Unity 2D &%

0. Unity2D
Lla2> 51 Unity T2D D7 — 2% FoTh H0E T, L3V AHEARIID DT — A
EEDLYV TR, Vv F TV bOEZHTIEDYERAL, TLATLD
Instantiate  C& ¥ 3 L. AddForce #HiZ#E £+, LorL, —HoavFR—xv
FRemAREDL LT, WBOTES [AT74 ] LwirdbolcEbhES, i
DODHEEIT, FIVol LICOWTHATHWEET,

1. 7oz 2 b oK
2Do7uy 7 P EREKRL T,
@ Unity Hub THHIER A £ v 2 L £ 3,
@ Fv7r—1r% [2D] LT, @Y RARTZOTC, 7oy P E2FERL E

ER

® LiEol{ffbxd,
@ 2DO7uY=/ b3 TEET, 3D LETILES OLBSY ET




2. A7 74 ¢

AT 74 M, BBRERVGFT272002D DA 7Y 22 F T, ETEEoTAHE

Lo,

@O Fuevzrrva—LETHZY v 7L, Create>Spreites>Square ZiER L £ 7,
HLHIDANZRDONT T, ZDFEFICLTLZI W,

Create

Show in Explorer
Open

Delete

Rename

Copy Path Alt+Crl+C
Open Scene Additive

Package Manager

Import New Asset..

Import Package

Ctrl+R

Reimport All

Extract From Prefab

Run APl Updater

Update UlElements Schema

Open C# Project

Folder

C# Seript

Shader

Testing

Playables

Assembly Definition
Assembly Definition Reference
TextMeshPro

Scene

Prefab Variant

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters

Custom Render Texture

Sprite Atlas

Sprites > Square
mk Triang!
Animator Controller Diamaon: d
Animation Hexagon
Animator Override Controller Circl
Avatar Mask Polygan
Timeline

Signal

Physic Material
Phvsirs Matarial 2N

TEHELHWLDRTEE T, TNUBRRTTIAL FDIte x5l TT,
@ SoligEy —VICFN Iy 2Ty FRay Z7LET, T3 EHWEARY — VI

bobiEd, TNT,

= VICHOHADEIRAR Y T oA 7Y a7 b

=RA7 74 P TEE L7,

3. A7 7 A L DHELD A A

SEC, Unity NERICT 7+ v F CIFET 27 — 2 Z2flio T —a%ffoT& XL
Teo TUDVIRET — LTI, T A XY =D DERIK & 20U 72 L RS2\ T
T, 22T AL F Y TORROT — X HH VAL, DbV WF X T EEHE S X

AICLFEL LD,

D HRZHEL %, Windows iD= A v F o TWwH V7 b CET 20Tl ic
T 7230w (XA AN—DRBERICRA VYV P o T o0 TTEES, v
Ky v INBhDTI I TREEIA, DAk obEWT), i Dn7E
2o TCNIIEICE o T NAEL—EFzMB T LT, 72, HFD PC T Y
T FEo T3> T ATV Fob 2o TL &0y,

@ BATHCWZZANEZDL ) LT WETICZ DR ZRFL TKZI W, Zo&E 7
TANGICHARGELZES L ANT 2[R H LD TT A7 7y PTICLTL

Ty,

B WERZIET I HEAEVCEET T, RIFLTLFI 0,




HikRECA42H Y T T,

1: Ay bT7 ) —FMemEST 2 EFEEEICITTR,

2 BT <,

3 1 NICHETs,

4 : Unity @ AssetStore 5, (FEMEUGEL T 25501, ARO b D23%
)

RIFL CLZZ &b Y TF,

HREH WL, BR2ERIEIT, [FRICGEHDPNG] 22V 7+ 2HF 50
Ty ZNEME->TLEE W (ZZEFTRELEZFATLZI ), AEERIE
ZEVIE ZILAEVEMUTOI I ICHWEARTETCLE I L TE, X
AV YA DY =V THSTHVZANEZ I W IFREE L TREFLEL X 9,

