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using System. Collections;
using System. Collections. Generic;

using UnityEngine; S ALBRERACY S A%

public class rO01_ball : MonoBehaviour

{
// Start is called before the first frame update

\gold Start () H—LRA— NI 1@ +TERA

}

// Update is called once per frame |- —sfglz=F

void Update ()
{
transform. Translate (0. 1f, 0, 0);
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void Update ()
{
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void Update ()
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void Update ()
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class r01_ball : MonoBehaviour
{
// Start is called before the first frame update
void Start ()
{
}
// Update is called once per frame
?oid Update ()
} transform. Rotate( 0 , 0, 5.0f );
} 1 1 1
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using System. Collections;

using System. Collections. Generic;
using UnityEngine;
public class r01_ball : MonoBehaviour
{

// Start is called before the first frame update
void Start ()

// Update is called once per frame
void Update ()

{

transform. Translate|

transform. Rotate (0, 0, 5.0f);

}
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{Void Update ()

transform. Translate (0. 1f, 0, 0, Space.World);
transform. Rotate (0, 0, 5f);

Debug. Log (transform. position. x) ;

if ( transform.position.x >= 8.0f )

{

} Debug. Break () ; —B{=1E
}
}
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using System. Collections. Generic;
using UnityEngine;

public class r01_ball : MonoBehaviour

float ax = 0. 1f; —— —EOBEE

void Start ()
{

}
void Update ()

transform. Translate( @X , 0, 0, Space.World) ;
transform. Rotate (0, 0, 5f);

if (transform. position.x >= 8.0f)

{

T b (RFTAB)
RBEI L, 5T S AV AR
LTV REL ol bEEE
BT 527 U7 K&EiBEMN
LET,

transform. position. x TEHl
TED x JEREAL1E % U5 L

x JEFE N 08.05 LU kT
o ZATAZ U FD
FAT & —Kf{F I Debug.
Break();] L TCW5,

vV — A NIZEHK
DODNRIREEFRT D
Debug. Log() V5 2V >
Fbd 5,

X FEFEZN 18.0) LLEIZZA2 -
-HEZATAZ YT RO
FITERBE M AL R DA
7 U7 NEBNT 5,

OLLEERF
FMEAIZBWT, R&E W,
NS FE LW EDO RN
Hel 247 O B 1 2 Ll
BA LY, RD 6OV H
DET, FELWI=¢=%
2HOoFELZLIZEELTL
720y,

HEBEETF B K

> EDFAEDEYKREN

= EAFEDBLYREVHFLL

ax = gﬂ?%ﬁﬁ]iﬁi% < EDEEDEYNE
) J = |EEREZLYNSOAZLL
} == |EBEATEZELL
= |EBEEDIEEL AL
- 12 -

1'7’/“17 F%EE’C(:J:*A &g

|m4_-—.__".:

:
2

A — - R e ™ = - - - ——

R £ bl = B a et i)

using System. Collections;
using System. Collections. Generic;
using UnityEngine;

p{mblic class r01_ball

. MonoBehaviour
float ax = 0. 1f;

?oid Start ()

void Update ()

transform. Translate( ax , 0, 0, Space.World);
transform. Rotate (0, 0, 5f);
if (transform. position.x >= 8.0f) Al
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}
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}
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

?ublic class r01_ball : MonoBehaviour

float ax = 0. 1f;
void Start ()

ax = —ax %
ax = (-1) X ax

void Update () DO DER

{

float x:
transform. Translate( ax , 0, 0, Space.World);

transform. Rotate (0, 0, 5f);
x = transform. position. x;
if(x<=-8.0 ] 8.0f <=x) ax = -ax;
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using UnityEngine;

public class g03_force

{
void Start ()

{

using System. Collections;

using System. Collections. Generic;

. MonoBehaviour

FT—LRB— FRFIZET

300

Rigidbody2D rb = GetComponent<Rigidbody2D> () ;

rb. AddForce (new Vector2 (300, 400)); R"—JLIZHEEZ 3
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void Start ()
{

float x,7v;

for (y=4. 0f; y>=2.0f; y—=0.5f) {
for (x=—6. 0f; x<=6.0f; x+=2.0f) {
GameOb ject bk = Instantiate(block_p);

} 19')70I~g(33_f0rce.cs B AT s ke T
78 yFE|R—IL 2o FLET,

using System. Collections; HWAm 6 ~ +6 (7ELE~RD)
using System. Collections. Generic; P
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using UnityEngine; 14 ~ 49
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public class g03_block : MonoBehaviour
{
public GameObject block p; ZBAYHZDTL/NT
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using System. Collections;
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using System. Collections. Generic;
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using UnityEngine;

public class g03_key : MonoBehaviour

{
void Update ()

{
if (Input. GetKey (KeyCode. LeftArrow))

{
}
if (Input. GetKey (KeyCode. RightArrow))
{

}

transform. Translate (0. 1f, 0, 0);

transform. Translate (0. 1f, 0, 0);
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class g03_ataru : MonoBehaviour

{
public GameObject ex_p;

void OnCollisionEnter2D(Collision2D obj)
{

Destroy (gameObject) ; BR2BES& (7avy)

GameObject ex = Instantiate(ex_p, transform.position, Quaternion.identity);
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bk. transform. position = new Vector3(x, y, 0);
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g03_block. cs
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Destroy (ex. gameObject, 1.0f); IJx) FEERLT, 1HEICHET
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J AT b | ATV EBmarf—zxr b AI9VT ® B
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using System. Collections;

using System. Collections. Generic;
using UnityEngine;
public class r19_key :

\Eoid Update ()

MonoBehaviour i o

if (Input.GetKey (KeyCode. LeftArrow)) <«*—AAT
{ transform. Rotate (0, 0, 1); Z~1E[BER
}if (Input. GetKey (KeyCode. RightArrow)) —F%—AAT
{ transform. Rotate (0, 0, -1); B~ 1 ERE
} } 29 7 Mr19_key. cs
/ 757 lE

using System. Collections; A4 7T+ r19 beem. cs

using System. Collections. Generic;

using UnityEngine; 73FR|E—L
public class r19_beem : MonoBehaviour
\Eoid Update ()
transform. Translate (0, 0.2f, 0);
if (transform. position.y > 5.0f)
\ Destroy (gameObject) ; EELNTHEE
}
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using System. Collections;
using System. Collections. Generic;
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using UnityEngine; 7AyFE|MAE

public class r19_key : MonoBehaviour ;:/\O_X%HVGE_%%

{ HELCTRFET DO
public GameObject beem p; TL/N\NTEZE5T B4 S L 2707 N BMLUET,
\?oid Update () OA 7=l FONEE

S ] WCE =L DT LT B %
if (Input. GetKey (KeyCode. LeftArrow)) e R
{ L, EITEMRLET,
transform. Rotate (0, 0, 1);
1
J
if (Input. GetKey (KeyCode. RightArrow))
/
{

