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PAR 2N bR o=l SR 2515 B IR PP AU 5 (1 Player JAIAS

/1 P ayer.cs
usi ng Lhi t yEngi ne;
usi ng System Qol | ecti ons;

public class M ayer : MnoBehaviour {
(...

public static int Score = 0;
public static int Lives = 3;
public static int Mssed = 0;

S

void Oh@J () {
QGJ . Label (new Rect (10, 10, 150, 20)
QGJ . Label (new Rect (10, 30, 60, 20),
@GJ . Label (new Rect (10, 50, 120, 20)
}

,"Score: " + P ayer.Score. Tosring());

"Lives: " + Player.Lives. Toring());
,"Mssed: " +MPayer.Mssed. ToSring());
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Build Settings @

Scenes In Build

M Scenes/MainMenu.unity
M Scenes/Levell.unity
M Scenes/Win.unity

M Scenes/Lose.unity

WMo

Add Current

Platform

s Fs r
@ Web Player %J PC and Mac standalone
4 d dal <
£ PC and Mac Standalone -t Target Platform

Development Build -
Flash Player (Preview) Autoconnect Profiler  []

. Seript Debugging -
B, o
ﬁ Android
@ Xbox 360

—J3 PsS3

| Switch Platform H Player Set‘tings.‘.] [ Build H Build And Run ]

AR T Levell LIS, HE=NREHEEEN, B TFX =AYl R AR R S, bl
fITEA Unity3D #J GUI kit s,

—. MainMenu 37 5

MainMenu A fifg e — iR KIT RE, D n] DLEESE ARG IeTE, g FITialiak. H
T MainMenu 175t T Main Camera LANEE H'E ) GameObject, AT LLERATTE GUI Y BEIAS TR 7 [t
Jn%] Main Camera 4.

W scE T EATT AT DU A — 85k s SR R B, X vk B DL O S I, B CAF TR
spacebag HL ¥ R4 (44 Fk A SpaceShooter). T ik GUI F2FPARHS AT LAAFBUX A BIRY, FRATTLE BRIA &
NN Texture I AFEAT R, SRJ5 M Project % It f#) spacebag %i# [ B [ SpaceShooter |
BB R BX AN A AR R, AR EIAFR 5 0] BRI GUI.DrawTexture() K i 5K 1 5t K .

N T B4k [ SpaceShooter | FEIARY, FRAITAZ0HEE ) Texture Type J@ ¥ 2N [GUI ], [HI % E Max
Size &y [512]:
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IPreview

x
© Inspector iﬂ =
E SpaceShooter Import Settings *,

|_open |

Texture Type | BuUI |

Filter Mode | Bilinear 3]
Default RN )

Max Size | 512 ™
Format | Compressed ™=

| Revert || Apply |

BT RBE — D408 ManMenu [(IIAS, SR)EHEEH#E R 2] MainCamera (15 #i € H A7 57 /&

MainMenu), A Z&0F

/1 Nai nMenu. cs
usi ng Uhi t yEngi ne;
usi ng System Qol | ecti ons;

public class MainMenu: MnoBehavi our {
publ i ¢ Texture backgroundText ure;

fire.";

void OnGJ () {

Appl i cation. LoadLevel (1);

private string instructionText="Instructions:\nPress Left and R ght Arrows to nove.\nPress Spacebar to

QJ . DrawText ur e(new Rect (0, O, Screen. wi dt h, Screen. hei ght ), backgr oundText ur e) ;
GJ . Label (new Rect ( 10, 10, 250, 200), i nstructi onText) ;

if (Input. anyKeyDown) } W Levell 5, TERITHS !

}
SEHT B e EIR A 3248 54 backgroundTexture,  ILESR & & IIAIE:
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= Hierarchy == © Inspector S
Creata - Cr Al . ¥ [Main Camera (] static v
Tag [ManCamera___+] layer [Defauls A
b .. Transform &,
¥ & [ camera *,
Clear Flags (Skybox 3]
Background ¥
Culling Mask Everything +
Projection | Perspective ]
Field of View —_—— 60 |
Clipping Planes
Near (0.3 Far 1000
@ Project | .— | Mormalized View Port Rect
Create * (ar AT x [0 ¥ |0
' S Prefab w 1 Ho1
» 55 Scenes
» 53 Scripts Depth
¥ E3spacebag Rendering Path
» £ Materials_LV1 Target Texture [None (Render Texture) | ©
» £ Models HOR O
» £ sounds
v & ATmiE v [ ¥ GuILayer &,
[ Asteroid ¥ {¥ M Flare Layer 2
b (3 Materials ¥ & [ Audio Listener %,
MW simpleship ¥ [ & Main Menu (Script) &,
Ml simpleshipo iz 5} Mainien, =
2] hooter Background Texture ! SpaceShooter
B Spaceshooter_Lose
| spaceshooter_starto
SpaceShooter_Win
Stars_large00
Stars_large0l
» (3 standard Assets
b (23 Standard Assets (Mobile)