¥ m v Gizmos | v | (o A1

Shaded ~ wm] e[wl]- wolH -

@ HREHREFE L7702 % PCAHALEX, Hif2 7oz ba—C NIy
TV FrFFrFay7rLET,



Account ~ [{Layers  ~ | Layout =

== 205 - o x
#H5  R®T O EDFUY-L [:]
~ Wt SEATY E— = Th#iLWPA7A~ H=o- H~Er
= - \, =
| d [ 3- koo rORUST * x I Tl va-tnak- | D= B
LR JE- B BE% K HiER BW diLL 70574 - PR
ol L X ' EROwYE:
¥ aumy OB Tl pan BERTIEL
PYTH-F (2 5 B3¢ F
P « v L FME > Y-LAR > 20WE v U | 2dWEOkE »
- =B 5
| 7195 TIER BA Ak
| WOk A
& sk #
4 Fratvk 4 x
=y . R LA F—
‘ = EuTe i
ba-vwr A
= white
]
Unity2Diz @
Unityi By %
ER:
H—Unity— [ #
3 Dropbox
- e
1fEOmE 1{EnmEEER 3488 -
s Project | S Console I El
- * ¢ x| B0
f¥ 4 Favorites  Agsets
| O AllMaterial
O, All Models
Q, All Prefabs .
v @ Assets
MScenes  Scenes  inv-samun.. Saquart
» B Packages
i
[
Assets/FEfMA—7 LA ¥ —.png —e—

® ZoHEBE 7T a2/ b a—Pby—VICFIy 77 FFry 7LET,

[ R

spector

SEES 7 — 2k, YIElo—HKR o7z k5 2D 727y avicLEd, £F

74—V FEEVEL XD,

O 27V =vyay bOXSICHWUAL LAY —ZRELES, LI V-0

FERRIE (-3,0), K& X (3,3), U3 (0,-2), k¥ (10,1) T,

@ LBV HEESTET, AL T LAY —oDij/5ic, Add Component 2> 5
Physics2D—BoxCollider2D %ZE R L T2 W HEZ DT TL 2T v, 2D 2320

TWEZEICHEERELTLZE Y,




Add Component

o] ]
< Physics 2D

Box Collider 2D

® 7L 4 ¥ —1i2 Add Component—Physics2D—Rigidbody2D % ;&R L T
Rigidbody2D 22 v F—4 v b 2B L TL 72X v, Z\»2ld Rigidbody @ 2D hix
TT, ZDH 2T Gravity Scale # 0 IC L TL 23, THNIEFENZ@HI R 0E
WH T LTY, EINIETHAMTEREL 5,

None (Physics Mater ©®

Discrete
Start Awake

[

@ A7V =z7 bOLFTEEELFL X 9, Square I¥ Ground 12, HUY AA 7 HEfRIE
Player iC# 22 2 TL 723 0,

v € SampleScene*

5. LAY —%m@ndt
TLAY—%FHH»LEL LI,

(@D Player i Add Component—New Script . PlayerScript & \» 5 ZFiD A 27 ) 7 b
ZBMLTL W,



Ed New script
b Infi Name
— —[PlayerScript ||

»

Create and Add

@ UTD LI BAATL &,

Assets > PlayerScript2.cs > ..
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

s PlayerScript2 : MonoBe

rigid = GetComponent<Rigidbody2D>();

Update()

XForce = Speed * Input.GetAxis("Horizontal");
rigid.velocity = new Vector2(XForce,®);

GetComponent<>(); : BENOFRICfi> T2 70 77 L 0—ETTH, ZhoKR
YoEWE avFR—3v 2EET25] TF, <>OFIKFIFLZVa vyR—3%
VoA HIREANS L, ZoavE—F v FOEREIGTCEES, O 2EHER
NEWwXoICLEL X,



