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Update(){

CannonPosition ();
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CannonPosition ()
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transform.position = Wheel.position;
posY= transform.position.y - Wheel.position.y;
. deltaPositionY = transform.position.y + ( .Sin(posY- 90) * -CannonDis);
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transform.position = (transform.position.x, deltaPositionY);
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Start()

rb2D = GetComponent<

o o0 T gm B9 P

Update(){

CannonPosition();

FixedUpdate(){

CannonRotation();

CannonRotation(){

mousePos = .mousePosition;
mousePos = .main.ScreenToWorldPoint(mousePos);

deltaX = transform.position.x - mousePos.x;
deltaY = transform.position.y - mousePos.y;

angle = .Atan2(deltaX,-deltaY) * .Rad2Deg;

rb2D.MoveRotation(angle + 90);
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Update()

CannonRotation();

CannonRotation()

mousePos = Input.mousePosition;




mousePos = .main.ScreenToWorldPoint(mousePos);

deltaX = transform.position.x - mousePos.x;
deltaY = transform.position.y - mousePos.y;
angle = .Atan2(deltaX,-deltaY) * .Rad2Deg;

rotation = .AngleAxis(angle + 90, forward);
transform.rotation = .Slerp(transform.rotation,rotation, .deltaTime);
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FixedUpdate(){

LookAtMousePoint ();
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LookAtMousePoint()
ray = ();
ray = .main.ScreenPointToRay( .mousePosition);

hit;

.Raycast(ray, hit, .Infinity))

transform.LookAt(hit.point);
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rb2D = GetComponent<
MoveWheel = p

FixedUpdate()

(MoveWheel)

{
WheelMovement();

}
WheelMovement()
MoveX = .GetAxis("Horizontal");

movement = (MoveX, 0);
rb2D.AddForce(movement * Speed * .deltaTime);
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heightAim;
widthAim;
Aim;
ShowCursor;

Start()

.timeScale = 1;
ShowCursorinLoad();
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OonGUI()

(ShowCursor)
{
rect =
(( .mousePosition.x - Aim.width/widthAim/2),
(Screen.height - .mousePosition.y - Aim.height/heightAim/2),
(Aim.width/widthAim),
(Aim.height/heightAim));
.DrawTexture(rect,Aim);
.visible = g

.visible = true;

Update()

ShowCursorinLoad();

ShowCursorinLoad()

( .timeScale == 1)
ShowCursor =
.timeScale == 0)
ShowCursor =
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aimWidth;
aimHeight;
Aim;
ShowCursor;
cursorMode = .ForceSoftware;
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.timeScale = 1;
ShowCursorinLoad();

Update()
ShowCursorinLoad();
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.SetCursor (Aim,new Vector2(aimWidth, aimHeight),cursorMode);

.SetCursor (11, .zero, cursorMode);

ShowCursorinLoad()

if( .timeScale == 1)
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if( .timeScale == 0)
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("Shooting")]
b_Bullet_1;
pointShoot;
< > keyShooting;
SpeedShoot;
timeleft = 0.2f;
timeShoot = 0f;
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PlayerShoot()
timeShoot -= Time.deltaTime;
(timeShoot <= 0)
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( keyCode 11 keyShooting)
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(Input.GetKey(keyCode))
{

timeShoot = timeleft;
b_prefab Instantiate
(b_Bullet_1, pointShoot.position, .identity)

b_prefab.velocity = SpeedShoot * transform.right;

b_prefab.transform.rotation = transform.rotation;
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PlayerShoot()

.GetMouseButton(0))

timeShoot -= .deltaTime;
(timeShoot <= 0)
{
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b_prefab = Instantiate
(b_Bullet_1,pointShoot.position, .identity) as
b_prefab.velocity = SpeedShoot * transform.right;
b_prefab.transform.rotation = transform.rotation;
timeShoot = timeleft;
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[Header("Ammo Count")]
Ammo_1;
maxAmmo = 60;
{
Bullet_1,
Bullet_2,
Bullet_3

O O e SR

typeBullet;
Start()

Ammo_1 = maxAmmo;
typeBullet = .Bullet_1;

PlayerShoot()
timeShoot -= .deltaTime;
Ammo_1= .Clamp(Ammo_1, 0, maxAmmo = 60);

(typeBullet == .Bullet_1)
{
maxAmmo = 60;
Timeleft = 0.2f;

(Ammo_1> 0)
{
(timeShoot <= 0)

{
( keyCode 11 keyShooting)

.GetKey(keyCode))

timeShoot = timeleft;
b_prefab = Instantiate
(b_Bullet_1 ,pointShoot.position, .identity)
b_prefab.velocity = SpeedShoot * transform.right;




b_prefab.transform.rotation = transform.rotation;

Ammo_1-=1;
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B1_B2,
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Bullet_1,
Bullet_2,
Bullet_3
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typeBullet;
useBullets;

ChangingBullets()
(useBullets == .Bullet_1)

{
( .GetKeyDown("1"))

{
typeBullet = .Bullet_1;

}

}
(useBullets == )

.GetKeyDown("1"))
typeBullet = .Bullet_1;
.GetKeyDown("2"))

typeBullet = .Bullet_2;

.AllBullets)
.GetKeyDown("1"))
typeBullet = .Bullet_1;
.GetKeyDown("2"))
typeBullet = .Bullet_2;
.GetKeyDown("3"))

typeBullet = .Bullet_3;
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[Header("Ammo Bullets")]
Ammo_1;

