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Lobby -> Game ¥ HE
m Game M MM
- File - New Scene

New Scene Ctrl+N
Scene Templates in Project 2
Open Scene ; :

Open Recent Scene
Save Ctrl+S a 4, £ ‘.
Save As... Ctrl+Shift+S
Save As Scene Template... - — " i
Empty Basic 2D (Built-in) Basic 3D (Built-in)

New Project...
Open Project... Basic 2D (Built-in)
Save Project
Build Settings... Ctrl+Shift+B

: Description
Build And Run Ctrl+B Contains an orthographic camera setup for 2D

games. Works with built-in renderer.

Exit

To begin using a template, create a template from an existing scene in your project.
Click to see Scene template documentation.

Load additively Create | Cancel
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~ File - Save

Edit Assets GameObject Component Serviceg
New Scene Ctrl+N
Open Scene Ctrl+O

Open Recent Scene
Save Ctrl+S
Save As... Ctrl+Shift+S

Save As Scene Template...

New Project...
Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B

Exit

k3 Save Scene
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i O Inspector s
é_a @ v MainPanel Static ¥
H v
Tag Untagged v Layer Ul v
\ Rect Transform e 3 :
stretch Left Top Pos Z
o = 1 [ 0 0 0
Q
4 £ D Right Bottom
j 0 0 1R
Anchors
Min X0 e O
Max X1 e 1
Pivot X 0.5 0.5
Rotation X 0 Y O Z 0
Scale & X 1 YA 1 2 1
» @  Canvas Renderer 0 i
v ] v Image e i+ :
Source Image [s]Background O]
Color P
Material None (Material) ®

Ravecact Tarnet v
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- TextMeshPro”

o GameObject - Ul

= Hierarchy
+ ». Q- A
) Lobby*
) Main Camera
@ Canvas
» (@ TopPanel
El'} OverlayBackground
>
v (@ MainPanel
0 ButtonGameStart
» @ Text (TMP)
QY tventsystem
D LobbyScenario

=]

- "Button

i @ Inspector

3 ¢ mProject

. Q
7 @ v ButtonGameStart Static ¥ +- -
H 2 v % Favorites
Tag Untagged v Layer Ul = O, All Materials
v < @ : O, All Models
‘> Rect Transform * 8 O, All Prefabs
center Pos X Pos Y Pos Z o A ;
o . 0 100 ) Vg BSSENT
o © L ; ; B Fonts
e D Width Height ; s Prefabs
800 300 ' s Scenes
Anchors v [am Scripts
Min X40.5 e (0.5 Ba #00”0ommon
Max X 0.5 Y 0.5 :’;g;’fg‘?
3 ogin
Pivot X 0.5 0.5 M #03Lobby
; 1 #04Game
Rotation X 0 i (O Z 0
' fm #100Backend
Scale &8 X1 Ba 1 7 1 B #1000Sample
Bm SFX
—F
» &  Canvas Renderer e i > B TexiMesh Pro
v =] v Image e i+ : v @@ Textures
= ha Ul
Source Image [s]UI_Button_B (O)
9 Pkl = ~ m TheBackend
Color I ~ |, o Packages
Material None (Material) ®
Raycast Target v

» Raycast Padding

Maskable v

Imana Tuna Qlired

I3
Assets > Textures > Ul

== |J|_Button_Base

# uUl_bution_eait

X Ul_Button_Exit

& Ul_Button_Menu

B ui_Profile_Frame_01

™ Ul_Profile_Icon_01

“# Ul_Profile_lcon_02

EJui_profile_Icon_03
Ul_RoundedRect_Empty

== J|_RoundedRect_Full

& Ul_TabBar_Community

N Ul_TabBar_Game

& Ul_TabBar_Inventory

& U|_TabBar_Ranking

& Ul_TabBar_Shop

== UI|_TopPanel_Background

€ Ul_TopPanel_lcon_Gold

@ Ul_TopPanel_lcon_Heart

& Ul_TopPanel_lcon_Jewel
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m SceneNames EHAON| "Game” &= =7t

- Utils Script =78
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11
12
23
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29

using UnityEngine.SceneManagement;

| public enum SceneNames { Logo=0, Login, Lobby, Game, }

Epublic static class Utils

[+

{

public static string GetActiveScene()|...

public static void LoadScene(string sceneName="")|. ..

public static void LoadScene(SceneNames sceneName)|. . .
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- C# Script 44 = A3 EEO| 0|2 "MainPanel'2 HY

1 using UnityEngine;

2

3 FEpublic class MainPanel : MonoBehaviour

4 {

5 =F public void BtnClickGameStart()

6 L

7 E : Utils.LoadScene(SceneNames.Game);
8 O}

9 }







m ButtonGameStart £
= Hierarchy
+v a
R Lobby*
@ Main Camera
) Canvas
& TopPanel
3
E; MainPanel

» Bp ButtonGameStart
oY kventSystem
) LobbyScenario

o
h I
S " " g : SN
HHMEQ| "Button” HAEZHE OnClick() O|HIE 4
=] O Inspector =]
[?] @ v ButtonGameStart Static v
: - Tag Untagged v Layer Ul v
¢+ Rect Transform Q@ it :
®©  Canvas Renderer (7 M
i @] v Image (7
@ v Button 9
Interactable v
Transition Color Tint v
Target Graphic I ButtonGameStart (Image) O)

Normal Color

Pressed Color
Selected Color
Disabled Color

Color Multiplier ® 1
Fade Duration 0.1
Navigation Automatic v
Visualize
On Click ()
Runtime Onlyvy MainPanel.BtnClickGameStart v
B MainPanel ®
+ -
. Default Ul Material (Material) 0 :

il
4

ader Ul/Default v | Edit...
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® Inspector

