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3.3.1 Unity

Unity - 25T % chzs k518 > v BEH 73 PC-~ Mac OS H %
A% 0 2 A 10S ~ Android + 4# & T 4x T M endggh o Unity » & B8 AL 255N o
Fh ARTHATESEARESLETTHE - Unity » 7 % 30 F 4 PS3 -
XBox360 ~ Wii 25k 3 4 + 25k o

POWERED BY

unity

#l 3-3 Unity
X L3 * Unity = & & & fgen® 7 > % Vuforia + Bl % & 3
Unity » 1% Unity o 5 1 & GLic g5 § s emac® > £2 £ 4] Unity
A CHL B R #1731 2Bk chk A o

€ Unity 2018.4.9f1 Personal - A-Z.unity - 1212 - PC, Mac & Linux Standalane <DX11> — [m] X
File Edit Assets GameObject Component Window Help

+ | S ‘ o | =1 ‘I@I] | =center | @Local | umm [ @ Collab - | @ [Account - | [Layers - |[Layout - |

= Hierarchy | & -= | HScene | fil Asset Store *=| € Game == | @ Inspector | &=
Create =| (@Al ) || Shaded -||2p || % | <) | &~ | 6l | pisplayt #|| 1080x1920 4| scale AZ o =
v a2z = Q
_ Directional Light
. ARCamera
b Canvas
. EventSystem
./ GameDbject
ImageA
_ ImageB
_ImageC
! ImageD
ImageE
_ ImageF
_ ImageG
ImageH
Imagel
_Imagel
_ Imagek
Imagel
ImageM
. ImageN
_ImageQ
ImageP
ImageQ
_ ImageR
./ Images
ImageT
Imagel
. ImageV
. ImageW
ImageX
ImageY
. ImageZ

YY Y Y Y Y Y YYYYYYYYYYYYYYYYYYY

@1 Project | ] Console Fl=
Create ~ a |4|%]
Yi'i}’ vorites Assets > Scenes
(LAl Materiale

gL L A

&30
» & 302

[~z ]
» & Editor
&img
> & Music

(&3 Resources

& Script
» &5 StreamingA
& Textures
» &5 Vuforia
» &5 Packages

Animal Digital Flower gamemenu main menu SampleSce.

secondary  Wegstables

| Asset Labels

<0 Assets/Scenes/A-Z.unity ~ AssetBundle  (Wene

B 3-4 & * Unity % ¥ AR % &
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€ Unity 2018.4.91 Personal - rabbit-e.unity - 1212 - PC, Mac & Linux Standalone* <DX11>

File Edit Assets GameObject Component Window Help

[t Center | @Local |

& Collab ~

9 EIEIEAEIK

| create -| (@A ) | Scale O~ 0.30; Maximize On Play Mute Audio Stats | Gi
v @ rabbit-e*
' Main Camera

1920x1080

E Account - |

© Inspector

¥ | Canvas
' hpGauge
' RButton
| LButton
 time

Y.~ Tran
Position
Rotation
Scale

¥ [GameDirector [_] Static v
Tag [Untagged  :] Layer [Defaule ]
sform o %,
X -0.2996 Y -0.1760 Z -0.0136

X0 Y0 Al

X1 Yil Zi1

. GameTitle

| GameOverTitle
»  QuitButton
' pauseButton
» | ingamemenu

v = [¥Game Director (Script)

Script
Scoretext
Time_UI
Score

- GameDirector

None (Game Ob]ect‘
'None (Text) | ©
o 1

0

¥ overmenu
| scoretext
. PlayButton
EventSystem
GameDirector
L player
.. rightwall
L leftwall
L plus
L less
' bang
| SR RME0111-01
| ABC

L

83 Project
| create +| (Q ) |4 *
V{}Fivoﬂt&s Assets >
@AII Materials A
©) Al Models Y
Editor Music Resources Scenes Script
&l Resources : ; 7 D D |:l
ﬁ Scenes Streaming... Textures Vuforia 1R-01 2R-01 3R-01 A-01 A-01
& Script
» & StreamingA
& Textures
SR C#  C# C# C# C#
» Gl Packages e S bang Boom
A
| e | i I 4 ¥

[

Add Component

B 3-5 i * Unity @] iT25p8 3 &
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C# iyt dBrifassdEs o+ L NET RitiFs2- 283
% Csharpr &3 C3#F7 2&ahig L o HE 22" "Java" ~ Javascript ~ C++ 4p
s % ECMA %EL@o C# o C/C++iﬂifﬂrﬁ xﬂfj Bz A4 b0
7 .NET Framework %5 435 » F]pt a0 B A58 K 31 EF
FOUBE LR AN 0 A 'IL?E'? R R
& ks g (10) -
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o
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R
El
e
s
o
H

