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1) GameManager.cs

PHwF4 : GameManager 77V 120 ~ (Main ¥—Y)
F&:
o T=LDIUP/T—LF—/IN—EBEH
o BGM B4 (WIRB)
o UINRILORTEIDEZ
o Y—E% (Main < Title)
FE 1 —)U F:audioSource, gameClearBgm, gameOverBgm, gameOverPanel, gameClearPanel,
buttons
FEAwW R:GameOver(), GameClear(), LoadMainScene(), LoadTitleScene()
MEERA:
o PlayerController 0'5 GameClear(), GameOver() ZIEUHEIND
o UINRILORTLIVDEZ (SetActive)
o AudioSource H¥HATHIRSZ2HB%E
IR —LADOBRHATEOY v D(IAEE (PlayerController) [CHDEH. CDISRIIHLFE
TBEHECBEHIENBIICRESNTLD

2) PlayerController.cs

P wF5 : Player 7TV
R&:

o TJUAV—DRE - IYvVT - EHIE

o FPIX—=I 3Vl

o BMEDEEHRE. P TLARS. J—ILHE

o HANV—ICKDEFEHIR

o PATAHERDIBERT
FED 1 —)U F:audioSource, jump, attack, getltem, timeLimitText, itemCountText, rankText,
gameManager, rigidbody2D, animator, moveSpeed, jumpPower, vx, vy, isGrounded, canMove,
timeLimit, itemCount
FZ XY w R:Start(), Update(), LateUpdate(), MovePlayer(), ChangeAnimation(), Jump(),
GameOver(), GameClear(), ShowRank(), DestroyThisGameObject(), CameraScroll()
MEER:

o GameManager D GameOver() / GameClear() ZIFV)H T

o ChickenController D PlayHitAnimation() ZIE{NE T

o Text JVIR—RY FTUIEH GXRDIFE., 707 AE)
SERispace F—TY vV, right/left ¥ —TLGHEE,
isGrounded [CKDY v VTHIRHY (I v TPEY v > TR
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3) ChickenController.cs

75w F5E : Chicken (BD
FA&:

o ZLEME) (moveSpeed) [CKDEENKD

o EEOMODID R CFHRIDERER

o BFINLCEWICEY FPIZX—Y 3 VB4 +HRIENE
FBD 1 —)U R:rigidbody2D, animator, moveSpeed, canMove
FIEAYw R:Update(), OnTriggerExit2D(), OnCollisionEnter2D(), Turn(), PlayHitAnimation(),
DestroyThisGameObject()
MEER:

o PlayerController /'5 PlayHitAnimation() ZIE(EN D
SER IR ENNIR(C (X Rigidbody2D.velocity Z{HHA

4) BeeController.cs

P vwF5%  Bee (B
R —EFECEIC ENBENRERIEL. y HEICHKE
FBD 1 —)U Firigidbody2D, moveSpeed, interval
FEAY v R:Start(), Update(), Turn()
MEER:
o BT O DREDBEEBIEERL
SER:InvokeRepeating("Turn", ...) ICK D E F&Er, REEEIC y AQICHNEEIND

5) TitleManager.cs

PR wF4 : TitleManager 27720  (Title =)
R&:
o A RILINZ NS Main ¥ —IN\DBHENIE
o RTMIVICKDPT IR TIE
o exitPanel DRTHICKDIUY Y FRIMBE+TT—FPD -
FED 1 —)JU F:audioSource, exitPanel, fadeOutTime, startVol
FEAY w R:Start(), Update(), LoadMainScene(), QuitGame(), OnClickExitButton()
MEER:
o Y—VUBRBICKD Main ¥ —INKF) (GameManager #HEHE)
o BEEBRSTNLSPTIUERT
ERBED T — FUIBZ Update() AT exitPanel BP0 F « TR EEDOHET



