part
_

rev2z

www.gamedevpbru.com
minil :
aug ouNIgana

91SQ UFSIND

DcG.IT@PBRU
i

‘g






~ @weﬁ \‘ e%\ w g
/UQX e wgMoos
\/ WY Scove

W

C@@X\ ivies | wave L ef4 () v—DVJb\%l«;\

WMo D\‘o;w( Y —d
iWQg cove ( )"’\\ém U

\ Q\.o(Q(QV‘e ( W’ﬂ O\ A U

‘ L‘péc«k( N =S %ﬁwm\%uj

\
E\-———




\Nare NMann O-10
x:ov\(\ +2 , ows 04 \=2

\NMZ—DWWU 1 =iko
Lm‘&’g"?’*b( ).)"U.u'v\n1 1
\UO\M(L] NI~ 7/\’.3..0
AN 1D -+ 19, TV nel 4

/’—, . \MMQ*W‘}‘-T

L |

—————

Laop




Ccorc Aoy ey PP +1
Stove 740 — 1w HO ¢ 1

.

P>




LASHUADIUWSOU




(ASDO9YdouU

 Unity 6.3.x

e as1olasoviunuu 3D
¢ MHKUQTHUUNNAavLASDV
« avsolasuviuldu miniGameNol

« as1001n (Scene) THU B9 miniGameNol1Scene




&% Unity 6.3 LTS (6000.3.3f1) LTS

v In progress (0 of 1 completed)

Editor application
Installing...

+

Installs

All O HHEINGICERCE Pre-releases

UNITY 6

& Unity 6.3 LTS (6000.3.3f1) LTS
C:\Program Files\Unity\Hub\Editor\6000.3.3f1\Editor\Unity.exe

Windows




< New project

Universal 3D

This template includes the settings and assets you
need to start creating with the Universal Render
Templates Pipeline (URP).
Select an Editor version, then choose a template to start your project.
& Read more
Editor version *

& 6000.3.3f1 LTS

Unity organization

sarmone3rd

A% Sample
Project name *

x 5] miniGameNo1
(). Search

Location *

~ Core | C:\Users\cid\Desktop\UnitylmgSnd

Use Unity Version Control @

Universal 2D Universal 3D
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Unity. Engine’

6000.3.3f1
© 2025 Unity Technologies. All rights reserved.
Artwork made with Unity by Keijiro Takahashi.

)

miniGameNo1 b
Open Project: Load Scripting Assemblies




E}‘ miniGameNo1 - SampleScene - Windows, Mac, Linux - Unity 6.3 LTS (6000.3.3f1

File Edit Assets GameObject Component Services Jobs Window Help

B Unity6 | @ ST~ @ AssetStore & %Al v = Unity Versio... v & 9 Q [ElLayoutv @

== Hierarchy 2 i # Scene @ Game - @ Inspector

+- ; # | [Elcenter v &3 Global v #w A v ® =v mv G~
SampleScene H

9 Main Camera | U RP Em pty

& Directional Light

7 Global Volume Template

Welcome to the Universal
Render Pipeline

This template includes the settings
and assets you need to start creating
with the Universal Render Pipeline.

URP Documentation
Forums
Report bugs

I Project B Console 3 Remove Readme Assets
Clear ~ Collapse Error Pause Editor~ Qo Ao Q0

Asset Labels

AssetBundle None




Scenes

C, All Prefabs

[ Assets
Im Scenes
s Settings
I Tutorialinfo
Im Packages

Create
Show in Explorer

Open

Delete
Rename
Copy Path

Import Package
Export As Asset Package...

Import New Asset...

Find References In Project

Select Dependencies

Refresh
Reimport
Reimport All

Open C# Project
View in Import Activity Window
Update UXML Schema

Properties...

Alt+Ctrl+C

Folder

Material

MonoBehaviour Script

2D

Animation
Audio
Rendering
Scene
Scripting
Shader

Shader Graph
Testing

Terrain

Text Core
TextMeshPro
Timeline

Ul Toolkit
Visual Scripting
Vulkan Settings

Physics Material
GUI Skin

Custom Font
D3D12 Settings

Input Actions

L A . . A A . . A " " "

Scene

Scene Template

Scene Template Pipeline




I Project B Console e
+ v Show in Explorgl
% Favorites A s > Scenes
( o] Center « Open
Open 5S¢ 1tive
Delete
Rename
aw Assets Copy Path -
B Scenes Delete selected asset? X
Im Settings
B Tutoriallnfo miniGameNo1Scene .
B Packages Assets/Scenes/SampleScene.unity
Import Package

You cannot undo the delete assets action.