SERUR AT, BLTR S — L mmE, RatZ MainMenu 37 5 1 1

€ Game .
Standalane (960x640. ¢ Maximize on Play | Stats | Gizmas ~

e

. Winiz&

Win 7EIH 37 572 2, G EATS R A I — Sl kL], MPu s o b B 3RS 2
W BUG I ARAE 450, ARG 533 Win, ILZEFRATEHIVE R Win 375002 DL GUI 75 J# %
23 TYouWin!! | THUE., i i 2 e Ay O RS, O AT RT TS MainMenu —F,  [AJFE
K, FRATC G NS F IS I IR, BT spacebag 4 [H 1, 4 #5 A [ SpaceShooter Win |,

FIRTT A MainMenu 75—k, B BRI R/T, S0 E Texture Type @A TGUI, RN ¥
& Max Size y [512]:
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3
@ Inspector ahe
g% Spaceshooter_win Import Settings ,

J | Open

ITe)(ture Type | Gur +

Filter Mode | Bilinear =
Default =N

Max Size |512 i

FOTTITaT T =

Preview

512x384 (NPOT) RGB Compressed DXT1 96.0 KB

UL BA AT S 8 )37 SO0 E] Win 375557, SRR B — AN 408 Win BIA, FHERIAE .21 Main

Camera . JHIANH AN AILA & backgroundText ure, tHEID/FEEIRY [ SpaceShooter Win| &
SENERIWME. DL 25850 Win.cs A 4 25 :
/1 Wn.cs

usi ng Lhi t yEngi ne;
usi ng System Qol | ecti ons;

public class Wn : MnoBehavi our

publi ¢ Texture backgroundText ure;
private string instructionText = "Instructions : Any Key Put Down to Sart";
void On@AJ () {

QJ . DrawText ure(new Rect (0, O, Screen.w dth, Screen. height), backgroundTexture);
GJ . Label (new Rect (230, 270, 250, 200), instructionText);

if (Input.anykeyDown) {

H ayer. Score = 0; . . o . =
Pl ayer.Lives = 3; HEN Levell 2 A Jo B SRS &
M ayer.Mssed = 0;

Appl i cation. LoadLevel (1);

A Levell bt REHITL

}
}

FIARHLL qu . Label () on—BOCT, HIRDIE I MERB AT BLE T, AERBENE D

i f (Input.anyKeyDown)
FIWTE BT .
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MPLFRIE MEER )G, #E5MENY Application. LoadLevel (1) #EA Levell 5, Wik EH 4G,
ALAEBEN Levell 28T, A% T Hi%k Player B =/ MiFR RS & Score. Lives. M ssed.

=. Lose 5t
Lose 37 5 I /E AT Win 37 5 BI85 )L —#F, 15 52K [ SpaceShooter_Lose], I Y25 AT Win

JIAIRLE, ST H8E AHAE backgroundTexture IWIME N [ SpaceShooter Lose], i H FERY
ZHI, WIHWE Texture Type J@14H 4 [GUI], Max Size &N [512]:

o X

@ [nspector =
a SpaceShooter_Lose Import Settings @ *,
[Open)

Texture Type | sur 4
Filter Made [ Bilinear +]
Default I ﬂ__

Max Size | 512 ™|
Format | Compressed 3]
| Revert || Apply |

Preview

- ; .
512x384 (NPOT) RGB Cor @Tl/g}lﬁ .
-

PAF /2 Lose JHIA (1) 4 75 -
/'l Lose.cs
usi ng Lhi t yEngi ne;
usi ng System Qol | ecti ons;

public class Lose : MnoBehavi our

publi ¢ Texture backgroundText ure;
private string instructionText = "Instructions : Any Key Put Down to Sart";

void n@l () {

QJ . DrawText ure(new Rect (0, O, Screen.w dth, Screen. height), backgroundTexture);
GJ . Label (new Rect (230, 270, 250, 200), instructionText);

if (Input.anykeyDown) {
M ayer. Score = 0;

M ayer. Lives = 3; } HEN Levell Z AL EFIRCIRAS L &

M ayer.Mssed = 0;

Application. LoadLevel (1); } BEN Levell 375, WEREFLE!
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AL FRAT IR FH T B AR L), gl oh — s 100 73, SN 43 B )RR P ARAS vT BUAE Projectile
FEIAS B PR Al Ab B PR X OnTri gger Enter () W AANERERIBEIARIZ, BT Player A IS