%] 3-6 C#
ABAEATRF PR R CHR T m‘*b'*’:b%ia BRI
VLR YRR 2 PR mﬁﬁﬂ FERFFEEFLTES S R CHEES
CEFR IR
File Edit Selecton View Go Debug Terminal Help Button01.cs - New Unity Project - Visual Studio Code

EXPLORER Button0l.cs X

v OPEN EDITORS
aaa.cs
X Button01.cs
v NEW UNITY PROJECT

> .vscode

v Asset
> 3D
> 3D2
> Editor

étart()

> img

> Music

v Script
Button01.cs

Update()

> StreamingAssets

> Textures

>
aaa.cs
ArrowController.cs
ArrowGenerator.cs
bang.cs

Boom.cs

GameDirector.cs 1 () {
5 Swne!lanager LoadScene("A

C: NewBehaviourScript...

= player.controller
playercontroller.cs # =(){
qwe.cs SceneManager . LoadScene ("
score.cs

C time.cs

= walkanim
FO{

SIEonS
2 Log Apphratlon Quit ();

> Packages

= New Unity Proje
VuforiaEditorScripts.c...

VuforiaScripts.csproj

> OUTLINE 1
®6A6 @ BINew Unity Projectsin In1,Col1 Spaces:4 UTF-8withBOM CRIF C¢# ® 0Q

B 3-7 & * CHT B crifg ;¢
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3.1.2 Vuforia

Vuforia ¥ - £k & ¢ % i@ (Qualcomm ) # 7 SDK » % F* 4-4t 76 5 %
(Android/iOS) # & 245 chy i F BB 4 1 £ > 2015 £ 4% PTC jpd » #48
EAFAEy 28 2O g A AR F 1L E A VLT RA 9 I0S
4= Android SDK 12 ¢k » & £ 3225851 & Unity cnhiE8E > 2 f fx 38 % aF
ME A RS 23] Unity * = ahd € > Vuforia 38t #8an@ 1352 7 T 5 B
Boueh A4 s REAEAs s P4 R > 4 1 233 3D #(12) -

<>

& vuforia~ beveloper Portal

B 3-8 Vuforia

3.1.3 Illustrator

B A ek R RS B R RE 0 T AU A )
AR E o 4 R RFERZ R T 2T & Adobe AR T ARG oonk
BRI B A F AT W AR > R FEITHE SRS e
EHEWS A7 (7)6) -

] 3-9 Hlustrator

llustrato * *+ 35 WW # i * > @ A LALehH 2 T+ o5 ALY
IHlustrator % @ it % = -

11



® 3-11 +

~F
=
=1

)

12



FE$ 9 v %

GRERIE: 1=
3 LSBT e REmE e 2 RdganE T ) 2N - e
wAEY - FEVIE > TP LWL IEeF PR rgkr S48 23R
0~3 her | 3% A 5L 3 50 4~6 ke | LT A AR B SIR THA 26 B
AAW2 3 A w2 HF 400> 83660 B dforibchEF 5 18
BFR G 2%

A &L hE 3—##&5’\;!\,@_9 TR AP LT E RS R
FHERX NP REE  F e iR TR wﬁr};ﬂmﬁoﬁéi’fé%ﬁﬁ
B8 > aFahBl%xi- & &F A~Z g4 > I Illustrator Az
e FHnfliv. plg By » £ Vuforia PR 4L ¥ ¥ F1L 8
PG R D EATEETF S B Wi E ] et P aflive

13



DR

14
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A~Z
A B C D E
F G H | ]
K L M N 0
P Q R S T
U Vv W X Y
Z
3
ONE 1 TWO 2 THREE 3 FOUR 4
FIVE 5 SIX 6 SEVEN 7 EIGHT 8
NINE 9 TEN 10 ELEVEN 11 TWELVE 12
THIRTEEN 13 | FOURTEEN 14 FIFTEEN 15 SIXTEEN 16
SEVENTEEN 17 | EIGHTEEN 18 NINETEEN 19 TWENTY20
THIRTY 30 FORTY 40 FIFTY 50 ZERO 0
¥ 4
CAT # DOG # BEAR ji FOX f% jz
LOIN WOLF s CRAB & {# DEER &
DUCK %8 FROG # if BIRD % WHALE # 4.
MOUSE % & TIGER % = SHEEP EAGLE * i
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4.2.5 f2:\ 75