Ammo_2;

Ammao_3;

maxAmmo = 60;

[Header("Bullets")]
b_Bullet_1;
b_Bullet_2;
b_Bullet_3;

1.
2.
3.
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5.
6.
7.
8.
9.
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bullet, speedShoot)
timeShoot = timeleft;

b_prefab =
Instantiate(bullet, pointShoot.position, .identity)

b_prefab.velocity = speedShoot * transform.right;
b_prefab.transform.rotation = transform.rotation;
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PlayerShoot()
timeShoot -= .deltaTime;
Ammo_1= .Clamp(Ammo_1,0, maxAmmo = 60);

Ammo_2 = .Clamp(Ammo_2 ,0, maxAmmo = 90);
Ammo_3 = .Clamp(Ammo_3, 0, maxAmmo = 3);
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(typeBullet == .Bullet_1)
{

maxAmmo = 60;
timeleft = 0.2f;

(Ammo_1 > 0)

{
(timeShoot <= 0)

{

( keyCode in keyShooting)

.GetKey(keyCode))

Shoot(b_Bullet_1, SpeedShoot = 30);
Ammo_1-=1;

(typeBullet == .Bullet_2)
{

maxAmmo = 90;
timeleft = 0.1f;

(Ammo_2 > 0)
{

(timeShoot <= 0)

{
( keyCode in keyShooting)

.GetKey(keyCode))

Shoot(b_Bullet_2, SpeedShoot = 30);
Ammo_2-=1;




(typeBullet == .Bullet_3)
{

maxAmmo = 3;
timeleft = 0.4f;

(Ammo_3 > 0)

{
(timeShoot <= 0)

{

( keyCode in keyShooting)

.GetKeyDown(keyCode))

Shoot(b_Bullet_3, SpeedShoot = 3);
Ammo_3 -=1;
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timeleft;
Start()

Destroy(gameObject, timeleft);

OnCollisionEnter2D( Col)

1.
2.
3.
4,
5.
6.
7.
8.
9.

(Col.collider.gameObject)
{
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Destroy(gameObject);

[y
5

}
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timeleft;
enemieslayer;

FixedUpdate()
hits =

.CircleCastAll (transform.position, 5f, transform.position , 0f, enemiesLayer);
( hit i1 hits)

1.
2.
3.
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6.
7.
8.
9.

(hit.collider.gameObject.CompareTag("EnemyOne"))

[T
= o

[
)

Destroy(gameObject);
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FixedUpdate()
timeleft -= .deltaTime;

(timeleft <= 0)
{
col = .OverlapCircleAll(transform.position, 5f, enemiesLayer);
hit i1 col)
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(hit.gameObject.CompareTag("EnemyOne"))
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11.
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Destroy(gameObject);
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[Header("Health")]
Health;
maxHealth = 100;

s Cpillal) A8y W8 (YY)  maxHealth dsall dad oall (5 glus Aaaall J2a Start B
ApplyHealth()
(Health <= 0)

{
Destroy(gameObject);

}

ApplyDamage(int damage)

Health -= damage;
damage;
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spriteDeath;

Sprite_r;
ApplyMove =
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1. (Health <= 0)
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Sprite_r.sprite = spriteDeath;

ApplyMove = g
.MoveWheel =
.ApplyShooting =
rb2D.isKinematic = B
Health = 0;
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Update(){
CannonPosition();
(ApplyMove)
{

ApplyHealth();
ForcePlayer();
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FixedUpdate()

(ApplyMove)
{

CannonRotation();

}
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Update()

(ApplyShooting)
{

ShowCursorinLoad();

PlayerShoot();
ChangingBullets();
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UnityEngine;
System.Collections;

[Header("Shooting")]

timeShoot = 0f;
[ ] timeleft = 0.2f;
[ ] SpeedShoot;

S O O A

[T
= o

[Header("Health")]
int health;
[ | maxHealth = 100;

[Header("Al Enemy")]
[ 1 speed;

[ ] maxDistance;
[ ] maxPosY;
rb2D;
Player;

Start()

rb2D = GetComponent< >();
Player = .FindGameObjectWithTag("Player").transform;
health = maxHealth;
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FixedUpdate()

EnemyMovement();
ApplyHealth();

EnemyMovement()

(transform.position.y <= maxPosY)

{
maxPositionY = (transform.position.x, maxPosY);
rb2D.MovePosition(rb2D.position = maxPositionY);

(Player !=
{

( .Distance(Player.position, transform.position) > maxDistance)

{
MoveToPlayer = (Player.position - transform.position );
rb2D.MovePosition(rb2D.position + MoveToPlayer * speed * .deltaTime);

Destroy(gameObject);

EnemyShoot( bullet, speedShoot, timeleft, pointShoot)

timeShoot -= Time.deltaTime;
(timeShoot <= 0)
{
timeShoot = timeleft;
b_prefab =
Instantiate(bullet, pointShoot.position ,pointShoot.rotation)
b_prefab.velocity = speedShoot * pointShoot.up;

RandomDistance( max, min)

maxDistance = .Range(max, min);
maxDistance;




ApplyHealth()

( .Health <= 0)
health = 0;

(health <= 0)
{

health = 0;
Destroy(gameObject);

ApplyDamage(int damage)

health -= damage;
damage;

OnCollisionEnter2D( Col)

(Col.gameObject.tag == "b_Player_1"| |
Col.gameObject.tag == "b_Player_2"| |
Col.gameObject.tag == "b_Player_3")
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UnityEngine;
System.Collections;

{

PointShoot;
myGunOne;
b_Enemy;

1.
2.
3.
4,
5.
6.
7.
8.
9.
1

0.
11.