[Score] € XA public static, FrRlEIRG D HIREFAULRAE Projectile A 14T, {Hik
se Al LLE#ELL Player . Scor e B5JAIARAFEL, AR 2IAMESGL ) Projectile.cs R 7 AARD A 25 :

/IProjectile.cs
usi ng Uhi t yEngi ne;
usi ng System ol | ecti ons;

public class Projectile : MnoBehavi our {

(L

void OnTrigger Enter (@l lider other(ject) {
i f(other(oject.tag = "eneny") {
I nstant i at e( Expl osi onPr ef ab, eneny. transformposition, eneny.transformrotation);
eneny. Set Posi ti onAndSpeed() ;
Dest r oy( gane(hj ect ) ;
M ayer . Scor e+=100;
if (Payer.Score > 1000) Application. LoadLevel (2);
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InxXEmE

R A AL AEEE Pl ayer . Li ves B (HHLZ Player AT 1] Sscore 22 8), HATERAVIEZ 3,
MR ORI S Player. Lives ¥ 1, XANE 2 AT DB A0 B B A AR 25 LAl 9 )
OnTriggerEnter () BEAE, PLTFR2MBSGEH Player fiA:

/1 P ayer.cs
usi ng Lhi t yEngi ne;
usi ng System Qol | ecti ons;

public class P ayer : MnoBehaviour {
(.

voi d OnTri gger Enter (@l | i der ot her (bj ect) {
if (other(hject.tag == "eneny" & state = Sate. P aying) {
M ayer. Li ves--;
I nst ant i at e( Expl osi onPr ef ab, eneny. transformposition, eneny.transformrotation);
eneny. Set Posi ti onAndSpeed() ;
SartGoroutine("DestroyShi p");
}
}

(B L

}

BUERZ SR A e A Em e 1L, —EREEGEN 0 MipkaiR 17, Bty
s3] Lose 5t

DAE AT — T B BT A B2 509 OWe ? 2R ML A o o, AT 57 AR e
RJE WHUE R — T T)aEAd, HANGEERIIDKLEHECRE, XEIHIEAMAE Player AR
Dest royshi p() AP HEAT, WRIFEMECEN T J ARMATEEL, Mizy EHIURK
AR o DS G FAT Tk S A2 RS LI 2% 1 Y I AT il e & TR 45 R, BAR S in B3 Bk ke
3\ Player JHIAs:

/1 P ayer.cs
usi ng Uhi t yEngi ne;
usi ng System Qol | ecti ons;

public class Player : MnoBehaviour {

(B L

| Ehunerator DestroyShip() {
st at e=S at e. Expl osi on;

gane(pj ect . renderer. enabl ed = fal se;
yield return new Vi t For Seconds( shi pl nvi si bl eTi ne) ;
transformposition = new Vect or3(0.0f, transformposition.y, transformposition.z);

if (P ayer.Lives>0) {
gane(j ect . render er. enabl ed = true;

state=State. | nvi nci bl e;
vhil e (blinkGunt < nunberd Ti nesToB i nk) {
gane(j ect . render er . enabl ed = ! ganme(j ect . r ender er . enabl ed;

if (gane(hj ect.renderer. enabl ed = true)
bl i nkGount ++;




arcalet SpaceShooter2D HHLAR ARG
71 Unity3D

www.arcalet.com

}

bl i nkGount =0;

state=S ate. A ayi ng;
}

el se {
Appl i cation. LoadLevel (3);
}

}
S

}

yield return new Vdi t For Seconds(bl i nkRat €) ;

SRR, WA =S A E RN 0, HEEWE RS R EN T Lose 5%

KFRY

P Rt A2 WA BER e S i 8, [ R T IREL IL SR AEAC & Pl ayer . M ssed (Rt Player
FIARTH) M ssed A2 8), 4k [4mfE] 5 (159 AR5 —FirseRESE 2. e [RTFIRE
A UAE AR LA K deokm i A S 2 5, BRa BRARAE RS 2R K&, sl R R ik,

Bt LAZE LAY Pl ayer . M ssed 2B %N 1.

/1 Eneny.cs
usi ng Uhi t yEngi ne;
usi ng System Qol | ecti ons;

public class Eneny : MnoBehaviour {

(B L

void Wodate () {
fl oat out ToMve = current Speed * Tine. del taTi ne;
transform Transl at e( Vect or 3. down * out ToMbve) ;

if (transformposition.y <=-5) {
Set Posi ti onAndSpeed() ;
A ayer. M ssed++;
}
}

(L

10




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

1-6 ZHERIEE

SEREHFREE E http://devel oper.arcalet.com 1T R .

Developer

arcalet

FEMN "2AEIN L AL "Online s ZASEREMAEFMIVHE - THAES -

11