)Q File Edit Selection View Go Debug Terminal Help Button01.cs - 1223 - Visual Studio Code — (] X
@ EXPLORER C* NewBehaviourScript.cs C* aaacs C* ArrowController.cs C* Button0l.cs X N m
/ OPEN EDITORS Assets > € Butt >

€ NewBehaviourScri... Akl T
20 public void _#EAENH(){

C+ aaa.cs Assets s "
21 SceneManager.LoadScene("Animal™);
€+ ArrowController.c... 22 }
X € Button01.cs Assets 23
v 1223 0 references
> .vscode 24 public void EAFZE(){
U Aseote 25 SceneManager.LoadScene("A-Z2");
> 3D . ¥
27
> 3D2
. ) reference
> Editor 28 public void _#EABE(){
> IMAGE 29 SceneManager.LoadScene("Digital");
> img 30 }
> Music 31
> Resources N orehees,
32 public void _E&E(){
> Scenes . = &
33 Application.Quit ();
> Script 34 }
> StreamingAssets 35
> Textures ) references
> Vuforia 36 public void _XE(){
© anacs 37 SceneManager.LoadScene("menu");
38
€ ArrowController.cs 39 }
€ ArrowGenerator.cs -
€ bang.cs 40 public void _ARIX[EEEE (){
€ Boom.cs 41 SceneManager.LoadScene("secondary");
Button01.cs 42 }
C¢ GameDirector.cs 43
C¢ Gamefunction.cs 2 ISR, S—
O N 44 public void _GameiX[E[ZEE(){
ewbeniaviouScript... 45 SceneManager.LoadScene("secondary");
player.controller 46 1
€ playercontroller.cs 47
C qwe.cs 0 references
() (s 48 public void _# EEEF(O){
© time.cs 49 SceneManager.LoadScene("main™);
Ik.ani 22 }
walk.anim 51
> Logs raforences
> Packages 52 public void _TEEE#(){
1223-1.unitypackage 53 SceneManager.LoadScene("secondary™);
12235 54 }
B % EABC.apk 55
E & E\% D v"""\”i'
HABEMEREIRP-:  o¢ public void _ARZE(){
B AssemblyzCshapicsp. 57 SceneManager.LoadScene("menu");
> OUTLINE 58 }
®0A3 & BP11223sn Ln1,Col1 Spaces:4 UTF-8withBOM CRIF ¢# © Q

B 4-14 ARFH &
X iy
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AP EEE D # 4 Unity 2t - 7 & vt 24 Sl (19) -

HEWS s 0¥ Frens 24t 7 2486 il AB C Ph- A
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4.2.7 %r &

\ . > .

ﬂﬁ%éuTﬁwi’ﬁj%ﬁﬁi?u%§i?%%ﬁ°

[/ BT
public void LButtonDown()
{

transform.Translate(-1, @, ©); //=5#8&71

public void RButtonDown()
{

transform.Translate(1, ©, ©); //=5#&EnN

B 4-17 & =+ # & %r i
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B 4-18 ABC - % &

S TR SRS £ SRR S R A A
Ao FRFIART hREASE

transform.Translate(o, -0.05f, 09);

// EFEREHESERENMEEYH
if(transform.position.y < -5.0f)

{
Destroy(gameObject);
}
// EZEFIE
Vector2 pl = transform.position; / /&5 EEEYE OB

Vector2 p2 = this.player.transform.position; /[ EESEERIEILEE
Vector2 dir = pl - p2;

float d = dir.magnitude;

float r1 = ©.5f; //&EFEEaVEIEE

float r2 = 1.0f; //FEEHEEANEFEK

if(d < r1 + r2)

{
// HEZEREEREEEERN
GameObject director = GameObject.Find("GameDirector");
//director.GetComponent<GameDirector>() .DecreaseHp();
director.GetComponent<GameDirector>().AddScore();

// BEEERFEESE
Destroy(gameObject);

B 4-19 ABC 4455 %r 4

35



Bl 42025 H P 4 o

AR B
Eqﬁxﬁ‘ﬁtﬂq@Ezagﬁ_ . EJ;ZE"EEE“Q] .
I 48 A B ~ CT:flli— % - e
1548 4E0:A B CHlbdl— 4 &

-3

AR M =B

Bl 4-21 P&k FIEE P 4 &

36



Same Start

i e

Bl 4-22 f §-25% B 4ok &

“ ol i
, ® 43efliz: 30

(- Bes |
s

o°

B 4-23 3 H -25k 253 F o

37



B 425 H-25k 2L & o

38



Bl 4-26 Flep-2558 4o g o

B 4-27 Fp-5p8 532 d o

39



e R
| meEE

B 4-28 FleE-255i % 4 &

] 4-29 F3p-v5it i 4 & &

40



4.2.8 ¥Rk f23\ 75

3 references

int time_int = 30;

