIEE

protected override void Init()

{
/1 X BT RS, FESERRIE BRI H 2 B PR BN SO
m_attackArea = 5.0f;
m_power = 1;
m_attackInterval = 1.0f;
/1 BIEERERY, X BLABRIR A AR T AERT, SEPRAI I R 2 ARG E R
CreateModel("archer");
11 FRAFHE Y A HE
StartCoroutine(Attack()); // $#4T W84
}
I B2
protected override IEnumerator Attack()
{
while (m_targetEnemy = null || !m_isFaceEnemy) // f05¥#&A His—EHZ%45
yield return 0;
m_ani.CrossFade("attack", 0.11); /I R Bl

while (Im_ani.GetCurrentAnimatorStateInfo(0).IsName("attack"))  // Z5fF3 N Wi zh
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yield return 0;

float ani_lenght = m_ani.GetCurrentAnimatorStateInfo(0).length; /I AV T s K
yield return new WaitForSeconds(ani_lenght * 0.5f); /] SR e B B AR
if (m_targetEnemy != null) Il TATEN RS 5 i

{

I BRI R E
Vector3 pos = this.m_model.transform.FindChild("atkpoint").position;

/I B S &

Projectile.Create(m_targetEnemy.transform, pos, (Enemy enemy) =>

{
enemy.SetDamage(m_power);
m_targetEnemy = null;
s
}
yield return new WaitForSeconds(ani_lenght * 0.5f); /] SR TR 4% B B 5 1)
m_ani.CrossFade("idle", 0.1f); /] FEIAFHLAE
yield return new WaitForSeconds(m_attackInterval); // (8] FE— € I [A]
StartCoroutine(Attack()); W/ N ¥ G i}

}

Archer 284 7K | Defender 2%, E# T Init. Attack PR, W ANE] A BUE A8 H A [F] A I
AT N UARZRRDUNI R Y, B DA G 7 — AN 5 5752, 5 &7 AR
PR — 20 g .

€105 SAKBTHRFEEEF rawdata/td/Fx_effect.unitypackage, © B FES5HY Prefab, B
ZE—H B Projectile.cs:

using UnityEngine;

public class Projectile : MonoBehaviour

{
/1 23T o 2 H AR AT 31
System.Action<Enemy> onAttack;
ER7 I3
Transform m_target;
11 EARS SR I AE
Bounds m_targetCenter;
/1 AE RS MBI 5
public static void Create(Transform target, Vector3 spawnPos, System.Action<Enemy> onAttack)
{
/RS AR
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}

GameObject prefab = Resources.Load<GameObject>("arrow");

GameObject go = (GameObject)Instantiate(prefab, spawnPos,
Quaternion.LookRotation(target.position - spawnPos));

1IN T RAAS A

Projectile arrowmodel = go.AddComponent<Projectile>();

/B T E AR

arrowmodel.m_target = target;

11 345 B AR R A AE

arrowmodel.m_targetCenter = target. GetComponentInChildren<SkinnedMeshRenderer>().bounds;

/| B{43 Action

arrowmodel.onAttack = onAttack;

113 M2 )5 BB

Destroy(go, 3.01);

void Update()

{

}

/1 WEHE E B b O A B
if (m_target !=null)

this.transform.LookAt(m_targetCenter.center);

/1 1) H FR A
this.transform. Translate(new Vector3(0, 0, 10 * Time.deltaTime));
if (m_target != null)
{
/T B FR B A P 75 T B H AR
if (Vector3.Distance(this.transform.position, m_targetCenter.center) < 0.5f)
{
/BN G HRAE
onAttack(m_target. GetComponent<Enemy>());
/45
Destroy(this.gameObject);

SHRI D REAR AT B, B A S SR, RS EH H AR SATRE, HEEE HARNT 0.5 A
Rrif, fil% Action JEEN S Fi K M#H CLITHR HAR, REHEREC. HRIEE, ESEbRuH
HHANELTE Update H B #:1# F§ Resources.Load. Instantiate F1 Destroy o

e, AT E B GameManager.cs JIAS, 7EFEH S s in €1 2 B 7 By AR .

@106 FTF GameManager.cs f#JA, &2 OnButCreateDefenderUp %, #EF4HcRARM B 5T
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VU =T SOl E 20T e SR vk 2 R & AT S 2R A
void OnButCreateDefenderUp( BaseEventData data )
{
1 B2
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hitinfo;
/1RSI 75 5 T A A
if (Physics.Raycast(ray, out hitinfo, 1000, m_groundlayer))
{
/1 BRI R — AT A% T
if (TileObject.Instance.getDataFromPosition(hitinfo.point.x, hitinfo.point.z) ==
(int)Defender.TileStatus. GUARD)

11 RAFREAE i B
Vector3 hitpos = new Vector3(hitinfo.point.x, 0, hitinfo.point.z);
/I 3743 Grid Object A2 {77 B
Vector3 gridPos = TileObject.Instance.transform.position;
11 BRAFHE T RN
float tilesize = TileObject.Instance.tileSize;
AR AN iy i R YWY DA
hitpos.x = gridPos.x + (int)((hitpos.x - gridPos.x) / tilesize) * tilesize + tilesize * 0.5f;
hitpos.z = gridPos.z + (int)((hitpos.z - gridPos.z) / tilesize) * tilesize + tilesize * 0.5f;
/1 FRAFILEFE R 2 EH GameObject, H fa] Bl i #2241 44 I T £ 1 W24
GameObject go = data.selectedObject;
if (go.name.Contains("1")) /A RIZH % FEH “17
{
if (SetPoint(-15)) // ¥k 15 Mk, 85 QI BB ~F AL
Defender.Create<Defender>(hitpos, new Vector3(0, 180, 0));
}
else if (go.name.Contains("2"))/ WRFZH L 7HIE “2”7
{
if (SetPoint(-20)) // ¥k 20 Mk, /5 GIHIZFRRT <5 AL
Defender.Create<Archer>(hitpos, new Vector3(0, 180, 0));

