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New project

Projects Learn [N open (@) My Account

Project name Template

2D space 2D

Location

C:\Users\eric-i7T\Documents [ Add Asset Package ]

Organization

ProfessorWu Enable Unity Analytics @

Create project
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Sorting layer vs. Layerfy =2

ERERiE:https://blog.xuite.net/ljs.ctk/multimedia/344261876-
layer+%E8%88%87+sorting+layer+%E7%9A%84%E5%B7%AE%E7%95%B0
_ T layer BETEUTHE R B T - BRAE—[ETH REVEE - T B
£ unity2d TR ZEEFER flash STEE—1EE L TEVR% - SiEICEmRETDE hammer /& + E#5772 bg /8 © e F MBS FSES HirE - BIELIES
FIFER[EEY sorting layer - (#1571 & E = LL5IFE foreground EVEIE - E8EF = -
LAnaE background YE g - IR sorting layer #f R E[@(E £ TV % -

Edit->Project Settings->Physics

© Inspector

e Tags & Layers

‘Default
'background
[foreground




|

€} Unity 2018.3.10f1 onal - SampleScene.unity - 2D space.
File Edit Assets GameObject Component Window Help

o 4 S = IELE] [scenter | Sroca ] | (o ] {Account_-]
Hierarchy | % Scene : = O Inspector

- e All
LGreatn ‘ il ‘ Shaded — 1 J ¥ plane () Static =
v €0 Samp o ? E L

4 Tag | untagged 4 | Layer | pefault 4

[/ Main Camera , .

_| background e

® plane Position X [-0.3081]Y [-3.3465| Z
Rotation X 0 Y |0 Z

Scale X10.12381)Y |0.1387¢ Z

[Layers - J{Layout - |

.Hoj

v (2 ¥ Sprite Renderer S,
Sprite Eplane le———
color —
Flip ox gy
Material @Sprites-Default | @
Draw Mode
Sorting Layer Space Ship )| I

L—

Mask Interaction
Sprite Sort Point Center &

v M [¥Box Collider 2D W

Edit Collider
Material None (Physics Mater| @

Is Trigger U
Used By Effector (W)
Used By Composite [ ]
Auto Tiling U
Offset
X0 1y lo ]
Size
X[3 13 |
Edge Radius 0 |
» Info

v+ Rigidbody 2D FES

Body Type
M Project Material
|| create - Simulated (=]
¥ | /Favorites  Assets > Use Auto Mass m
©\ Al Materials Mass 1
©L Al Models - Linear Drag 0
©L Al refabs - o AnguarDrag  [0.05 .
| Assets | Sl > ]
& Scenes Scanes background plane Collision Detection
» [l Packages Sleeping Mode
Interpolate [None 3]

[V Constraints
Freeze Position []X []Y
Freeze Rotation [A4Z

> Info

Sprites-Default o,

" [ Add Component ]

> Shader | sprites/Default =



ShipControl (C#) in Visual Studio

ontrolcs + X

sembly-CSharp vI #3 ShipControl
1 9 [Epsing Systen.Collections;
2 ueing System.Collections.Generic;
3 ‘using UnityEngine; 1§ﬁaﬂ’_\]§{¢
4
5 =public class ShipControl : MonoBehaviour
6 {
7 /! Start is called before the first frame update
8 = | void Start() LEEIRFET -
9 -
o : ERIBIFELT
11 i }
12
13 /7 Update is called once per frame
14 = | void Update() LEEIRIET -
15 = —
" : BT
17 i }
18 [ }
19




ShipControl#1

ShipControl.cs + X

a Assembly-CSharp - I #3 ShipControl - I @, Update()
| Suging Systen.Collections;

uging System.Collections.Generic;

~using UnityEngine;

{
/! Start is called before the first frame update

2
3
4
5 =public class ShipControl : MonoBehaviounr
6
7
8 = void Start()

9 {
10
R N0 Li&ERFZETNES
13 /! Update ig called once per frame
14 = void Update() -
15 { fFigE
16 = if (Input.GetKey(KeyCode.RightArrow))
17 {
18 gameObject.transform.position += new Vector3(0.1f, 0, 0);
19 H
0 BB X, Yz
}




&) Unity 2018.3.10f1 Personal - SampleScene.unity - 2D space2 - PC, Mac & Linux Standalone* <DX11>

= 2

—

File Edit Assets GameObject Component Window Help

FIEIEFEA = )

| sacenter | @Local |

>

1 H] | @ collab ~ | [ & | [Account  ~ | | Layers

"B evout. - B

= Hierarchy # Scene | & Game

£ Asset Store

Create = | (GrAl )
v € sampleScene* =
[/ Main Camera
|| background
) plane

Shaded

@ Project | []Console

| Create ~ | (a
v {}Fa\)orltes | Assets >
@AII Materials
©L All Models -

©) All Prefabs .