Input.GetAxis(“Horizontal”) : HRHIF =2 E Tz 1, ERHIF -3 X
NTwnizb—1, FEL I nNTuRiFiid 0 2RI ad, |52 ICEEIE
fts20C, BEIO [7FAFAEL D] BHAHE T,
rigid.velocity = new Vector2(XForce,0) : rigidbody2D 2 v K — % v } 23K O 1E R
DF D, HE (velocity) % (XForce,0)iCd %, &\ 9 EM, Vector2 ¥ Vector3
DfffECc, 2 oDEYEEHRZ R D £ 7,

@ AV ARXZ X —Hb Speed Y (5 W) MRELTEITT S L. MBHH
TE2X51LmY £,

. A HHE

RIFEHATELLHIICLET, CORDICEMEICHZoTw 22 T L

BRETT, W ODTERD Y I8, SRITEHNTHOA 7Y =7 F 2o T

ZICHlT 2 T E T

@O ez Inrx—THZ Y v 27 —CreateEmpty %7 Vv 27 L¥3, §5¢&
GameObject & W I ZHIOA 7Y = 7 PR TEE T, ZW»2Ilid Transform LAS
DAVE=FV ROV THERHAL (DTIEDDVFRALEZIHA), 204
7Yz M- LB X v E T,

@ FATV27 P eI bDEBEAET, ATV =27 VBl REA TV =2 b
EOMEBRBEIEINE T, 2% 0, BOBELEFDOVTLBL w5 LT
To EPICHEEIWAA T2 P ERTICTS T, A KBEHLYT
(7B 0H Ay FHHY ET,

@ vx 7% — LT, GameObject # Player iC N7 v 77 v FFr Yy 7L TL A
VW, TELELITOLY LS VTS,

= Hierarchy 8 i | # Sce
+ v ap Shaded
v € SampleScene* H
£p) Main Camera
9 Ground
v () Player
) GameObject

Z L1 GameObject 23 Player D FA 7Y =27 Mo/l b 2R L T T,

@ Add Component %* % Box Collider 2D %BIML CTL 72X v, 2L T, Player ® F
DY 7 f7E & K E X Collider ZREENZTE L TL 72 X vy, Offset & Size Z '\ U
NIETEET, 2L ¥ - Player D472 Y HIE & 472570 X ) % fifi& - Player
DUV HEDHDOREI LR UEORIICL T T w, £7, Is Trigger ICF =
v 7 AT 7230,



) @ W ®o B~

% Wi+ Gizmos |v| Al

fp) < GameObject Static

-
Tag Untagged ~ Layer Default

v A Transform o 3
Position X0 Yo Z0
Rotation X 0 Y 0 Zo
Scale X 0.333% ¥ 0.3333/Z 1

v [ ~ Box Collider 2D L e
Edit Collider o
Material None (Physics Material &
Is Trigger

Used By Effector
Used By Composite
Auto Tiling

Offset

Edge Radius ()
¥ Info

Add Component

2\ TIC Add Component—Physics2D—Rigidbody2D T Rigidbody 2D 2 v 7K —
v PERBMLTLZ T, BIL 75 BodyType % Kinematic IC L T 72 &

VW, TNEAMIFELEENBED

@ v GameObject
” Tag Untagged ~

Static v

Layer Default

v ). Transform
Position X 0
Rotation X 0

Scale P 0.3332

[ A

YO0 Z0
YO Z0
¥ 0.33330211

v O v~ Box Collider 2D
Edit Collider o

Material None (Physics Material ©@

Is Trigger v
Used By Effector
Used By Composite
Auto Tiling
Offset

X 0
Size

X1
Edge Radius 0

» Info

> B

v &  Rigidbody 2D

Body Type Kinematic

Material None (Physics Material @

Simulated v
Use Full Kinematic C

Collision Detection Discrete

Sleeping Mode Start Awake

Interpolate None

» Constraints
» Info

T RnESImY 5,

5 Ground ® Tag #ZH L T ground IZ L ¥ 3, Add Tag 2> 5 Tag %BMN3 2 /7%

3D #EEERZRTLAE 0,



@ v| Square Static

L d

Tag ground v Layer Default '
v A T Untagged o
- Respawn
Position Z0
Finish
Rotation Z0
EditorOnly
Scale Z 1
MainCamera
vid s Player o
Sprite GameController ¢
Color " ground |
Flip Add Tag..
Draw Modeg Simple 1

