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1) GameManager.cs

o A wF4 : GameManager 7Y 0+ (Main ¥ —2)
e« FRE:
o T—IETRREROER (B8t 8T
o ROPEEL Ul RIEH
o Y—i&%¥ (Title/Main)
o DUP/T—=AA—IN—=8H « SE « VIURA I HRR
FE2D 1 —)UF ! isPlaying, playerController, enemyGenerator, gameClearText, gameOverText,
replayButton, titleButton, scoreText, audioSource, gameClearSE, gameOverSE
FEAY W R : FinishGame(bool isCleared), UpdateScore(int enemyScore), LoadMainScene(),
LoadTitleScene()
MEEA :
o PlayerController NJREE@E] (GameClear() / GameOver())
o EnemyGenerator D Z/R—{ZIE (Cancellnvoke())
o UlI/Audio I
AR T —LRTEICH—VILDOO v DR - IRt EE

2) PlayerController.cs

P wF5 : Player 7TV
FA& :

o TUAV—DRE - IYvVT - HRIBE

DUy DOHE (L1Fv ) CHit T 1D M4ERK

o HP B - #H3HNE « X —IEH

o DUP/T—ALAF—I\—EDEIENIE
FE D v — )V R cameraView, rbody, moveSpeed, jumpPower, isGrounded, hitEffect,
enemyHitEffect, maxHp, playerHpSlider, damagePanel, gameManager, audioSource, gunshot,
damaged
FEAY v R : OnAttacked (int enemyAttackPower), GameOver(), GameClear ()
MEER :

o GameManager.isPlaying Z588 U CENEHITE

o LA F LT Enemy ZHUS U onAttacked() ZITUHE L

o Bullet ® OnTriggerEnter H'5#%58 (OnAttacked())
IR NXSOBERIRD D LateUpdate TRRKRIR
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3) Enemy.cs Enemyl / Enemy2 / BossEnemy ONX—22S5 2 CREBIZZ2UT )

P wFH . Enemyl TU/N\T
FA& :
o TUAV—EBRE - A&, #HK¥F0 HP B2
o TEHABZINE (InvokeRepeating T EnemyAttack())
o EBRESDRAITPNE ./ KRABWIFD T — A0 ) P8R
FETJ 1« —JUE  maxHp, currentHp, enemyDeathEffect, bullet, hpSlider, moveSpeed,
attackPower, enemyScore, audioSource, enemyAttack, playerController, target, gameManager
FEAY v R onAttacked(), EnemyAttack() (protected virtual)
MEER :
o GameManager.UpdateScore() * FinishGame(true) (7R228F)
o Bullet & Instantiate L CH&Y
o PlayerController & FindObjectOfType THUS LiBRE
SER ¢ isPlaying 7' false (D& EIRED Invoke Z{Z1E

4) Enemy2.cs (Enemy #=%)

PHwF5  Enemy2 TU/NT

F3i& : EnemyAttack() & BRREPNCA—/\—51 R

FZAY W R EnemyAttack() (override)

ME{ER : Enemy DT« —)LF « OY v DZHE, Bullet Z& 1 F45K
IR | B4 (audioSource.PlayOneShot(enemyAttack)) [Sfk=EFIFA

5) BossEnemy.cs (Enemy f##&)

PHwFH : BossEnemy TL/\T

FAi& : EnemyAttack() & 2FRIESHEICA —/N—=51 R (5 BEZIHT 360° )
FEAY W R EnemyAttack() (override)

HE{ERA : Enemy fREDINEEREZFIAE USHD Bullet Z4RK

IR BRSO PUEIS Enemy.onAttacked() A (2 BossEnemy THITE)
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6) EnemyGenerator.cs

PAwF4 . EnemyGenerator 2712~ (Main ¥—2Y/)
FA& :

o InvokeRepeating [C K DEDEEIXN—

o enemyCount [C U CRABIR. MUERRN—V{=1E

o IVAH AT enemyl /enemy2 ZH LT
EFET 1+ —)UE : enemyl, enemy2, bossEnemy, enemyCount
FIEAY W R SpawnEnemy()
MEMER | GameManager.FinishGame() 8F(C Cancellnvoke() &N
IR BIRNBEERE S VY ABERE (Random.Range) SR

7) Bullet.cs (Bullet / Bullet2 / BossBullet Tit&)

PAwF45 . Bullet, Bullet2, BossBullet 7L /\J
Fa& :
o HRNBFICETTI/N impulse N0&R (AddForce)
o —EIEERICEIE (Destroy(gameObject, 5f))
o Player EOBFRTH X —I&52%2 (PlayerController.OnAttacked())
FED 1 —J)UF : rbody, bulletSpeed, bulletAttackPower
FEAYw R OnTriggerEnter(Collider other)
MEVER : PlayerController [ X —@%0
IR CELEVHEE FUA-THE/"TUNTCEISRE « BHEA YV ANRDTHRE

8) RotateZ.cs

PRYFi SMIU/NTARORIEEDIHR (Body)

A& . Xwv¥ a8t (Capsule 5) MRICBMOE: (Z &) BEH

EFED 1 —JUF : rotSpeedZ

FEAYw R : FixedUpdate() CxBzBE#E/RS Update() +Time.deltaTime £19J)

BEER OY v D (88) - B3¥E) [CIFIETH, BDE@E(E Enemy @ transform.rotation k%5
DIZHTEIS U

AR BEVHEELZESERZVNESEDIS 1Y - 3B \RIICEE
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9) TitleManager.cs (Title ¥/—2>/)

o PHwF4 : Title Y= TitleManager Z7I D
e FR:
o A1 RIUINIIYNSDY—EFR (Main N\)
o PTU#RT (Application.Quit())
e FIZEAYw R : LoadMainScene(), QuitGame()
e MHEMER: V—B0DkEmR (SceneManager.LoadScene)

FEH EEB

GameManager | ADIARE « 2377 « Ul » ¥ — U HIHDODPIR

PlayerController : BI#ND%E), R S1E, /#KE B

Enemy & (Enemy / Enemy2 / BossEnemy) : 182 « IXE « HP - 2iFWIE CRETHE/\NY—
VERME)

EnemyGenerator : BlDARN—T 1 D)VEE GRABIRFHESD)

Bullet : S#DEE) « Fon » FREIX—Y (TU/NTETRE /BEHHE)

RotateZ : BIDEY 2 P)LDHDLOETT T2 b (Body [CIF5)

TitleManager : 9 ~ILDSDBR « #27T