Scenes

Scenes
» Gil Packages

@ c#

plane

u =

J4I‘l*

== | O Inspector

=

ShipControl Import Settings @ =
[ Open...J [Execution Order... J

Imported Object

ShipControl @ =,

Assembly Information

Filename Assembly-CSharp.dll

sing System.Collections;

sing System.Collections.Generic;

sing UnityEngine;

ublic class ShipControl : MonoBehaviour
// Start is called before the first frame

pdate
void Start()
{

b

// Update is called once per frame
void Update()

if (Input.Getkey(KeyCode.RightArrow))
{
gameObject.transform.position +=
ew Vector3(0.1f, 0, 0);
b
if (Input.GetKey(KeyCode.LeftArrow))
{

gameObject.transform.position +=
ew Vector3(-0.1f, 0, 0);

b
i
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] Assembly-CSharp - I #3 ShipControl vl @, Update()

By

Eusing Systen.Collections;
uging System.Collections.Generic;
(using UnityEngine;

=public class ShipControl : MonoBehaviour
{
/1 Start iz called before the first frame update
B void Start()
{

}

/i Update is called once per frame

ipControl#2 NNAEATSE)

ShipControlcs + X

- [ void Update()
{
= if (Inpnt.GetKey(KeyCode .Righthrrow))
{
ganelbject.transform.position += new Vector3(0.1f, 0, 0);

}

= if (Input.GetKey(KeyCode.Lefthrrow))
{

ganedbject.transform.position += new ‘b‘ector3(-b.lf, 0, 0);
1




RightSideAYESE

[@ = || =1 j&)l] { sacenter | @Local | | > 1l | & Collab ,_] [ Account ~ | [Layers - || Layout

= Hierarchy | m-= - Scene | € Game £ Asset Store == | O Inspector f
v | (rAl - - - v | fa=All
Create QA Shaded 2D o | <) | Gizmos arAl 7 RightSide [ Stati

G dm eo bj eCt' > E m pty v €] sampleScene* Tag [untagged  ¢] Layer [ pefault

[/ Main Camera
| background ¥ .~ Transform
Position X|3.17 Y 0.05

BOXCOIIlder ZDE,PE . Side Rotation X0 v o

L Leftside Scale x[0.5 VAE]
v B ¥Box Collider 2D

Edit Collider

Material 'None (Physics Matei
Is Trigger U
Used By Effector o
Used By Composite [_]
Auto Tiling J
Offset

X0 Y |0
Size

X|1 Y|l
Edge Radius 0

> Info

-
-

|

Add Component




LeftSideHVEZ E

[@ S ||| o] j@:_] { =8 center _al | > 1l > | | @colab ~ || & | [Account - | {Layers - || Layout

[ = Hierarchy ® = 3 Scene 4me £ Asset Store == | O Inspector -

GameObject->Empt I e E T e stat
J p y i Qﬁamwescene* - Tag | untagged 3] Layer | pefault

[ Main Camera =

. == 1 [ background ¥ A Transform @ =
Boxcolhder ZDElli () plane Posion X[-3.25 |¥[0.09 |z[0
|| RightSide Rotation X O Y 0 Z\|0
Scale  x[05 Y8 z[1

v B ¥ Box Collider 2D Qs

Edit Collider

Material None (Physics Mater
Is Trigger O
Used By Effector -
Used By Composite [ ]
Auto Tiling J
Offset
X0 Y |0
Size
X1 Yl
Edge Radius 0
» Info
Add Component ]
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Rigidbody & Box Collider 2DRV#=

LB SHEEEN T EMENESRE °
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ShipControl#3 (385]5-5&) | e

Instantiate(¥2{4, ¥R E, IRBE)

ShipControl.cs + X
2% Assembly-CSharp ~ | %z ShipContro
| Sned tvate

uging UnityEngine;
= public class ShipControl : MonoBehaviour
f {
7 public GaneObject Bullet; //E&H—{H¥£EUBul let

9 {4 Start is called before the first frame update
10 - void Start()

11 {
H
15 /! Update ig called once per frame
16 - void Update()
17 {
18 = if (Input.GetKey(KeyCode Righthrrow))
19 {
20 ganeObject.transform.position += new Vector3(0.1f, 0, 0);
21 }
23 - if (Input.GetKey(KeyCode.Lefthrrow))
4 {
gamelbject.transform.position += new Vector3(-0.1f, 0, 0);
26 }
28 - if (Input.GetKeyDown(KevCode.Space))
29 {
30 Vector? pos = gameObject.transform.position + new Vector3(0, 0.6f, 0);
31
32 [nstantiate(Bullet, pos, gameObject.transform.rotation);
!
5 H
f }



1= N0TopSide

= Hierarchy

Create | (arAll

v € sampleScene*
| Main Camera
.| background
.| plane
__J RightSide
|| LeftSide
® TopSide

i g

==

# Scene | € Game @& Asset Store += | © Inspector &=
Shaded ‘ [ % | <) | & ||| Gizmos ~ (arAll ™  [Topside O Static ~
Tag [untagged ¢ ggedf Layer | Default g
¥ . Transform @ 3 %
Position X0 Y|S Z\|0
Rotation X0 Y0 Z 0
Scale X|1 il 1 7 fil

v B [/Box Collider 2D Oz

Edit Collider

Material None (Physics Material 2 ©
Is Trigger [
Used By Effector J
Used By Composite [ ]
Auto Tiling )

Offset
X0
Size
X6
Edge Radius 0
» Info

Y 0

¥ 10.5

[ Add Component ]




1IN TopSideFunction.cs (TopSideRVhiliiE{E;8l)