1 transform. Rotate (0, 0, —1);

J

if (Input. GetKeyDown (KeyCode. Space))
{

}
} B0 E

AR—XF—HEIn=-5
GameOb ject be = Instantiate (beem_p, transform.position, transform.rotation)
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%fiéﬁﬂ ¥~ Rigidbody 2D
) ) Body Type Dynamic
CircleCollider2D RigidBody2D Material 'None (Physics
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Use Auto Mass -
Mass 1
. Linear Drag i
BoxGol | ider2D Angular Drag 0.05
¢ I Gravity Scale ] I
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using System. Collections;
using System. Collections. Generic;

using UnityEngine;

DFEFT=T7 =7 FOT L

public class r19_dokuro : MonoBehaviour THE AT YT RO
{ o Bk LT,
public GameObject ex_p; BRI TV FD=ODNEREE
void OnCollisionEnter2D(Collision2D obj) I Y FOERHE
{ BEITIY FOER
GameObject ex = Instantiate(ex_p, transform.position, Quaternion.identity);
Destroy (gameObject) ; E—L (BRBH) ®HT
Destroy (obj. gameOb ject) ; Koo (FEEMEFE) ZEHT
Destroy (ex. gameObject, 1.0f); BREI T P 1HRICET
J 241 7 |r19_dokuro. cs
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class g04_key : MonoBehaviour

{
void Update ()

{

}

}

if (Input. GetKey (KeyCode. LeftArrow)) {
transform. Translate (0. 1f, 0, 0);

if (Input. GetKey (KeyCode. RightArrow)) {
transform. Translate (0. 1f, 0, 0);
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class g04_beem : MonoBehaviour

{
void Update ()

{

if (transform. position. y>5. 0f)
Destroy (gameOb ject) ;

2491 7 +|g04_beem. cs
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transform. Translate( 0, 0.2f, 0);
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class g04_key : MonoBehaviour

{

public GameObject beem_p;
void Update ()

[
1

transform. Translate (0. 1f

}

transform. Translate (0. 1T,

}

J

——

if (Input. GetKkeyDown (KeyCode.
Instantiate (beem p, transform.position, Quaternion. identity)

FEHMROMEICE—LEZEE

2491 7 +g04_key. cs

THyF5|FEM

E—LTLNTODONEES

if (Input. GetKey (KeyCode. LeftArrow)) {

0, 0);

if (Input. GetKey (KeyCode. RightArrow)) {

0, 0);
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class g04_rock : MonoBehaviour
?oid Update ()

transform. Translate (0,
transform. Rotate (0, 0, 5.0f);

YONIDA

g04_rock. cs

TA9F%E

BE (&5R)

-0.02f, 0, Space.World);

P
1

public class g04_gen : MonoBehaviour

{
public GameObject rock p

void Start ()
{

}

InvokeRepeating (“rock_gen”, 0.

void rock_gen()

{

int x = Random. Range (-7, 7);

GameObject rc = Instantiate (rock_p);

} BERSEHENLET
}
using System. Collections; 241 7 +|g04_gen. cs
using System. Collections. Generic; N =y oS
using UnityEngine; 78yFR|EEA IV b

TUNTANERER

5f, 0.5f);
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rc. transform. position = new Vector3(x, b5,

0);
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class g04 rock : MonoBehaviour

{

public GameObject ex_p;

void Update ()

[
1

transform. Rotate (0, 0, 5.0f);

—

CircleCollider2D

-
-,

**" g, RigidBody2D

| :' GravityScale 0

BoxCol I ider2D

transform. Translate (0, —0.05f, 0, Space.World);

BEEA Ty bEHEE
E—LA TPy FEHEE

}
void OnCol lisionEnter2D (Collision2D obj) f&ZEHIE
{
Destroy (gameOb ject) ;
Destroy (obj. gameOb ject) ;
]

241 7 +|g04_rock. cs
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using System. Collections; 241 7 +|g04_back. cs
using System. Collections. Generic; 7hyFk|EE
using UnityEngine;

public class g04_back : MonoBehaviour

{
void Update ()
{
transform. Translate (0, —0.05f, 0);
if (transform. position.y < —22.0f)
transform. position = new Vector3 (0, 22.0f, 0);
t
}
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class g04_rock : MonoBehaviour

{
public GameObject ex_p;

void Update ()

[
1

transform. Rotate (0, 0, 5.0f);
\
1

[
1

Destroy (gameOb ject) ;
Destroy (obj. gameOb ject) ;
Destroy (ex. gameObject, 1.0f);

2491 7 +|g04_rock. cs
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transform. Translate (0, -0.05f, 0, Space.World);

void OnCollisionEnter2D(Collision2D obj)

GameOb ject ex = Instantiate(ex_p, transform.position, Quaternion. identity);
EEDOREIZEBRI 7V FEER
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7 FEBEMLET,
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using System. Collections; 2491 7 +g04_key. cs
us@ng Sy;Lem. Cgllections. Generic; 748y F4& |FEM
using UnityEngine; = EE——
FCEI_B!-_M!: Source
public class g04_key : MonoBehaviour FUsElE L
1 Dulput Mone [Aud
1 Mut= "
public GameObject beem p; Bypans £focty i
AudioSource aud; e >
void Start () =
{ Higt
aud = GetComponent<AudioSource> () ;
} E—
Simimo Pan T
void Update O | Spatial Blend e
| Pewerh Tone M
if (Input. GetKey (KeyCode. LeftArrow)) {E Q * 30 Sound Settngs
transform. Translate (=0. 1f, 0, 0); @& sk shact srarkack Spritwrs- Dotault
!
J
if (Input.GetKey (KeyCode. RightArrow)) {
transform. Translate (0. 1f, 0, 0);
}
if (Input.GetKeyDown (KeyCode. Space)) {
aud.Play () ;
Instantiate (beem_p, transform.position, Quaternion.identity);
1
J
} A7SIok |A2U7F @ ®
J FHM g04_key. cs F—ANTFEEMBE. E—LDOFESH (£pk) 0B
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class r20_aray : MonoBehaviour

{
public int[] array = { 0,0,0,0,0,0,0 };
al0] ~ a[6] DEH
void Start ()
{
for (int n = 0; n < 1000; n++)
{
int r = Random. Range (1, 7);
alr] = alr] + 1;
//Debug. Log (1) ;
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using System. Collections;
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using System. Collections. Generic;
using UnityEngine;
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public class r21_move : MonoBehaviour

{
void Update ()

{
transform. Translate( 0, —0.1f,0);
if (transform. position.y < =5.0f)

{
}

transform. position = new Vector3(0, 5.0f, 0);
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

..luUi' banz

public class r21_move : MonoBehaviour img[0] img[1]

public Sprite[] image = new Sprite[5];
SpriteRenderer sr;

void Start ()
{

}

sr = gameOb ject. GetComponent<SpriteRenderer> () ;

void Update ()