... Player_ldle (Texture 2D) Import Settings

Texture Type

Texture Shape 2D
Sprite Mode Multiple
Pixels Per Unit 100
Mesh Type Tight

Extrude Edges @

Generate Physics € v

» Advanced

Wrap Mode Clamp

Filter Mode Bilinear

Aniso Level @&

Default (] ]

Max Size 2048
Resize Algorithm Mitchell
Format Automatic
Compression Normal Quality

Use Crunch Compress

» Asset PostProcessors

Sprite (2D and Ul)

Revert Apply

3 i [mProject
o Ex
v % Favorites
O, All Materials
O, All Models
v O, All Prefabs

Open

v [aw Assets
= Bm Fonts
Bm Prefabs
Bm Scenes
¥ v [am Scripts
1 B #00Common
e #01Logo
e #02Login
s #03Lobby
D #04Game
Bm #100Backend
¥ B #1000Sample
v Bm SFX
1 » Bm TextMesh Pro
v [am Textures
I.l i Ul
» Bm TheBackend
v » Bm Packages

Sprite Editor

2. "Apply”

Only textures with width/height being multiple of 4 can be

A compressed to DXT5|BC3 format

o O|0|X| 2&0| 755t E Sprite ModeE MultipleZ2 HZ4

a2
Assets > Textures

i Ul
> | AlertLine
Background
» »<«Enemy01_ldle
» - Enemy02_ldle
-Enemy03_ldle
» +=*Enemy_Babybird
» =23 Enemy_BoomMonster
» - - Explosion
> !GameCIearBackground
+..GameOverBackground
> vee GameOverButtonReturn
» W= IntroBackground
» #® IntroButtonStart
» @ |tem01_PowerUp
» ® |tem02_Boom
> Q?Item03_Heart
» ® Meteorite
- Plaver Die
I ~=-Player_ldle
- ==*PlayerBoom
» @ Projectile01
» @ Projectile02

1. Sprite Mode& “Multiple”2 &%

Eg 2N 4 HE

3. “Sprite Editor” H{ & M4

Sta§e03Boss
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- Sprite Editor ViewO| A HIAME A J=0tF 2 (Type : Grid By Cell Count)

[#; Sprite Editor* P OX
Sprite Editor v Slicev Trin Revert Apply m @

Type Grid By Cell Count v -

Column & Row C 3 R 1 A%do| eteElH "Apply"§ =2 220 HAN HE

Offset X 0 i 0

Padding X 0 Y 0

Keep Empty Rects

Pivot Center v

Method BelEiaERsing = Player_ldle_0 : Position(0, 0) / Size(100, 50)

Qoeretefxis{t'ing 5 o e Player_ldle_1 : Position(100, 0) / Size(100, 50)
Player_ldle_2 : Position(200, 0) / Size(100, 50)

Slice

7
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E H3S E = s
o Player_ldle BIAX Of2f0f 2& & HAKXNS 20l 7
©® Inspector =] I Project
.. Player_ldle (Texture 2D) Import Settings @ =t : o2 L
) # Favorites
RER O, All Materials
O, All Models
Texture Type Sprite (2D and Ul) v O, All Prefabs
. , £H N [aw Assets
Sprite Mode Multiple v L Fonfts
: . e Prefabs
Pixels Per Unit 1(?0 B Scenns
Mesh Type Tight Y Bm Scripts
Extrude Edges @ 1 Bm SFX
Generate Physics € v B TextMesh Pro
7 7 =@ Textures
Sprite Editor Ul
TheBackend

Inspector - Unsaved Changes Detected

n ackages

Unapplied import settings for
'Assets/Textures/Enemy01_Idle.png'

Discard Cancel

Nanima Alaavidhhna AAlenlnall

Sprite Editor ViewE 1 {L|E| O|C|E|2 E0fgtS ujf
HE ArZO| XMYE[X| RLACID ELCHH “Save” HE 2

UOT WML WIS

Revert Apply

Asset PostProcessors

e
compressed to DXT5|BC3 format 'n'_'céI“IiE_I El| A 'l

Only textures with width/height being multiple of 4 can be
" =1

Tip. #25 #&510] 2K E 2=
T ofL|2} HE HAXE ME 75T

s

o €0 *

Assets > Textures

s Ul
| AlertLine
Background
«-+~Enemy01_ldle
Enemy02_ldle
-Enemy03_ldle
**Enemy_Babybird
«“» Enemy_BoomMonster
Explosion
# GameClearBackground
4. GameOverBackground
+«as GameOverButtonReturn
R IntroBackground
#® IntroButtonStart
® |tem01_PowerUp
® |tem02_Boom
Q?ltemO3_Heart
® Meteorite
Plaver Die
~==Player_ldle
[®] Player_Idle_0
[®] Player_Idle_1
[®] Player_Idle_2
*Playersoom
@ Projectile01
@ Projectile02
# Projectile03
©® Projectile04
* Projectile05
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o GameObject - 2D Object - Sprites - Square

= Hierarchy 3 i O Inspector =) E
q- s
+ # @ v Player Static ¥
P Game* H 2
A Main Camera Tag Untagged v Layer Default v
Player
DRIy J.  Transform @ i i
Position X 0 il -6 Z 0
Rotation X 0 el O Z 0
Scale & X1 el 1 7z 1
[2] v Sprite Renderer e
Sprite [s]Player_ldle_0 ®
Color I,
Flip %l W
Draw Mode Simple ¥
Mask Interaction None v
Sprite Sort Point Center v
Material ® Sprites-Default ®
Additional Settings
Sorting Layer Default v
Orderin Layer 1
- Sprites-Default (Material) 0 :
Shader Sprites/Default v CEdiES = v
Add Component