Export As Asset Package...

Import New Asset...

Delete l Cancel

Find References In Scene

Find References In Project

Select Dependencies

Refresh
Reimport
Reimpaort All

Open C# Project

View in Import Activity Window
Update UXML Schema

Properties...

SampleScene




B Console

W Favorites
3, All Materials
&, All Models
& All Prefabs

[ Assets
Im Scenes
I Settings
Im Tutoriallnfo
Im Packages

Assets > Scenes

miniGamaMNolScens

+

-

"= Hierarchy

ﬂ:
i miniGameNo1Scene
) Main Camera

&0 Directional Light




1OS8U Assets

* WiLauU
. (hasAsnUul>91n Blender
* Tag: Player

 3anl (napnonkaw)
 Cube
* Tag: Enemyl

3002 (Na1pnonKkaw)
* Sphere
 Tag: Enemy?2]




I Project B Console
+ -

W Favorites
Q, All Materials
Q, All Models
Q All Prefabs

& Assets
Im Scenes
Im Settings
Im Tutoriallnfo
Im Packages

B assets26

&

@ New ~

ﬁ Home

';; Gallery

Assets

¥ Videos
Scenes Settings Bl 63-2

I cid

Im Project B Console

+~
% Favorites
Q All Materials
Q All Models
Q All Prefabs

a Assets
Im Scenes
Im Settings
I Tutoriallnfo Scenes

Jarut (C) >

B W

o

Player3.blend

o

Player3-Normal.p sword1.blend
n

2D

° Q%

§# PLayer1a Readme

Settings Tutoriallnfo InputSystem_Actions




*= Hierarchy

+v o
P miniGameNo1Scene*
£ Main Camera
0 Directional Light
i@ PLayerla

s Project B Console
+ -

W Favorites
Q, All Materials
Q, All Models
, All Prefabs

v (=@ Assets
Im Scenes
I Settings
I Tutoriallnfo
Im Packages

Assets

=

Scenes

H# Scene o Game

& [J)center v @ Global v

Settings

Tutoriallnfo

InputSystem_Actions

& PLayerla

>

{}

Readme




+v o
P miniGameNo1Scene*
2 Main Camera
& Directional Light
#% PLayerla

s Project B Console
+

% Favorites
Q All Materials
Q All Models
Q All Prefabs

v [m@ Assets
Im Scenes
i Settings
I Tutorialinfo
Im Packages

2 [Fcenter v @ Global v

Scenes

@V
W

1
L

Settings

Tutoriallnfo

InputSystem_Actions

{® PLayer1a

{}

Readme




' Unitye | @ S

= Hierarchy

+ - a;
P miniGame
0 Main Ca Rename

E Elli.remil?; Duplicate Ctrl+D
% aver
“ y Delete Del

Select All
Deselect All

Invert Selection
= Hierarchy

+ v o

R miniGameNo1Scene*

&) Main Camera
& Directional Light




=

@ST~ W AssetStorey T ‘¢ Al v

& Unity 6 =2 Unity Versio...

‘= Hierarchy =] # Scene
+~ o 2 ) Scenes | £§PLayerla

< 79 PLayerla i Center v &3 Globa
(@ PLayer1a

o Game

D~

Im Project
+ -

% Favorites
Q, All Materials
Q, All Models
Q, All Prefabs

B Console

= Assets
Im Scenes
Im Settings
I Tutoriallnfo
Packages

Settings

v

Tutorialinfo

InputSystem_Actions

§# PLayera

o

&% PLayerla

{}

Readme




O Inspector o

E’i v Playerla Static

Tag Untagged ~ Layer Default v

Prefab Fh}’ﬁitﬁ.
" Q,
Overrides Select  Open | € Articulation Body

— Transform

Position X 21197¢{ Y 0O
Rotation X 0 Y O
Scale & X1 Y 1

B Player 1 (Mesh Filter)
Mesh B Playerl

B3 v Mesh Renderer
Materials

Lighting

Probes

Additional Settings

Add Component

£ 2.1197¢
Z 0
£ 1

Component
Effects
Event
Input
Layout
Mesh
Miscellaneous
Navigation
Physics 2D
Physics
Playables
Rendering
Scripts
Tilemap