TopSideFunction.cs* + X QIENZ ShipControl.cs
2% Assembly-CSharp - I
1 =husing System.Collections;
2 using System.Collections.Generic;
3 _using UnityEngine;
4
5 =public class TopSideFunction : MonoBehaviour
) {
7 /! Start is called before the first frame update
8 = void Start()
9 {
10
11 i }
12
13 /! Update is called once per frame
14 = void Update()
15 {
16
17 i }
18
19 = void OnTriggerEnter2D(Collider2D col)
g? L ¢ £ (col.tag = “Bullet™ E{E8F5EEE Bulleti&{Eltaghy¥Di4t
5 { ' (E5ci¥LaserObject , add—{EBulletfItag)
23 Destrovicol.gameObject);
24 } [=1=] — [=1=]
5[] R EF(FARAE—BEELE TS - REECISEE
26 B

27 |
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ierarchy
Create | (GAT

v Q SampleScene*
I Main Camera
| background
! plane
I RightSide
L gl LeftSide
I opside

@ InvaderObject

—

@ Project | L] Console
Create *

L All Materials
©L All Models

&l Scenes
» Ll Packages .

v /Favorites  Assets >

©L Al Prefabs -
| Assets |

Scenes

]

plane

background

C#

ShipControl

€ Game

£ Asset Store
Z| 20 ||

ZYIEIA (InvaderObject

== | © Inspector -
o ' InvaderObject L) Static =
i
I Tag | Emeny ¢ |JLayer [Default 4+
¥ .  Transform 5 &,
Position X|-0.774|Y |-2.383|Z |0
Rotation X[o y[o z[o
Scale X10.1081} ¥ |0.129C| Z |1
¥ |2 ¥ sprite Renderer @ e
Sprite Leenemy2 (o]
Color —
Flip - m
Material | @ Sprites-Default (o]
Draw Mode Simple s
Sorting Layer
Order in Layer 0
Mask Interaction
Sprite Sort Point Center 4
v M ¥ Box Collider 2D [

Material

Used By Composite [_]

Auto Tiling |
Offset
X |0 Y0
Size
X |4.38 Y|4.4
Edge Radius 0
» Info
¥~ Rigidbody 2D @ 3 5
Body Type
Material [None (Physics Mater| @
Simulated I~
Use Auto Mass

enemyz

C# '9 C#

C#

TopSideFu...

O

Mass
Linear Drag
Angular Drag

Sleeping Mode
Interpolate
¥ Constraints
Freeze Position
Freeze Rotation
n

v « W Invader (Scri
Script

Sprites-Default (FE-8

> Shader | sprites/Default b

[ Add Component ]




Invader.cs (IZHlIENABIIET\)

Invader.cs* + X REJoN[e SVl {lelg¥es Laser.cs ShipControl.cs
% Assembly-CSharp - I #3Invad

1 =using System.Collections;
using System.Collections.Generic;
using UnityEngine;

{
! Start is called before the first frame update

= void Start()

9 {

2
3
4
5 =public class Invader : HonoBehaviour
6
7
8

11 }

13 /! Update iz called once per frame TRISE TZ2E) (YE)
14 = void Update()
15 {

16 o gameObject.transform.position += new Vector2(0, -0.01f, 0);
17 1




f£Background¥&#FiEGameFunctionfE N (BEERIA)

GameFunction.cs + X PUIVEl IS TopSideFunction.cs Laser.cs ShipControl.cs
aAssembly{Sharp -I‘cGameFunction vIO t

| =uging Systen.Collections;

2 uging Systen.Collections.Generic;

3 uging UnityEngine;

4

5 =public class GameFunction : MonoBehawiour

6 {

7 public GaneObject Emeny; //EHEMHE » HTEEneny

8 public float time; //EHFELE » AfHtine

9

10 /1 Start is called before the first frame update

11 = void Start()

12 {

13

14 }

15 I

16 /! Update is called once per frame

17 = void Update()

18 {

19 tine += Tine.deltaTime; //HFREIIEIN

20 = if (tine > 0.5f) //HNEREFRTARNO. S(F0)

21 {

22 Vector3 pos = new Vector3(Randon.Range(-2.5f, 2.5f), 4.5f, 0); //E&{UEpos * Randon.Range(-2.5f,2.5f ) {E3RE 2. 5F-2. 57 [EIhiEia

23 Instantiate(Emeny, pos, transform.rotation);//EE4EEIA

24 tine = Of; //EFRISFE

25 | }

26 }

27 [}

28
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|

[’ (A HI @ Collab ~ @ [ Account ~ | |Layers - |{Layout - |

GIEIE - faflol, cenmer=y

= Hierarchy 4 Scene | € Game @ Asset Store == | © Inspector o=
| create ~| (GrAT Shaded || % | <) | & |7 || Gizmos = arAll background (] Static ¥
v € samplescene* = T i [ —
[J Main Camera &g | Untagged # | Layer | Default &)
background ¥ .. Transform @
—trTe Position X0 Y |0 Z0
) RightSide Rotation X |0 Y0 Z|0
|| LeftSide Scale X|1 il 1 Z{1
|| TopSide -
- v (&l ¥ sprite Renderer (7 ¢.
Sprite L.background
color iy
Flip Ox Oy
Material @ Sprites-Default Q
Draw Mode Simple 4
Sorting Layer Space Shi 3
Order in Layer 0
Mask Interaction None 4
Sprite Sort Point Center +
¥ = ¥ Game Function (Script) @ae
Script GameFunction Q
Emeny WwInvaderObject Q
e 0
Sprites-Default @ =
> Shader | sprites/Default &
[ Add Component ]