© Add Component—New Script %* & LandScript &\ 5 ZEITAZ U 7+ % 1T T
(72T, FHIEFMUTD XS I,

LandScript : MonoBehaviour

Start()

Update()

IslLand;
OnTriggerEnter2D(Collider2D Hit)

if(Hit.CompareTag("ground")){
IsLand = 2
}
}

0 refer

OnTriggerExit2D(Collider2D Hit)

{
if(Hit.CompareTag("ground")){
IsLand = H

}

Bool D% IsLand # €& L. BEIC X 79 ground D472 D HIER A 72 %
% true I, HizbZ % false ICFT B L WIHIERICRD T,
OnTriggerEnter2D(Collider2D Hit) : OnTriggerEnter ® 2 D ki,
Hit.CompareTag(“ground”) : %7z 572H DD X 723 ground 72 b, DEE,



OnTriggerExit2D(Collider2D Hit) : OnTriggerEnter2D DO {ff#], Enter ® /71324
72 D HIE AT D DIN 2 TR AT O E 25, T o B 1347 0 HIE D 5D
DRI X N E 3, 1351C Stay o T I DD B 5 1T &5 I3 EH,
7. BTy
AL TW200HWiATES X ICEoDT, HEHL TR ITEN % @2
. LTONRETRE» SR new) 7Te s aeFHucnE 3, 2o
Rigidbody 12 & Y % 328, PHEE X T ABEORIK & 7% 5. BHHEMEWD
T, HEHKREZY o CFECENZFEL £5,
(O PlayerScript ZEF X » 2 ¥ 3

PlayerScript2 : MonoBehaviour

2 references
Rigidbody2D rigid;
2 references
LandScript landSc;
2 references
XForce;
3 references
YForce;
1 reference
gravity;
1 reference

Speed;

' Start()

rigid = GetComponent<Rigidbody2D>();
landSc = GetComponentInChildren<LandScript>();

0 refe

= 1Ces
Update()

XForce = Speed * Input.GetAxis("Horizontal™);
if(landSc.IsLand){
YForce = @;
}else{
YForce -= gravity;
}

rigid.velocity = Vector2(XForce,YForce);

private LandScript : LandScript ZZ DR & L T > T F, Unity TIZT N
ToavE—kvt (D4HD) 2BiccEz0c, AFEAZ ) 7 P 04T Hlic
SEEER

GetComponentInChildren<>() : 74 7Y =27 oW TWdavKR—p v+ %



g3 2mHTI,
LdScript.IsLand : LdScript ®H1iC (¥ LandScript D{FE#HR2BA > T E T, Z ZITiE
X Hic IsLand & > 9 bool OZEDERD Ao TnEF, T2 TEZNZHDY
HLTwE T,
if(~){Alelse{B} : ~7Z7 o 7=RflZ A, ~TlIehr>72FiZ B DU ZETL 7,
@ vryv7TEBLEIICLET, X HIC PlayerScript ZmEL £ 3
XForce;
YForce;
gravity;

jumpForce;

Speed;

Sta:t()

rigid = GetComponent<Rigidbody2D>();
landSc = GetComponentInChildren<LandScript>();

0 references
Update()
{
XForce = Speed * Input.GetAxis("Horizontal");
if(landSc.IsLand){
if(Input.GetKey(KeyCode.UpArrow)){
YForce = jumpForce;
}else{
YForce = 9;
¥
}else{
YForce -= gravity;
}

rigid.velocity = Vector2(XForce,YForce);