{
transform. Translate( 0, —0.1f,0);
if (transform. position.y < —5.0f)

{

int r = Random. Range (0, 5);
sr.sprite = imagel[r];

RT54 FEOERH (HERERR)
SpriteRenderer B M ZE %

transform. position = new Vector3 (0, 5.0f, 0);
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img[2] img[3] img[4]

SpriteRenderer O ViR—=x > FZEE
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using System. Collections; 2451 F Mr23 sai.cs BATA A LT-HBDO—>
using System. Collections. Generic; N — U ZERE L E T,
using UnityEngine; 78yFR|FA I
] e) ~,
I?Ublic class r23_sai : MonoBehaviour @;; ‘f?{\7§§2‘_f7&b1§}‘5§“0b7
SpriteRenderer sr; SpriteRenderer M ZE#H %= HE
Spritel] image; Sprite ZXMEH| image = HAE
void Start ()
{ Assets/Resources/trump 7 # JLAIZ
image = Resources. LoadA11<Sprite> ("saikoro”); HHETHOEBREERIIZFEHFAD

= gameOb ject. GetComponent<SpriteRenderer>(); SpriteRenderer a3 > R—% > FZEH

}
void Update ()

{
if (Input. GetMouseButton(0)) TORAREUNBINTINSRE--
{
int r = Random. Range (0, image.Length) ; O~5MNEHEHRE
sr. sprite = imagel[r]; BUT O IOEBRER TS A MZERE
}
}
}
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class r24_move : MonoBehaviour
{
float speed, rot;E TFAE—K&EER
void Start()

{
speed = Random. Range (-0. 1f, -0.02f);

}

void Update ()

if (transform. position.y < —5)

transform. Rotate (0, 0, rot); =R

YONIDA

r24_move. cs

TAVFE|ER

EFDETAE—F
rot = Random. Range (5. 0f, 5.0F); B OREIEEHMFH

transform. Translate (0, speed , 0, Space.World) ;& T

Destroy (gameObject); BE FETEFLI=LHEE
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class r24_gen : MonoBehaviour

SpriteRenderer sr;

void Start ()

void rock_gen()

GameObject rk = Instantiate (rock_p);
float x = Random. Range (-11. 0f, 11.0f);

sr. sprite = imagelr];

rk. transform. position = new Vector3(x,
int r = Random. Range (0, image. Length) ;
sr = rk. gameObject. GetComponent<{SpriteRenderer> () ;

image = Resources. LoadA11<Sprite> ("rocks”);
InvokeRepeating ("rock_gen”, 0.5f, 0.2f);

6, 0);

public GameObject rock p; EAXITCzH rOTLNT
Sprite[] image; PYDFONE=RATSA FEANSBES]

Resources IZHBDETDR TS A FEHMAAD

TUNTDHRTSA hEESE

AL (TEL

EDFEE (BINES) €505 LTHRE

A9 7 Mr24_gen. cs
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class r25_aray : MonoBehaviour
{
public GameObject kabe_p
int[, ] maze = { 2 WITELH DRI E
0,1, 1L,1,1,1,1,1, 1,1}, _JJJ P o o o i
{1,0,0,0,1,0,0,0,0,1}, = B
{1,0,1,0,1,0,0,1,0, 1}, . __I Il
{1,0,1,0,0,0,1,1,0, 1}, | | _|
{1,0,0,0,0,0,0,0,0,1}, il
{1,0,1,1,0,1,0,0,0,1}, = . = | ju]
{1,0,0,0,0,0,0,1,1,1}, | e
{1,1,1,0,0,1,0,1,0,1}, | | | H B
{1,0,0,0,0,1,0,0,0, 1}, j
1,1,1,1,1,1,1,1,1,1}, |1 e
' 12388, O i@
void Start ()
{
int x, v,
for (y = 0; y < 105 y++) HEAEDIEYIRL
{
for (x = 0; x < 10; x++) HMARDZEYRL
{
if (mazely, x] == 1) 3 LERSIDIENN 175
{
GameObject kb = Instantiate (kabe_p);
kb. transform. position = new Vector3(x-8, 4.5f-y, 0);
}
}
}
}
}
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public class r26_main :

MonoBehaviour

public GameObject map_p;
Spritel[] image;
SpriteRenderer sr;

st = mc. GetComponent<SpriteRenderer> () ;

SpriteRenderer M ZE

2 RERSDMEARTE
TV TDNE—UBE

ftARDHEY IR L
BWARDEYEL

xdggg

FLET,
using System. Collections; 2491 7 M r26_gen. cs
using System. Collections. Generic; ThayFk|EEA TS Y b
using UnityEngine;
32px
-«

32pxI

A
\/

Of1]2(3|4]|5]|6(7

89 ]10[11|12({13]|14(15
16(17] -

- 162]63

64165|66(67(68|69|70|71

PAVZAVK 2= 1=t

Ty TDA A

me. transform. position = new Vector3 (x-8, 4.5f-y, 0);

intl, ] map = {
{3, 3, 3,28,28,28, 3, 3, 3, 3},
{8, 8, 8, 812828, 3, 3, 3, 3},
{8 8 8 8 828 1, 3, 3, 3},
{30, 8, 8, 8, 8,28, 1, 3, 3, 3},
{30,30, 8, 8,28,28, 1, 1, 3, 3},
{30,30, 8, 8,28,28, 1, 1, 3, 3},
{30,30, 8, 8,28,28, 1, 1, 1, 3},
{30,30, 8, 8, 8,28, 1, 1, 1, 1},
{32,30,30, 8, 8,28, 1, 1, 1, 1},
{32, 32, 32, 32, 32, 28, 28, 28, 28, 1},
}s
void Start ()
{
int x, vy,
image = Resources. LoadA11<Sprite> ("mapdata”) ;
for (y = 05 y < 10; y++)
{
for (x = 0; x < 10; x++)
{
GameObject me = Instantiate (map_p);
sr.sprite = image[maply, xJ];
}
}
}

SpriteRenderer OV R—x > FEIE
—CERTSA MIERE

HEEMECEE
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using System. Collections;

using System. Collections. Generic;

using UnityEngine;

public class elb_main :

{

public GameObject kabe_p;

int[, ] maze = {

for (x = 0; x < 10; x++) {
if (mazely, x] == 1){
GameObject kb =

MonoBehaviour

et e e e e e e e e
e e e e e e e e e

2451 7 ble15_main. cs

TAYFE|EEAX T b

Instantiate (kabe_p) ;

kb. transform. position = new Vector3(x - 8, 5 -y, 0);