an -

i@ Box Collider

8 Capsule Collider
'8! Character Controller
@) Character Joint
W Cloth

% Configurable Joint
g Constant Force

Q Fixed Joint

pli Hinge Joint

FH Mesh Collider

45 Rigidbody

& Sphere Collider

[ =" s




© Inspector =

v Auto Save ;..ﬂ' i PLayerﬁla ~ Static -
my Q- " Tag Untagged Layer Default

- Prefab © Inspector =

Overrides -
i'-i v PlLayerla Static
.5 Transform —

HH Player 1 (Mesh Filter)
v Prefab
FS v Mesh Renderer Respawn

o v Box Collider Finish

Tag Untagged ~ Layer Default v

Untagged

Edit Collider ; EditorOnly
s Trigger Mamf_*
Player

Provides Contacts

. GameController
WENCEHE] ? S

Center - Add Tag..
X 0 Y 4.228034 L

Size
X 6430151 Y 8.480221 £ 2127783

Lﬂ‘j"ﬂ'r QOverrides




Component
Animation
Audio
Constraints
Effects
Event
Input
Layout
Mesh
Miscellaneous
Navigation
Physics 2D
Physics
Playables

WONWON N N N N N N N N NN

©

4
T+

Physics

T Rl [ N Rl e s 0 el e 1

'8! Character Controller

@) Character Joint
W Cloth

“® Configurable Joint
ga Constant Force
Qy Fixed Joint

gl§ Hinge Joint

HH Mesh Collider
&5 Rigidbody

& Sphere Collider
Z Spring Joint

® Terrain Collider
@ Wheel Collider




JQa1NinNu
510 Player twuwu una:usuyundao




= Hierarchy

+v (a
M miniGameNo1Scene

& Main Camergday

&0 Directional it

, Zp PLayeria
&0 Floor

# Scene a® Game

L7]Pivot v (P Local +

a® Game
v Display1 ¥ Full HD (1920x1080)

Play Focused




NIKUQANUAUUGUDVWLAU




PlayerProperty.cs

1. asansudaso PlayerProperty.cs daumsnénu:nf'iai:)uuao
uao Asset 1aon Create > MonoBehaviour Script ua:mo
doansuditiu PlayerProperty (aonnaos~:)o fdasudo
maHaouaua?u Source Code o: lUunmauama:)nunauasm
wa douu manuuuaTWa?uAsset o:GootlasuBotu Source
Code Qo9)

2. Double Click A PlayerProperty lv'\';alﬁ‘lq_iwsunsu Visual
Studio twounfulAa




P PLayerla

Create
Show in Explorer

Open

Copy Path

Import Package
Export As Asset Package...

Import New Asset...

Find References In Project

Select Dependencies

Refresh
Reimport
Reimport All

Open C# Project
View in Import Activity Window
Update UXML Schema

Properties...

Alt+Ctrl+C

Ctrl+R

Alt+P

Folder
Material

MonoBehaviour Script

2D
Animation
Audic
Rendering
Scene

Scripting

A 4
w@ FLayerla

Custom Font
D3D12 Settings

Input Actions

L . T

PlayerProperty

Keadme




PlayerProperty.cs + X
@'ﬁﬁssembly—CSharp - a@PIayeerperty
using UnityEngine;

Unity Script | O references

public class PlayerProperty : MonoBehaviour

{

! // Start is called once before the first execution of Update after the MonoBehaviour is created
Unity Message | 0 references

void Start()

{

3:' Solution Explorer * 0 x

T (3]
. ‘= i Ean
// Update is called once per frame E O~= E,_.::' e @ <2 é“
Unity Message | 0 references

void Update() Search Solution Explorer (Ctrl+;) P~
{
}

= Solution 'miniGameMNo1' (2 of 2 proj
4 = Assembly-CSharp
P &0 References
4 [@B Assets
> I Tutoriallnfo
P = PlayerProperty.cs
I = Assembly-CSharp-Editor

}




PlayerProperty.cs & X
= Assembly-CSharp

- 0@ PlayerProperty
using UnityEngine;

Unity Script | 0 references
public class PlayerProperty : MonoBehaviour

{
public int hp;

i public int hpMax;
; public int score;




using UnityEngine;