Start ()

.Start ();
myGunOne = transform.FindChild("Gun");
RandombDistance(10, 3);

FixedUpdate ()
.FixedUpdate ();

EnemyShoot (b_Enemy, SpeedShoot, timeleft, PointShoot);
GunEnemyOne();
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GunEnemyOne()

(Player !=
{

playerPos = Player.position;

deltaX = myGunOne.position.x - Player.position.x;
delta¥Y = myGunOne.position.y - Player.position.y;
angle = .Atan2(-deltaX, deltaY) * .Rad2Deg;

rotation = .AngleAxis(angle, forward);
myGunOne.rotation = rotation;
Destroy(gameObject);
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FixedUpdate ()

.FixedUpdate ();
GunEnemyOne();

hits = .RaycastAll(myGunOne.position, -myGunOne.up, 20f);
hit i hits)

R O

(hit.collider.gameObject.tag == "Player")

{
EnemyShoot (b_Enemy, SpeedShoot, timeleft, PointShoot);

}

.DrawRay(myGunOne.position, -myGunOne.up * 20f, .green);
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UnityEngine;
System.Collections;

{

PointShoot2;
b_Enemy;

O R

Start ()

.Start ();
RandombDistance(5,10);

FixedUpdate ()

.FixedUpdate ();

EnemyShoot (b_Enemy, SpeedShoot, timeleft = Random.Range(3, 5), PointShoot2[0]);
EnemyShoot (b_Enemy, SpeedShoot, timeleft = Random.Range(3, 5), PointShoot2[1]);
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UnityEngine;
System.Collections;

PointShoot;
b_Enemy;

O N o

Start ()

base.Start ();
RandombDistance(3, 10);

FixedUpdate ()
.FixedUpdate ();

EnemyShoot (b_Enemy, SpeedShoot, timeleft = Random.Range(3, 5), PointShoot);
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PointShoot;
AddEnemies;

FixedUpdate ()

.FixedUpdate ();
EnemyShoot (AddEnemies| .Range(0, AddEnemies.Length)], SpeedShoot,timeleft =
.Range(3,7),PointShoot);
}
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OnCollisionEnter2D (

.ApplyDamage(1);
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[Header("Health")]
health;

[ ] maxHealth = 100;
[ ] healthSlider;
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ApplyDamage(int damage)

health -= damage;

healthSlider.value = health;
damage;
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OnCollisionEnter2D( Col)

(Col.collider.gameObject.CompareTag("Player"))
{
.ApplyDamage(2);
}
Destroy(gameObject);
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Player;
rb2D;
Speed;

Awake()

Player = .FindGameObjectWithTag("Player").transform;
rb2D = GetComponent< >();
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FixedUpdate ()

B_Enemy_2();

B_Enemy_2()

(Player != )
{

Player = .FindGameObjectWithTag("Player").transform;
move = .MoveTowards
(transform.position, Player.position, Speed * .deltaTime);
rb2D.MovePosition(move);
transform.Rotate(0, 0, 600 * .deltaTime);
. Destroy(gameObject);
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OnCollisionEnter2D( Col)

(Col.collider.gameObject.CompareTag("Player"))

{
.ApplyDamage(5);

}

Destroy(gameObject);
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Player;
rb2D;
Speed;

Start()

Player = .FindGameObjectWithTag("Player").transform;
rb2D = GetComponent< >();

O R R

[
= o

=
B

FixedUpdate()
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B_Enemy_3();
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B_Enemy_3()
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(transform.position, Player.position,Speed * .deltaTime);
rb2D.MovePosition(move);

playerPos = transform.position;
deltaX = transform.position.x - Player.position.x;
deltaY = transform.position.y - Player.position.y;
angle = .Atan2(-deltaX, -deltaY) * .Rad2Deg;
rotation = .AngleAXxis(-angle + 90, .forward);
transform.rotation = Quaternion.Lerp(transform.rotation, rotation, 7 * .deltaTime);

Destroy(gameObject);

OnCollisionEnter2D( Col)

(Col.collider.gameObject.CompareTag("Player"))
{
.ApplyDamage(10);
}

Destroy(gameObject);
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Ammo_1,
Ammo_2,
Ammo_3,
Health,
Force,

20 0 B

Speed;
Player;
typeHelp;

Awake()

Player = .FindGameObjectWithTag("Player").transform;

Update()

(Player !=
{

moveToPlayer = .MoveTowards
(transform.position,Player.position,Speed * .deltaTime);
transform.position = moveToPlayer;

Destroy(gameObject);

.Health<=0)
Destroy(gameObject);

OnCollisionEnter2D( (o]}

(Col.gameObject.tag == "Player")
{
(typeHelp == .Health)
PlayerController.Health += .Range(5,10);

(typeHelp == .Force)
timeleft = .Range(10,20);
(typeHelp == -Ammo_1)

.Ammo_1 += .Range(20,30);

(typeHelp == .Ammo_2)
.Ammo_2 += .Range(30,40);




(typeHelp == .Ammo_3)

.Ammo_3 += .Range(1,3);

Destroy(gameObject);
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[Header("Force Help")]

Force;
timeleft;
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ForcePlayer()

timeleft -= .deltaTime;
(timeleft > 0)
{

Force.SetActive( );

