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(2) & [Starsl] f Position. Rotation. Scale 737y
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(3) LABEALTRIERE Ctrl-D il [Starsl), HHlfEHE AN
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Il Sar.cs
usi ng Lhi t yEngi ne;
usi ng System Qol | ecti ons;

public class Sars : MnoBehavi our {
public float Speed;

void Wodate () {
float out ToMve = Speed * Tine. del t aTi ne;
transformTrans| at e( Vect or 3. down * out ToMbve, Space. Vérl d);

if (transformposition.y <-12) {
transformposition =
new Vect or 3(transform posi tion. x, 19. 5f, transf orm posi tion. z) ;
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current Speed = Random Range( M nSpeed, MixSpeed) ;

FT DA AR B A M 5 B 2 5 4 M nSpeed 5 MaxSpeed FIEUE ST, BrBA AL LAE E R
LI, RIIRAMEL Projectilecs 217, SRR A HE S H EHIHE M nSpeed $EH0 1.2,
MaxSpeed 1#E1 1.6:

/IProjectile.cs
usi ng Lhi t yEngi ne;
usi ng System Qol | ecti ons;

public class Projectile : MnoBehavi our {
(...

voi d OnTri gger Enter (@l | i der ot her (bj ect) {
i f(other(oject.tag = "eneny") {
I nstanti at e( Expl osi onPref ab, eneny.transformposition, eneny.transformrotation);
e e T 1 b T e s A
eneny. Set Posi ti onAndSpeed() ;
Dest r oy( gane(hj ect ) ;
P ayer . Scor e+=100;

}
}

}
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JRARFAVI A BB A AR RAR N, B E ) Scale it 2 (1.3, 1.3, 1.3), A [ ik'&w LALAREN £k
RN, BATVES B E A E M nScal e MaxScal e, 8 LABEHLAA P4 Scale BT L TIR,
FAMEE =N Current Scal eXs Current Scal eY~ Current Scal eZ, L& M nScal e 55 MaxScal e
HURT LG E BT B4 1) Scale fH :

Qurrent Scal eX = Random Range( M nScal e, MixScal e) ;

Qurrent Scal eY = Random Range( M nScal e, MaxScal e) ;
Qurrent Scal eZ = Random Range( M nScal e, MixScal e) ;

8 xy,z =ANJ7 IR ) scale {50 FF LABENLE L e I A AN AL, XFEFRUASPITIR B2,
WRREE. BT scaeldE, BN EIXATHE A AT LA R A MRS T
transforml ocal Scal e = new Vect or 3(current Scal eX, current Scal eY, current Scal e2) ;

s bl %S, R0 Projectile BIACHTF -

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

public class Eneny : MnoBehaviour {
public float M nSpeed;
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public float MaxSpeed;

private float MnScal e=0. 8f; BT A |
private float MixScal e=2f; B AT i ) K/ IMEL X )
private float currentScal eX

private float currentScal ey,

private float currentScal ez

(L

public void SetPositi onAndSpeed() {
current Scal eX = Random Range( M nScal e, MaxScal €) ; . R o
current Scal eY = Random Range( M nScal e, MaxScal e) ; R ALE A Rl T B A B R~

current Scal eZ = Random Range( M nScal e, MaxScal €) ;

current Speed = Random Range( M nSpeed, MaxSpeed) ;
x = Random Range(-7.0f, 7.0f);
7.0f;

z-0.0f;

transformposition = new Vector3(x, y, z);
transforml ocal Scal e = new Vect or 3(cur rent Scal eX, current Scal eY, current Scal e2) ;

}
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(1) M nRot at eSpeed. MaxRot at eSpeed: Ay LABEHLECAE BB A e i 2 1) B R PR

(2) currentRotationSpeed: K kE HHT A M EHH E , A& {A 2 7E Set Posi ti onAndSpeed()
Bk 2 AR AL AR SE o

B AT T 42 ] A ZIAE. Updaat e() BRECHPBEAT, 9 T ANEBUA RO TR %, B Ak RAE x J7 1A
e Rar, R

float currentRotation = currentFotati onSpeed * Ti ne. del t aTi ne;
transf orm Rot at e(new Vector3(-1,0,0) * currentRotation);
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[Space. Vor | dJ, 75 MIR5AT 278 Rl S Pl el 74 3)) -

transformTransl at e(Vect or 3. down * out ToMve, Space. Vérld);

ZRE LA, BHGL i Enemy AT

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

public class Eneny : MnoBehaviour {
public float M nSpeed;
public float MaxSpeed;
private float currentRotati onSpeed;

private float M nRot at eSpeed=60. Of ; } n
private float MixRot at eSpeed=120. Of ; Wit T HERY HEFe TR P X 1
. (B L
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void Wpdate () {
float currentRotate = current Rotati onSpeed * Ti ne. del t aTi ng; = s
transformRotat e(new Vector3(-1,0,0) * currentRotate); } Wil 2 e
float out ToMbve = current Speed * Tine. del taTi ne;
transform Transl| at e( Vect or 3. down * out ToMbve, Space. Vrl d);

(1
}
public void SetPositionAndSpeed() { %ﬁgjﬁjgmﬁﬁ
Rotati d = Random Ra M nRof d, MxRof d) ; N
} curr(egé) .tlaltlonspee ndom Range( M nRot at eSpeel t at eSpeed) }%@E{E
}
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