9 Unity Script (1 asset reference) | 2 references
public class PlayerProperty : MonoBehaviour

public int hp =
public int hpMax =
public int score =

(WU Awake() ¢
ansUcmmss
9 Unity Message | 0 references UU?DD’IIUEUC‘I

private void Awake() NKUQ tac

S,
B-

gameObject.tag = "Player";




PlayerProperty.cs

3. 101 Prefab uov Player

4. an PlayerProperty Tuohotusooaiuuditu Inspector yov
Player




v Auto Save ‘,’ v PLayerla Static v @ Inspector
© O @ QO ¥ ¥ /A v ® =v mv Qv " Tag Player v Layer Default i:i <] PLayerta Static
w
FIStHE. @ PLaye : Tag Player Layer Default «
Overrides Select Open
M. Transform @ i Prefab )
Position X 21197¢( Y 0 Z 2197 Overrides Select  Open
Rotation X0 il O 2 0
Scale ® X 01 YO0l Z 01 Transform
B Player1(Mesh Filter) e Player 1 (Mesh Filter)
f5 v Mesh Renderer o Mesh Renderer
> v Box Collider o Box Collider
E8t Geseer i Player Property (Script) 7]
Is Trigger o
cript PlayerPropert
Provides Contacts - j G y P y
Material None (Physics Materia ® Hp 0
= Center Hp Max 0
2 €0 = 21 X 0 Y 4.228034 Z 0.3223511 Score

Size
X 6.430151 Y 8.480221 Z 2127783
Layer Overrides

Universal Rev Edit.. = «

Add Component

PlLayerla PlayerProperty Readme &¥ Thing1

=

Add Component




PlayerProperty.cs

5. aovUsulaatunaraPlayerProperty TH

hp =5
hpMax =5
score = 0O

6. N1N1sawLaaadunNIsna Reset 91n Inspector




PlayerProperty.cs & X

ﬁAssemhly—CSharp - Olgplayerpmperty
1 using UnityEngine;
2
Unity Script (1 asset reference) | 0 references [® v Player Properp

v public class PlayerProperty : MonoBehaviour Serint Reset

{ ) i Hp Added Component
public int hp = 5; .
public int hpMax = 5; pvax Remove Component

public int score = 0; score Move Up

Copy Component

[ v Player Property (Script) 7

Find References In Scene

Script B PlayerProperty
5
5

Properties...

Edit Script
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PlayerActivity.cs

1. aswansddso PlayerActivity.cs a29n1spanudINacUU20
¥90 Asset 1aon Create > MonoBehaviour Script uas>ao
soansuallu PlayerActivity

2. Double Click A PlayerActivity twold1glusunsu Visual
Studio wwountulAa

3. " Prefab uvov Player

4. an PlayerActivity Tuo>1otugooaiuuotu Inspector uoo
Player




Create > Folder

Show in Explorer Material

Open MonoBehaviour Script
2D pJ
Animation b

Copy Path Alt+Ctrl+C Audio y
Rendering >
Scene >

Import Package > Scripting »

Export As Asset Package.. bodo

Import New Asset...

Find References In Project

Select Dependencies

Refresh Ctrl
Reimport

Reimport All
g

=@ PLaveria Playerfctivi PlayerProperty
Open C# Project . ' f }r II:1.'I'I ! H ]
View in Import Activity Window

Update UXML S5chema

E‘i PLayerla

D3D12 Settings

Properties... Alt+P
Input Actions




PlayerActivity.cs = X PlayerProperty.cs

£ Assembly-CSharp ~ GgPlayerActivity
1 hsing UnityEngine;
p

Unity Script | 0 references
public class PlayerActivity : MonoBehaviour
{

// Start is called once before the first execution of Update after the MonoBehaviour is created
Unity Message | 0 references

void Start()

{

}

<

// Update is called once per frame
Unity Message | 0 references

void Update()
]
}

<

}




PlayerActivity.cs = X PlayerProperty.cs
.g'ﬂﬁssembly{'jharp - %Playemctivity
1 using UnityEngine;
Unity Script | 0 references
v public class PlayerActivity : MonoBehaviour

{

@t

Unity Message | 0 references
void Start()
{
}

Unity Message | 0 references
void Update()
{
}

0 references
MovelLeft()

