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/I Projectile.cs
using UnityEngine;
using System.Collections;

public class Projectile : MonoBehaviour
{

public float ProjectieSpeed;
private Transform myTransform,;
private Eneny eneny;

void Sart() {
myTransform = transform;
eneny = (Eneny) Gane(hj ect . F nd(" Eneny") . Get Conponent (" Eneny") ;
}

w( HE) ...

voi d OnTri gger Enter (@l | i der ot her (bj ect) {
i f(other(oject.tag == "eneny") {
eneny. Set Posi ti onAndSpeed() ;
Dest r oy( gane(hj ect ) ;
}
}

}
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/1 Eneny.cs
using UnityEngine;
using System.Collections;

public class Enemy : MonoBehaviour

w( 0g)...

publ i ¢ void SetPositionAndSpeed() {
currentSpeed = Random.Range(MinSpeed,MaxSpeed);
x=Random.Range(-7.0f, 7.0f);
y=70f
z=00f;

transform.position = new Vector3(x, , 2);

}

FEFF S8 UREE SRR — T, BRI RIBRG 5, RSB B #E R A T, BRI X
PRI T 07 H, B ok SCRT BAGk S S M S o T ) B A

B A 5 A ZE AL Bl 42

B A AN R 2 LRI i P BBV AN I, R e M R A — 9 B A M S ) R AR AR DAL, JRATT
T SR 3 VTR e FSAE R 2 AT LA A A B, SR gl P A B — 5 LR B R AR PP AN
i, SRJE 55 A vt — B PP A R LR A L 2k

fllAeE A0 R 7 A2
K2 LA A L

OnTriggerEnter(Colider
{
ob = B#F?

}

H 52 M\ prefab shASA IR, BT B Destroy()  HLrTLL T, {HAE K2R
BT AR A A A R T AR, BRI R R e BT R RVE ], A A K2 L
i R T AN AT PUIX A (i ?

KA A e, B A st & ib, EIF e il R A R 1. AR IT A
SERBAT)G BHE, AIEEAEmERBT 28T, KSR R IMA R ER Lo —FE, 4
dr PR AR, R L AGE AN AR

FH b, RN EAE AT R ICER 2w i e AL E, ik TR E, X
B IDIRER B R M BURR, 22050 RAE WA Je i b8 20307 X i AR, 1K 22 AL 2 ELA A
BALAR BT RGO B .



arcalet SpaceShooter2D HHLAR ARG www.arcalet.com
i) Unity3D

TIRIZAERIBE S5 HADT i TSR 2 SIS A Player.cs:

/1 P ayer.cs

using UnityEngine;

using System.Collections;

public class Player : MonoBehaviour {

public float PlayerSpeed,
public GameObject ProjectilePrefab;

private Eneny eneny;

void Sart() {
eneny = (Eneny) Gane(hj ect . FH nd(" Eneny") . Get Conponent (" Eneny") ;

w( 0 ..

voi d OnTri gger Enter (ol | i der ot her (oj ect) {
i f(otheroject.tag = "eneny") {
eneny. Set Posi t i onAndSpeed() ;
transformposition = new Vect or3(0f, transformposition.y, transformposition.z);
}
}

}
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gameObjectrenderer.enabled = faise;
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StartCoroutine() , WIHELE IEnumerator  BRFIEIR 3 FYEFEHUT T —1ME4, HELEWITHRS
HRE N b —AT
yield retum new WaitForSeconds(3);

HUATEL T, AR IR T

IEnumerator DestroyShip() {
gameObjectrenderer.enabled = false;
yield retum new WaitForSeconds(3);
gameObjectrenderer.enabled = true;

}
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/1 P ayer.cs
using UnityEngine;
using System.Collections;
public class Player : MonoBehaviour {
public float PlayerSpeed;
public GameObject ProjectilePrefab;
public int shiplnvisibleTi ne;

- 0 ...

void OnTriggerEnter(Colider otherObject) {
fi(ctherObjecttag = "enemy’){
enemy.SetPositionAndSpeed();
SartGoroutine("Destroyship");
}
}

| Enuner at or DestroyShi p() {
gane(oj ect . renderer. enabl ed = fal se;

RS RS, S 3T
HIRDHUE 2 R A
transformposition = new Vector3(0.0f, transformposition.y, transformposition.z);
gane(pj ect . render er. enabl ed = true;

yield return new Vdi t For Seconds( shi pl nvi si bl eTi ne) ;

}

}
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