}
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(timeleft <= 0)
{
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= o

Force.SetActive(
timeleft = 0;

[ = =Y
PWN

g oAl il g By Al Alla by o sl Qe a5 @llia (IS G B Alla (e a3 8 4y sile JSE Tan Aaguy A1
_&J;ﬂMM\Mjﬁmé& Update & 4lall 3lalie sa dlad clilels JS oY) cddalinll 63gs

il o3 i) 5 agdiall ) Leanad 5 g Jall dilal e aally 8 g gl ) 52 sl

il o g all Jaal

re e Cra g Al (m e s Jsh il e

£ oA 3¢l i )l #Ul Adaa) 5 ForcePlayer asb waa U Jamy a3 @

Aadd lallall aa adbadll g Al 13g] it Cumy & Al il (dly 33s Layer Jam a3 @

\Al




Aasd clac Y clalls e eﬁbaﬁg &Jﬂ\ aa Jasl @
Allay ) aaiall g all s o8 PlayerController <ale ) 33921l o

Bsall (8 e s LS Animation dxilall RAL‘;:\,,(.EQ}\ cJag S0 alexind & all 1agd Cplnat¥l Jeal duuilly

(© Animation -§||
Maximize on Play | Mute audio | Stats = Gizmos

Maximize o
Close Tab A
Add Tab Teare
=4 Big Force Game
Inspector
» G materials )
5 Prefabs Hierarchy
» & project materi Project
i Profiler
»Ga Sounds —
 Project Book Animation

5 (ial¥) A8 (e Create bl 5 ¢ Al o aaailly &8 13gd ¢ 20 Led (058 O OS] 5 (plnad) A8 Gl jelainn JSAI) 1agn ()
RN aMﬂ)@EﬁuJLﬂ;M\jwmw\we&ud\ cL_u:)J\ Ol

(B Animation

r;_amples {60 |

B L Big Force : Scale =

Add Property

. Dopesheet | Curves :

Leitada s S0Y) o3 () 60 g Jalatenally Baaacall Aailal Baal can po S cll Lga pilid L)) o3gy 4yl 50 dluie (S o Al b
Jaa¥) Lall Jaadd el jaill L) caliay 3 ALY 203 jioa W80 (s siad Al AAY Lol e paill i bl 5 o)
Ga s ald gd ) DAY Auailly el se s Al e 4S) aly il ) 5 sl Aedll o a0 5 Al )l
Glaa¥) aas Wl Curves A gl g8 ouady G s 4 FUka) daadle dliay 5 ulnadV) @l il AUk puay 5 (pre
G JS& 5 i) de ju it ¢8 Samples Aildl Al | pdaail) 8 dee a5 8 Al day ) g il g LaY derdiii

Al e L yaias ) Y1 elaa) o3 o3 el

5 Add Property sl )5y sall 8 aaiu 5 Scale 4l A Jsa sl Lile Cany 5 o Leas ae Jabadiios Lid gl dpuly L
Al ) ule Jaially o8 (31 eyl L) hasle S g sing AT e (s) 5l A 51 stadl I Jpeasll ald

VY




a;\«sA.'u:j&.'a}n}xMSOM\&\PY\M\W@}Pﬁ&_)ﬂ\e;;dz;\wd)\gé_Sca|e_)3$\}Tran5form
_Jmos&\d,slsut;‘;édwu\@Q@AY\MM;J&MWL@LAJ\zﬁw\&;\w\

3sall Ba¥ Time Loop ) s (2l 5 (et (S (o Jarually o8 dlalisy JS8 GdiadV) ) S5 Al gl g Al
gl o Jsanl) at LK g8 g ) o Jaadl Ligdl 8 555 L (3) | @ Inspector [

5ol 13 Jadal 4 sdie Aaf Lpdaes 5 g ol dilal o Juas Alls & E foree
(LY Uga 38 ()5S0 JSEN Nagry gl gl Alls 3 Aleis ola) s

e Alls B elaeV) e leal Jal W i oY1 Wl Length 0,823 60 FPS
Loop Time s
Loop Pose il
Cycle Offset 0

| Curves Pos: 0 Rot: 0 Scale: 1 Muscles: 0 |
!Generic: O PPtr: O |
|Cuwe5 Taotal: 3. Constant: 0 (0.0%) Dense: 0 {
[(0.0%) Stream: 3 (100.0%) i
| 2.0 KB ,

AR PR L ISAN] s gl

LYl z1 AY oyl ellia 5 cclilaal) z Al 5 S8 il Ua Ty Lpaladin cliliaV) Lty Ll Aall) 5 8l 8 Wl Ly
JB e ofam K3 Y1 dal) 5 A e Jsanll L dlaelud s ) sde dilaie e WL o elae ) U8 0k oo o Leag
oY Ame Ty b i Al b dsiall 5 g ol Loay 5 dalial clalhall 5s) e Jpaal) e dlaelug slac V) J8 Laiy celacY)
A A4 2 Sl Capain (81 5 aag alead ol A1 elae W) jaae (ke ¢ sSiu AUl Ll clilial) pia g ol elae Y1 G ga e
Agle Jaally Ulay

G\)&‘g e S Lealiag ‘;ﬂ\ LY Jiad «* s Enemiesinfo ale < Gl el eda Cay yaty 55 gl e clila) J gaall
Ly

[Header("Help Player")]
[ ] health_force;