}

m_isSelectedButton = false;

}

BATER, PR A ML, SR HESD bR B3 5 R, BRI A — N AR R B
AL, G 4-26 FTs.
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Bl 426 BB

411 B W %k

FUNAEZ B B, FAVEAMIE 28] 7 2/ 0055, AT e B e 1R R A dr
B, RITFENEHEE—AN ek, BREBMANGEN EJ7. B ZE—K 3D iEK, Arbhik
AITRAEH] 3D UL DhRe g i A 2%
@001 7 Hierarchy HHA RS HRIRGE, %% [UIl — [Canvas], fEHEFEIER—H
AY Canvas, Ffdy#4 Canvas3D, 3% [Render Mode] %% [World Space], {#ix
Ul B8 —~ 3D UL, 9N 4-27 Az

7|:|itinvi! o]
Render Mode [ Warld Space E
Event Camera  MNone (Camera) |
Sorting Layer | Default
orderin Layer 1
Additional Shader CH Mixed ...

Kl 4-27 & &EN3DUI
7t Hierarchy & O R £ H ARG H, %% [UI] — [Slider] 82— MBsh&EH, &
Source Image FIEEEMENE R, FAEWEIANFTEBL, ALK Handle Slider
Area BRiE S MIBR, & 4-28 A7,

v %4 ¥ Image (Script) ]

¥ Canvas3D Source Image [Ellife_red lo

¥ slider SRR _ F

¥ Fill Area Material None (Material) | ©
Raycast Target [

> Handle Slide Area Image Type [Simple 1]
Preserve Aspec|yl

K 4-28 A&y

EKIA Silder EZ% T Y Fill RI2 4 ap 5 AIRT 5, 7F Source Image F 1% E 75 & f, [Image
Type] #%#% [Filled], [Fill Method] 3%#% [Horizontal], 0[& 4-29 f7x.
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v "y W Image (Script) [ |
Source Image Ellife_red e
Color j
Material W (o]
Raycast Target 4
Image Type | Filled ]

Fill Method | Harizantal t]
Fill ©rigin [ Left &
Fill Amount o
Preserve Aspec|y

K429 AfsitE

¥ Ul fR1F A Prefab JHi(E7E Resource HX'F, #v# N Canvas3D, ZRJG MR 5t 1
3D Ul

FTFF Enemy.cs BIA, ZRINGIEE. T4 drpoRma .

Transform m_lifebarObj;  // &AM UT 4 %% GameObject
UnityEngine.ULSlider m_lifebar;  // #&#ll4E fr 2% 27~ Slider

void Start () {
GameManager.Instance.m_EnemyList.Add(this);

/] BEEU A 2% prefab

GameObject prefab = (GameObject)Resources.Load("Canvas3D");

/] B2k, 52400 Transform BEARY R

m_lifebarObj = ((GameObject)Instantiate(prefab, Vector3.zero,
Camera.main.transform.rotation, this.transform )).transform;

m_lifebarObj.localPosition = new Vector3(0, 2.0, 0);  / ¥/E a5k 3 M 5k b

m_lifebarObj.localScale = new Vector3(0.02f, 0.02f, 0.02f);

m_lifebar = m_lifebarObj.GetComponentInChildren<UnityEngine.UI.Slider>();

1 SEH A i kA BN A L

StartCoroutine(UpdateLifebar());

}

IEnumerator UpdateLifebar()

{
/A i A R

m_lifebar.value = (float)m_life / (float)ym maxlife;

/| EFAE, AT R EEHL

m_lifebarObj.transform.eulerAngles = Camera.main.transform.eulerAngles;
yield return 0; // #2545
StartCoroutine(UpdateLifebar());  // fE¥AAT
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BATH R RN LT 2 M-k, BEON B Ml B AR ar (B R e, AR gk
WEHE, WK 4-30 Fros. WRTEAEFHHRE L dr kM ek BALE, TTRIZERIE 3D
BRI L TR — A RS H A ar sk A B

RE:2/10

TS A I )
5.9

K 4-30 Hfngk

RAER R B B s i 1, B LA, HOR S TR AZR, R
NN 22 (RO 20 AN B G X T, AR AT AR AN B A9 XK o
AT IR o ) TREORAFAE BRI H 5% c04_TD A

4.12 7p a5

AREEGER T AN EER R A S, BATIE B AL E SO 5 0 s Bl IF AR 17—
RS, VRTINS S, W R R A R A
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5.1 Unity 2D &5:fidr

fE Unity 4.x WA Z Hi, AEH] Unity i1 2D Rl # EARMEE T . Unity 4.x J5, & T KA
TER 2D Wk bIEDhRE, ZOBEEEE Sprite CRRD ORI, shm ik {EM 2D k%
I BEREER . BUAE, Unity AMERE—A> 3D k51 %, g — 2l 2D Jik s % 7, #
EHEH I 2D RRENFRR A AE (Heart Stone) (WA £ &I Unity.