@ Project | [] Console FEE

Create * Q 8 1\ | #*
v ﬁ Favorites Assets
©) Al Materials

©) Al Models

O All Prefabs -

ﬁ Scenes Scenes background enemy2 GameFunct... Invader InvaderObj... Laser
» Gl Packages S——

C# ? c# |c#

Laser LaserObject plane ShipControl TopSideFu...

o

.1
-f&‘ 8 (c#l |c#
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Z217BottomSide ) EHES E

= Hierarchy | d@-=| #Scene | €Game & Asset Store =1 O Inspector | A=
Create ~ | (arAll Shaded x||20 || % | <) | & I7| | Gizmos x| (arAll & [Bottomaide O Static v
v € sampleScene* .= Taq ( ~T | =
_:J Main Camera ag | Untagged : | Layer | Default L)
| ) background =
) plane Position X0 Yi-428 |Z0
.| RightSide Rotation X0 Y |0 Z 0
L LeftSide Scale X[T v [0.8001¢ Z[1
| TopSide
® BottomsSide v B ¥Box Collider 2D @ %
Edit Collider
Material None (Physics Material | @
| Is Trigger I

Used By Effector J
Used By Composite ||

Auto Tiling J
Offset
X .0 Y 10
Size
X .6 0.5
Edge Radius 0
b Info
v = ¥Bottom Side Function (scr [ 3 &,
Script BottomSideFunction| ©

[ Add Component ]




MM BottomSideFunctionfET}, 7t
BottomSidei{t

BottomSideFunction.cs + X KeEll=atglaelgles Invader.cs

a Assembly-CShar -
_ Y P ‘
1 Fusing System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4

5 =public class BottonSideFunction : MonoBehaviour

6 {

7 /I Start is called before the first frame update
8 = void Start()

9 {

10

11 i }

12

13 /f Update is called once per franme

14 = void Update()

15 {

16

17 i }

18

19 = void OnTriggerEnterZD(Collider2D col) B SE3
20 {

21 |2 if (col.tag = "Endny") //{0E{EE EEneny
22 {

23 Destroy(col.gameObject); //;EEREERII{E
24 }

25 BN E

26 B

27




PlaneR#E&YD1HE21E D0 L ShiptZ

= Hierarchy | d-=| #Scene | € Game @ Asset Store #=1 © inspector | a-=
| Create ~ (e all Shaded v||20 || % | <) | & |7 | Gizmos 7| (@rAl olane [ Static v A
v QEBmpIeScene* = Tag lshp - ]I_ayer (s —_——
L/ Main Camera pace Ship # |
|| background ¥ A Transform (7
@ plane Position X|-0.308 Y -3.346/Z 0
| RightSide Rotation X0 Y [0 z[0
L LeftSide Scale X [0.123€] Y [0.1387] Z[1
:V: .El;th)ti:ieSide v (5] ¥ sprite Renderer Qe
. Sprite “.plane | @
Color | | 2
Flip Ox QY
! Material @ Sprites-Default | @
Draw Mode [ simple +)
Sorting Layer Background $
Order in Layer 0
Mask Interaction [ None : |
Sprite Sort Point [ center :)
v B ZBox Collider 2D @ 3
Edit Collider
Material None (Physics Mater| @
Is Trigger U
Used By Effector J
Used By Composite [ ]
Auto Tiling J
Offset
X0 Y0
Size
X|3 il 3
Edge Radius 0
» Info
v~ Rigidbody 2D @3
Body Type Dynamic 4




=33 ?rﬁﬂLaserObjectEl’JBoxColllder2D *‘% YIV—ih o
it B AN LSS FI RS ERIR (K K’“ﬁ]’u‘ﬁﬁi?‘-ﬁ "E]I =)

HE!

¥ A Transform @ 3
Position X|-2.072 Y -2.151 |20
Rotation X0 Y 0 Z\0
Scale X023 Y 0418 (21

v (2! [¥ Sprite Renderer @ 3
Sprite LiLaser
Color ( | 2
Flip Ox gy
Material @ Sprites-Default Q
Draw Mode [ simple 3]
Sorting Layer [ pefault ‘)
Order in Layer 0
Mask Interaction [ None ¢]
Sprite Sort Point | center m

v M [¥Box Collider 2D Q=

Edit Collider

Material None (Physics Materi| @
Is Trigger O
Used By Effector J
Used By Composite (]
Auto Tiling L]
Offset

X0 Y 0
Size

X1 Y 1.6

ge Radius 0

» Info




Invader.cs 1ED0EREA B3R
EInvaderObjecttBEIZNIZTN

BottomSideFunction.cs GameFunction.cs Invader.cs* +# X [Qfofelle[SaVTailelgNe Laser.cs
2% Assembly-CSharp - ﬂ “ Invader
N 1 Sluzing System.Collections; _

2 nging System.Collections.Generic;

3 using UnityEngine;

4

5 = public class Invader : MonoBehaviour

6 {

7 {f Start is called before the first frame update

8 - void Start()

{

10

11 1

12

13 t{ Update iz called once per frame

14 - void Update()

15 {

16 ganeObject.transform.position += new Vector3(0, -0.01f, 0);