Tip. 2P J2X|= =M 873

“Sprite Renderer” ZEZHE| = Order in Layer H (X7t 248 0o 2={ZICh

s Project
i 2

* Favorites
O, All Materials
O, All Models
O, All Prefabs

[aw Assets

Bm Fonts

m Prefabs

B Scenes

B Scripts

Bm SFX

B TextMesh Pro
v (@w Textures

@ Ul

= ) ~eBackend

Im PackaJjes

B 2
7 e € 0 x #38
Assets > Textures

s Ul
| AlertLine
Background
w=~Enemy01_ldle
Enemy02_ldle
-Enemy03_ldle
~=* Enemy_Babybird
*<* Enemy_BoomMonster
- Explosion
¥ GameClearBackground
+. GameOverBackground
v«a« GameOverButtonReturn
B% IntroBackground
#¥ IntroButtonStart
® |tem01_PowerUp
® |tem02_Boom
CD1tem03_Heart
® Meteorite
Player_Die
~==Plaver ldle
[®] Player_ldle_0
|®] Player_idle_1
[®] Player_ldle_2
=*PlayerBoom
@ Projectile01
@ Projectile02
# Projectile03
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o C# Script 4d & 23 EEQ| O|F= "Movement2D"Z HE

using UnityEngine; 712 ol S0l i3t LHS T FH4SH0] 0| 50| H53 BE AHSO| A

Epublic class Movement2D : MonoBehaviour

{

: [SerializeField]
private float moveSpeed = ©; /[ Ols =%
[SerializeField]

0%
0%t

private Vector3 moveDirection = Vector3.zero; // Ol=
public Vector3 MoveDirection { set => moveDirection = value; }

of private void Update()

' . transform.position += moveDirection * moveSpeed * Time.deltaTime;
A o|F FUS WO 2t 0| F6ts RLEMHE £ Inspector View0O|A| 0|2 moveDirection® HE3t1,
4 0|F UFo| HHY = LEHMEE A0 MoveDirection Z2HE|0 2ol Yak 47
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- C# Script ‘9 & A3 EEQ| 0|E& "PlayerController"2 HZ

W oo NOYUTL A WN R

N B R R R B RPRRRBRR
® WO NOUV D WNE®

=

using UnityEngine;
public class PlayerController : MonoBehaviour
private Movement2D movement2D;

private void Awake()

{
; 5 movement2D = GetComponent<Movement2D>();
.}
é private void Update()
T |
0 /] HE T or wasd?|E =2 Ol HF
5 . float x = Input.GetAxisRaw("Horizontal");
‘ . float y = Input.GetAxisRaw("Vertical");
5 f movement2D.MoveDirection = new Vector3(x, y, 9);
N
}
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# Scene o® Game = Animator @ Animation i
Game v Display 1 ~ 1440x2960 v Scale @ 0.39x Play Focused ~ 3§ W) B Stats Gizmos ¥
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1 C# Script dd £ A3 EHEQ

W oo NOYUTL S LN

S T S S N Yy
OV b WN RO

using UnityEngine;

[CreateAssetMenu]

Epublic class StageData :

{
. // 2HIO|X[e] F7|(
[SerializeField]

[SerializeField]

public
public

ABIELS ¢

=i // G2 SA0ME
// AH|O|X|e] 37| =eled # ALE.

Vector2 LimitMin => limitMin;
Vector2 LimitMax => limitMax;

LimitMin,

£8 Z 2 ZE ScriptableObjectE AFE5IH o A E of 4 (T Y) 2l
HE2 M&EEe = D, 3Hm =0 Zo| S2iA AT [CreateAssetMenu]

O|EZ2|REE %45l Project View2| 4 (“+") Hw0l Hlw2 SSEICH
ScriptableObject
H0fl N8

2H)E 1limitMin, limitMax

private Vector2 limitMin;

private Vector2 limitMax;

LimitMax EZZ2IHE|S =9
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m StageData EFR Q| Asset It Mo

o Project View - “"+" - Stage Data

s Project =) F
4+ «a 2 e € 0 x &

Folder

C# Script Tip. ScriptableObject= HIO|EHE MY Z XFT + Y= Sl

2D - Yol AF8El= HIOIEE MESHFED AY S0l E2{27| 7ts
Visual Scripting (Oto|&l / A% Cjo[E], A LY Ci|o|E{, W Ato|o] RX|%|&= H|O]E])
Shader - Al =5 Hlo|E HE Jts

Shader Variant Collection Editor Mode : A% =& ©ZE HO[E{7} XF

Testing Release Mode : H|20| Z=2&|H A Y A& ™ HO|HZE 2[4l

Playables
Assembly Definition

Assembly Definition Reference

Text

TextMeshPro Tip. [CreateAssetMenu(fileName="NewData”, menuName="Items”, order=999)]

Scene ot Zo| ¥ 3%
Scene Template Project View - “+" - Items - StageData |7} *4/d&|0,
T - 1|2/ 0| 0| £ 2 DefaultZ “NewData"2 AH

Scene Template Pipeline order= Create M w0lM2| $IXI2 02 MY 2, 999 LK = XY Of2H 0 H{X]
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m StageData EFR 9| Asset It A7

© Inspector 2 ¢ mProject Eile
6> Stage 01 (Stage Data) @ > o 7 e € 0O * #8
{} Goan  Favorites Assets
StageData S22 0] MATH B E public or [SerializeField]
S b EfQlo) a7t EAIE|D, HlO|E{2 MEE 4 Ur}
Limit Min X -3 Y -6.6 ;
e Scripts
Limit Max X 3 Y 6.6 v [aw Assets B SEX
: fz?:ftasbs e TextMesh Pro
e Textures
! EEET?_S e TheBackend
Limit Max : (3, 6.6) ymon &% Stage01
e #01Logo
Be #02Login
B #03Lobby
s #04Game
e #100Backend
B #1000Sample
Bm SFX
Bm TextMesh Pro
Bm Textures
Bm TheBackend
e Packages