{1,1,1,1,1,1,1,1,1
{1,0,0,0,1,0,0,0,0
{1,0,1,0,1,0,0,1,0
{1,0,1,0,0,0,1,1,0
{1,0,0,0,0,0,0,0,0
{1,0,1,1,0,1,0,0,0
{1,0,0,0,0,0,0,1, 1
{1,1,1,0,0,1,0,1,0
{1,0,0,0,0,1,0,0,0
{1,1,1,1,1,1,1,1, 1

}s

void Start()

{
int x, v;
for (y = 05 y < 10; y++) {

}
}

}

}

using System. Collections;

using System. Collections. Generic;

using UnityEngine;

public class elb5_move

{
void Update ()

: MonoBehaviour

241 7 hle15_move. cs

Ta9FE[F¥ S0 42

{

| | HAREAN 0, 1T BH)
}
void OnCollisionEnter2D(Collision2D col) EEELfEZELT=H
{

transform. Translate (0. 2f, 0, 0); DLLRY

int r =| | 1 ~3DFEHHFE

transform. Rotate (0, 0, EL# o 12 1T [ElER

}
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=4 r27/maze

using System. Collections;
using UnityEngine;

public class r27_main :

int[, ] maze = {
{1,1,1,1,1,1, 1, 1,
{1,0,0,0,1,0,0,0,
{1,0,1,0,1,0,0, 1,
{1’ O’ 1’ 0’ O’ O’ 1’ 1)
{1,0,0,0,0,0,0,0,
{1,0,1,1,0,1,0,0,
{1) O’ 0’ 0’ O’ 0’ 07 1)
{1,1,1,0,0,1,0, 1,
{1,0,0,0,0,1,0,0,
{1,1,1,1,1,1,1, 1,
}s
void Start ()
int x, v;
for (y = 0; y <
for (x = 0;
switch
11}

case 1:

using System. Collections. Generic;

MonoBehaviour

public GameObject kabe_p;
public GameObject apple_p;

—oorroLoooo

R e e e

o e e e e e e

105 y++) {
x < 10; x++) {
(mazely, x]){

break;

break;

h1F M r27 main. cs

TAyFE|EBA TS b

case 0: GameObject ap = Instantiate (apple_p);
ap. transform. position = new Vector3(x = 8, 5 -y, 0);

GameObject kb = Instantiate (kabe_p);
kb. transform. position = new Vector3(x = 8, 5 -y, 0);

@%Ltﬁjyiab@@
BHICK > T Z2 A Z_g)j?

@% HLET, HY
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DY A ZOEGEZ > — I
FidiE L [BoxCollider2D]
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using UnityEngine;
public class r27_move

?oid Update ()

using System. Collections;
using System. Collections. Generic;

: MonoBehaviour

transform. Translate (0. 1f, 0, 0);

”apple”) {

2491 7 +r27_move. cs
TRYFE|IFY IV R

void OnCollisionEnter2D (Collision2D col)

