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SHAPE MATCHER
o F—AHN%EGetAxisRawlZZE X =L

AE

e Shape Variants List
o Shapel&. TLA ¥ —DRIKIZH S
o .Variants[|[®VariantT., BN ERO TS, ShapeDTL Y —0Y) 7 TESH
FE% . Allowed AnglesTEZL T3
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A game where you jump to avoid thorns

Unity Cloud~ Q&R IS E
prefab > Prefabs
scripts > Scripts
FileA=a2—®MProject Profiles > Player Settings® % &
o Company Name% . $AEHTEADERILGEIC
o Product NamelZ, BT 77/ /L4 %, FAEHTHRTE
o EIFDN—T3v % VersionlZEEE ., 1.01&, EXAR, &I, 0.1.072E 1TERTE
EKS)

Title—>
e CanvaslZ. Main Camera® FH#t M543
e Canvas®Canvas Scaler® %7 T. Screen Match Mode%Expand(Zd %

Gamev—>
e Player
o REDEMIE. FHICERETD
e PlayerR91 7+
o jumpcount > jumpCount
o Update()NMspeedld. 12 RF REHOE S . SerializeFieldZE ELTEE
LfzAM &KLY



m float speed => 5.0f;
m [SerializeField] float speed = 5.0f;
m gL
Input.GetkeyDownld. 7/3v% F, GetButtonDown()Z&FIFALf=L>
Rigidbody2D% f#5% 5. ZH#E 4. Rigidbody2D TEIA LTz
GetComponentl, PP EW, AIEHFESFELNHIEEIE. AV RIVREH
IZEZELT. Awake()%E T, GetComponentL TE WLV -EF R ELTHESD A&
LY
o Jump()A®. rb != nullDiflEFE, rbA nullZi 5 . Rigidbody2DANE LN ELNS EE
WIREBLEDT, T5—ZFHLTLEHIFIH KL
o U¥UTEAdForceTRHE. REDETREISREEXZR T ILIZHELHDT.,
ST DESHMICERLT. TLAVY—DFRICRLEBIEICZHS
n MWEERIEEITT. 2~3BRBTOY o TOEIER T-AD. BEN
Lo<YUL%
m HALIE, rb.velocity.ylZ, BIZDvYo T OWMEEHZREITNIX, BELT:
BEDTYUTIZTED
o BAEZEZI-LMEA. EditA=a1— > Project Settings > Physics2DZ L\ T.
Gravity# 3R . 2DD Vv TH —LATIE, 2~4EREIZT DL, SADYREE
%
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block
e Unity Cloud(&. EfELAE<TELLY
e Prehub > Prefabs
o RYUTKIE., Scripts7AILF—IZANTEE L
o NEDTEYNEFEOTWNDIGEALEIL, Assets THILF—ETFIZ. S—LBZDTAHIL
F—1REEE>T. BATHERLEZ7 YNNI, T RTEORIZANTELE., BELAOT
LY
e player > Player
e player2 > Player2
e Button®°Button2I&. RV TrD KR EINHMNBLHIZT S
e Material > Materials
e MaterialZ+ /L F —IX. Scenes® ¥+~
e BallRYTHIXL, Scripts74 LA —~
e PhysicsMaterial’zE D, HEYVEMN ZEWEED LD (L. Settings 7+ LA —15E%E
E->T. ZDHIZAND
Titlev—>
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Canvas®Canvas Scalerz % F



Buttonscript® £ #ill&. ChangePlayZE (29 %, H DL, RV TrE, REAV BIKIZT
BYFI B

ButtonX9) 7k

DSREM, T7AILBE—BLTLVELY

AV TRT74IL %% SceneChanger(ZL7=0L)
Playl— MU 9 1E1F%45, ChangePlayiE . R ThmM A& RTNIZLT=0
Button2%3i5 . ChangeTitle

Plays—>

Player7>X

Input.GetAxis()I&. 7+ BT RT1v VR, ¥—% MR, BT LREL T, GHSH
BANEYIaAL—3avd B

Input.GetAxisRaw()l&. T RILA TR, F—ZHLz509 CICRAMEIZEY. BT L0I
5%

Player.cs

myRigidbody.linearVelocity = new Vector3(Input.GetAxisRaw("Horizontal") * speed, 0f, 0f);

linearVelocity = E#EENILIL = BELREDRNILIL
angularVelocity = BREANIMIL = BEREREDRIRL
myRigidbody.linearVelocity(Z . Vector3® 4D T, RILE DT —42%2 (15
PYEWIElE

o myRigidbody.linearVelocity.x = Input.GetAxisRaw("Horizontal") * speed;
ETANH. UnitydDVector3lk. #EBERDSBAED T, BRIEDFHREMNTERL
YEZIFODFEFE XDEREZFHELZL

o new Vector3(Input.GetAxisRaw("Horizontal") * speed, 0Of, 0f);
newld. A*BVZHERTHD T, FEL V=L

o T—LERDH, BEDERTIE. CHTLI

o fRERK1:—E.O—NLEHKICIRYLT

var v = myRigidbody.linearVelocity;
v.X = Input.GetAxisRaw("Horizontal") * speed;
myRigidbody.linearVelocity = v;

o MRE2:ANIUNLOHTEZERED

myRigidbody.linearVelocity = Input.GetAxisRaw("Horizontal") * speed * Vector3.right;

e Vector3.right = Vector3(1, 0, 0);