Limit Min : (-3, -6.6) ~n
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- PlayerController Script =8

using UnityEngine;

Epublic class PlayerController : MonoBehaviour

{

i [SerializeField]

. | private StageData stageData; ScriptableObject 7|82 2 ‘M El Asset2 LHHE QI S2fA ZHH|0f

private MoOvementZiU movementiu; Hase Hal SUSA HIS0] HL, HAL AL 7Hs
M; private void Awake()[..]
E private void Update()|:|

: E2)0]0{2] ZtE (x, y)7t StageData S| 20| EHE
B:  private void LateUpdate() LimitMin, LimitMax2| ¢S SO{LtX| =5 A4t

N

. // =dI010] FHE 7t AH|OIX] Ee| HHZC 2 LIJHA| Eote = X[ O

; : transform.position = new Vector3(Mathf.Clamp(transform.position.x, stageData.LimitMin.x, stageData.LimitMax.x),

: Mathf.Clamp(transform.position.y, stageData.LimitMin.y, stageData.LimitMax.y));
KO ki

}

= built-in method ==
float result = Mathf.Clamp(float value, float min, float max);
value Zt0] minEC} 22 ™ result = min
value Zt0] max®2C} 3H result = max

value Z}0] min1} max AFO]|2] ZtO|™ result = value
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m Player 2 EM E 9| “PlayerController” ZEZHE B4 M7
= Hierarchy 3 i O Inspector a8 i [mProject 3 i
&/ a " * @
S @ @ v Player Static ¥ +- - 2 e0 %8
@ Game* : v % Favorites Assets
A Main Camera Tag Untagged v Layer Default v O, All Materials B Fonts
Player O, All Models
O Play e Transform @ i : & Al Prafabs B Prefabs
S Im Scenes
Position X 0 il -6 Z 0 ipt
i v [aw Assets M Scripts
Rotation X 0 a0 Z8 0 B Forits s SFX
Scale & X 1 Y 1 Z 1 Bm Prefabs Bm TextMesh Pro
Baacanies Im Textures
[#] v Sprite Renderer 0 Gesrote Be ThaRarlang
v Player Controller (Script) 0 i : B #00Commer, &% StageO1
Script B PlayerController Bm #M%ogo
: e M #02Login
Stage Data &) Stage01 (Stage Data) ® B #03Lobby
s #04Game
e (- - -~
v Movement 2D (Script) e i B #100B=ckand
. Sprites-Default (Material) 0 : Bm #1000Sample
Shada < : - s SFX
Sh Sprites/Default Editsl = w B Toxtidasi bro
Bm Textures

Add Component

Bm TheBackend
Im Packages
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# Scene o® Game > Animator @ Animation i
Game ¥ Display1 ¥ 1440x2960 v Scale @ 0.39x Play Focused ~ ﬂ W EH Stats Gizmos ¥



i HANE AHA] O MX
[ | I:IH o 2— T— O o X =2
o GameObject - 2D Object - Sprites - Square
= Hierarchy 2 i O Inspector 3 i mProject =il
v -/ v -8 ) ¢
___ G @ o BE @ state v T7 S 2% €0 ot
R Game* ; v % Favorites Assets > Textures
@ Main Camera Tag Untagged ¥ Layer Default v O, All Materials & Ul
A Plaver ; = ¢ @ = : O, All Models | Alantine
I~ ransform T F i
9 Background01 O, All Prefabs Background
) Background02 Position X 0 Y Z 0 Avset «-~Enemy01_Idle
Rotation X 0 Y 0 Z0 9 Assets Enemy02_ldle
m Fonts
Scale & X 1 11 7 T pEnamyUa die
Bones ~*Enemy_Babybird
[8) v Sprite Renderer e i [h‘;cri ts *<» Enemy_BoomMonster
oo i #SOC -« - Explosion
prite [*]Background © i Sl ormon B GameClearBackground
Color I, = b +.GameOverBackground
Flip X - ok +«=«GameOverButtonReturn
= #03Lobby
H040 B%& IntroBackground
Background01 $#|X| : Position (0, 0, 0) / 37| : Scale (1, 1.1, 1) i Ooga";ien . # IntroButtonStart
.. ® Item01_PowerU
Background02 $|X| : Position (0, 14.08, 0) / 37| : Scale (1, 1.1, 1) #1000Sample ® Item02_Boom i
X 2
Material ® Sprites-Default O] - Qitem03_Heart
Bm TextMesh Pro ® Mataotit
Additional Settings » Bm Textures il ?
- Player_Die
Sorting Layer Default v Bm TheBackend ~=-Player_ldle
Order in Layer (0] s Fackagas ~"'Player_Boom
@ Projectile01
9 :

. Sprites-Default (Material)
Shader Sprites/Default

Edit...