A5 H Tapple] %5
ATy FEET

Z5TRIFNF BasE)
ARELEZD

{
if (col. gameObject. tag ==
Destroy (col. gameObject) ;
}
else{
transform. Translate (0. 1f, 0, 0);
int r = Random. Range (1, 4);
transform. Rotate (0, 0, r * 90);
\ }
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I@ﬁuﬁ 28| ‘,%0) QEJJEE‘Z (1:$1§|] L/lf) = r28maze using System. Collections;
using System. Collections. Generic; EEEEEEEEE o5 ®ED
Cr———— W — 2 X 2 wockdslE L [0 %A, using UnityEngine; ] ] ﬁﬁu b'* \ B
(1] %hel L“C%Z_i'@“ 5 X 5 Ot B OO O m BEFOEQINSETEGD
FIOBAIIET TRO L 912720 £97, pjzublic class r28 _main : MonoBehaviour E 0o 0O E %Lgézggggg%hj
111 1] 1 public GameObject kabe_p; B OO0 m UANTY,
: _ N : ™ ™ HERaNoBEZH L TN KX
0/ 0| 0| 1 ol mase ey TntL100, 100)3 EEEEENEEEE  SGBEETZOT, BE
0[1[0] 1 ’ ’ UEEIENZT,
01,010 void Start0 SERNEEEEE  amUsCEROESCH
0o[1] 1] 1 . _ E B B EEE BEERLET,
| 2= R IR It %,y u n m
%"9‘4@ DORLH & HE., SMEEZ R E L, ' ‘ BE 0 00O = 1 FF. NEDES 1D
CNEFRRSETHET, for (y = 0; y < H; y++) = O 0 o = mEUICEERT IS ET
. { - B DEROENBDFET.
- System. Collecti . _ OAR % it Thuttonl00. for (x = 0; x < W; x++) EEEEEEEEE (TO) HESDEEICT
us:.mg System. Collec %OHS’G ) A9 Y7 +|r28 main. cs png| ZHLIET D, { [ : NZFEI)
using System. Collections. Generic; TAyFER|BEA TS b mazely, x] = 0;
using UnityEngine; @47 =7 k Tbuttonl00] if(y==0 || y==H-1 || x==0 || =.=.....= 2.‘7_'EJ:0)§,.“—§7J\5§0_)§
LTI LE—T A R } E B B EEE JD_\:(;FE](D"CJ:"FEEL?J
. . . . } [ | [ | [ | SALICHE (B) ZEULET,
public class r28_main : MonoBehaviour MWLl N HE EEEEE B
{ F~KZ7 Y7 T70nT boutaosi () ; #HE4REISEFEUHH L - .
public GameObject kabe_p; TRy AT LNTEHR {t.] L. 4 #i% Tbuttonl100 = 0B = ééglz;\g%jiguﬂéﬁ
. _ . . i Sy — — . . | R ?_ \
%nt[,] maze = new int[100, 100]; %E@FHGDZ«X:H‘:EE?IJ o D) E%E‘j‘\éo‘ f{or (y =05 y <H; yt9) EEEEEEEER Bﬁ‘;(CDMT(JJ:BI‘DJL)jWHC
int W =31, H = 21; REEOE W) #t H) 1 X (FH) g DA T Y = 7k for (x = 0 x < W; x+4) SYSNCEERLUET,
lbutton100) (XHIBRT %, ( QESNEEERE  GiEmmEoB)
void Start() if (maze[y’ X] == ) = | = ..:
{ @zt 7v=r b (FH { — =
int x, v; F T ) EERL, GameObject kb = Instantid = ....= = éﬁzgﬁggl“g?’tm%
ZEi% Tmain] & LET, | kb. transform. position = = = = II: ’
=0; ; HEH 1R DR EEEEEEEEN 5 —BFOGTETHEEEL
ior =0y CHiyH) AAPIDRE L @EBEOKRE SE/S 1, } ) B 512 BRBORMTT.
_q- . . M2 1 &L, OIEED I \
for (x = 0; x < W; x++) HMAROBRL BERTARIY T R
{ N L Bk L., BHEA 7V 27 void boutaosi () PR LRIZ &k 2R BAERK
mazely, x EHDORNEE 0] IZEE MZTZyFLET, {
if(y==0 || y==H-1 || x==0 || x==W-1) int x, vy, r;
mazely, x]=1; HLAMEEDS T1] IT8BTE O X0 AP % Random. InitState (System. DateTime. Now. Mi | | isecond) ; ABMDEDOWHIL
} mofMEET DI, for (y =2; y<=H3; y += 2) MAmOEYIRL (BOIFEAT)
} AT AT T = b {
for (y = 05 y < H y¥) BIIDNBERBE L L TR rMalnCameraL@ [Sizel for (x =20 x & W3 x +=2) HBAADRYERL (BOBAT)
{ Z 2] IZTRELET, {
. . © Inspector = maze [y, X] = 1 : *%O)t’z_ﬁﬁ'd: r 1 J
for (x = 0; x <W; x++) & [ o | Qstatic v r = Random. Range (0, 4) ; 0 ~ 3 DEH
{ " Tag [MainCamers i ] Layer [Defauk ¢ switch (r) ELEDE TH I (switch ~ case XX)
if (mazely, x] == L LESIOAREN (1) %5 T {
{ Rotation X0 Y0 |z 0 case 0: mazely - 1,x ] =1, break; HL 0 %G EICfET
. _ . ) ==z e Z[1 case 1: mazely + 1,x 1 =1, break; 1 T
GameOb ject kb. .Ins_tantlate(kabe_p)’ . R i case 2: mazely x — 1] = 1; break; 2 v,
kb. transform. position = new Vector3(x-15, 10-y, 0); CleirFlagsd case 3: maze[y x +1] = 1: break: 3 =
N Baclkgroun _ . - ’ ’
} Ty EERLEE i }
} L }
| Size = |
} et rest J —HEFENFGHEELL A% Y 7 +|r28_main. cs
} :;Ii mf I J WEDIZIEIXRMIDBE ThyFh|EBA ISk
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using System. Collections; 2917 +[r29_main. cs Cﬁf%gﬁfﬁﬁbgff; SAYPY G 5X5ORICHARSS FETNTEL lights out) S8BCEE P #AELTHES !
O Ll s ey T LEWE <Y R BNE LR/, BB51 FEBTE, BSEZD L NEERA 4 BOS1 ~i—
it 75y7%|BRATII b Uy 7 AT B0 BICRIET B,
[BoxCollider2D] &7 # v
public class r29 _main : MonoBehaviour FL. 7Tl ET, using System. Collections; 2451 7 M g05_main. cs
{ using System. C(_)llections. Generic; SR yFE|EEL IO L
public GameObject button_p; RELDTLNT @F LT aHEL T, it using UnityEngine;
GameObject[] bt = new GameObject[25]; A TT x4 FEIDES| 5 Xfﬁ 5 GCE@%T%}X 7 public class g05_main : MonoBehaviour
public Sprite bl, b2; RATZ74 bEYIYBZBT-ODNEBER U7 MEERLET, & {
DO, 7T N4 & public GameObject button_p;
void Start () UCAERL L JiE T5E Garkr)lTObject[] b]‘; = Eew GameOb ject [25];
L ic Sprite bl 2;
{ AT CREET, e e S
int n;
for( n=0; n<25; n++ ) { 0 - 24 FTHER 20121122 123124 void Start ()
bt[n] = Instantiate (button_p); { .
bt[n]. transform. position = new Vector3 (n%5, n/5, 0); 15016 (171819 %nt<n; 0:n<25:n4) |
B ) . L or ( n=0;n<25;n
e e e O XMSIER 10]11]12]13] 14 bt[n] = Instantiate(button_p);
= < -A bt[n]. transform. position = new Vector3 (n%5, n/5, 0); | |
} 5167819 | bt[n]. name = n. ToString() ; R ) Y
f s
public void bt_click(int ) #JIT x4 FEEEZHRS 0j1]2]3]4 ) 7 f ) S =
{ I RS . . . . |55
SpriteRenderer sr = bt[n].GetComponent<{SpriteRenderer> () ; @§§%7;i;£%1ﬁp > F{)Ubhc void bt_click(int ) T
| sr. sprite = b2; ATS5A4+ (BB) 2ZFE y L/XI7 y L %:7ma;njj rev(n); 5w s ST E A K P
FLUEF, if (n-5>>0 ) rev(in-5); " T " j |
) if (nt5<=24 ) rev(n + 5); " s 1 021422 23 | 24
@f{y@%%ﬁgﬁéi&ﬁ:;ﬁ& if ( n%5 -1 >=0) rev(n - 1): N Ve n 15 16 17 18 19
i ons: . VDATTA NE 2D if (n% + 1 <=4) rev(n +1); " 5o
using System. Collections; 2507 Mr29_click. os d - BTN 10|11 12|13 14
using System. Collections. Generic; A <~ ; BRLET } Wb bR
using UnityEngine; T8yFE|RE > TLnT - 5 6 1 8 9
';ﬂﬂtmmﬁﬁﬁham— void rev(int n) AT G NEREETHAY v R SREEE
public class r29_click : MonoBehaviour Butten_p wbutton { 0] 1 2434
{ B1 Elgahag-00474 SpriteRenderer sr = bt[n]. GetComponent<SpriteRenderer>(); 'EEET
void OnMouseDown () DA TSTH FTIHRMNY Y w s Stz B2 [Flaahag-00474 if(sr.sprite = bl )  HLATTA ka8 bl A2 b -
{ ' . . o, - CEEY AN R sr.sprite = b2; AT 74 b b2 IR
(.}ameObie(.:t obj = GameOngct.Flnd( [Tlaln ), }4>§*%=L??% SN bZFORD (4D else 25 itiug (b2 A b)
1nt' n = 1nt.Parse(gameOk')Ject.name)T 7]'7/.1’7 FEEBSICER BT 2 7 S sr.sprite = bi; 2T 54 b bl 2R
obj. GetComponent<s27_main>().bt_click(n); Y A }
} ALY (main) 1283 Tsbt click() ) [CEBEXET . Lz
| LT, 7 AT TH Yy }
FLET,
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

2491 7 +g06_click. cs
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public class g06_click : MonoBehaviour

{ ICBEE—ARDH LN E

Slice # Trim .
Type | | | Grid By Cell Size &l void OnMouseDown () 9 n» %nﬂ’\i 'g—o ZEX B —
. . » n ] N
Pl R X 99 Y 99 | GameObject obj = GameObject.Find(“main”) ; 7\7\’))3?3)2}16;‘&\ 7 3 v 7S
Offset %[0 Y0 | int n = int.Parse (gameOb ject. name) ; NZE =A% Z~BH)
Padding %1 ¥ [1 | obj. GetComponent<g06_main> (). click (n) ; L, ZEEE—2AD%EFH
Pivot [ Top Left ¢ | B L E,
Custom Pivot Center }
v | Top Left
Top

using System. Collections;
99px using System. Collections. Generic;
using UnityEngine;