[ ] Ammos;
timeAddForce;
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EnemiesHelpPlayer()

(health <= 0)
{

( .timeleft <= 0 && timeAddForce <= 0 && .Health <= 40)
Instantiate(health_force[ .Range(0,health_force.Length)],transform.position, .identity);

( .Health <= .Range(30,60) && timeAddForce <= 0)
Instantiate(health_force[0],transform.position, .identity);

( .isBullet == .UseBullets.Bullet_1 | | .isBullet
.UseBullets.B1_B2]| | .isBullet == .UseBullets.AllBullets)

{
( .Ammo_1<= .Range(20,40))
Instantiate(Ammos[0],transform.position, .identity);

( .isBullet == .UseBullets.B1_B2 || .isBullet
.UseBullets.B1_B2)

{
( .Ammo_2 <= .Range(30,70))
Instantiate(Ammos[1],transform.position, .identity);

.isBullet == .UseBullets.AllBullets)

.Ammo_3 <= .Range(0,3))
Instantiate(Ammos|[2],transform.position, .identity);
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[Header("Object Pooling")]
Enemies;
pointAdd;
timeleft;
EnemiesCount;
maxEnemies;

Start()

1.
2.
3.
4,
5.
6.
7.
8.
9.

timeleft = .Range(2,5);
EnemiesCount = maxEnemies;
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Update()

ObjectPool();

ObjectPool()

( .Health > 0)
{
gameObject.SetActive(true);
EnemiesCount = .Clamp(EnemiesCount, 0, maxEnemies);
(EnemiesCount > 0)
{
timeleft -= .deltaTime;
(timeleft <= 0)
{
timeleft = .Range(2,5);
R ENE]]
(Enemies[ .Range(0, Enemies.Length)],
pointAdd| .Range(0, pointAdd.Length)].position,
.identity);

EnemiesCount -=1;

}

}
H gameObject.SetActive(false);

print(EnemiesCount);
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Element 1 EnemyTwo | ©
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ApplyHealth()

.Health <= 0)
health = 0;

(health <= 0)

{
health = 0;

1.
2.
3.
4.
5.
6.
7.
8.
9.

.EnemiesCount += 1;
Instantiate (explosionDead, .transform.position, .identity);
Destroy(gameObject);
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[Header("Help Player")]

Ammo;
timehelp;

Ad)al) sda ALsy a8 oY)
HelpPlayerAmmo()

( .Ammo_1<= .Range(10,30) && .Health > 0)

{

timehelp = .deltaTime;
(timehelp <= 0)

V4



Instantiate(Ammo,
pointAdd| .Range(0,pointAdd.Length)].position, .identity);
timehelp = Random.Range(3,6);
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UnityEngine;
System.Collections;

[Header("Score")]
HightScore;
Score;
maxScore = 0;

S O

Update()

UpdateScore();

UpdateScore()

Score +=5;
print("Score :" + Score);

(Score >= maxScore)
Score = maxScore;
(maxScore >= HightScore)
maxScore = HightScore;
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1. .maxScore += .Range(100,200);
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SaveScore()
.Save();
(Score > .GetInt("Score"))

.GetInt("Score");
.Setint("Score", Score);
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2.
3.
4,
5.
6.
7.
8.
9.
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1. [Header("Effects")]

explDead;
fireExpl;
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ApplyHealth()

(Health <= 0)
{
Sprite_r.sprite = spriteDeath;
ApplyMove = R
.MoveWheel =
.ApplyShooting =

rb2D.isKinematic = B
fireExpl.SetActive( );

Instantiate(explDead, transform.position, .identity);

Health = 0;




fireExpl.SetActive(
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1. Instantiate (explosionDead, .transform.position, .identity);
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1. ExplosionCol;
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1. Instantiate(ExplosionCol, transform.position, .identity);
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timeleft;

Start()

Destroy(gameObject, timeleft);
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(typeMenu == .WinGold)
{
SelectMenu[0].SetActive( );
SelectMenu[1].SetActive( );
SelectMenu[2].SetActive( );
Menu( .WinGold, 0);
}
(typeMenu == .WinNormal)
{
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SelectMenu[0].SetActive( );
SelectMenu[1].SetActive( );
SelectMenu[2].SetActive( );
Menu( .WinGold, 1);
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(typeMenu == .Loser)
{
SelectMenu[0].SetActive( );
SelectMenu[1].SetActive( );
SelectMenu[2].SetActive( );
Menu( .WinGold, 2);
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DeleteAllObjects()

EnemyOne;
EnemyOne = .FindGameObjectsWithTag("EnemyOne");
for(int i = 0; i < EnemyOne.Length; i++)
Destroy(EnemyOnel[i]);

EnemyTwo;
EnemyTwo = .FindGameObjectsWithTag("EnemyTwo");
for(inti = 0; i < EnemyTwo.Length; i++)
Destroy(EnemyTwo[i]);

EnemyThree;
EnemyThree = .FindGameObjectsWithTag("EnemyThree");
for(int i = 0; i < EnemyThree.Length; i++)
Destroy(EnemyThree[i]);

BE_1;
BE_1= .FindGameObjectsWithTag("b_Enemy_1");
for(inti=0;i< BE_1.Length; i++)
Destroy(BE_1[i]);

BE_2;
] i .FindGameObjectsWithTag("b_Enemy_2");
for(inti = 0; i < BE_2.Length; i++)
Destroy(BE_2[i]);

BE_3;
BE_3 = .FindGameObjectsWithTag("b_Enemy_3");
for(int i = 0; i< BE_3.Length; i++)
Destroy(BE_3[i]);




Glo Jx a5 a8 IS o) clidaall BaaY o€ J5Y claluiinl e 3 he o a8V o BaY (Jyshall oSN 1 il e s G
& Gl pailddla Jae o5 EnemyOne 48 stadll 8 43 33 &5 G 5 J5Y) saadl g andly o g W1 2580 oSl 10a Adph
clallall 5 A 5 AU gl Jie o a0 Ll e Candly ST 3 Y mea e il eV () 6o e S5 (e g o Al elacY)

el et s g uase sa LS

e I g Jadis 138 5 il gl Ja b ANl o3 5lakiay o8 )

:Main Menu 4w ) Aailil)

~— T 2 .