0 references
MoveRight()

{

3

0 references
IncScore()

{

}

0 references

e I

73]

MM KN

}

E




O Inspector =

i‘i v PlLayerla Static

- Tag Player v Layer Default

Prefab
Overrides Select Open

Transform
Player 1 (Mesh Filter)
Mesh Renderer
Box Collider
Player Property (Script)
B PlayerProperty
5
5
Y
I® v Player Activity (Script) Q

Script B PlayerActivity

Add Component




public float speed = 5.0f;
Unity Message | 0 references

void Update()
{

if (Keyboard.current.aKey.isPressed)

Vector3 direction = Vector3.left * speed * Time.deltaTime;
transform.Translate(direction);

f (Keyboard.current.dKey.isPressed)

Vector3 direction = Vector3.right * speed * Time.deltaTime;
transform.Translate(direction);

{
}
i
{
}
D

ebug.Log(transform.position);|

}







B Pr E:-j ect E Console

Clear ¥ Collapse FError Pause Editor~

- — - -

[16:58:55] (-1.29, 0.21, -8.34)
UnityEngine.Debug:Log (object)

[16:58:55] (-1.29, 0.21, -8.34)
UnityEngine.Debug:Log (object)
[16:58:55] (-1.29, 0.21, -8.34)
UnityEngine.Debug:Log (object)
[16:58:55] (-1.29, 0.21, -8.34)
UnityEngine.Debug:Log (object)

[16:58:57] (-1.29, 0.21, -8.34)
UnityEngine.Debug:Log (object)




e Pro | ect E Console

Clear * Collapse Error Pause Editor~

- S -— ’

[16:57:56] (1.37, 0.21, -8.34)
UnityEngine.Debug:Log (object)
[16:57:56] (1.37, 0.21, -8.34)
UnityEngine.Debug:Log (object)

[16:57:56] (1.37, 0.21, -8.34)
L_.l |"|| |. "," E [l f:2| |- ne, D ,:__'lL'| Ll |_'::|: L 0 I-:] l. 0 I:_]J ac L'I

[16:57:56] (1.37, 0.21, -8.34)
0 UnityEngine.Debug:Log (object)

[16:57:56] (1.37, 0.21, -8.34)
UnityEngine.Debug:Log (object)




void Update() LQusg/uoluoonud

Vector3 curPos = transform.position;

if (Keyboard.current.aKey.isPressed)

{

Vector3 direction = Vector3.left * speed * Time.deltaTime;
curPos += direction;

if (curPos.x > -1.29)

B
i i transform.Translate(direction);
-}

}

if (Keyboard.current.dKey.isPressed)

{

Vector3 direction = Vector3.right * speed * Time.deltaTime;
curPos += direction;
if (curPos.x < 1.29)

transform.Translate(direction);

}

{
}




public float speed = 5.0f;
Unity Message | 0 references

void Update()

void MovelLeft()
if (Keyboard.current.aKey.isPressed) {

i Vector3 curPos = transform.position;

i Vector3 direction = Vector3.left * speed * Time.deltaTime;

: curPos += direction;

i if (curPos.x > -1.29)

{
}

MovelLeft();

I

f (Keyboard.current.dKey.isPressed)

MoveRight();

o e

transform.Translate(direction);

{
}

}

void MoveRight()
{
i Vector3 curPos = transform.position;

i Vector3 direction = Vector3.right * speed * Time.deltaTime;

curPos += direction;

if (curPos.x < 1.29)
transform.Translate(direction);

{
}

}
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N1s910dvNVIaN (Wiau)

* lWINVKLAUADVASIVOUUSUSLNNLAYINUKLAU
GameObject player;

- MmsAurdanndoufnilu Player
player = GomeObject.FindWithTag(“Player”);

M1 player 1Uu null uaaovskdanntag
71 PlayerTluwu




N1So109vNv PlayerProperty

1. WnnoRlaudavasivoadudsus:zinn PlayerProperty (go1083nu
palanasivil)

PlayerProperty stats;
2. NNstw1no PlayerProperty
if (player != null)
{
stats = player.GetComponent<PlayerProperty>();