5.2 gl Sprite

2D ViE R HI UG o FE R A AR, AR N Sprite CRERD o N T IREIRE,
2D VR R A A [N E R HER sk R, R ARIS AT I, PR IR sk O B S —
TRk RAE N Sprite SR TE b Lo

{5 H Unity #il{F Sprite A Mk £E: — M2 n] LUK A 1) B 22 R EAE rh gt — kR
K, SR)J55 A3 Unity #, f#H Sprite Editor T H R 1X 5K K B 433 il T4 Sprite £/ 55—
M HEE R S NE Unity #, {# ] Unity i Sprite Packer T B X Se B E R B F #7162,
FEAHEHR Sprite . #2FK, KA GHIX PRI Sprite 1975 3K A 2 A o

5.2.1 {#H SpriteEditor fil]& Sprite

/250 Unity 44888, ExBA-i%ESE [Edit] — [Project Settings] — [Editor], #T77F
GREEETIRE R O, 45 [Default Behavior Mode] %4 [2D], Unity fmiEzRGSHEA
2D AN, AXMEXT, SAYTIREPNEFEBIASHE B %A Sprite £,
¥% [Sprite Packer] %4 [Always Enabled], 7E{E{a]1E% ~4F6E 25 Sprite Packer,
WNE 5-1 fose

22002 TR ER U B 3K “rawdata/2d” 25 7 7R BIE A envtile.png, & E S AZ] Unity TIEH.
XE—skBE T NERARNE R, WE 52 .

;fll_- ddﬁ”-.r.v@

B e R w&ﬂ’m
H*m} 200 Df
Default Behavior Mode A 3 i?.ﬁ?;
Mode [ 2D & g

@

o

Sprite Packer

Mode [Always Enabled #] Ei
Padding Power [1 & >
K51 g ds e By 2D ik K52 FAM2D KB
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%55 2D YAk

7£ Project & M H13%E

BESANRE F, 7 Inspector & A H4% Sprite Mode 54 Multiple,

XAAER T UG —IK KBS EI 4 E T Sprite, W& 5-3 fism. ST &, Pixels Per Unit
HyfEMA, Sprite ERBREABIARTHN,

(BAERE)
@104 7= Inspector & [ 3% #% Sprite Editor s/ REE M,
t)]%ljjjﬁj‘g Automatic (B 3hH)

, KA 32 %32, BRIA Sprite FU%H /04 Center

A
? HFIHES \ilJ A,
[ © Inspector [T AT
#EaE envtile Import Settings @ %
ﬁ Open
Texture Type | Sprite (2D and UT) ™
Texture Shape | 2D =
Sprite Mode | Multiple al
Packing Taag
Pixels Per Unit 100
Mesh Type | Tight &
Extrude Edges  (r——
Kl 5-3 i&E Sprite
A0S S EIFE FE

» =RIMALE Sprite YRF KT 32%32,

WA 5-4 Fixo.

A EAR [Slice], AN
, ¥ E B Grid, PAJ57E Pixel Size F%) \& > Sprite

(F0y), B [Slice]

Type | Grid ]

Pixel Size XEYE

Offset ® o ¥ 0

Fadding ®0 Y0

Pivot | Center ¢
[ Slice ]

K 5-4 %E Sprite R}

OB R E RS EI W

kB Sprite, %J%%ﬁﬁﬁ’]ﬂﬂﬂ B, EEFNXE T EMCKR T Sprite, % Trim o DUSER
T A Alpha, &2 [Apply] #Z$HTAER, WA 5-5 fior.

Z3f Sprite S2131,

Assets » tile sprite

K 5-5
7E Hierarchy & OB FEARASE, 1%E#E [2D Object] — [Sprite], EH=FEIE—"

envtila_3

BEE B Sprite N ~F

envtile_2

envtila_4

7t Sprite EIH 5| A Sprite E5 RN €7~ 2D Eg, & 5-6 Fiix.
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# Scene | m

| Shaded EEY 55 |4J)|E ||G ..... |qm|

‘!’@!ESpritc Renderer i,
Sprite [Flenvtile_1 | o
Color [ | 2
Flip %[y
Material |USprltes Default | o]
Draw Mode [ Simple &l
Sorting Layer | Default &
order in Layer [ |

5-6 A% Sprite SEf1
TP EH L Sprite, FHIEEABNMLE, R~EMRWOE 5-7 Fix.

JRERAES S Al TIRZ Sprite %, (HR2WRIE Game % M HILEF Stats THIEIT
{85, 2% Batches (Draw Calls) 1R/0, X2 K NIX L Sprite BUZ R 46 B 2 R —ik B Ay
Il 5-8 s . WA 1 Sprite EIG# K B ANFEIIE A 244, Batches HI%E 2 B2 T},

E¥E
Mazimize On Play | Mute Audio | Stats

8) ¢| Scale == 23

K 5-7 2D Sprite 74 5-8 Fi% Draw Calls
AT TARE AR AE BEUR S H 3% c05_2dgame 1] tiled sprite 375 91
5.2.2 f{&£ A SpritePacker fl]& Sprite

Tl BRE 1 Ry i B — 5k R BB 7R A AR, S st A RARTT (. Unity
S 73— Sprite T.H SpritePacker A LAZIZS LR F WA Fr B3 &K, B 7 T EmN
JRATo T T FH AN T B 517 XA TR

2100 EHAERIAE Editor 1R E H44 Sprite Packer 1% 4 Always Enabled. £ %R 4 B35
rawdata\2d £ | player n.png 3t 8 5k [& 5 2 Unity T2 BX A,
°2 102 7f Project & H R AR [Create] — [Sprite Atlas] gJ&E—PREECH, WAE 5-9
Fr, BBEFTEEEEFHE R #E12E Objects for Packing H7.
) BJ5EFF Pack Preview BLT IAFUSHTBERIMER T, WA 5-10 fi7w.
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%5 % 2D ik

Assets » sprite packer ¥ Objects for Packing

T.plaverﬂﬂl&

i+ playero016

P.plav&rUUZU 4 player00z0

l‘-plaver0024 i playero0z4

» @oiayerooze 1 playeroozs

P.plaverUUSZ i playeroo3z

i pl 0044
P.plaverm]:!& e

i playeroo4n

Q0000000

P.plaver0040 1 playeroo44

P.plaver0044
=1 Sprite Atlas

+
1

K 5-9 filE Atlas

Sprite Atlas

K s-10 fTEEA

BT FRAT/E Editor % &S Sprite Packer
A, Always Enabled fVF#EARA1EHL T Sprite
Packer, Enabled For Builds A 755 H ik i 4 2 {f
H Sprite Packer, Disabled MIJHX7H1# H Sprite Packer
fIZhEe, ik 5-11 Pros.