17 }

18

19 - void OnTriggerEnter2D(Collider2D col) // % Bco |RIRREEEH

20 {

21 - if (col.tag = "Ship" Il col.tag = "Bullet") //¥MNRRHFEATER ZShipsBullet

22 {

23 Destroy(col.gameObject); // i iHREBaT

24 Destroy(gameObject); //HIEinE A5

25 }

26 }

27 }
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© Inspector

B =6 A\ R

(Step 1) EE Aboom!ZEXEE)E-> Rename Explode
(Step 2) Sprite ModeiZEMultiple (RAREZREPE)

Default

Max Size

Resize Algorithm
Format

Compression

Use Crunch Compres[_]




Sprite Editor
Sprite Editor = | Slice

Revert | Apply { O | O ] es—

#| Trim

EASE

% T Spirte Editor
Slice->Type->Grid by Size
Size: X:108, Y: 109

a2 X ¢ YeRE)E[MILS L) {E
B TEEK

| Sprite
Name boom2_0
Position x|l
Explode_0 Explode_1 Explode_2 Explode_3 110
Border 550

R 0

Pivot [ Center

Pivot Unit Mode [ Normalized

Custom Pivot




HoE)=Ex
TES b=

plode

v € sampleScene*
) Main Camera
.. background
. plane
) RightSide
L) LeftSide
| TopSide
|| BottomsSide
L) Explode_0

v € sampleScene*
I (I Main Camera
\) background

| 1l plane

L) RightsSide.

L Leftside

() Topside

) BottomSide
() Explode_0

8 Project | \CJGonsole

Create *
v . Favorites Assets 5
2 All Materials
OL All Models

S
| Assets

(&3 Scenes Scenes background  BottomSide.
» [ Packages

CTED @TTED | oo Ewseo  camena

Invader

{90# C#

Laser Laserobject plane shipControl  TopSideFu.

©) All Prefabs -
L™ Assets |

@ Project | E]Console”

| Greate - a
v | Favorites Assets »

O All Materials
©\ All Models

ﬁ Scenes Scenes badu;n’:un’d boom2_0
» i Packages
Explode_1 Explode_2 Explode_3

~ [l B

Laser LaserObject New Animat...

C#

BottomSide... enemy2 m Explode_0
GameFunct... Invader InvaderObj... Laser

® c# c#

plane ShipControl TopSideFu...




File Edit Assets GameObject Component Window Help

)G G G G 1K

FhEExplode -
HELoop Time

* Assets




EExplode#TiBIET\
- Explode.cs

o FTIBIET

ﬂ 2D space3 - Microsoft Visual Studio (25 EIES)

BEF) HRE|E) #®F(V) BEP) EE@® @E#HDO /NHEM IEM HEEES 97N R/REMW)  REBH)

00 | B-2 W9 -0 -| Debug ~ AnyCPU - P HMMEUnity~| ¥ i E| 2
Explode.cs* + X
24 Assembly-CSharp - | %8 Explode
1 -uging System.Collections;
2 using System.Collections.Generic;
3 uging UnityEngine;
4
5 —public class Explode : HonoBehaviour
6 {
7 i [/ Start is called before the first frame update
8 =i void Start()
9 i
10 : ;
11 T
12
13 {{ Update is called once per frame
14 - woid Update()
15 T
16 b
17 Lo
18 |
19 = void AnimationEnd()
20 {
21 i Destroy(ganeObject);
22 }
23
24

100 %

-

]

A



\ll

ZEExplode Object -> Windows Animation
Add Event->##EISE 1

=L

Inspector  Ez7EFunction-> AnimationEnd()

E = C
Creview > -] 0:00
#ExplodeObject : Sprite :
Propert)

mpleScene

0 inspector
e D Animation Event 3o




anvadencs

aAssembly-CSharp - I #z Invader
1 =uging System.Collections;
2 uging System.Collections.Generic;
3 7using UnityEngine;
4
5 =public class Invader : MonoBehaviour
6 {
7 i |public GameObject explo; // BEH—{E& Aexp ol
8 :
9 i /7 Start is called before the first frame update
10 =  void Start()
11 P
2|
13 B
14
15 ' /! Update is called once per frame
16 =: void Update()
17 :
18 i ganeObject.transform.position += new Vector3(0, -0.01f, 0);
19 R
20 :
21 = void OnTriggerEnter2D(Collider2D col) //&BcolBVAREESH
22 P
23 =1 1 if (col.tag = "Ship" Il col.tag = "Bullet") //{IERHBAVIESERShipEBul let
24 |
25 .1 Destroy(col.gameObject); //HibREERIMLE
26 ! i Destroy(ganeObject); 1 ERS S AE
27 o .
28 P i |instantiate(explo, transform.position, transform.rotation); //7EVME ABIERELEIEE
29 = o |if (col.tag = "Ship")
30 A |
31 ¢ 1+ | Instantiate(explo, col.ganeObject.transform.position, col.ganeObject.transform.rotation);
32 o EREEY RN EERERE - I ETEAE eV ER IR
33 N 1]
E |
35 )
36 [
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u MOPPYSOUND
8 Bit@c t+ion 8-Bit Action Free FF
Jrok ok ok v 10 user reviews

" Popular Tags

. Add a new tag right now?

Asset Store
Music-> 8-bit Action Free

The free package 8-BIT loop music of these five included is
perfect for retro action game.