2491 7+ g06_main. cs
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public class s28 _main : MonoBehaviour

{

7oz U b+

. public GameObject p_p;
DEELE — @ ;

GameObject[] p = new GameObject[9];
SpriteRenderer sr;
Spritel[] image;

int aki = 8;

using System. Collections;
using System. Collections. Generic;
using UnityEngine;

2491 7 +|g06_main. cs
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E—ZDZEWNTWSIEOES ZREE

void Start ()

mﬂ&ﬁ
public class s28_main : MonoBehaviour = b image = Resources. LoadA11<Sprite> (“fujisan”);
{ for (int n = 0; n < 8; n++ )

E 20T LT = OB O HEIIE T100px {

E—20r 7oy pEs | 100px) ICLETAL B
AL LTRRTWE S, Ipx
O TR #2221 572012
[99px X 99px| & LET,

public GameObject piece_p;
GameObject[] p = new GameObject[9];
SpriteRenderer sr;

Sprite[] image;

pln] = Instantiate(p_p);

st = pln]. GetComponent<SpriteRenderer> () ;
sr. sprite = image[n];

pln]. transform. position = new Vector3(n % 3
plnl.name = n. ToString() ;

-(n /3), 0);
}

{ JY—ZAMBRSARENER TS FEEHRAD = LB AT1VO ic void click(i
s public void click(int n)
image = Resources. LoadA11<Sprite> (“fujisan”); %fégggg left) ICAH {
for (int n = 0; n < 8; n++ ) O0~7DE—RZERE ° float x = p[n]. transform. position. x; E— 2O XNME (£1)
{ ) ' . . @A A4 AL E— 2D float y = p[n]. transform. position.y; E—A2ADYNE (£FEF)

pln] = Instantiate(piece_p);
sr = pln]. GetComponent<SpriteRenderer> () ;
sr. sprite = image[n];

int a =(int) ( =(y * 3.0f)+x) ; E—ANBUED DG (FE) RS
if @a-1=aki || a+1==naki || a-3==aki || a+3==aki)

H L EFELEDEZ N 22
p[n]. transform. position = new Vector3(aki % 3, —(aki / 3), 0);
aki = a; v— 2B L, BIfEMEE (22

EOorE Y- UICEEL
[Boxcollider2D| &7 4% v

O N [
pln]. transform position = new Vector3(n % 3, —(n / 3), 0); T TenTRLET

} pln]. name = n. ToString() ; FI7oxH uE D — 2 W CEES 2
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class r30_gen : MonoBehaviour
public GameObject fuda_p; AADTLNT
GameObject[] hf = new GameObject[48]; fLaBEF

HDRTS4 + (ER

SpriteRenderer[] sr = new SpriteRenderer[48];

Sprite[] image; FLIE{& % Resources M
void Start ()
{

image = Resources. LoadA11<Sprite> (“hanafuda”) ;

for (int n = 0; n < 4 % 12; n+t)
{
hf[n] = Instantiate (fuda_p);
sr[n] = hf[n].GetComponent<SpriteRenderer> () ;
srin]. sprite = image[n];
hf[n]. transform. position = new Vector3 ((n%12)*1. 3f-7. 0f,
} LE 1

Resources H 5 LB F SR AHAL
488 (4%x12hmA)
DA VRE VU RAER

L@ SpriteRendeer ZE1%
HDRTS4 + (ER) ZHRE
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class r30_gen : MonoBehaviour

(

1
public GameObject fuda_p;
GameObject[] hf = new GameObject[48];

SpriteRenderer[] sr = new SpriteRenderer[48];

Spritel] image;

void Start ()
(
l
image = Resources. LoadAl1<Sprite> (“hanafuda”) ;

for (int n = 0; n < 4 % 12; n++)

{

hf[n] = Instantiate(fuda_p);
hf[n]. name = n. ToString() ;
sr[n] = hf[n].GetComponent<{SpriteRenderer> () ;

hf[n]. transform. position = new Vector3 ((n%12)*1. 3f-7. Of,

1
J

public void card(int n) NEMNS T Y X ATEE

{
J

srn].sprite = image[n];

IV FRERINES (XFH) IZRE

(public) A Y v F

ZTRo=nBEDEER (RT54 K #FKF

241 7 +{r30_gen. cs
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(n/12)%2-3, 0);

using System. Collections;

291 F M r30 click. cs

using System. Collections. Generic;

TRyFE|TEALTLNT

using UnityEngine;

public class r30_click : MonoBehaviour

{
o UvoEht=6

void OnMouseDown ()

{
GameOb ject obj = GameObject.Find ("main”) ;
int n = int.Parse (gameObject. name) ; LDES
obj. GetComponent<r29_gen> (). card(n) ;
} BWEBRAY Y K card) #FUHYT
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using System. Collections; A4 1) 7 +|g07 click. cs
using System. Collections. Generic;
using UnityEngine;

&) e

public class g07_click : MonoBehaviour

DAILR 7V v 7 Stz b
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ZIERCL, LA TIieT
2y FLET,

public Sprite front; FREDATIA k

public Sprite back; EEDRATSA4 +

void OnMouseDown ()

{
®OF—FzHmDE FHR

TL2EIA7 VT M EE

SpriteRenderer sr = GetComponent<{SpriteRenderer> () ;

sr. sprite = back; ATS54 hEBWH (ZEm) ICEE

animals snimals @ avimalel ammale? ssesala 3 smmals 4 snimets® animale & animada 7 anfhl|l ] snimale ) wremala_— Il—-||-t = vlnlﬂl'llll ~  amimals o

using System. Collections; 2491 7 +|g07_main. cs
using System. Collections. Generic; 7Ry FE|EEL TS b

using UnityEngine;

public class g07_main : MonoBehaviour

{
public GameObject card p v Rl N W AVIAW)
GameObject[] card = new GameObject[24]; H— KDEZFI

Hh— FDIEHRDERS
21)wYLizhAh—FDhH2 bk
1, 2MBDEO0EFEEIE

$H— F® SpriteRenderer

Spritel] image;

int cnt = 0;

int cardl, card2;
SpriteRenderer srl, sr2;

void Start ()

{
image = Resources. LoadAl11<Sprite> (“animals”); #&4&% Resources/animals H 5iERARAL

e xfits 24EBYRYT

card[n] = Instantiate(card_p); HW—FZHEHLA TP Y FEIIIZANS
card[n]. name = n. ToString() ; IOV FOEFIEESICER
s17_click sp = card[n].GetComponent<sl7_click>(); “ Y vwo DAL )T FE2WME
sp. back = image[n / 2]; AT rONERZES back TR TS5 4 FEERTE
//srl = card[n]. GetComponent<SpriteRenderer> () ;
//srl.sprite = imagel[n / 2]; BHORTFI VY
card[n]. transform. position = new Vector3 ((n% 6)*2. 5f-6. 0f, (n/6)*2. 5f—4, 0) ;