523 EREHFF

2D R I 2 A IR E R &, #RAATE—/F 1 b, AHAE SERR IR H AT 75 2R EAT
He, 29t B2 18] 58 J5 I S8~ « {E Sprite ) Sorting Layer H1A] LAY /R A Sprite Il A
FZE, FNEE L, ERINFEE Sprite (2RI, BB E/RERT. £FH—

Sprite Packer
Maode
Padding Power

C# Project Gene
Additional extensi
Root namespace

| Always Enabled

Disabled
Enabled For Builds

¥ Always Enabled

K 5-11

Sprite packer &7

AN JE P Sprite 7] LLE T Order in Layer SKHEF ERIBT, 40 5-12 Aiw.

v 2l [« Sprite Renderer o,
Sprite [Elenvtile_24 ]
Color [ 12
Flip Ox Oy
Material |© Sprites-Default ]
Draw Mode | Simple t]
Sorting Layer | Default ™
Order in Layer ! |

K s-12 BRI

Sorting Layer fll Order in Layer FJ{EL7E JHIAS Hh & ] DLFRER,

I o T T A 228 1 Sprite (192 AR P

i BT LB A AL 1R =
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SpriteRenderer r = this.GetComponent<SpriteRenderer>();
r.sortingLayerName = "Layer Name";
r.sortingOrder = 100;

5.2.4 Sprite BIEFMEE ER
ERINH Sprite o770, —Fp 2 Sprite RAEE R —5kEG, WRFEE R K ELZMEEG, 5t
WEEHIIRZ Sprite.

Sprite [1)7 —M R g Tiled (RO EE) KX, RTEZEREUE, WE 5-13 frx.
XA, ZDF Sprite 1) Mesh Type 124 Full Rect,

“ vl ¥ Sprite Renderer Q@
Sprite ’W‘ [}
Col [ 1
O O O T o Ox0v Z
I I
I i Material [OSprites-Default_] ©
e e e o e Draw Mods Tiled :
o o o o o .
T EEEEEE Size Simple
| ) Sliced
FFEECCEECEE Tile Mode v Tied
|
Blocks_0 ] ] Orderinlayer 0 ]

Kl 5-13 BEEIR

£ Sprite Editor 2w’ Sprite I, AJ A4 ME X I8 (SREIIHE) , K G IUAERT Sprite 15X
N Sliced (V)J) X Tiled #55X, 2% Sprlte EUE KN AR a2, Wkl 5-14 Fios.

Sp( e Editor
2| slice =

Sprice Edit

.n\‘ux

& 5-14 Sliced A1 Tiled B Bz

5.3 Zhmpkilff
531 FHImzhiE
L4510 2D Fim 3 3t Tk R ES SR F 4L, 7E Unity Sl /R Fh 28R (1)

2D i R L, R LAKE Sl Y 1 o EL R OR A B SO, A AT OR AN 8 A 3D i —Ff .
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%5 2D Ui

£ Project & O % 1F Shift P FEZRFFINE F, BT Hierarchy &M,
X B Unity B8 E—MEARGTEHE XS, AXMEEX g, 24 [RF]
%4, BohExHREAELIERN, WA 5-15 .

Assets » sprite packer  Create New Animation
()0 )|« hssets » sprite packer [+ [ 2= sprie packer 2|
Ry ERESEE = @
P — e BHEE
8 T= BESEEEMITEN
player00i6 player0020 player0o24 maE E e
FoIR= v =g

T Ay i
=13

=] Subversion

B wn

player0028 player0032 player0036 =01

- e

B 5-15  PRA7 7 Fi i Sk

2002 S EESERNER, thEBHETEIE T —1 Sprite X4 TR, BITEE
2D MFEFIM s EZR, W 5-16 Ax.

K 5-16  J¢5Miz)mE

REFESG, 7% Project BOHRZH THEMNXH: —NEFHERFBIE (Animator
Controller) ; HZ—MENBE X1 E£MIENRE, EHRF G Sprite =# Bl
AHI0— Animator 2B, N E)EIE 855 TH Animator B H, T DGR E 3D 51E
— % E 2D ShE, WE 5-17 Frox.

v [5] ¥ Sprite Renderer L] #|
Color —
Flip Ox Oy
Material O Sprites-Default | ©
Draw Mode | Simple m
Sorting Layer | Default m
Order in Layer o |

¥ 32 & Animator [ #%|
Controller o]
—— o
Apply Root Motion [

Update Mode | Harmal m
Culling Mode | Always Animate m

K 5-17 ¢ 5
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5.3.2 (ERMASIEFSINE)E

K08 2D B 7 5 ionsl i AR R — SRR A% 57 oK, BATT R m] LA A IAAS S B e
MU, A A A s

EiHsHgE— Sprite, AT CE—THIA, XEdr&A SpriteAnimator.cs, 750
RAZIT

using UnityEngine;
public class AnimationTest : MonoBehaviour
{
/// Sprite Y& 42 2%
protected SpriteRenderer m_sprite;
/// Sprite i
public Sprite[] m_clips;
1 S g: CBRIARERS 0.1 &P BT — D
protected float timer = 0.1f;
VTR

protected int m_frame = 0;

void Start()

{
/I N4HT GameObject ¥ II— Sprite & 45t
m_sprite = this.gameObject.GetComponent<SpriteRenderer>();
/1 VB 1 i) Sprite

m_sprite.sprite = m_clips[m_frame];

void Update()
{
1 S 1)
timer -= Time.deltaTime;
if (timer <= 0)
{
timer = 0.1f;
/1 S Hrini
m_frame++;
if (m_frame >=m_clips.Length)
m_frame = 0;
/I BEH Sprite 3 ] fift
m_sprite.sprite = m_clips[m_frame];
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€0 HHRERTIEE A TIER Sprite, WE 5-18 ffR.