N1so1020NV PlayerActivity

1. WnnoRlaudavasivadudsus:zinn PlayerActivity (do1Gaonu
palanasivil)

PlayerActivity acts;
2. NN1SLW1NY PlayerActivity
if (player != null)
{
act = player.GetComponent<PlayerActivity>();




private GameObject player;

private PlayerProperty stats;
< Unity Message | 0 references

void Start()

i

player = GameObject.FindwWithTag("Player");

if (player != null)

1

| stats = player.GetComponent<PlayerProperty>();

¥

}




DecScore()

stats.score —= 1:

if (stats.score < 0)

stats.hp = 1;
stats.score =

E}-

I




IncScore()

stats.score += 1;
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Vector3 1 Unity tiulAseas1etiaya (struct)

Nlgunuswne inlsndiaindis (3D space)




B9Us2ADVAIYAITIHAIKAA LALLA

x: AMNLEANANFILKUINIHLAK X (LAKLRIUDN)

y: AMNULEANDEIMIULRHIANINUAN Y (LLAKRUKRIAN)

-

Z: AMNLEAIANAILLBUININULAK Z (WANAN KIDUINKUI/U1NKEN)




» ANNUAAILLHUIYDY GameObject 1R LN AILLHUS
ISUAU FILLRUIUAIPNINYDINISLARD U

» (i luAITAININGZHENIN IANIN A21ULS LazlSuel
NNWFNTDU ¢

» [ luArsu assILRUNINSEUVRARRNN (U geDnsEUY
WARRLN




/] @579 Vector3 LWaAIRUAMILRKNL
Vector3 myPosition = new Vector3(10, 5, 2);

// AMRUASILKUIRAY GameObject
GameObject myGameObject = GameObject.Find("MyObject");

myGameObject.transform.position = myPosition;

// ATNIUTSHEKINTEHINNTDABIILRUL

Vector3 positionA = new Vector3(0, 0, 0);

Vector3 positionB = new Vector3(3, 4, 5);

float distance = Vector3.Distance(positionA, positionB);




/|  A15LAaRUN
// vAapun (Ui1enta
transform.Translate(Vector3.forward * Time.deltaTime);




/] A1THRYN
// RUUTDULAK Y

transform.Rotate(Vector3.up * Time.deltaTime * 100);




/] asUsuaNIa
o G 1
// VANDUAALUEDALND

transform.localScale = new Vector3(2, 2, 2);




Vector3.zero

unu Vector3 AidA x, v, z 10u @ Rokua UnldlunisdouAsudu
YOUMULKUY KHS2TuNistUSaulnguc Vector3 Tadadu O
Vector3.one

unu Vector3 AdA x, v, z 10u 1 AvKua Unldlunisusuuuia
yovdantHiNnutunnuNu

Vector3.forward

unu Vector3 Agludnokihawunu Z (@, 9, 1) untstunis

GELIIG (VRN alIL v e]aly




Vector3.back

unu Vector3 ngludnokavamuunu Z (0, 0, -1) untdtunistAdaun
[UohoKsavuovoan

Vector3.up

unu Vector3 RAduuucuunu Y (0, 1, ) Un?dlunmisindaunduuu
dpYvelaly

Vector3.down

unu Vector3 ABavalomuunu Y (0, -1, 0) Un?Glunistadounav

a10yoVdanN




Vector3.left

unu Vector3 nslunosroowunu X (-1, 0, 0) untdtunistnaoun
[Unmosiguovdan

Vector3right

unu Vector3 ngluniouotawunu X (1, @, ) untstunistaloun

[Unroudivovdan




// wAdanniIng (Uinenin 1 nusesaLWsy
transform.Translate(Vector3.forward * Time.deltaTime);

// RUNINQSDULAN Y 90 BNAI
transform.Rotate(Vector3.up, 990);

// Usupuiaueeing (il iuiuasanalunawny

transform.localScale Vector3.one * 2;




speed*Time.deltaTime

UADIUKUIEIITRLIAZDOUNADEADIULSD
"speed o Sun”




Ul uaaoaniuzuovniau




n1sasio Ul Tu Unity 6.3 ades:uu uGUI
HSD Ul (Canvas) iwaudaaon1on Script 10u
wugiuadAnytuNIsNItNU




yuaouuuvoanilu 2 ddusan Ad
1. mswiassu Ul
2. misiwwgu Code wolBoulgovoya




nistasgu Ul Tu Unity Editor

1. asio Canvas argnisaanudi1tu Hierarchy > Ul > Canvas

2. dsivo Ul Elements i
NMota Canvas THasio Object aol

1. Slider (a‘IHSU HP Bar)
Aanud1n Canvas > Ul > Slider (moua:n HPSlider)

2. Text (:-anu Score)
nanud1n Canvas > Ul > Text - TextMeshPro (cnoua:n ScoreText)

3. avm Slider _
tu Inspector yov HPSlider THON Interactable 9on (1WolUTHI
lauainunulaaaloolq)