@ 4 v A7 Z—=%05 jumpForce % 20, Gravity % 1 { HWICLTL X W, T3
ETF—TVr v ITHBTEET,
8. H A ZHlfH
HANBBEHPTE S L) IChoeDT, AT —YOERICEY 3,
O BB oTnE A7V 27 GroundZa—T7 vV F=_—ZX LT, UTFTD XL
S fEICHEI T T, EYTHRiIETT,



V=V a—TCTOMMOBHEII~Y AFAf A LIAL+ N T v 7 E I3 RAT*
—TTEE T, ARMNI~vT RFA =V ZHEETEET,

@ ZoFFEFTDIL. T4 Y —pEEN~EONTLE TS, ThzlhEs
27-01C, HEZEIPLEL X 9,

@ 7 — LETP O AT Main Camera (IEFEICW S & Camera 2 VFR—F VY DD
WizA TV 27 ) OLETT, Main Camera I CameraScript & \» 5 ZHF[ TR 7

Y7 rEEMLEL & 9,

public class CameraScript : MonoBehaviour
il
GameObject Player;
oat difX;

e Transform trans;

; Sééft()

Player = GameObject.FindGameObjectWithTag("Player");
trans = GetComponent<Transform>();

oid Update()
difX = Player.transform.position.x - trans.position.x;

if(difx > 3){
trans.Translate(difX - 3,0,0);

}
if(difx < -3){
trans.Translate(difX + 3,0,0);

GameObject.FindGameObjectWithTag(“Player”) : Player % 7' 23Dz 4 7Y =
7 b &% —2OHF 3 g, FindGameObjectzWithTag(“~") EDENWT, —oBE



T 2 RS (LCRHITRY) T3,
HE D X EAEAD Player D JERLE 3 LU EEEIL7 & Player iICD W T W< X 5 i EEh§
R0 7 FTE,
@ EITTBLEHEICT LAY —2SEEICH Y T £,
9. A7 74 +DoE|
H AT DL IRD 5 12D TARIGMIC AT =P R EoTWEE L & 9,
O 8.DAZVICIERLLBRACOTRIGLPEBELAF I v 7 2F2Dd VT

Dy Dol VWTIERH LD TENEZRH AL T, ETIIRERNICPL V2w L%
ReExd,

CABAT—V %Y 5,

BhEARX=E LT, W ODPDAX=YEBHAEDETCRAT =V %D 52H )T
KRS

@ FTFRBEMEIL LY, 10X, - FAXLEBFEL - oAhTFzLEICEN
WICDO D ik  EEI—2oDfRIC  ZNTUE LRV X I - EhvIichE
BLTHOTLZE W, OILHHTETIRADL LAV, D2 Loz bIEA
T) Wil DBEZ2 o0 ATA NZLT =25 FF T,

@ MW7 EIVIART T,



@ WYAALERRE 2 )y 7 LT, 4 ¥ A2 X—Hb Sprite Mode % Single 7> &
Multiple iIC L E3, 2932 ¢ WOREEBDOAT T4 PE LTS Z&HT
EgE S p

e osGame @ AssetStore i | @ Inspector | EH
= (=] ¢ w &ix molH = % | | Gizmos |+ | - field1 Import Settings @3t g
Open

Texture Type: Spiite (2D andUl)

Texture Shape 2D v

Sprite Mode Multiple -

Pixels Per Unit Single
Mesh Type [% Multiple =
Extrude Edges Palygon

Generate Physics 7

Sprite Editor
» Advanced
Wrap Mode Clamp -
Filter Mode Bilinear hd
Aniso Level . 1
Default (=] ios
Max Size 2048 -
Resize Algorithm Mitchell -
Format Automatic -
Compression Normal Quality
Use Crunch Compre
Revert  Apply
a0
a "o x ®0
! #| Nge # Y
AN
Scr... inv-samun...  LanaScript palettel Piayerscript Square AT

(5 Sprite Mode @b x - & FIZH % Sprite Editor R X v AL T 23 v, Ol
TOXIBEXATa B0 Apply ZH# L T 723w,

Unapplied import settings

Unapplied import settings for 'Assets/Bi7n F —fL 1% —
q, 1.png'.
Apply and continue to sprite editor or cancel.

