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F|1Y=: Y E AR (Unity Engine), 258 Al U (Learning Game Application)
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II. Case Studies
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Fig. 1. Animation Setting
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// Update is called once per frame
void Update () {

RaycastHit hit;
if (Physics.Raycast( transform.position, transform.forward, out hit , 100f ) ) {
if ( hit.collider.gameObject.tag == "enemy") {

hit.collider.gameObject.SendMessage("Kill");

Fig. 2. Script of Collider Check
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Fig. 3. Conversion to Prefab
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Fig. 4. Display Window of Parameter
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Fig. 5. Creating Effect of Hitting
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public void SaveGameData() {

if Chero == null)
return;

|RabotPamms rParam = hero.GetComponent<RobotAbility>().GetParams(); |

PlayerPrefs.SetString( "Name", rParam.Name );
PlayerPrefs.SetFloat( "Speed", rParam.Speed );
PlayerPrefs.SetInt( "AttackMin”, rParam.AttackMin );
PlayerPrefs.SetInt( "AttackMax", rParam.AttackMax );
PlayerPrefs.SetFloat{ "AttackSpeed", rParam.AttackSpeed );
PlayerPrefs.SetFloat( "Dodge”, rParam.Dodge );
PlayerPrefs.SetInt( “Armor”, rParam.Armor );
PlayerPrefs.SetInt( "Curtp", rParam.Curtp );
PlayerPrefs.SetInt( "MaxHp", rParam.MaxHp );
PlayerPrefs.SetInt( "Level”, rParam.level );
PlayerPrefs.SetInt( "Exp", rParam.Exp );
PlayerPrefs.SetInt( "Type", rParam.Type );

PlayerPrefs.Save();

Fig. 6. Script of Data Management
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Fig. 7. Creating of Game Button
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public class GameButton : MonoBehaviour {

public bool islLoadButton = false;

void OnClick() {

if (islLoadButton)
GameMaster.isNewGame = false;
else
GameMaster.isNewGame = true;

Application.LoadlLevel("Game");

Fig. 8. Script of Game Button
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Fig. 9. Scene of Build Setting
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