[&]8]*
Assets » sprite packer ¥ (| M Sprite Animator (Script) @ *
Script SpriteAnimatar @
§ ¥ Clips
jis - Size 8
Element 0 Liplayer00le a
H -]
playerools playeroozo playerooz4 Elemnent 1 Elplayer0020
Element 2 Llplayero0zd @
§ Element 3 Liplayero0ze @
= = Element 4 llplayerno3z (]
: ) Element 5 “lplayer0036 Q
Element & Liplayer0odn @
playeroo2e  playeron3z  playeroo3e Element 7 Elplayeraoad @
Sprites-Default @ #
/ » Shader | Sprites/Default -
playerooan playeron44 [ Add Component ]
5 ML B —f e
Kl 5-18  BEE D

BATRRR, WTRLE RS 5.3.1 FT3RALR Sl RUR .

5.3.3 HHIE

WUER T LRI 75 sh R, SR EIRZ B, AR TR, DRk T i

JF A WSl A AT S e — e AR EE R, (E kS B 2 KR R R . IE AR 2 2D i

Ko B 2D A IR NETAS Sprite, FE#G ek, FIFHIME 3D g ) 5 Hl1E 2D 3)
), 7RIS 2GR B[R] SOINSE 1 B i e, N T — AN R R .

HE—NI1RE, 8% IEX M B % rawdata/2d/ N AY warrior.png

ALY IEERN, X1 ABER, ABNTENER

TR, WE 5-19 Ao,

1 F B A RY Sprite Mode 1% 4 Multiple, $T7T Sprite Editor,

A AR [Slice]l, #E# [Automatic] ==, AFiEHE
[Slice]l BahINE R, EESNYINHY, B LHNE
SRBHOIE, WA 5-20 iR

&

@D
o 9

\

K 5-19  JRIGE IR

Sprite Editor

sprite Editor | Slice

evert | Apply | [ |

A
» s il X

K520 EahlInEA

%/048601 Y [0,1197"
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Ei%;%q:‘%ﬁi_—/l\?éﬁ"\] GameObject, KA | Gameobject |
ERRAENELRECHRATEE | ol

head
HFYK, HEREENACTRER, TE eo|
TRABHERER, WE 521 FfF. L

€Il HELUMEEREACHRARYIK, £3X e
Bfri%kFE [Window] — [Animation]
IAshBERER D, Biiax EHRNEH” K521 gt
BHFBRABEXGE, B EMENENEE, REEDsT Bl A
EBHNAEES, RO sEishEmIdfE, WE 5-22 fir.

@ Animation
@ ke 1e | > ot (] o P I I
| attack ¢| Samples | iy | [+ |

» Abody : Position
» A body : Rotation
» ALarm_| : Position
» Larm_| : Rotation
» A weapon : Position
» AL weapon : Rotation

W ALarm_r : Rotation
b Lhead : Position
b Ahead : Rotation
» Aleg_| : Position
» Aleg_| : Rotation
b Aleg_r: Position
» Aleg_r : Rotation

(I SR I I I R )

[ Add Property ]

K522 Bl

[ — 7
R Cirl+C 4084 Clrl+V 40 A oT o 5. 45 A b

Ja MIBIEBCR A 5-23 Froxe ARG TR SCIFORAAAE BHSCIF H 3% c05_2dgame

H) bone animation 7,

K 5-23 #hiE

54 2D Pyrf

BEX 2D A48, Unity 524 7% 11/ 2D WEIhRE. T2 — Al BalbsiEsh— ek
W, e AR R %, s i, IRER RSB DT, 2o T B

#riE—> Unity {9 2D 1732, & & %IEX 4 B rawdata/2d/+ FJ box.png [& F £ 2457
TR,
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% box.png Y Sprite Mode %4 Multiple, AJFE 173, &EET [Apply] %4

T, WNE 5-24 fir.

K 5-24 BAapEIEA

FlEHERME . BIE— Sprite FEEME, AFEXEI=FEFE [Component]
— [Physics 2D] — [Rigidbody 2D], 7FA0—> 2D NIELE, K Body Type &4
Kinematic F 2 IBRFES E N, ExEF~T1%E [Component] — [Physics
2D] — [Box Collider 2D], 71— 2D %EEMIFARE M, &EH Sprite EF 2

DB R, W& 5-25 Fios.