Player2.cs

float verticallnput = Input.GetAxis("Vertical");
transform.Translate(Vector3.up * verticallnput * speed * Time.deltaTime);

transform.Translate()l&. MEDEZEMN S, FEELIZRIMLAEIZT—TEE5

o FEMNEELGL, ZTDTH. BET YR
RigidbodyD & X% {FE>T. BENFIEZLI-L V5 A . transform.position~D ELE %,
transform.Translate()(&{# Z %2 LY

o Rigidbody®linearVelocityZ{#>

float verticallnput = Input.GetAxis("Vertical");

A—AJLZE HverticallnputiZ, E FOAHZERA, -1~1

transform.Translate(Vector3.up * verticallnput * speed * Time.deltaTime);

Vector3.uplZ, E FD A A{EEspeedZEM T T, BFHHETHSHTime.deltaTimeZH [T
LDZE . MTT. ETAHRDOBEERHEEZRD T, BE}SETLS
Time.deltaTimel&. BIEIA 5D #FBF L, HIZ (X, 60fpsTEILNTLVS7%E5. 0.01666....
WNAS
Bl Z £ verticallnputh¥1, speedh¥1f2&9 S &, Vector3.up * verticallnput * speed (.
(0,1, 0)IZ% 5
COEZEICEZICRTEIBOBEOEHF T, 1ImEKZEIZES
BEIEDEHH. 400fpst=&F &, 17 RIZ400@ Update[ MR HEN B &1
AT
TOFEFEREZZET & 1B TI00MEKZ EITHD
NEEITDHI=OI1Z, F:BF E Time.deltaTimeZE M T TS
400fps#i s, Time.deltaTime = 1/4004D T, ZhEMITHIL, 1FRIZ1mIBE)
[CEHTED
—7 . Rigidbody.linearVelocityl&. YIEEFHDIAAIJ T, BEIEEZEEL T, Unity
NEBNICEHTL, TORH. EFNHERICET . BICEREZERETED
LEMS, Player@ RV T ESEIZ. ROKSICEFTIE LKL

myRigidbody.linearVelocity = Input.GetAxisRaw("Vertical") * speed * Vector3.up;

Player2A 7>k

BoxCollider[Z. Physics Material i &% S TLY T, £ D BouncenessH 124> TLVS,
hIZkY, EEEERBELY., AN DONofzLEIC ALERETHRIRDKSIC
B2 TW3, ZThh, BICR DO -BIZEZX SRR

R—ILEDEIEELLLT=VS, Bounceness#0IZ5% E Lf=Player /A M
PhysicsMaterial#{E>T. & E 9 %
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SHAPE MATCHER

e TextMeshProT. Warningh i 515 & . WindowA=21— > TextMesh Pro > Impot TMP
MOIRED2DDAZA—FBA T, SiAARALELEDEENHD
o TNAYTRHDOAJTEHELYPITEAE
o FUTOtyHEFES =CEB/BTKUES®LD
m JU=ZEH]
n JOtyH=mEsR
m JOYSLEAVNAILTBHEIC. DEETEH-HODLD
#define* " SRNILEEET D
#if - - ISR E RSN TNV =6, ZSD bH#endifETOI—REHR
295
o RYYTLDEBETIZ. REAAN

#define DEBUG_LOG
o OJVRTE.RDEIZTD

#if DEBUG_LOG
Debug.Log("Current Wall Speed: " + CurrentSpeed);
#endif

o LI LT, %kBEITOHdefineZFaAAURT IRT & TINVTRTRERD)TEMSHE
JIENTED
o XDLDLEF|

[System.Diagnostics.Conditional("DEBUG_LOG")]
void DebuglLog(string message)

{
Debug.Log(message);

}

BOWMNEDLDII(ZIVT
o WMEEZDRIAIUJ % EEEZRTEEIEETD
o Damager.csDOnTriggerEnterRIZH 5 & EFE I 50 % . MovingWall.cs®D
FixedUpdate X ® newPosition = initialPosition; %L TW\215FTIZ. BET 5 &,
EBENRIEBEIC. KEEZLND
o WANWAEERAHLINDT, BELTH,D
o HABLIE, TheWALLZ2DLLEFES
o ZHGE.BHROBEHLT. ¥—LMHZELEEZS

PlayerMover.cs

e rotating > isRotating
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