Apply Cancel

LTSIy 4 v FUBHET,



Sprite Editor : Ox
Sprite Editor ¥ |Slice ¥ | Trim Revert Apply | £

ECRRODE 2TV E T,
@ ffé#%’fﬂb‘ ICECE LT3 A, A ED Slice R % v %> 5 Type IC Automatic %
I, F 72 1% Slice by Cell Size ZFERL 729 2 T =V DKE I Z{HEL T,
81T Slice F & v AL TL X v,

Slicev Trim Revert Apply £ .
Type Grid By Cell Size v
Pixel Size X 32 i 32
Offset X0 Y 0
Padding X0 Y 0
Pivot Center <
Custom Pivot X0 Y 0

Slice

ZITHRVAIR, D1 AXN=VICLEWEHRPDO LTIy 7% 352 L Z#0R
LTL7ZT W,

@ ZOWMEZALTLZE v, $2LEIEELFAILLI ARLAT s30T,
Apply ZHI L TL 72X\,

® DEOMAEICK->TiREZ Y v r35L, HElENET—2BXHETCEET, T
bDF—RF—D—2%ZATIF74 P LT|AET,

Assets
hider Scenes CameraScr... |e|d field1_0 field1_1 field1_2 field1_3

@
ﬁqu ©

BeAhA— ...



1 0. Tilemap D #&ffg
O HELERATIA 2o TOIVE ATV 2EV TS, ChArbilis ik
AN=y T WIHEEETT, COWREIZ. A7 74 & [2A40] bARL, v
—v hicEEF» Lt TRAT—VOREHE DL HRETT,
@ FFiFexz I F—EIC 2D Object—Tilemap 2»H6A4 7Y =27 F %2 b 7,

Grid L 5 ﬁ%ﬁﬁ"c“‘j“o

Copy
Paste
Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty

3D Object »
2D Object >
Effects >
Light >
Audio >
Video >
ul >

Project TR

Sprite
Sprite Mask

Tilemap

Hexagonal Point Top Tilemap
Hexagonal Flat Top Tilemap
Isometric Tilemap

Isometric Z As Y Tilemap

®
@

it Window Help
Ctrl+Tab
Ctrl+Shift+Tab

Next Window

Previous Window

Layouts

Asset Store Ctrl+9

Package Manager
Asset Management
TextMeshPro

General
Rendering
Animation
Audio
Sequencing
Analysis
2D

Al

XR

ul

I o DIEEICHE 2 DT, Ground IFH L TL 2 & W,
i o Window—2D—Tile Palette Z# L T < 72 X Wy,

Sprite Editor

Sprite Packer
Tile Palette

THELEH LW 4 VY FUBRHTE TS,

(® Create new palette % L CTHHI% Palettel 12 LT create %l L TL 723 W0,



Flpinnal s
i Tile Palette 1 Ox

St
ad NP AIniV.ar-al. |
Active Tilemap Nothing
Create New Palette ¥ | Edit
Create New Palette
Name [Paletten] ]
Grid Rectangle b
Cell Size Automatic b
X 1 Y 1 Z0
Cancel Create

Create a new palette in the dropdown above.