Ald I V) ) Baadl Al ol Jaan vie Lol 5 e 5SSV Jand) Lagy 5 alll 8 aa V) A o Gt )l A
Aagall c@&\@é&g@@ﬁjgwy‘wyﬁ\}dpgﬁ &l pua¥l cM\BAPécdgéaﬂ\kﬂ]@:\g\M 5 dulll
1) ¢ shaall cilasbea 5 daall) Qs oz 5ol Je AV 280 gl 3l 5 Zaalll 80 5m 5 <l s Jiand 5 5 siase N JUEY1 Jie

o el 138 5 (U (5 gisall Jrandy o 685 408 Jae Lide

Al ol shadll a2l apanay fag les lisa

AL L) Ja aslalae) o) e XU 5 Canvas (25 e

A8a) Welaal colored_castle 3 sall e dhiayl Aualall Jiay s 5 Image (5l e o

LaS 4rum o s (e 2SU 5 AN (i yry Gy text &) Ciual s metalPanel_red (& 45)sa J2a) 5 Image (55) il o
.Main Menu 4ixuis o g | AoVl 3 uage 58

8 gaall 320 88 aa ) gual Ll Lol sl (A pmge o LS pdll i Cumy )31 5 ewhaéuﬁl\dsjaég\)me\e .
0 IS deuty a8 ) ) g Leaadal (10 XU red_button12

Alal a3 IS il ol 58 sae Lghe gt 30 5 et 1) AN JSG 5 128 )

VYo



5 AL 2 5 el el aSaT L) 5 Options oS A 538 5 Leba )y 3¥) Cadal 5 ALl e B e JS3 oY)
.Settings Lehansty e§ g Al 3‘)}43\ ‘;A LS Leaas o)) (a XU Al o3 c.m.u ol <Options J‘)S\ Jiaia ‘?_ﬁ\ sl L)

e Al 23l g8l aand Bas gall 3 ) eall ()5S A 5 red_button08 (s¢d Al 5 ) gal dpnally

aSail) 3 Aally cday i) 138 Aada g ale ey s text dals JS) Caal g abacls (e 3SU 5 @il e 3 44l 5 Slider slily (3
OsSis Background 4dlall 1580 5 blue_button10 ¢sSiw 43 sad Fill ayill Wl blue_circle o 43)sa J=al Handle
25 Back 4ew s blue_button10 43 s daas ) il T sl Al 8 Slider ) apes Jaliy 134 5 grey_button11 i, sa
Oim 5 i Ll A s Al Ji die Ll S 5 s oW b 5y el () st ) A L1 B3l U s 530
B iy s Rt ) A 8 A Back Ll Wiy st ) Al £143 o5 duadi ) A 8 s ) ) e Lol

aly ey 83l e S el Lind sa ) 5 A

Continue Jwe &L’.L.ﬂ La;a\ dd aliag ‘;ﬂ‘ :ﬂ;).d\ JaSs ‘_“SX RPN | cﬁs.a aial 2 Select Level b gl pass 44008
1 ghsall paas A8 i Al 3 ) geall o2 oY 3 el iliay Al Al all

JaSiy 3 Continue L (A A8LEYL (Gane (s sime ey )5 dS O G 5 51,00 6 Wl 13d dal je 6 o Janius Ll alei LS
Als je Al

(S oA g an Aas laall

Text I <dss o8 55 JS (A5 LockButtons Wisend 5 4l Zus o Buttons aub 48 Jah aganiay diady 5 1) Y1 fody o8
& mase s WS Y Ol Gaels sl J¥) N Cadsy W8 1,80 5 green_button10 Bosall I LIV sl e W8 4 palal)
_3_)}45\

QLAJSMUAJL L@.\s.da'.“')um\ o&JDevemp Al 2 k| TN Jd;\_}d\ Jgjaﬁulé 2 '%\ﬁu)&(i&ﬂ‘\dﬂ_\
L) 55 e i i) 150 o LS 31 gl L 0 5l e )

AU 5y gaall JaaY clas Aagsy 68 Aaldl) IS dpally

1




)Aesu)s.leﬂjé‘ywuhh‘Q\}my‘h.\;\.\:\jmu;m‘J:\AA).:“&)}LA.“ Qh}luuaﬂuaﬁaﬁum\ AT u‘hx
ol Ll 38 (oS5 JCAN gy 5 ccmamsn 5o LS il sleal) S, o AMA (po (530 Text ¢psSal o e Ll o34 ) cmain 5o
Al L

5y saall Laa caalll o 5 AN 2SB 5 a8 e ae 8 laaad Tlle Al o3 5 Laalll (e 25 5a0) & 55 pal Aaild Joe W ag T