All Tracks are seamless looping wave files at 44,100 Hz, 16 Bit
Stereo.
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->Add Component

->Audio Source
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Home > Audio > Music > Electronic

@ You purchased this item on Apr 22, 2019.
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=S TEEE M Main Camera
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¥/ Main Camera ) Static =

Tag ( MainCamera 4 | Layer | Default 3|

[ —
arAll

.amera Previev

=

¥ . Transform Q=
Position X0 Y 0 Z|-10
Rotation X 0 Y10 Z10
Scale X1 Y |1 Z|[1

v ¢ ¥ Camera @3
Clear Flags ( Solid Color ¢)
Background [ ¥
Culling Mask | Everything ¢]
Projection Orthographic :
size 1
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\Viewport Rect
X0 Y |0
W1 H'1

Depth -1
Rendering Path | Use Graphics Settings ¢
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Allow HDR ¥4
Allow MSAA J

Allow Dynamic Resolt[_]

Target Display

-“>
-

[ Display 1

) ¥ Audio Listener Q3

r




SRAT AL

3#EGame Windows

Free Aspect

EE&T 3:4H9EC 1)
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|| background
L) plane
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L g LeftSide
|| TopSide
|| BottomSide

5 Asset Store
Scale (Jmw= 1.25x | Maximiz

'

== | O Inspector :
¥ Main Camera [ Stat
Tag [ Maincamera 4 | Layer | pefault
v _. Transform :
Position X0 Y |0 Z|-10
Rotation x[0 v[0 z[o
Scale X|1 | Y [1 Z[1
v ¢ ¥ Camera @
Clear Flags  solid Color
Background ——
Culling Mask | Everything
Projection | orthographic
Size 4
Clipping Planes Near 0.3
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\iewport Rect
X0 Y |0
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Depth =i
Rendering Path Use Graphics Settings
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Allow HDR
Allow MSAA L
Allow Dynamic Resolt|_]
Target Display Display 1
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¥ . Transform @z
Position X0 Y0 Z|-10
Rotation X0 ¥ |0 Z 0
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v ¢ ¥ Camera @z
Clear Flags ( solid Color: +]
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Culling Mask Everything i
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Size 4
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Depth -1 -
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Allow HDR
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 FikAScoreText

FRB:Score: 0
EXSERE
24
chors: &%
gnment: Ef

rizontal Overflow: Overflow

rtical Overflow: Truncate

s ERE No

.| RightSide

| LeftSide

| TopSide

.| BottomSide

Shaded

€ Game

£ Asset Store .=

- )
&4 || | Gizmos v | (arAll

© Inspector |

ScoreText

Tag [ untagged ¢ Layer [ L

Q0

¥_. . RectTransform
center Pos X Pos Y
B 0 15
E -
8| [ width  Height
= 160 30
» Anchors
Pivot X|0.5 ¥10.5
Rotation xo  Jy/o
Scale X1 Y1

¥ © Ccanvas Renderer
Cull Transparent Mes| |

v | ¥ Text (Script)

Text
IScore: 0 I
Character
Font [[WAral
Font Style
Font Size 24
Line Spacing
Rich Text
Paragraph
Alignment EE:} L
Align By Geometry| |
Horizontal Overflo [ overflow
& Froject BEERE i \ertical Overflow [(Truncate
Create ~ (Q | & | % I * Best Fit 0
v | /Favorites | Assets > Color [ .
(_\u All Materials - Material None (Materie
Q All Models e @ Raycast Target
QA" ZEths - - - C# Q ‘ 9 Default UI Material
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ZokGameFunction.cs SE{OI AN Ef

GameFunction.cs* + X BRIl e Explode.cs
‘?Assembly—CSharp vI #3 GameFunction vIQ AddSc
2 uging System.Collections.Generic;
3 using UnityEngine;
4 '
S uging UnityEngine.Ul; //{#HUI
6
7 =public clase GameFunction : MonoBehaviour
8 {
9 i public GameObject Eneny; //ZEEHF » &AFEEneny
10 | public float tine; //E&HFHS » HFWtine
11
12 i Ipublic Text ScoreText; H BE—ESEA RS2 ScoreTent
13 ¢ |public int Score = 0; 1 EE—{EEEYScore
14 . Jpublic static GameFunction Instance; // iFElnstance > EEMIEEEFEIGaneFunct lonfERYEF
15 :
16 : {1 Start is called before the first frame update
17 -1 wvoid Start()
18 b
19 ¢ | Instance = this; 1! $§7Enstance2:Eis FFE
20 Co)
21
22 {# Update iz called once per frane
23 -1 vwoid Update()
24 Do
25 v 1 time += Tine.deltaTime; //EFRIEM
26 - if (time > 0.5f) //HNREFRIAFN.5(FD)
27 |
28 i Vector3 pos = new Vector3(Randon.Range(-2.5f, 2.5f), 4.5f, 0); //E&{Epos » Randon.Range(-2.5f,2. 5 ) (3RE22. 5F(-2. 57 BIFEi#
29 Lo Instantiate(Eneny, pos, transform.rotation);//@EEmLA
30 Co 1 time = Of; //ESREIRRE
31 }
32 }
3y |
34 = public void AddScore()
35 . K
36 . |' Score += 10; 11558 105y
37 i | ScoreText.text = "Score: " + Score; {1 EFfScoreTextBINE —
38 N B

100% _~
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$EScoreTextiERE|Background Inspectorti E{2EHYScore Text