1l
4

@ Projectile02
# Projectile03
@ pProiectilen4
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- C# Script ¥d & A3 ZEQ| 0|F2 “ParallaxBackground”= HZ4

1
2
3
4
5
6
7
8
9

10
11
12
13
14
15
16
17
18
19
20
21

using UnityEngine;

Epublic class ParallaxBackground : MonoBehaviour

0

{

[SerializeField]

private Transform target; // SA HiZ1F O|O{X|= HYfZ
[SerializeField]

private float scrollAmount = 14.08f; // = HiZE AO|9] y He|
[SerializeField]

private float moveSpeed = 3; // HiBQl Ol £t
[SerializeField]

private Vector3 moveDirection = Vector3.down; // H{Z2| Ol 2&

private void Update()
{

// HiZO| moveDirection L CZ moveSpeed? HEZE O|F
transform.position += moveDirection * moveSpeed * Time.deltaTime;

// HiZ0| 2EE BeE HOLIH f{X| |27

if ( transform.position.y <= -scrollAmount )

{

. transform.position = target.position - moveDirection * scrollAmount;

}
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m Background01 @ EMEOQ|| “ParallaxBackground” HEHE =7 8l 47
= Hierarchy =) © Inspector =)
a: :
+ & @ v BackgroundO1 Static v
P Game* : L
@ Main Camera Tag Untagged v Layer Default v
) Player : =
& Background01 P Transform e
&) Background02 [#2] v Sprite Renderer e
v Parallax Background (Script) 0
‘ B ParallaxBackground
Background01 2 M E 9| Target2 Background02 Target A Background02 (Transform) ®
Scroll Amount 14.08
Move Speed 3
Move Direction X 0 Y -1 Z 0
. Sprites-Default (Material) 0 :
der Sprites/Default Edit. = v

Add Component



= Background02 2 2 E 0| “ParallaxBackground” &

= Hierarchy =)
++ =
P Game*
@ Main Camera
& Player

) Background01
) Background02

Background02 2 BH E 9| Target2 Background01

© Inspector

@ @ v Background02

Pe Transform

[zl v Sprite Renderer

B v Parallax Background (Script)

Target
Scroll Amount
Move Speed

Move Direction

. Sprites-Default (Material)

x O] Ad
zHE F7H 8 24
=]
Static ~
v
Tag Untagged v Layer Default ¥
0
0 i
0 i
B ParallaxBackground
A BackgroundO1 (Transform) ®
14.08
3
X 0 YAl <1 70
0 :
Sprites/Default Edit. = v

der

Add Component
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o GameObject - 2D Object - Sprites - Square

= Hierarchy =] © Inspector =]
T ;‘Game* @ @ v PlayerProjectile Static v
: v
@ Main Camera Tag Untagged v Layer Default v
Player
%Baacykgroundm J.  Transform (2 Jr
1 Backaround02 Position X 0 il O Z80
@ PlayerProjectile Rotation X 0 Y 0 Z o0
Scale & X1 WAl 1 7 1
[g] v Sprite Renderer o
Sprite [*]Projectile01 ®
Color I
Flip X Y
Draw Mode Simple 5
Mask Interaction None v
Sprite Sort Point Center ¥
Material ® Sprites-Default (O)
Additional Settings
Sorting Layer Default v
Orderin Layer 1
v Movement 2D (Script) e
cript B Movement2D
Move Speed 8
Move Direction X 0 v il Z 0

I Project
e 2

w Favorites

O, All Materials
O, All Models
O, All Prefabs

[aw Assets

im Fonts
m Prefabs
B Scenes
[aw Scripts
Bs #00Common
s #01Logo
Bm #02Login
Bm #03Lobby
AN #04Game
Bm t100Backend
B #1000Sample
Bm SFX
B TextMesh Pro

» Bm Textures

Bm TheBackend

Im Packages

7 o € 0 * #8

Assets > Textures

s Ul
| AlertLine
Background
w-~Enemy01_ldle
Enemy02_ldle
-Enemy03_ldle
~**Enemy_Babybird
*<* Enemy_BoomMonster
- Explosion
¥ GameClearBackground
4. GameOverBackground
v«a« GameOverButtonReturn
A% IntroBackground
## IntroButtonStart
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- C# Script 4
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10

using UnityEngine;

Epublic class Weapon : MonoBehaviour
{
l [SerializeField]

private GameObject projectilePrefab;
[SerializeField]
private float attackRate = ©.1f;

private float lastAttackTime = ©;

//

//

//




s =000 54

12 B public void WeaponAction()

13 I

14 L1 // OIXY SZACEHH attackRate AIZtEHE ZX|LIOF 34 s

15 =k 5 if ( Time.time - lastAttackTime > attackRate )

16 } e

17 : : c 1/ S Z20]0] X|(transform.position)0 HALN QEHNEZS MM
18 Instantiate(projectilePrefab, transform.position, Quaternion.identity);
19 .

20 : /! SAT717F £00F sS4 + A= 57| ol M SZAIZ XNE
21 .| lastAttackTime = Time.time;

22 } R

k. 3

24 B

== built-in property ==

Time.time
AYo| AZtE

[=

== built-in method ==

NS RE HHNX| B2 AT

Instantiate(GameObject object, Vector3 position, Quaternion angle);

QHHE MM HALE

7 H =2 22 objectE S|S0 position #1%], angle 2|HS X &3 AlY LHoil b x|StCt
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-1 PlayerController Script =78

1
2
3
4
5
6
7
8
9

1e
1
12
13
14
S
16
17
18
19
20
21
22
23
24
25
26
27
28
29
35

using UnityEngine;

Epublic class PlayerController : MonoBehaviour

{

[SerializeField]
private StageData  stageData;

private Movement2D movement2D;
private Weapon weapon;

private void Awake()

{

' movement2D = GetComponent<Movement2D>();

' weapon = GetComponent<Weapon>();

}

private void Update()

{

/] B F| or wasd?|E =2 O|l3YE 2%

5 float x = Input.GetAxisRaw("Horizontal");

. float y = Input.GetAxisRaw("Vertical");

: movement2D.MoveDirection = new Vector3(x, y, ©);
[/l 8 F7|1& Attetd, 40| 7tsdtH 54

' weapon.WeaponAction();

}

private void LateUpdate()[.. .|
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= EO| O|&& “EnemySpawner’2 H4

o C# Script ¥4 =

Fusing System.Collections;
using UnityEngine;

Epublic class EnemySpawner : MonoBehaviour
{
: [SerializeField]

private StageData stageData; /B EE8S Rl
[SerializeField]

private GameObject enemyPrefab; // =M MEae X FiEH Z2|E
[SerializeField]

private float spawnCycleTime; /] 88 7

| >

HIOIX] 37| B&

private void Awake()

.