Default Brush v

Script GridBrush
Can Change Z Position

Y — 7HEAHZD 7 AN K —DBINKZ VAL TLE I,

<€ Create palette into folder
1+ B < FATRT > 1=F4 > 2D kosyumeta > Assets
2| FLWIAILS -

Bwhite * 2 =EAE =i
| Eiz=
W FLproject
B Unity2DE=
n
B OBTEFIAER

2020/09/27 15:34 74 2#IE -
2020/10/01 19:44 74 7#IEF -

Dropbox
OneDrive
pc
W 30 ATVt
Fov0-F
I 7297

I
TDOUAVETEZRAANL Y PRV, IR EZANEBEFELT T,
ZANAL Y PIT, RIEEREIL AT IA 2 F Iy 7TV FRry FLE
ERS




lierare Tile Palette i O X®eGame @ Asset Store
o | v | ¢ w 2|v B0l
v NEAPAEIFEAEI
t Active Tilemap Nothing v
>
Palette1 ~ | Edit

Drag Tile, Sprite or Sprite Texture assets here.

§

Default Brush v
o —
roject 2P GridBrush A
Can Change Z Position -

Favorites Assets
O, All Material
O, All Models

il #

| Assets
M hider hider Scenes Camerascr... field1 field1_0 field1_1 field1_2 field1_3
Im Scenes

Packages
-~ @ ~

T3 LRFHEIPHEZ DT, ZOFEHRIFLTLZI W,

< Generate new tile
+ T ) =7 2D kosyu_meta > Assets
2 - FLWIANS -
B FLproject £ ; EIFAE o=l

oD
B Unity2DF#®E TPAN TANE -

B &7 2020/ 17: T7AN TANT—-
| W an=dPN:
Dropbox

OneDrive

W 3D ATYIIb
Fou0-F

| TAT T

T74 b&(N): fie|d170.asseli 5

74 LDFEZE(T): |asset (*.asset)

A~ JRIF-0FFR

INT, AT T7A P BZANLLEWHITBICL T, NLy MCERLA-CLICRD F
KRS

E2DFENLIZATTA MCOWTCHFEIBRKICN Iy 77y FEry 7L CREFL
TLEE W,



Lo o | ee | o e v | o

Tile Palette i OX
NEA - SR AN

Active Tilemap Nothing v

Palette1 ~ | Edit |

Default Brush v

Script GridBrush
Can Change Z Position

400

1 1. Tilemap
O Sry boMHERTELDT, AT—VEEVET, - Sy b b D& 40
BEALTIZY v 7L, - Ly b EEHORvD~— BB hoTWn3 & %2R
L. =V ECA=—YVEDH T TLZI 0,

Tile Palette 9 i O xhme @ AssetStore

= e ||~ B0 Hlr
SES " EIZACr I I
Active Tilemap Tilemap v

Palettel ~ Edit

Default Brush

Script GridBrush
Can Change Z Position




@ 7V 7 3TB3LZ2DBICEXALREIPNET, N7 v 7 d3 Lo -dHif%E T
TEDRANTESLZ LAAFETT

DX, RAVEY—NERHETAT—VRIEBZ TR E T,
DIF, nHZHALTHE TS, (K X255 AN3@D2» 56/’ 0)
@ BEAANDOHIEEEZ - WEE R ALY F2LHOXALEERL T,

2 4 A

@ ZANFEMRIEIZWEE(Z, [T] K& vd Tl FR2VvEZHLTLZE 0,

]

B ZANEBELEZVEZZ ALY P EHOBELITLDOFRZ L TLEE 0,
Tile Palette [ O
\W\/\m/-n

Active Tilemap Tilemap

Dalattad - | CAi+ |

© TREHHBICAT—Y%22L 2 THTLEI N,
@ A XBEHEDLRGE W) AL, HRT — % D Pixels per unit ZZAHE L TAHATL 7



Ty,

Open

Sprite (2D and UI) -

Multiple v

32

Tight -
1

v

Sprite Editor
12. Y4720 ¥EDEM
@ Tilemap TfEo 72 AT =V I3 Y=V HIER R DT, BV HEEEY 7,