1 reference

public Text time_UI;

0 references

void Sstart(){

InvokeRepeating("timer", 1, 1);

0 references

public void timer(){
time_int -= 1;

time_UI.text = time_int +

we,
3

if (time_int == 0) {
Time.timeScale = of;

//time UI.text = "gameover";
CancelInvoke("timer");
Gamefunction.Instance.GameOver();

B 4-30 3 P 425 75

// Update is called once per frame
/] BEEAETEREE
public void LButtonDown()

{

}

/] BEEETTEHEE

public void RButtonDown()

{
}

transform.Translate(-1, @, 0); //&EEBEN

transform.Translate(1, 0, 0); //EEiBEN

void Update()

{
/] BEEBET B
if(Input.GetKeyDown(KeyCode.LeftArrow))
{
transform.Translate(-1, 0, 0); //{EE7EEnN
¥

/] BEBETEMHE
if (Input.GetKeyDown(KeyCode.RightArrow))

transform.Translate(1, @, @); ///EEEN

}

//float speedx = Mathf.Abs(this.player.velocity.x);

//if(speedx < this.maxWalkspeed){
// this.player.AddForce(transform.right*key*this.walkForce);
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void Update()

/| EEEEEEETEY
transform.Translate(e, -0.05f, 0);

/| EFEELESERRIIEEDT
if(transform.position.y < -5.0f)
i

Destroy(gameObject);
}

/] EEAE
Vector2 p1 = transform.position; /&R ELOER
Vector2 p2 = this.player.transform.position; //#&EE5EEE
Vector2 dir = p1 - p2;

float d = dir.magnitude;

float r1 = 0.5f; //&SEHIEERZ
float r2 = 1.0f; //EEEEHNEE

=

if(d < r1 + r2)

{
/] HEER R EREE)
GameObject director = GameObject.Find("GameDirector");
//director.GetComponent<GameDirector>().DecreaseHp();
director.GetComponent<GameDirector>().AddScore();

/] BEEEEHEENE
Destroy(gameObject);

] 4-32 ABC 425" 75

U reterences

void Update()

transform.Translate(o, -0.04f, a);

/| EFRETESEERIIEEDG
if(transform.position.y < -5.0f)
{
Destroy(gameObject);
1
/] BZEHE
Vector2 pl = transform.position; /55 EL O ER

Vector2 p2 = this.player.transform.position; //EEEEHELEE
Vector2 dir = p1 - p2;

float d = dir.magnitude;

float r1 = 0.5f; //SEEAJEIFE

float r2 = 1.0f; //EHESENEER

if(d < r1 + r2)

{
/] BEEREEELEREER
GameObject director = GameObject.Find("GameDirector");
//director.GetComponent<GameDirector>().DecreaseHp();
director.GetComponent<GameDirector>().lessScore();
/] BEEHERRIEESHR
Destroy(gameObject);

Lk
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public GameObject scoretext;
0 references
public Text time_UI;

4 r

//public void arrowPrefab() {
// this.score += 10;

/1}

//public void less() {
// this.score -= 10;

/1}
0 references
void Start()
{

//this.hpGauge = GameObject.Find("hpGauge");
this.scoretext = GameObject.Find("scoretext™);

}

//public void DecreaseHp() {
//this.hpGauge.GetComponent<Image> ().fillAmount -= 0.1f;
//this.hpGauge.GetComponent<Text> ().text =this.score.ToString() + “scor

/1}

public void AddScore() {
this.score += 10;
this.scoretext.GetComponent<Text> ().text =this.score.ToString() +

1 reference
public void lessScore() {
//Time.timeScale = of;
//CancelInvoke("timer");
//Gamefunction.Instance.GameOver();
//time_UI.text = "gameover";
this.score -= 10;
this.scoretext.GetComponent<Text> ().text = this.score.ToString() +
1

Bl 4-34 & dcit B AR A

public void ResetGame()

{
Application.LoadlLevel (Application.loadedLevel);
Time.timeScale = 1f;

i

0 references

public void QuitGame() --

0 references
public void OnPause()//E&“E B HHTHTE
{
Time.timeScale = 0;
ingamemenu.SetActive(true);

}
0 references
public void OnResume()//Z= = “EIELHERIHITH
{
Time.timeScale = 1f;
ingamemenu.SetActive(false);
}
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