=2 104

EIR 2 ~E% Body Type 1% 4 Kinematic, #1[& 5-26 A7

BEESR (2) ERME, QIERER Sprite (EAYEMERN AR, K—5FFK (2) &

Simulated =4
Use Full Kinematic C[_|

- Constraints
> Info

v+ Rigidbody 2D |
Body Type Kinematic =
Material None (Physics Matel @

Collson Detection [Dizerers 3]
Sleeping Mode  [ststavske ]
tnterpolate Tra—

v M ¥ Box Collider 2D

Is Trigger
Used By Effector m|
Used By Composite [

Edit Collider

Material None (Physics Matel @
]

o

Auto Tiling m|
Offset

x[o J¥[o |
Size

(0,64 17064 |
Edge Radius 1]

> Info

K 5-25 BRI

Bz —) Sprite fE4EK, 70 Rigidbody 2D 2B, 4§ [Body Type] 1%4 [Kinematic],
BAVG AR E fE A RAFT X MEDL. £ $4=F1% 1% [Component] — [Physics 2D]
— [Circle Collider 2D], 7#in— 2D REERI4E KRB H, WE 5-27 fx.
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v+ Rigidbody 2D =]

Body Type
Material o
simulated 4
Use Auto Mass O
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scals 1
Collision Detection | Discrete [
Sieeping Mode
Interpalate
> Constraints
> Info
v M ¥ Box Collider 2D @ |
Edit Collider
Wateria 0
Is Trigger O
Used By Effector [
Used By Composite ||
Auto Tiling
Offset
xo J¥lo I
Size
(0,64 |04 ]
Edge Radius 0
> Info
L N
Kl 526 BLETTH
v+ Rigidbody 2D Q@ #
e —
Material Maone (Physics Mater @
Simulated [
Use Full Kinernatic C[_]
Calision Detection
Slecping Mode  [suarAwake 1]
interpolate  [tans ]
» Constraints
> Info
v ® ¥ Circle Collider 2D &,
Edit Collider
Material Meone (Fhysics Mater @
Is Trigger O
Used By Effector O
Offset
%0 [v[o |
Radius 0.215
> Info

K527 WHEER
=2 1060 CHEKAY Sprite, ANHIMIA Ball.cs, AIIRADUNT:

public class Ball : MonoBehaviour {

/] R AT BIRR

bool m_isHit = false;

/] BRI 4z B

Vector3 m_startPos;

// Sprite JE B8}

SpriteRenderer m_spriteRenderer;
void Start () {

m_spriteRenderer = this. GetComponent<SpriteRenderer>();

!

AN IsHit R &L, BT ERIRAAE (EFV LR TRNVE) BE/E 7 IKIEH
Sprite, KA T:
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bool IsHit()
{
m_isHit = false;
I BRI B E
Vector3 ms = Input.mousePosition;
11K Bbn Az B H 57 e A bR i F AR bR
ms = Camera.main.ScreenToWorldPoint(ms);
I BFRAGERE AL E
Vector3 pos = this.transform.position;
/1 3RAFER Sprite HIFE A ERE M EAZE G RERTN )
float w = m_spriteRenderer.bounds.extents.x;
float h = m_spriteRenderer.bounds.extents.y;
11 FT BRAR AL B R 5 1E Sprite KRR IE A
if (ms.x > pos.x - w && ms.x < pos.X + w &&

ms.y > pos.y - h && ms.y < pos.y + h)

m_isHit = true;
return true;

¥

return m_isHit;

}

€008 7£ Update REPAIMKRIBAT, SBIREIRIMCKBAFRANVNE, BBRIBEMR
FRCRERNE, BIRMMEBRELRESE, {KM—1H, KFFEE.

void Update () {
/1 T SRk R 7 B 5 ELAE BBk
if (Input.GetMouseButtonDown(0) && IsHit() )
{
I EFALE
m_startPos = Input.mousePosition;
}
I 2RI R
if (Input.GetMouseButtonUp(0) && m_isHit)
{

Vector3 endPos = Input.mousePosition;

Vector3 v = (m_startPos - endPos) * 3.0f;

/I ¥ body type %N Dynamic
this.GetComponent<Rigidbody2D>().bodyType = RigidbodyType2D.Dynamic;
I TERAR— A

this.GetComponent<Rigidbody2D>().AddForce(v);
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BATREST, EPERF SRR, B SRS ER Y, WRAER e, S0 R,
ik 5-28 Fro e A 7R AR SO R AFAE BRSO H % c05_2dgame (1) 2d physics 35

K 5-28 WBERiE

5.5 Hififaiik

55.1 HEXIUE

BTR, BATRAE Unity (19 2D ThEgse e — M S8 8 2D WF RSl ik i Bzt
Befai i, fEhE R LA R AR EOR IS, FATHIESS W A BE s T 07 i — TR ) fh
TFK, KK (AR

552 HE#& 2D HiR

HE— TR, S48 B¢ B F rawdata\2d\fishgame THIFFE R A 45 TR B S
Hh, XBEEFEES. &. e, SRR, WA 5-29 Fix.

background .pn cannon.png explosion.png
Assets » Rawdata
m. : m b il background
=== b §= cannon
e YR, N mm b explosion

fire.png fish.png fishZ.png :9;”’:
i fis
selli- gl
‘t‘é & » EEfishz
-4 P 7% fish3
fish3.png

K 5-29 K H PR

B, KIEFNBIERER A Sprite 4 Multiple, 1 Sprite Editor #4712, T2 K
Y1 Sprite F Z A5 40 SORE BRI 0, WE 5-30 AR
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%[0.4937 v [0,27061]

K 5-30 i E ML O s

€003 BE =AM Sprite B H |, £ BRI [Edit] — [Project Settings] —
[Tags And Layers], #£ Sorting Layers €15 =M /2, REIEZRE S A MAT Sprite,
By 5=1% 2] background =, K IEIEE] weapon &, 1A 5-31 Aok

[(© Inspector  [ERE]|

{.} Tags & Layers #*,
> Tags
¥ Sorting Layers

= Layer Default

— Layer background

= Layer fish

— Layer [weapon |

+ —

 Layers

K 5-31 wESRMNZ

BIRT %Rt (4 Sprite, & HHTLEIHET, XS EH
B FYImshE . £HERNFRAMERNEFELE
HIEshE, WA 5-32 AR.

AFEK A EREFELE Sprite fJF Prefab, F17

W fishz@run

H % Resources SR, & 5-33 At7~. & Sprite £ fishz_0

A9 Sorting Layer 1% 4 fish, 4%9‘?%*11@5%5&% weapon.