File Edit Assets GameObject Component Window Help 1
[@ l tfi l L 1‘,}1: EI "vi')‘ [ =acenter | & Local | | = l I ™ l [ @colab ~ [ & | [Account - | {Layers  ~ |{Layout ~|
= Hierarchy @-=| +Scene | € Game @ Asset Store , == © Inspector | &=
= ~| (o~ v vl | ai v| (aeal )
| Create | (arAll | Shaded | 2D | <) | & || | Gizmos | (arAll « [backaround (] Static =
e = T EACTa—
\ [_J Main Camera ag 99 ayer |Default %]
® background v A Transform o &
! plane Position X |0 Y 0 |Z |0
[ RightSide Rotation X[0 Y0 |z[o
| LeftSide Scale X[1 Y [1 z
|| TopSide -
d Bo‘;:)tomSide v (5 ¥ Sprite Renderer @ 3 %
- e Sprite L.background | e
- Colo | |2
|| EventSystem ~ o Flip Ux QJy
~ o Material © Sprites-Default e
l ~ Draw Mode Simple ¢
Sorting Layer [ space ship ¢]
QOrder in Layer 0
Mask Interaction [ none :)
Sprite Sort Point [ center +)
S .0 v = ¥ Game Function (Script) -
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Time = oo Q )
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NInvader.cs {EHIRInIERFI0D

Z

GameFunction.cs* Invader.cs* # X J3Ullele[oNeS
2% Assembly-CSharp - I #3 Invader
1 —uging Systen.Collectionsg;
2 uging Systen.Collections.Generic;
3 7using UnityEngine;
4
5 =public class Invader : MonoBehaviour
6
7 ¢ public GameObject explo; // EE—EERexp oyt
8 .
9 ' /f Start is called before the first frame update
10 =! woid Start()
1 b
2o |
13 o
14 ;
15 . 7/ Update is called once per frame
16 =1 woid Update()
17 ;
18 . game0bject.transforn.position += new Vector3(0, -0.01f, 0);
19 B
20
21 =1 void OnTriggerEnter2D(Collider2D col) //&BicolBYBRZEE 4
22 b
23 ! i if (col.tag = "Ship" Il col.tag = "Bullet") //ANREHBATFESEEShipshBullet
24 oo
25 i+ 1 Destroy(col.gameObject); //EEiEREBRVINIF
26 {1 Destroy(zaneObject); // ISttt
27 A
28 11 Instantiate(explo, transform.position, transform.rotation); //1E/NE AMYIUEREEIRE
29 =i +if (col.tag = "Ship")
30 A
31 - ! ' 5 Instantiate(explo, col.gameObject.transform.position, col.gameObject.transform.rotation);
32 b HERHE AU ERERE > hMEEAE IV ERERIE
LA B
34 1 i JGameFunction.Instance.AddScore();  //IFHMUGaneFunctionE FEYAddScore() EREBAEZEET NN
30 [0 )
)
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= L
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v @ canvas Renderer o,
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€ Game
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¥ Rect Transform > 8
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s [] Width Heignt
» Anchors
Pivot X10.5 0.5
Rotation X 0 Y |0 Z0
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Text
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Hierarchy(5g#&) Ul->Button

= Hierarchy |

=

Create v | (QrAll
€ sampleScene*
./ Main Camera
|| background
! plane
.| RightSide
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¥ | Canvas
|/ ScoreText
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__ GameOverTitle
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|| EventSystem
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Asset Store
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=1l © Inspector |
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i PlayButton 1ZEI =

Erierary NGRS [0 inspector |
Create v| (@A ®[Text  |Jstatcv
Tag |untagged ¢ Layer [ur 4]
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Busing System.Collections;

1
2 using System.Collections.Generic;
3 using UnityEngine;
4 !
5 | using UnityEngine.UI; //fERUI
6
E 7 Blpublic class GameFunction : MonoBehaviour
2 s Tl
/ 9 i public GameObject Enemy; //E&%#{% - £¥EEnemy
-~ ° 10 i public float time; //EEZFER - £ftine
11 H
] a I I Ie F u n Ctl O n CS 12 ! public Text ScoreText; 1l BEE&—EXFEAEER ScoreText
L 13 ¢ public int Score = 0; /I E&—EE&Score
14 i public static GameFunction Instance; // E:%EInstance - B AIE=NAEEEIGaneFunctioni@ETHE
15 :
= o ° 16 public GameObject GameTitle; /! E% GameTitle¥HE
E%IJGal I IeTItIe,Gal I leovertltle 17 i Jrublic GameObject GameOverTitle; /1 B GemeOverTitle®¥niE
18 t | public GameObject PlayButton; /1 % PlayButton¥if&
19 i |public bool isPlaying = false; /! E% isPlayingfVbooleanZ28 - F1E5{H false

AR :
= %&Es/ \ 21 i\ /I Start is called before the first frame update

22 B: void Start()
23 { {

gﬂiuplayB utton{’Em 24 Instance = this;  // f%lnstance@HMEFES

26 i+ GameOverTitle.SetActive(false); /] §5EGameOverTitle—BEiEFE=

27 Vol

28 i

29 \ // Update is called once per frame

30 B wvoid Update()

31 P

32 i 1 time += Time.deltaTime; //BXRIEENT

3 @i i [iT (time > 0.37 & {sPlaying = true) /T3ORHIIARD.3(9) & isPlaying = True |
34 H H T

35 o i Vector3 pos = new Vector3(Random.Range(-2.5f, 2.5f), 4.5f, 0); //E&f{rEpos * Random.Range(-2.5f,2.5f)RFEXE2. 55-2. 5= [LIEi8
36 b Instantiate(Enemy, pos, transform.rotation);//EEEA

37 Pob 0 time = Of; //ESREEEE

38 S

% J[i 3

40

41 = public void AddScore()|

4 Co

43 : Score += 10; [ 158+105

44 i1 ScoreText.text = "Score: " + Score; 1 E & ScoreText§IRE

45 b

45 K

47 B! [Jpublic void GameStart()

48 .