Al o3 Cpeds s b (SIS ) RSN sl A Rl s a idls 80 Sl Caliag A o3 asarsi ()
skl g 53 Panel il pokincios ligh TN (b3 lile iy 13gd 5 i) 2t )51 ) g s gl bl 2k
daalal) ol aul

Zas 6 Cumn Ldal) 6 iy B 5 JalS S0 A8l sy 45) (e SU 5 panel slish o8 e

d\A@Y\\AJ\JJ\LA\ dy}\@\kﬂuﬁd;\;\myw\u&\ O\L;ml.ujpandJ\ \J@J&\M&J\'&J}\Ad&;\)ﬂ;\ °

Cile oLl Lo (Y1 ol agal 3 53 5m pal) 8 dansi ) A Jens o8 5l Lede el ulaios <) 3l qaan olidly o8 i
Al sdll (3 )Y aes Jiadiy i (63l 5 MenuManager

Aot aal Slider 5 Al s ol sine IS8 Tan Jgas 2gial) araad Ladlall A el Jpesd aokiins ADA (e pdl) e Jao Lile
A (g gl Jrens

Al ) Caal 5 aaa agdia (3 e

100 A3ad Jang o8 0gd Jpeaill by 55 () oS0 138 5 Slider (01 48 o

V'Y




I e Al caulia ol 5 e 8 (gl 5l sa ) pasal Jie g AT Ll Al cliSay agliall Ujea 28 4S5 AN 13 )
© 3

CAMNMNoON oF LIGHTS

YA




-:MenuManager il s} jida oLdd)

‘53 lale (o priin sanne cLudl g Lehiaad s b giuall )l ?S;.u L..ghl\ 5ed Aalll 6.5 clalall aal (e iz MenuManager aldl
Gllae) Jgadll 5 Coroutines 41 JIs> 5 Application 2381 & 3 8l oda & lgle s jafin Al cLEY) a8l e 3_all oda
s e cale oliily Q31 B3 s ye s a5 R sally WSaill e A0 £LE) cQualitySettings Ll e @lil )
Ade Jaas S MenuManager

rda pall C JELYY 5 iy gianal) Aana
Jagd 3 il @l e cale e Jeadl JaS DA (e alis 3 ) dlendl apily o gl

Al Al all ) B2 gal) Jady 138 5 Jalall G JEEY) dna g & Lelarive 353 J5) MenuManager <ile el Js o
o3 il cilay 3 Al ) JUST 5l 3891 Al jal) Alal sa s (5 sineall Jrand cdalll (e gz A0 cila el sale] caslill
Ll LS A ) pall Gl

main,
loading,
none

}

[Header("Menu & Levels")]
typeMenu;
Continuelevel;
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void NextLevel( loading)
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.LoadLevel(loading);
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-Quit();
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Continue()
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.LoadLevel(ContinueLevel);
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RestartLevel()
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.LoadLevel( .loadedLevel + 0);
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StartGame()
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.LoadLevel( .loadedLevel + 1);
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BackToMainMenu( namelevel)
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.LoadLevel(namelLevel);
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Level(int i)




.LoadLevel(i);
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. WaitForSeconds
Start()

StartCoroutine("Test");

Test()

print("wait");

1.
2.
3.
4.
5.
6.
7.
8.
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yield WaitForSeconds(3);

print("ready");

yield WaitForSeconds(3);
print("GOo0Oo0");
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LoadingNextLevel()

loading = .LoadLevelAsync( .loadedLevel + 1);
('loading.isDone)

SliderLoading.value = loading.progress * 100;
yield 3
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(typeMenu == Jloading)

{
StopAllCoroutines(LoadingNextLevel());

}
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on Click 0
| Runtime O% | | MenuManager.StartGame % |
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On Click ()

| Runtime O% | l_MenuManager.Level $
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Menu & Levels
Type Menu | Loading 3]
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. Start

(typeMenu == .main)

{
( .GetInt("Score") < 3000)
Continuelevel = 2;

.GetInt("Score") >= 3000)
Continuelevel = 3;

.GetInt("Score") >= 6000)
Continuelevel = 4;

.GetInt("Score") >= 9000)
Continuelevel = 5;

.GetInt("Score") >= 12000)
Continuelevel = 6;

.GetInt("Score") >= 15000)
Continuelevel = 7;
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Buttons;

LockButtons;
Openlevel;
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HideLock()

(int i = OpenlLevel; i < LockButtons.Length; i++)

{
LockButtons][i].SetActive( );

print(i);
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Update()

.Save();
HideLock();

( .GetInt("Score") < 3000)
OpenlLevel = 5;

S O

.GetInt("Score") >= 3000)
OpenlLevel = 4;

.GetInt("Score") >= 6000)
OpenlLevel = 3;

.GetInt("Score") >= 9000)
OpenlLevel = 2;

.GetInt("Score") >= 12000)
OpenlLevel = 1;

.GetInt("Score") >= 15000)
OpenlLevel = 0;

oY) A jalld Jal ) #38 adde o 5 430k 3 5 Score ) 835 as Openlevel el dad slac) o aaiad & 5 Aasn dileal)
lde Lo s (€0 5 U8 il 1 (5 stoaddl 8 i L 535 50 (5580 Ased]) JUBY) woan () pind o5 5 Aall Linhaat