(1]
L

StartCoroutine(nameof(Process));

}




18
19
20
21
Py
23
24
25
26
27
28
pA
30
31
32
33
34
35
36

ne

private IEnumerator Process()

{

int enemyCount = 5; // oHO| M85 H A}
float distance = 1.2f; /] BEE = H AO|Q AHe|
float firstX = -2.4f; [/ R OHR HO| 8 X (AF &)

while ( true )

{

for ( int i = @; i < enemyCount; ++ i )

{

' Vector3 position = new Vector3(firstX + distance * i, stageData.LimitMax.y + 1, 0);
Instantiate(enemyPrefab, position, Quaternion.identity);

}

// spawnCycleTime A|Zt&QH CH7|
yield return new WaitForSeconds(spawnCycleTime);
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Fusing System.Collections;
using UnityEngine;

Epublic class FadeEffect : MonoBehaviour

{

private SpriteRenderer spriteRenderer;
private float fadeTime = 0.1f;

private void Awake()
{

spriteRenderer = GetComponent<SpriteRenderer>();

StartCoroutine(nameof(TwinklelLoop));



m LEXHE (SpriteRenderer)E ZHO|H St= A3 HE dd A
16 = private IEnumerator TwinklelLoop()

A

s (A5)

T R
18 B + while ( true )

19 e

20 .1 i // Alpha 2 101X @22 : Fade Out

21 . yield return StartCoroutine(OnFade(1, ©));

22 T

23 i // Alpha 22 @%lX 12 : Fade In

24 . yield return StartCoroutine(OnFade(@, 1));

25 )

26 Q! 3

27 [

28 = private IEnumerator OnFade(float start, float end)

2 I 1

30 float current = ©;

31 : : float percent = 0;

32 L

33 ' // fadeTime A|ZtSQt while() HHE R AlSH

34 J= | while ( percent < 1)

s [0 0 o

36 current += Time.deltaTime;

37 : ; l percent = current / fadeTime;

38 T

39 Color color = spriteRenderer.color;

40 1 color.a = Mathf.Lerp(start, end, percent);

41 . spriteRenderer.color = color;

42 == built-in method ==

ii } yrelaiceturning float result = Mathf.Lerp(start, end, percent)'

45 B } start@t end Al0|2Q| Zt & percent %[0 Y= S W
46 B} OlE S0 start7l 0, end7} 100¥! Uf percent?} 0.30|H 303 Htzt
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Fusing System.Collections;
| using UnityEngine;

}

Epublic class MeteoriteSpawner : MonoBehaviour
{
1 [SerializeField]
private StageData stageData;
[SerializeField]
private GameObject alertLinePrefab;
[SerializeField]
private GameObject meteoritePrefab;
[SerializeField]
private float minSpawnCycleTime
[SerializeField]
private float maxSpawnCycleTime
= private void Awake()
{

StartCoroutine(nameof(Process));

//

//

//

//

//

i/ E8S gt AHOIX] 37] &
SAeiM 482 da4d Za2|E
SAeHM S8 =4 Z2|E
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28
29
30
S
32
33
34
35
36
37
38
39
40
41
42
43
24
45
46
47

private IEnumerator Process()

{

{

while ( true )

// tHZ] AlZE 278 (minSpawnCycleTime ~ maxSpawnCycleTime)

float spawnCycleTime = Random.Range(minSpawnCycleTime, maxSpawnCycleTime);
// spawnCycleTime A|ZtEQt CHZ

yield return new WaitForSeconds(spawnCycleTime);

/] B /2H0] E8E= x /RX=

L

AHOIX] A7) 88l WolN oSl Zt=
float x = Random.Range(stageData.LimitMin.x, stageData.LimitMax.x);

rz
A2

// BN QEME M

GameObject alertLineClone = Instantiate(alertLinePrefab, new Vector3(x, ©, ©),

/] 1% Of7] =
yield return new WaitForSeconds(1);

== built-in method ==

min ~ max-1 Al0|Q] "4 &

[ Aas QEHAE ARF)
Destroy(alertLineClone);

T o] AlA =
[/ 4 @BME MY (y YK AHOIK| MEH 9| + 1) Min -~ max A0l A% 3

o v M wWwh =

1~4 = St Ojj7|

31 H, 24 x 91X 23
Fu M 48 A K 2H
1= 7]

Fa M A

24 48 A ?Ax 83

Quaternion.identity);

int result = Random.Range(int min, int max);

OIOIOI %

£ result0] st

float result = Random.Range(float min, float max);

Qlo|o| MEE resultof Bzt

Instantiate(meteoritePrefab, new Vector3(x, stageData.LimitMax.y + 1, ©), Quaternion.identity);
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o C# Script ¥4 & A3 EEQ| O|2& “GameController"Z H

using UnityEngine;

FEpublic class GameController : MonoBehaviour

1

P

3

4 {

5 =f public void GameOver()

6 {

7 . // 2H Meg O|F

8 : Utils.LoadScene(SceneNames.Lobby);
9 }

=
(o]
-

4
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- GameObject - Create Empty (Et=7]| : Ctrl+Shift+'N’)
= Hierarchy 2 i O Inspector =]
v :
iz & @ v GameController Static
D Game* : N
E@Main Camera Tag Untagged ¥ Layer Default
& Player 3 =
& Background0'1 -~ Transform i
@ Background02 Position X 0 Y 0 Z 0
Gl Enbi S E e ROk Rotation X 0 Y 0 Z 0
7 MeteoriteSpawner -
€7) GameController Ll - & 1 Z 1
Game Controller (Script) o
Script Bl GameController