} I FORBEZERTE

for (int n = 0; n < 6 * 4; n++)
{

\ } WL, EITemitLET,
~ A %7 Vo o745
)9 LEh—RDOBES (XTSxH bR) AL VISES AN — R~ DI
RN ’Cﬁ@ﬁ)?ﬁzﬂ?éi’b

- B 2491 7 +g07_click. cs ENE

void OnMouseDown () 78 yFE|I N ETLNT

{ O~ AEI7 Vw7 LEDL
SpriteRenderer sr = GetComponent<SpriteRenderer> () ; FDOH—FDE S (£7

if (sr.sprite == front) LLRTZ4 FARELEDS S M) B AL LT
{ WLTIHADD— F
sr. sprite = back; BHICUERR {fﬂtﬁ @%E F\Zj‘iﬁ E?i

GameOb ject obj = GameObject.Find ("main”); ESEfETHATY

int n = int.Parse(gameObject. name) ; 7 AL ET
obj. GetComponent<g07_main> (). card_turn(n) ;
} H—KRBEEEZALLD card_turn() AV RIZJET
}
}
1B, 2HBDOHD—FA—HBLTWLWEIIZFHET S,
- A& 2491 7 +|g07_main. cs

D) v Ent-h—FBESERRS

if (ent % 2 = 0) 1THEOH—FL5
cardl = n; h—FBESZEIE

else 2HBDH—FKH L

{

public void card_turn(int n)

{ TRy FR|EEAXTO) b

card2 = n;

srl = card[cardl]. GetComponent<SpriteRenderer>(); 1B ®DH— KdD SpriteRenderer
sr2 = card[card2]. GetComponent<{SpriteRenderer>(); 2#H "

if (srl.sprite == sr2.sprite ) LLIMBE2HMBEBDOA—FARLAEDL

{
Destroy (card[cardl], 1.0f); 1THEDOAD—FZ1RRIEET S

Destroy (card[card2], 1.0f); 1#HEBE®D "

}

else B LCThHEFNIE

{
srl. sprite = image[23]; 1THMBODI—FEFREIZET
sr2. sprite = imagel[23]; 2B "

cnt++; h—FZE0 )y Enht-EHEILDV+

_82_

_83_



RIDABTZEZSvv LTS (E51E5I12T5H)

RIEHEI0FETHRYIRT —

1 2 3 4 5 6 . . . . 25 26 27 28 29 30
l1]2]3|4]5]6]7] |24 | 25| 26| 272829 30|
1 1
2 BB BAFERTEMERE
v %8 v
24| 2|3 |4|5/|6|7 1|25 2627|2829 |30
1 1
RO BB BAFERTEMERE
v % l
24| 7|3 |4 |5]|6]2 1|25 2627|2829 |30
v 1
ROZEIBH

OIEF (A TNDE D — R
%fﬂzf E) hf G) U: N A%
T BB A B L E T,

T 7Tl XA

Y| L CWDEST — 4
DM G, ELETRAE
ST ESOEIONE
DAY KL ET,

RS BT —ZITh—F
DFTNLE (transform.
position) T,

{

public class g07_main

using System. Collections;
using System. Collections. Generic;
using UnityEngine;

: MonoBehaviour

public GameObject card_p;
GameObject[] card = new GameObject[24];

Spritel] image;

int ent = 0;

int cardl, card2;
SpriteRenderer srl, sr2;

void Start ()
{

image = Resources. LoadA11<Sprite> (“animals”);

for (int n = 0; n < 6 * 4; n++)

{
card[n] = Instantiate(card_p);
card[n].name = n.ToString();

s17_click sp = card[n].GetComponent<s17_click>();

sp. back = imageln / 2];

card[n]. transform. position = new Vector3 ((n%6)*2. 5f-6. 0f, (n/6)*2. 5f-4, 0);

}

GameOb ject d = Instantiate(card_p);
for (int n =0; n < 24; n++)
{

int r1 =Random. Range (n, 24);

T2 FOXBANERZERE

XY HEHNEEBMTRD D
d. transform. position = card[r1]. transform. position;
card[r1]. transform. position = card[n]. transform. position;

card[n]. transform. position = d. transform. position;

}
Destroy (d) ;

— 534_ —

RMRADEREHE

2491 7 +|g07_main. cs
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@

T r
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{

[
1

}
}

{

cntt++;

void card _ret()

srl.sprite = image[23];

public void card turn(int n)

if (ent % 2 == 0)

cardl = n;

else

card2 = n;

srl = card[cardl]. GetComponent<{SpriteRenderer> () ;
sr2 = card[card2]. GetComponent<SpriteRenderer> () ;

if (srl.sprite == sr2.sprite )
{
Destroy (card[cardl], 1.0f);
Destroy (card[card2], 1.0f);
}

else

{

Invoke (“card_ret”, 1);

}

17212 card ret() #=E{T

H—FDRTS54 FEREIZRT

B

LK. BE. 7V vY 1KE. 2KBEHEM

g05_main. cs

TEHL (TLnT)

g05 click.cs | #4DYU Vv I #H>T. h—FBESZET

sr2.sprite = image[23];
} } 2491 7 +|g06_main. cs
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using System. Collections; 2417 +[r31 back. cs

using System. Collections. Generic; 7hyFu|EE

using UnityEngine;

public class r31_back : MonoBehaviour

{
float back_sp = —0. 1f; EEORYO—)LRE—F

void Update ()
{

transform. Translate (back_sp, 0, 0); R~ O—JL
if (transform. position.x <= —17.0f)

transform. position = new Vector3(17.0f, 0, 0);

} EENEHETERELS, AHICRT
}
using System. Collections; 241 7 31 key. cs
using System. Collections. Generic; TS,

using UnityEngine;

public class r31_key : MonoBehaviour

{

FoA—2a BOEH
BERE—F

Animator am;
float sp = 1.0f;

void Start()

{
am = gameOb ject. GetComponent<Animator> () ;

} Animator 3 VR—F > FEEE

void Update ()

{
if (Input.GetKeyDown (KeyCode. RightArrow)) F—5A% l—]

{

}
if (Input. GetKeyDown (KeyCode. LeftArrow))

{
}

am. speed = sp;

sp += 0. 1f; AE—K#%+0.1
F—A T
sp —= 0.1f; AE—F%—0.1

Animator AV R—R Y FMZRAE—F BT
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

2491 7 r32_key. cs
78y FE|DE

public class r32_key : MonoBehaviour
\goid Update ()

var ac = GetComponent<{Animator>(); Animator 2y rA—-5—%R%

if (Input.GetKey (KeyCode. RightArrow) ) { —>F—5
ac. Play ("walk”) ; Twalk) =84
}
if (Input. GetKey (KeyCode. UpArrow) ) { T ¥—%5
ac. Play (“ jump”) ; Mjump) ZB/4%E
}
if (Input. GetKey (KeyCode. DownArrow)) { | ¥—745
ac.Play (“stop”) ; lstopl B4