Create Empty
Create Empty Child

2D Object
3D Object
Effects
Light
Audio
Vide

Ul

Al

Ul Toolkit
Rendering
Volume
Camera

Visual Scripting Scene Variables

Ctrl+Shift+N
Alt+Shift+N

Image

Text - TextMeshPro

Raw Image

Panel

Toggle

Slider

Scrollbar

Scroll View

Button - TextMeshPro
Dropdown - TgxtMeshPro
Input Fi MeshPro

Canvas

Event System

Legacy
] —/

= Hierarchy

I <
! miniGameNo1Scene*
§) Main Camera
&) Directional Light
zg PLayerla

) Floor
@ Canvas

§) EventSystem




# Scene o Game

[] Center v @R Global v ! S QD @ QO ¥~ W A v ® =v By Qv

=

NP

v
-0 x
A




= Hier’archy

+v o
2 miniGameNo1Sce
&) Main Camera
@ Directional ngh
:’?i PLa yer 13
& Floor
&) Canvas

) EventSystem

e Project B Console

+ -
* Favorites
OWANRVEICHELS
Q, All Models

Rename
Duplicate

Delete

Select All
Deselect Al

Invert Selection

Find References in Scene
Set as Default Parent
Prefab

Create Empty
Create Empty Parent
2D Object

3D Object

Effects
Light
Audio
Vide
Ul

Ctrl+D
Del

Ctrl+Shift+N
Ctrl+Shift+G

Text - TextMeshPro

Raw Image

Panel

Toggle
Slider

Scrollbar

Scroll View

Button - TextMeshPro
Dropdown - TextMeshPro
Input Field - TextMeshPro

Canvas

Event System

LE'gacy




= Hierarchy © Inspector

+v o @ v HPSlider Static
2 miniGameNo1Scene y

& Main Camera i =

Ea Directional Light ‘> Rect Transform [ 7 L

'/,/1 PLayerla center Pos X Pos Y
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% TMP Importer

| TMP Importer

TMP Essentials

This appears to be the first time you access TextMesh Pro, as such we need to add resources to your project
that are essential for using TextMesh Pro. These new resources will be placed at the root of your project in
the "TextMesh Pro" folder.

Import TMP Essentials

TMP Examples & Extras

The Examples & Extras package contains addition resources and examples that will make discovering and
learning about TextMesh Pro's powerful features easier. These additional resources will be placed in the
same folder as the TMP essential resources.

Import TMP Examples & Extras
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UlManager.cs + X PlayerActivity.cs PlayerProperty.cs

£ Assembly-CSharp i OL%UIManager
il v using TMPro; // &3y TextMeshPro
using UnityEngine;
7 UnityEngine.LowLevel;
@ using UnityEngine.UI; // awsu Slider
Unity Script | 0 references
v public class UIManager : MonoBehaviour

{

[Header("UI References")]
public Slider hpSlider;
public TextMeshProUGUI scoreText;

i private GameObject player;
E private PlayerProperty stats;




void Start()
{

// @um Object 7 Tag 1 Player
player = GameObject.FindGameObjectWithTag("Player");
if (player != null)

stats = player.GetComponent<PlayerProperty>();

}




void Update()
{

// awu stats
if (stats != null)

UpdateUI();

}




volid UpdateUI

{

// 9udaa HP Slider (en Slider azagseviniw 0 9 1)
// ldinaiiouaolunisenudm: $current / max$
hpSlider.value = (float)stats.hp / stats.hpMax;

// ?tem Score Text
scoreText.text = "Score: " + stats.score.ToString();

}
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PlayerActivity.cs + X PlayerProperty.cs

&3 Assembly-CSharp i 013 PlayerActivity ~ $gDecScore()
1 using UnityEngine;
2 using UnityEngine.Events;
3 using UnityEngine.InputSystem;
Unity Script (1 asset reference) | 0 references
public class PlayerActivity : MonoBehaviour