Add Component



m Player 2LEHE

‘= Hierarchy
+v aa
P Game*
A Main Camera
£P Player

oy sackground01

) Background02

0 EnemySpawner
() MeteoriteSpawner

2o| &S Lot oY =
StX| %= & Gravity Scale =

=}

i

O Inspector 5
Ea v Player Static v

- Tag Untagged v Layer Default v
» M Transform @ i
» [gl v Sprite Renderer e i+ @
g v Player Controller (Script) =k
> v Movement 2D (Script) TS
g Weapon (Script) 7= E
v © v Circle Collider 2D 9 i

Edit Collider S

Material None (Physics Material 2D) ®

Is Trigger

Used By Effector

Offset X 0 Y O

Radius (0}:745)

Layer Overrides

Info
v @  Rigidbody 2D * E

Body Type Dynamic v

WENCIE] None (Physics Material 2D) ®

Simulated v

Use Auto Mass

Mass 1

Linear Drag 0

Angular Drag 0.05

Gravity Scale 0

Collision Detection  Discrete v

Sleeping Mode Start Awake v

Interpolate None hd
v Constraints

Freeze Position B
Freeze Rotation v Z

Y "CircleCollider2D”, ”ngldbodyZD” Z

ZHE =7 4




m Player 2 2HE Ef1 27

= Hierarchy 3 i @ Inspector
R Q-
+ & @ v Player
P Game* : At
A Main Camera Tag Untagged ¥ Layer Default
& Player v Untagged

& BackgroundO1

0 Background02

@ EnemySpawner
@ MeteoriteSpawner

Player 2 HMEO| TagE
21222 HEE&l= “Player'2 4%

Respawn

Finish

EdItOIOn|y

Add Tag...
. Sprites-bertault (Material)

Sprites/Default

Add Component

Edit...

=)k
Static v
0 i :
e
e i
e i :
0 i :
e i+
e i :
0 :

il
4



= 5ol 5 M2l U X HOIS I3 ATYE MY U B

o C# Script 8 & A3 EUEC| O|ES "Enemy’'Z HHA

1
2
3
4
5
6
7
8
9

B R R R RBRRRRR
W oo N UV D WNRE®

using UnityEngine;

FEpublic class Enemy : MonoBehaviour

(1]
Ll

{

private GameController gameController;

public void Setup(GameController gameController)
{
‘ this.gameController = gameController;

}

private void OnTriggerEnter2D(Collider2D collision)

{
if ( collision.CompareTag("Player") )

{
. gameController.GameOver();

}
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- EnemySpawner Script =78

Fusing System.Collections;

.

| using UnityEngine;

Epublic class EnemySpawner :

[SerializeField]
private GameController
[SerializeField]
private StageData
[SerializeField]
private GameObject
[SerializeField]
private float

private void Awake()|...

MonoBehaviour

gameController;
stageData;
enemyPrefab;

spawnCycleTime;

/]

/]

//

= —

i
=
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- EnemySpawner Script =8 (A1)

private IEnumerator Process()
{

int enemyCount =
float distance = 1.
float firstX = -2.4f;

5
2:F:

while ( true )

/7 B0l MABHE X %X}
/1 MAE= = Aolo] Az
/1 R HR Ho| MY 9X| (2% B)

enemyCount; ++ 1 )

new Vector3(firstX + distance * i, stageData.LimitMax.y + 1, 0);
= Instantiate(enemyPrefab, position, Quaternion.identity);

enemy .GetComponent<Enemy>() .Setup(gameController);

r

: : forr dnt 1 = @83 1.«

F o

: : . Vector3 position =

: : GameObject enemy

i)

é ' // spawnCycleTime A|ZHEOL Cff7|

: . yield return new WaitForSeconds(spawnCycleTime);
D}

}
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=

1]
L

(@)
£ “Meteorite"= HZ4

using UnityEngine;

public class Meteorite : MonoBehaviour

{

private GameController gameController;

public void Setup(GameController gameController)
F this.gameController = gameController;
}
private void OnTriggerEnter2D(Collider2D collision)
F if ( collision.CompareTag("Player™) )
{ gameController.GameOver();

}
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- MeteoriteSpawner Script =3

Fusing System.Collections;

| using UnityEngine;
Epublic class MeteoriteSpawner : MonoBehaviour
{
; [SerializeField]
; private GameController gameController;
| [SerializeField]
E private StageData stageData;
' [SerializeField]
. private GameObject alertLinePrefab;
; [SerializeField]
1 private GameObject meteoritePrefab;
: [SerializeField]
' private float minSpawnCycleTime = 1;
: [SerializeField]
f private float maxSpawnCycleTime = 4;
Eﬂg private void Awake()[:]

i

//

//

//

//
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(1)

1 MeteoriteSpawner Script =8 (A1)

private IEnumerator Process()

while ( true )

// tHZ] AlZt 278 (minSpawnCycleTime ~ maxSpawnCycleTime)

float spawnCycleTime = Random.Range(minSpawnCycleTime, maxSpawnCycleTime);
// spawnCycleTime A|ZtS¢t CHZ|

yield return new WaitForSeconds(spawnCycleTime);

/] BAH/2H0| WEE= x f1Xl= AHOIX] 37| #el WolA olo| gts HH

float x = Random.Range(stageData.LimitMin.x, stageData.LimitMax.x);

// BN QEHE My

GameObject alertLineClone = Instantiate(alertLinePrefab, new Vector3(x, ©, ©), Quaternion.identity);

// 1% 7] =
yield return new WaitForSeconds(1);

[ AN @HAE AX|
Destroy(alertLineClone);