——

- Bae Laver
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el ad Layer Dalaus Sista
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Craate new BilendTres n Sieta
Delete
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RLTHET,
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® Twalk] DXXFETIZ U v
7 L [Create New Clip]
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

2491 7+ g08_main. cs
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public class g08_main : MonoBehaviour

TLAvY—FTH b+
FoA—R—aUiR—2 k

GameOb ject player;
Animator ac;

void Start ()

{
player = GameObject. Find ("boya_17) ; TLAYVY—ZWE
ac = player. GetComponent<{Animator>(); 7=*—4—%HiE
}
void Update ()
{
if (Input. GetKeyDown (KeyCode. RightArrow)) {
ac. Play ("walk”) ; =] BB TZA
}
if (Input. GetKeyDown (KeyCode. Space)) {
ac. Play (" jump”) ; [RR—R | BoPv TP A
Rigidbody2D rb = player. GetComponent<Rigidbody2D> () ;
rb. AddForce (new Vector2(0, 400)); LEAFMEIZAZEMZS
}
}

OF—ANTT7oA—2 a3 DBERE—FEZTE

3 2% 1) 7 }[g08_main. cs
\?old Update () ThyFE|EEA TS LY b

L
if (Input. GetKeyDown (KeyCode. RightArrow))

ac. speed += 0. 05f; FoA—LaVAE—FKE#&ELT D

ac. Play ("walk”) ;
]
if (Input. GetKeyDown (KeyCode. LeftArrow))

[

1
ac. speed —= 0. 05f; T A—LaVAE—FK#ELT S
ac. Play ("walk”) ;
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using System. Collections;

using System. Collections. Generic;

TAyFE|EBA TS b

using UnityEngine;
public class g08_main : MonoBehaviour
[
1
Gachbjoct player; .
GameOb ject back; BE2ATTU b
Animator ac;
float bk_speed;

void Start ()

{

player = GameObject.Find (“boya_1");
ac = player. GetComponent<Animator> () ; ’
back = GameObject. Find ("back2”) ; EEA Iy FERE

}
void Update ()

[
{
- Al
if (Input.GetKeyDown (KeyCode. Space))
(
1
ac. Play (" jump”) ;
Rigidbody2D rb = player. GetComponent<Rigidbody2D> () ;
rb. AddForce (new Vector2 (0, 400));

1
J

bk_speed = —(ac. speed / 15.0f) ; LBEEORYO—JLRE—F
back. transform. Translate (bk_speed, 0, 0); &EHEE%ZXo 00—
if (back.transform.position.x <= 217, 0f)

back. transform. position = new Vector3(17.0f, 0, 0);

[—;
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using System. Collections;
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using System. Collections. Generic;

TRy FE|EEA TV b

using UnityEngine;

public class g08_main : MonoBehaviour
{
1

GameOb ject player;
GameOb ject back;
GameOb ject rock;
Animator ac;

ERA TV b

float bk_speed;
void Start ()

player = GameObject.Find(“boya_17);
ac = player. GetComponent<Animator> () ;

back = GameObject.Find (“back2”) ;
} rock = GameObject.Find(“rocks3_17); HBA Tz Y FEWIE
void Update ()
- Al

rock. transform. Translate (bk_speed, 0, 0); BR*%E
if (rock.transform.position.x < -8.0f)
rock. transform. position = new Vector3(8.0f, -2.5f, 0);
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;

public class el6_key : MonoBehaviour

{
void Update ()
{ Animator 2> FA—5—%1F
var ac = GetComponent<Animator> () ;

if (Input. GetKey (KeyCode. UpArrow) ) { Tx%—45
ac. Play ("back”) ; Tback] #=E4%
transform. Translate (0, 0.01f, 0);

}

if (Input. GetKey (KeyCode. DownArrow)) { | =45

ac. Play (“front”) ;
transform. Translate (0, —0.01f, 0);

[fornt] ZHB4%

}
if (Input. GetKey (KeyCode. LeftArrow) ) { —x—%5
ac. Play ("left”); lNeft] #8B4%
transform. Translate (0. 01,0, 0);
}
if )
lright] B4
}
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;
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public class el7_key : MonoBehaviour

{
void Update ()
{

var ac = GetComponent<{Animator>(); Animator 2> hO—5—Z%EE

if (Input.GetKey (KeyCode. RightArrow)) —-F -5
{
transform. localScale = new Vector3(1, 1, 1); MmMEZTIZ
if (Input. GetKey (KeyCode. LeftShift)) SHIFT &+—A{RTF
ac.Play ("Run”) ; lRun] #B\&
else
ac. Play ("Walk”) ; Walk] B4
}
if (Input.GetKey (KeyCode. LeftArrow)) —F—%H5
{
transform. localScale = new Vector3(-1, 1, 1); ME%/XEn
if (Input. GetKey (KeyCode. LeftShift)) SHIFT &+—A{RTF
ac.Play ("Run”) ; lRun] #B\&
else
ac. Play ("Walk”) ; Walk] B4
}
if AR—RF—1 5B
{
MJump) Z#8E\4&E
}
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;
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public class g09_key : MonoBehaviour

\EOid Update ()

D4 HFROBITT = A —
YaroumLiRdT M7

var ac = GetComponent<Animator>(); Animator 2> FAO—5—ZWE

- S if (Input. GetKey (KeyCode. UpArrow) ) { 1%—15
AW AEHE L, RITK ac Play Coack) s Mback | %M TOFEFEFEE XX T
XX ATA A LET, transform. Translate (0, 0.05f, 0); 5L EED WL IC X T
if (Input. GetKey (KeyCode. DownArrow)) { | F—%H5 JHABDEWNWTLEWET,

ac. Play (“front”) ; [fornt)] ZH\4&E

HY transform. Translate (0, —0.05f, 0); [RigidBody2D] =1 7AN—>%
} v h® [FrezeRotation] @
if (Input.GetKey (KeyCode. LeftArrow) ) {

—%—135 :
ac.Play("left”); lNeft] /& lz] #hHiZTF = v 7 & A,
= transform. Translate (-0. 05f, 0, 0); R s A X £ 4,
if (Input. GetKey (KeyCode. RightArrow) ) { - —H5
ac.Play(“right”); lright] B4 Interpul.ate lMane
using System. Co]lectjons; ‘ - 200 7, “[209 main. cs transform. Translate (0. 05f, 0, 0); ¥ Constraints 5
using System. Collections. Generic; — — - Freeze Position [ ¥ (Y
using UnityEngine; 7’5’9?9& EBA IO b ®X TFAALIZAT 7 A b } Freeze Rotation [#Z
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