. Kl 5-32  fl@Eshm
BT AL Prefab =, T AMIBRIZ S EY Sprite.
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Assets » Resources

g fire

g fish 1
gl fish 2
gl fish 3

K 5-33  #iff Prefab
553 fliEf
FERERG P RARTGRURG , FRA PR RA B — S ikl 5 i f.
BIEHIZA Fish.cs, RABIT:
public class Fish : MonoBehaviour {

protected float m moveSpeed = 2.0f; // £ f{IF5 5 B
protected int m_life =10; // “EAy{E

public enum Target // #3757

{
Left=0,
Right=1
}
public Target m_target = Target.Right; I HETE S bR FIA)D
public Vector3 m_targetPosition; J/AER R VA

public delegate void VoidDelegate( Fish fish );
public VoidDelegate OnDeath; /] EFET B

/] BRASERHL, QI8 — Fish S
public static Fish Create(GameObject prefab, Target target, Vector3 pos )

{
GameObject go = (GameObject)Instantiate(prefab, pos, Quaternion.identity);
Fish fish = go.AddComponent<Fish>();
fish.m_target = target;
return fish;
}

Il Z2iE
public void SetDamage( int damage )

{
m_life -= damage;
if (m_life <= 0)
{
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GameObject prefab = Resources.Load<GameObject>("explosion");

GameObject explosion = (GameObject)Instantiate(prefab, this.transform.position,
this.transform.rotation); // G A LTI [ ERNE R

Destroy(explosion, 1.0f); // 1 V)5 H s 15K 2508

OnDeath(this); // RAGFETIH S

Destroy(this.gameObject); // MERH &

}
}
void Start () {
SetTarget();
}
/I BLEME H AR
void SetTarget()
{
/I BEHUE
float rand = Random.value;
/] ¥ B Sprite ¥ 77 [H)
Vector3 scale = this.transform.localScale;
scale.x = Mathf.Abs(scale.x) * (m_target == Target.Right ? 1 : -1);
this.transform.localScale = scale;
float cameraz = Camera.main.transform.position.z;
/] B B AAALE
m_targetPosition = Camera.main. ViewportToWorldPoint(new Vector3((int)m_target,
1 * rand, -cameraz));
b
void Update () {
UpdatePosition();
}
S T A
void UpdatePosition()
{
Vector3 pos = Vector3.MoveTowards(this.transform.position, m_targetPosition,
m_moveSpeed*Time.deltaTime);
if (Vector3.Distance(pos, m_targetPosition) < 0.1f) / Ui zh ] H b &
{
m_target = m_target==Target.Left ? Target.Right : Target.Left;
SetTarget();
}
this.transform.position = pos;
b
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| — 7
(e}
000

£

B

FEEFRA B F, 748/ Update F1£ F Resources.Load: Instantiate #= Destroy 4%,
B EBAE B T RRIBAT P 0 N A F R A8 T4 .

02 A TWR—THARHOKE, T Resources & Prefab A\ H=,

01

BIA, w7, WeERerEphsTRE K.
55.4 fQiE&EBEE NS
BIZE IR FishSpawn.cs, FRA R &EEE, RABAR:

public class FishSpawn : MonoBehaviour {
VS R

public float timer = 0;

I R A

public int max_fish = 30;

VA Vi [REERE O 6 S

public int fish_count = 0;
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void Update () {
timer -= Time.deltaTime;
if (timer <= 0)

{

/1 BT
timer = 2.0f;

11 0 R ) ek ) e K e U [
if (fish_count >= max_fish)

return;

/l BEHL 1. 2. 3 FEAEAFE A
int index = 1 + (int)(Random.value * 3.0f);
if (index > 3)
index = 3;
1 R R
fish_count++;
/] BEEET] prefab
GameObject fishprefab = (GameObject)Resources.Load("fish " + index);

float cameraz = Camera.main.transform.position.z;
/] B RIRBEAL AL B
Vector3 randpos = new Vector3(Random.value, Random.value, -cameraz);

randpos = Camera.main. ViewportToWorldPoint(randpos);

11 BRI BEHLRILE T 14

Fish.Target target = Random.value > 0.5f ? Fish.Target.Right : Fish.Target.Left;
Fish f = Fish.Create(fishprefab, target, randpos);

£ Fish.cs
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11 EMEEIPETE B
f.OnDeath+=0OnDeath;

}
)
void OnDeath( Fish fish )
{
/I R
fish_count--;
}

1

XA J2 ZAE AR Update pREL, BERG 2 PPOIE — 2k f, EQIERMRES, (I
PUEBEHL W) AR AL E . J5 A AT L) Prefab.

X ¥R % FE [GameObject] — [Create Empty], €& —PREXRIEL, IBEE
FishSpawn.cs BIA. Z1THX, =AM EIIFTRNERRFE, WE 5-34 Fix.

