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Main 3/ — V1BRK

— Main Camera
— Directional Light
— Player (PlayerController.cs : U+« VP —D&)/ 18R S8 /## B
— Face
— CameraView
— Gun
— Gun (1)
—— GroundChecker
— Canvas (CanvasScaler, GraphicRaycaster)
— Reticle (Image)
— PlayerHpSlider (Slider)
—— Background (Image)
— Fill Area
F— Fill (Image)
— ScoreBack (Image)
— ScoreText (Text)
— DamagePanel (Image)
— GameOverText (Text, Outline, Outline, Outline)
— GameClearText (Text, Outline, Outline, Outline)
I ReplayButton (Image, Button)
F— Text (Text)
— TitleButton (Image, Button)
F— Text (Text)
— EventSystem (EventSystem, StandalonelnputModule)
— Stage
— Walls
F— Wall1
F— Wall2
F— Wall3
F— Wall4
— EnemyGenerator (EnemyGenerator.cs : BIDZIN—2T+1 D)VER (RRABIRFHSD) )
— GameManager (GameManager.cs : EADIRRE « D77 « Ul « ¥ — VHIHIDPIR)
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Title ¥ —V#ERK

— Main Camera
— Directional Light
— Canvas (CanvasScaler, GraphicRaycaster)
— TitleText (Text, Shadow)
— PlayButton (Image, Button)
F— Text (Text)
— ExitButton (Image, Button)
F— Text (Text)
— CreditText (Text, Shadow)
— EventSystem (EventSystem, StandalonelnputModule)
— Particle System
— TitleManager (TitleManager.cs : §1 FILOSDER « 187)
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(BossBullet] (Assets/Prefabs/BossBullet.prefab)
— BossBullet (Bullet.cs : D& » FHop » HZEY X —)

(BossEnemy] (Assets/Prefabs/BossEnemy.orefab)
— BossEnemy (BossEnemy.cs : B « IXZE » HP - ZiEUIE)
I Canvas (CanvasScaler, GraphicRaycaster)
— HoSlider (Slider)
—— Background (Image)
—— Fill Area
— Fill (mage)
—Body (RotateZ : EYaPILDHDOEITI T )
—— WeakPoint
—— Capsule
—— Capsule (1)
—— Capsule (2)
—— Capsule (3)
—— Capsule (4)
—— Capsule (5)

(Bullet] (Assets/Prefabs/Bullet.prefab)
— Bullet Bulletcs : EDSE) « FHap » FHEEY A —)

(Bullet?] (Assets/Prefabs/Bullet2 prefab)
F— Bullet? (Bullet.cs : 3#DE) « FHap » FHIZY X —)

(EnemyDeathEffect] (Assets/Prefabs/EnemyDeathEffect.prefab)
F— EnemyDeathEffect

(EnemyHitEffect] (Assets/Prefabs/EnemyHitEffect.prefab)
F— EnemyHitEffect

(HitEffect] (Assets/Prefabs/HitEffect.prefab)
— HitEffect
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(Enemy1] (Assets/Prefabs/Enemy1 prefab)
— Enemy1 (Enemycs : BRE « W « HP « ZiFIE)
— Canvas (CanvasScaler, GraphicRaycaster)
— HpSlider (Slider)
—— Background (Image)
—— Fill Area
F— Fill (mage)
— Body (RotateZ : EYaPILDHDOETI T )
—— Capsule
—— Capsule (1)
—— Capsule (2)

(Enemy2] (Assets/Prefabs/Enemy2 prefab)
F— Enemy2 (Enemy2.cs : B « WEZ  HP - KNP
I Canvas (CanvasScaler, GraphicRaycaster)
— HoSlider (Slider)
—— Background (Image)
F— Fill Area
F— Fill (mage)
— Body (RotateZcs : EYaP)LDHFDEERT I T2 )
—— Cylinder
— Cylinder (1)
— Cylinder (2)
— Sphere