{
' private GameObject player;
private PlayerProperty stats;

// &4 Event swsussdanm (ssnsaanldlu Inspector 1¢)
public UnityEvent onStatsChanged;

9 Unity Message | 0 references
void Start()

{
// Flvidien UI aswsnaa
onStatsChanged?.Invoke();

player = GameObject.FindwWithTag("Player");
if (player != null)

{
i stats = player.GetComponent<PlayerProperty>();
¥

e




public float speed = 5.0f;

) Unity Message | 0 references

void Update()
{

if (Keyboard.current.aKey.isPressed)

MoveLeft();

e Sl === b

if (Keyboard.current.dKey.isPressed)

MoveRight();

e el

}




void MoveLeft()

Vector3 curPos = transform.position;

Vector3 direction = Vector3.left * speed * Time.deltaTime;
curPos += direction;

if (curPos.x > -1.29)

{
i transform.Translate(direction);
}

il L




void MoveRight()
{

Vector3 curPos = transform.position;
Vector3 direction = Vector3.right * speed * Time.deltaTime,
curPos += direction;

if (curPos.x < 1.29)

transform.Translate(direction);

i} w———————————————————-




IncScore()

stats.score += 1;

onStatsChanged?.Invoke();

o - — === = Ay




DecScore

stats.score —= 1:

if (stats.score < 0)

{
stats.hp —= 1;

stats.score O:

I

}
onStatsChanged? . Invoke() ;]
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UlManager.cs + X PlayerActivity.cs PlayerProperty.cs

£ Assembly-CSharp M al?,UlManager
il v using TMPro; // dwmiu TextMeshPro
using UnityEngine;
UnityEngine.LowLevel;
using UnityEngine.UI; // #wSu Slider
Unity Script | O references
public class UIManager : MonoBehaviour

{
[Header("UI References")]
public Slider hpSlider;
public TextMeshProUGUI scoreText;
private GameObject player;
private PlayerProperty stats;
private PlayerActivity acts;




void Start()

// @éumn Object #id Tag " Player
player = GameObject.FindGameObjectWithTag("Player");
if (player != null)

stats = player.GetComponent<PlayerProperty>();

acts = player.GetComponent<PlayerActivity>();

// sinsiudena (Subscribe) wu Code

// nna%si onStatsChanged.Invoke() gniSon wWeAtu UpdateUI azvirmuviui
acts.onStatsChanged.AddListener(UpdateUI);

{
)




void Update()
{

// Wy stats
if (stats != null)

UpdateUI();

}




void UpdateUI()

{

if (stats == null)
{

i return;

}

// deaeq HP Slider (a1 Slider azaiszuin 0 &iv 1)
// ldvaiiournelunsdiuin: $current / max$
hpSlider.value = (float)stats.hp / stats.hpMax;

// dilee Score Text
scoreText.text = "Score: " + stats.score.ToString();

}




void OnDestroy()

if (acts != null)
{
i acts.onStatsChanged.RemovelListener(UpdateUI);
}

{
}

e
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UlManager.cs

PlayerActivity.cs + X PlayerProperty.cs

£ Assembly-CSharp

24
25
26
27
28
29
£10)
31
32
33
34
35
36
37
38
39
4o
41
42
43

v 013 PlayerActivity

9 Unity Message | 0 references

void Update()

{

}

if (Keyboard.current.akKey.
MoveLeft();

{
}
if (Keyboard.current.dKey.
{
. MoveRight();

}

if (Keyboard.current.qKey.
{
. IncScore();

if (Keyboard.current.eKey.

{
i DecScore();
}

isPressed)

isPressed)

isPressed)

isPressed)




Enemyl.cs + UIManager.cs PlayerActivity.cs + X PlayerProperty.cs

£ Assembly-CSharp > 013 PlayerActivity

£ Telerernces
64 Iv- public void IncScore(int damage=1)

65 {
s 0| |
67 i
68 |
69 ¥
INGEEEE

70 public void DecScore(int damage=1)
71 {

72
73
4
75
76
77
78
79

stats.score += damage;
// "azlnuuen" NieumiUanunaiug !
onStatsChanged?.Invoke();

stats.score —= damage;
if (stats.score < 0)

1

stats.hp —= 1;

stats.score O:

I

}
onStatsChanged?.Invoke();

T
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