;‘(:5(((‘-.4

.“({‘(ﬂ"( .‘(:({([t...g
PN
v *m

;ﬁ!‘(-((‘!( ey

s ] -

A)

K 5-34
555 fIEFEMmAME

BUE, Jekrhoaf 2R A IRATMA 17, 5 RIG QI 73R ZhRE .
HERIRKRIBZA, FTETMTBAMA, BVEMA Fire.cs, ZAIMRABINT:
public class Fire : MonoBehaviour {
/I BEhE
float m_moveSpeed = 10.0f;

[l BEEFRsef, JER, #ESLBRIE A Update #1213 Resources.Load, Instantiate £l Destroy
public static Fire Create( Vector3 pos, Vector3 angle )

{
/I BEELF-# Sprite prefab
GameObject prefab = Resources.Load<GameObject>("fire");
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/I BT # Sprite S

GameObject fireSprite = (GameObject)Instantiate(prefab, pos, Quaternion.Euler(angle));
Fire f = fireSprite. AddComponent<Fire>();
Destroy(fireSprite, 2.0f);

return f;

¥

void Update () {
/] TR E

this.transform. Translate(new Vector3(0, m_moveSpeed * Time.deltaTime, 0));

}

void OnTriggerEnter2D(Collider2D other)

{
Fish f =other.GetComponent<Fish>();

if (f == null)
return;

else // WRdEHm
f.SetDamage(1);
Destroy(this.gameObject);

}
02 GBI Canon.cs LB RIHNIBEE, IR T

public class Cannon : MonoBehaviour {

/| BT A%

float m_shootTimer = 0;

void Update () {
Updatelnput();
}

void Updatelnput()

{
m_shootTimer -= Time.deltaTime; // 555 o [ b B[R] 1A
I BRAG B E
Vector3 ms = Input.mousePosition;

ms = Camera.main.ScreenToWorldPoint(ms);

1 RIBHINL B

Vector3 mypos = this.transform.position;
/1 il BRI K

if (Input.GetMouseButton(0))

{
I R RAR AL E S KA B 2 18] B A B
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Vector2 targetDir = ms - mypos;
float angle = Vector2.Angle(targetDir, Vector3.up);
if (ms.x > mypos.x)

angle = -angle;

this.transform.eulerAngles = new Vector3(0, 0, angle);

if (m_shootTimer <= 0)

{

m_shootTimer = 0.1, // &F& 0.1 B LU & —Ik

11 FEK, BT S

Fire.Create(this.transform. TransformPoint(0, 1, 0), new Vector3(0, 0, angle));
}

}

7f Updatelnput BRECH, THEH KM B RARLE A B, ekt RIEIE RS 7. BI1TIR,
B AR B R ST, il 5-35 A

K 5-35 R4

5.5.6 HIERlE

UL BRI AT LUK G5, (EIEANRETH K . 32 R RIATR IR IRl Thgg, € 73]
ARl 3] 1

#£ Resources {3 114 & ¢ Prefab, 23 B 117510 Rigidbody 2D 1 Polygon Collider
2D A1, 4% [Body Typel %24 [Kinematic], ¥ [Is Trigger] Si%4E1%E+, 7 [Edit
Collider] =T LI E Z AR E AT R A B SUEINTR, F21E Ctrl 207 DURIBRIR
=, 0E 5-36 fis.

EESE (1) HBRIEX T3 Prefab R HILNEE.
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¥~ Rigidbody 2D 1 #|
Body Type Kinematic .
Material Mone (Physics Materiz
Simulated ¥4

Use Full Kinematic C[_|
Callision Detection

SR ey orre—
N —

¥ Constraints

¥ Info

¥ & ¥ Polygon Collider 2D #,|

Edit Collider

ateril Ione (Fhysts Herd ©
Is Trigger "4

Used By Effector O
Used By Composite [ |
Auto Tiling o
Offset

® 0 vo
I Points
¥ Info

K 5-36  WE A RRLTE

Kl 5-37 2D HIBEIERCR

RARBIBEX BEAER T, WRERACT &, ERTBERIA R AR, 50
RGE o AN TRESCAFORAFAE BT H 3 c05_fish2d.

56 2D ¥t

5.6.1 &4 Sprite Eii s

KA Sprite Z T 2D ik, (HEWA H KM B Shader. T I M ACHS IR EL T
SpriteRenderer ¥R\ material, FFEE 7 EIAMIEIE, Al Sprite FIEIAAE AL,

SpriteRenderer render = this.GetComponent<SpriteRenderer>();
render.material.color = new Color(1, 0, 0, 1);
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562 BEXHEBBRME

2D PR R RO R B AN B A, O T SRR ORI
Sprite M5, IRUITF:
7E http://unity3d.com/unity/download/archive/uf 52 N 25 #THY Unity B /57 shader JR1X
19, ARG TR IR MEAY builtin_shaders.zip B3 Unity5.5.2 R ANFY Shader JEHD .
%% shader 45 E, 3 F Sprites-Default.shader XX 43+ S A\ F| Unity T H .
i Sprites-Default.shader &2 E FIAD, TAEXE—4FT, 15§ Shader WA F Eap
X B Kk Sprite/Gray, A G2 fixedd frag(v2f IN)R L, ANIFITHRAY, FH A
BT RKEER, WTAR:
Shader "Sprites/Gray"

fixed4 frag(v2f IN) : SV_Target

{
fixed4 ¢ = SampleSpriteTexture (IN.texcoord) * IN.color;

c.rgb *=c.a;

/1 ERAREIAREY

float gray = dot(c.xyz, float3(0.299, 0.587, 0.114));
c.xyz = float3(gray, gray, gray);

return c;

}
BE— TR Material 5 €% Sprite, FFH B E XA E SRR Shader, RITEE A
THEAE. o UBIT RS ZZE shader SLHLZER, RIBUT:

SpriteRenderer render = this.GetComponent<SpriteRenderer>();

render.material.shader = Shader.Find("Sprites/Gray");

AT A9 TAE SO ORAFAE LR SO H 3% c05_2dgame (1) change shader 375t H .
57 7/ ah

AT/ E T Unity 78 2D R PRI A, BFEAIE Sprites AS[FFIShE 7770, 2D PIEL 1)
H, SJaidisd — AN e B Sl 8 T il —A 2D k. RE AR B2
FER 2D UK, (HAA Unity t&—> 3D Wik 514, AT AT LAZE 3D B N A 2D Uik,
& 3D, 2D RA I ERERUER .
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