([ 8 QEHE MA (v *IXl= AHOIX] &H 21X + 1)

gt

GameObject meteorite = Instantiate(meteoritePrefab, new Vector3(x, stageData.LimitMax.y + 1, @), Quaternion.identity);

meteorite.GetComponent<Meteorite>().Setup(gameController);
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- C# Script 9 & A3 EE Q| 0|E2 "PlayerProjectile"2 ¥

1 using UnityEngine;

P

3 FEpublic class PlayerProjectile : MonoBehaviour
4 {

5 =F private void OnTriggerEnter2D(Collider2D collision)
6 1

7 =k 5 if ( collision.CompareTag("Enemy") )
8 L

9 : Destroy(collision.gameObject);
10 Destroy(gameObject);

11 }
12 f }
13 3
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Epublic class DestroyByPosition

using UnityEngine;

{

[SerializeField]
private StageData stageData;

private float

private void LateUpdate()

{

1f ( transform.position.y <
transform.position.y >

f transform.position.x <
| transform.position.x >
{

f Destroy(gameObject);

}

: MonoBehaviour

destroyWeight =

stageData.
stageData.
stageData.
stageData.

LimitMin.y
LimitMax.y
LimitMin.Xx
LimitMax.Xx

e

+

destroyWeight ||
destroyWeight ||
destroyWeight ||
destroyWeight )
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- BackendGameData Script =3

Fusing UnityEngine;

W oo NNV S WM

NOOWWNNNNMNNER R R
©ONOW®WOoNOU ANPRPRO

119

{

[

[+

(+]-[+

using BackEnd;
using UnityEngine.Events;

Fpublic class BackendGameData

[System.Serializable]
public class GameDatalLoadEvent : /*UnityEngine.Events.*/JnityEvent { }
public GameDataloadEvent onGameDatalLoadEvent = new GameDataloadEvent();

private static BackendGameData instance = null;
public static BackendGameData Instancel. . ]

private UserGameData userGameData = new UserGameData();
public UserGameData UserGameData => userGameData;

private string gameDataRowInDate = string.Empty;

I/// <summary> §IE2 2= HOIS0 M2 |45 EE =74
public void GameDataInsert()L..

I/// <summary> Tl == HIO|Z0AN 7A BEE S¢= I o=
public void GameDataload()|. ..
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1 BackendGameData Script =& (AHl%)

/1]
/1]
/1]

.

<summary>
HE &2 HO|=0 A= 7A Go|H
</summary>
public void GameDataUpdate(UnityAction action=null)
if ( userGameData == null )
!
5 return;
i;
Param param = new Param()
{
: { "level"”, userGameData
{ "experience", userGameData
{ "gold", userGameData
{ "jewel", userGameData
. { "heart", userGameData
}s

ZH A
[ o9 M0 B

Debug.LogError("AHO|AN CrALE M= 4Rt HIO|E 7t EX|SHA]|

"Insert =2 Load=S =95l OH|0O|H

.level },
.experience },
.gold 1},
.jewel },
.heart }

= AH A
= oo

MR .");

OFA-
o -

Ll El..u +
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- BackendGameData Script =& (H%)

141 : v /) AlY BEO| 1F4f(gameDataRowInDate)O| Q19 ™ 0f2] HAIX] =4

142 =k if ( string.IsNullOrEmpty(gameDataRowInDate) )

143 1 A{

144 : | Debug.LogError($"3X9| inDate HE7t 210 A HE GHIO|H +Ho| MmMSL|CH ");
145 N

146 E /A AE9l negio| od HO[E0| NEE0 A= 7t B inbate ZE O Zit

147 v /] 298k X2 owner_inDateZt 2X|SH= rowsS Z2AM5H0] =7Hdt= Updatev2() &=
148 J=; | else

149 : I |

150 1 | Debug.Log($"{gameDataRowInDate}°| |2 VL LIO|H +8= KELLICL.");

151 : ' '

152 [—j Backend.GameData.UpdateV2("USER_DATA", gameDataRowInDate, Backend.UserInDate, param, callback =>
153 I

154 = .\ if ( callback.IsSuccess() )

155 I I

156 B F | Debug.Log($"Al®] & HO|H 0 S&}SLICt. : {callback}");

157 B EA A

158 : ' action?.Invoke();

159 B E O

160 f=i ¢ 1 1 else

161 : N

162 N | Debug.LogError($"/l® SE HIO|H +80 Z2WMASLICE. : {callback}");
163 )

164 Q[ 1! ¢ s

165 EERE

166 EN

167 B
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using UnityEngine;

W oo NGOV A WP

W W WWNNNNMNNNMNNMNNNNODNNERPRPRRPERPRPRPEREREPRERRE
WNERFPFO® OWUONOOUEL, WNREPOOUOODNOOUVPE WNEFEO

Epublic class GameController : MonoBehaviour

[1]
L

m
LY

{

public bool IsGameOver { set; get; } = false;

public void GameOver()

{

L/ 3= NE| =Xl BES bool Bz A0

5 if ( IsGameOver == true ) return;

f IsGameOver = true;

/1 BBX S7F A 2EY 7 HA

Co /(BN I A|AEI0 oigt 2780 @17 ME0 ZEXCl ZtX|E 10022 /HY)
L/ (IS SR S0/ miotct Y= 254 S7H)

' BackendGameData.Instance.UserGameData.experience += 25;
: if ( BackendGameData.Instance.UserGameData.experience >= 100 )
(A

: . BackendGameData.Instance.UserGameData.experience =
f ; BackendGameData.Instance.UserGameData.level ++;
i

o/ AY BE YH0IE

f BackendGameData.Instance.GameDataUpdate (AfterGameOver);
}

public void AfterGameOver()

{

. // BH| Mo Z 0|5

; Utils.LoadScene(SceneNames.Lobby);

}

8;
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