49 i |} isPlaying = true; /1 85EisPlaying = true, REFEETF
50 : i GameTitle.Setdctive(false); !l FEEmGameTitle

51 i |: PlayButton.SetActive(false); /! FE§mPlayButton

52 i B

5 i b

54 L}
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T rrr—T
- Rect Transform
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aAssembly-CSharp - I #3 GameFunction - I @, Start()

7 Spublic class GameFunction : MonoBehaviour

8 {
9 i public GameObject Enemy; //E&¥#(& » £i8Enemy
s G F i 10 i public float time; //E&FHR - £fftine
~ r ' l 1 :
4 a e u n Ct I O n 12 i public Text ScoreText; /| BEE—EFEAESTES] ScoreText
- Y ° 13 i public int Score = 0; /| BEE—{8%%Score
p FE G O T tI 14 i+ public static GameFunction Instance; // Et%EInstance  BEAMIE=SE8EIGaneFunctioniEETHFE
[, = a | I Ie Ve r I e 16 é public GameObject GameTitle; /I EE GameTitle$ni%
17 ! public GameObject GameOverTitle; /! B GameOverTitle# &
18  public GameObject PlayButton; /! EZ PlayButton®7{%
19 ! public bool isPlaving = false; /! E% isPlayingfbooleanZEH @ Fik{HE alse
20 i
21 v /1 Start is called before the first frame update
22 =i void Start()
23 ¢
24 : Instance = this; /] #EEInstanceSFEEER
25 P
2% | : .I GameQverTitle.Setactive(false); /1 BEGaneOverTitle—BEBFEIR
27 b
8 [
29 v /1 Update is called once per frame
30 =2 void Update()
31 N
32 it time += Time.deltaTime; //B¥RiEHN
33 |2 1 if (time > 0.5f & isPlaying = true) //30EEFRIAFN0.5(¥P) & isPlaying = True
34 oo |
35 : : i+ Vector3 pos = new Vector3(Random.Range(-2.5f, 2.5f), 4.5f, 0); //E&{IEpos * Random.Range(-2.5f,2. 5f)REXE2. 5%)-2. SZRIEE
36 o i Instentiate(Enemy, pos, transform.rotation);//EEEA
17 P time = 0f; //BRRIEE
38 o)
39 [ 3}
0 |
41 H: public void AddScore()
) P
43 : i Score += 10; 11538+105
=4 i1 ScoreText.text = "Score: " + Score; 1 IEFfiScoreTextBIAE
45 v
% [
47 [—]E public void GameStart()
48 P
49 {1 isPlaying = true; /1 8EisPlaying = true, (ABEEHESE
50 : i GameTitle.SetActive(false); /] FEEmGCaneTitle
51 i 1 PlayButton.Setactive(false); /1 FEPlayButton
52 1t
ss ||
54 :
55 =1 [public void GameOver()
36 i
57 i |t isPlaying = false; /] &EisPlaying = false, (R EEEE
58 i |'  GameOverTitle.SetActive(true); /1 BERETRGaneOverTitle
39 B b
60 }




ZtNGameFunction

lic}

ZiGameOverTitle

24 Assembly-CSharp - I #3 Invader - I @, OnTriggerEnter2D(Collider2D col)
1 Husing System.Collections;
2 using System.Collections.Generic;
3 | using UnityEngine;
4
5 Hpublic class Invader : MonoBehaviour
6
7 i public GameObject explo; // E&—{B&SexplodiE
8 1
9 ! /7 Start is called before the first frame update
10 B! void Start()
11 b
2|
13 BN
14 :
15 v // Update is called once per frame
16 @i void Update()
17 b
18 : ¢ gameObject.transform.position += new Vector3(0, -0.01f, 0);
19 R
20
21 B void OnTriggerEnter2D(Collider2D col) /B BlFIESEE
22 v
23 @i ! if (col.tag = "Ship" Il col.tag = "Bullet") //XIRRHECVIEEEShipRBullet
24 A |
25 1 i Destroy(col.gameObject); ///ERAEREESIIE
26 ¢ 1 Destroy(gameObject); //ER#IEES
27 I
28 5 i 1 Instantiate(explo, transform.position, transform.rotation); //ESFENGIIEEEERLE
29 =H ; i if (col.tag = "Ship")
E O A
31 i : : i Instantiate(explo, col.gameObject.transform.position, col.gameObject.transform.rotation);
32 Voo RS EEERE HREEAEBITEES R
33 2
34 ‘: E i : GamEFunction.Instance.Gach'fer();l
3 M)
36 i 1 i GameFunction.Instance.AddScore(); //P¥UUGameFunction® F8J4ddScore() EREEESHINS
R EER
38 R
39 L}
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