Grid 4 7Y = 27 FiC Tilemap & VI ZRIOA T 27 b H3H B DT, Zhic
Add Component>Tilemap>Tilemap Collider 2D ¢2%47- h ¥5E#BM L ¥ 3,

]
Untagged ~ Default ~

Bottom Left

Q Sprites-Default

a

< Tilemap

l Tilemap Collider 2D

2 Tag % ground IZ T NIXY 72 D HEDFEKTT,
13. #xlE>?



D AT =V B TE-DTHE2L Y E1,
@ FFERBEEPHBELTLLZE Y, K TwnTd,

@

® Fmy=zZ MY IALET,

I Project

+~

v  Favorites Assets
O, All Material
O, All Models

N R

v @@ Assets
e hider hider Scenes CameraScr... f
I Scenes

» M Packages j - @

Square TELEo.. B —...

@ Tmy 7 bhoy—VITHYIABRE T,

(® Box Collider 2D & New Script 7* % EnemyScript % Add Component L % 3,



Qrder in Layer U

v O v Box Collider 2D [ L
Edit Collider o
Material None (Physics Materia ®
Is Trigger

Used By Effector
Used By Composite
Auto Tiling
Offset
X 0 Y 0
Size

Ed New script
» Inf Name
(EnemyScript =

WORIIkRAZEZ o2 LBVE TN, L VHXTHo7/0 HP BB Z &
CLELXI. FTHMDICHP #2133, Player Script ICLAT O X S ITmEL
TL7ZE 0,

PlayerScript2 : MonoBehaviour

Rigidbody2D rigid;
LandScript landSc;
float XForce;
float YForce;
float gravity;

public float jumpForce;

public float Speed;

public int HP = 18;

// Start is called before the first frame update
void Start()

rigid = GetComponent<Rigidbody2D>();
landSc = GetComponentInChildren<LandScript>();
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public class EnemyScript : MonoBehaviour

tart is called before the first frame update
Start()

pdate is called once per frame
Update()

void OnCollisionEnter2D(Collision2D Hit){
if(Hit.gameObject.CompareTag("Player"))
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id Update()

GetComponent<Transform>().Translate(@.85f,0,0);

void OnTriggerEnter2D(Collider2D Hit){
if(Hit.CompareTag("enemy")){

Destroy(Hit.gameObject);

Destroy(gameObject);
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public int HP = 18;

public GameObject bullet;
tart is called before the first frame update
d Start()

rigid = GetComponent<Rigidbody2D>();

landSc = GetComponentInChildren<LandScript>();

/ Update is called once per frame
Update()

XForce = Speed * Input.GetAxis("Horizontal");
if(landSc.IsLand){

if(Input.GetKey(KeyCode.UpArrow)){
| YForce = jumpForce;
}else{
| YForce = 8;
}
}else{
| YForce -= gravity;
}

rigid.velocity = new Vector2(XForce,YForce);

[ if(Input.GetKeyDown(KeyCode.Space)){

Instantiate(bullet,transform.position,Quaternion.Euler(e,0,0));
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void Update()

{
GetComponent<Transform>().Translate(®.05f,0,0);
if(transform.position.x > 10){
| Destroy(gameObject);

}

Destroy(gameObject);
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63 v GameObject Static « |
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Tag Untagged ~ Layer Default ~ |

v Transform @ 3+ :
Position X -0.279' Y -0.033 Z -3.7801
Rotation X0 Y 0 Z0
Scale X1 Y 1 1

Add Component

New script

Name
[Controllerscript |

sing system.Collectionsy |

using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;

lass ControllerScript : MonoBehaviour

Start is called before the first frame update

void Start()

Player = GameObject.FindGameObjectWithTag("Player");
ps = Player.GetComponent<PlayerScript>();

Update is called once per frame

void Update()
{

if(ps.HP <= 8){
| SceneManager.LoadScene(SceneManager.GetActiveScene()
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