YYY




seiid) 5 i ghad) a5 il ) sapell V) JUBY) il Ay s el Adaall o3 ) (L5 A ghad) 8 JEY) cag
LBl aaati g8 A adldac (55 xall (4e il s OpenLevel

Al cda il 8 ddalae & LS 5 ladxe | ockButtons 4d siadll Lein 6 Leans Buttons 4d siadl daa lile Ol shiadll =3 J
5y gl 038 (soe nY (sl Ay 1 o () 388 1 (5 o8) iy AT 3 oY1 i) ea) LSV 0

A < Jaall 6 5 S Select Level Awildll JS Loagl (SN 13g Lgasi s il shinall aan (560 (o)) Gany
8391 5 & gua¥) 5 A gall @lalasly aadl)

@ 5 AudioManager <ildl) sl o aciai o8 Leis i 5 LebaaY L jua o) oS 5 Ulad e jiie 558 Cal 038 Y

dlec Q.\L.u.u L (55 5 Options <lalac ) AGE I aas e s

YY¢




O dusy 2 L) Value Gafu:é U2al \A@JHE 3 4.]_5 Zudl\ EARES dla.} ij‘ » Quality .L:g).-ﬂ\ L\;mI o LAY ) sia uﬁ\_\.ﬁ uA\
Aad pe g il

5 sVl Qi e a3 IS O g ey ) DS L Toggle I aad Laayl 1 (& aged J=al Sounds, Music ey )
) pall oda Jasl s‘\.ﬁaggﬂ\ G gaal) Jay pd Cad g Jia oLl 4dlsy) e iy g Ledlay)

DAl ) Jsadll s dsn 5 a4 jat Galdy) Jo hadd ¢ juat g (KU A8 pat o8 Loy 3l o) a8 LAl Jeeds ol s
st sall by 58 e adaty 5V 1 5 AWl Jiey sl Toggle ) Alls e adiny 568 Lisna 3o Interactable

Calalae ) Jaaald Cpanel e.:';i.u.'\u Aadaall ‘53 Leziia 55 Glalac ) e;\s BRI PlayerPrefs a4l é‘: Qalix i L\M)J 9 e ?}G'é"d\ U.J\
A Jadi lall s gall ol 68 Lale i i 5 Toggle ) Als Jiay sed IsMusic W) (Music s Musicls) L 5 (o8 gall
Lebiay 5 ALY Slider ) Aad day 54 5 ) pal) B Volume I Aad e Jalaily G guall 568 (o yiiaie Music oY) Toggle

.(Sounds s Soundsls) Sleu) 2 b e lalac Yl Lis g8 5 Sounds < pa¥) e (galaty o S s
L s Lot salely st S0 clalae) Lillae s dunlll 53 5m s s sal) el o) ey il G

‘_é:u.nj,d\ B Q\}AYL’ LAl Toggles A 5 Sliders A Jiag =y aalalf LL}\):\JC\AS\ —aal

[Header("Options Menu")]
MusicSlider;

SoundsSlider;
SoundsToggle;
MusicToggle;
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soundsSlider()

.SetFloat("SliderSounds", SoundsSlider.value);

musicSlider()

.SetFloat("SliderMusic", MusicSlider.value);
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.Save();

if(typeMenu == .main)

{

(SoundsToggle.isOn == )
.SetString("Soundsls","true");

(SoundsToggle.isOn == )
.SetString("Soundsls","false");

.GetString("Soundsls") == "true")
SoundsSlider.interactable = g

.GetString("Soundsls") == "false")
SoundsSlider.interactable = g

(MusicToggle.isOn == )
.SetString("Musicls","true");

(MusicToggle.isOn == )
.SetString("Musicls","false");

.GetString("Musicls") == "true")
MusicSlider.interactable = g

.GetString("Musicls") == "false")
MusicSlider.interactable = g
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.GetString("Soundsls") == "true")
SoundsToggle.isOn = g
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Name 'High | Y:
Rendering

Pixel Light Count 4 |
Texture Quality | Full Res &
Anisotropic Textures| Forced On s
Anti Aliasing | 2% Multi Sampling % |
Soft Particles

Shadow Projection | Stable Fit
Shadow Distance 150

Soft Particles
require using
Deferred
& Lighting or
making camera
render the depth
texture,
Realtime Reflection IM
Billboards Face Cam M
Shadows
Shadows | Hard and Soft Shadous |
Shadow Resolution | High Resolution : |
:)
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J
N
v

Shadow Cascades | Four Cascades &

Cascade splits

o 1 2 3

761339 26.7% 53.3%

Other

Blend Weights | 4 Bones &l

V Sync Count | Every v Blank &)

Lod Bias |2 |

Maximum LOD Level 0 |
\

Particle Raycast Bud 4096
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[Header("Quality Settings")]
qualityText;
_currentQuality;
mySlider;
currentQuality
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_currentQuality = g

.SetQualityLevel((int)_currentQuality);
qualityText.text = "Quality: " +
.names[(int)_currentQuality];

.Setint ("Q",(int)_currentQuality);

Aal U 2 float skie e Ta) float £ 55 (e 385 32sall 50 Jiay JAT 5 Gaill 5 o 80 ()3ay (0 ke iy yaly Cudh JanY
by ot gaill Ll el ) ) slawl) dagats Cuad 5 SetQualityLevel Al e lalidas) ) dadll Uidaey o3 (3o 9 2 gall Al
Basal) sl Jadny < 1Al 5 oldasl g2 )1 e Toldie] (5 sl aul

:é\.ﬂ\ 2SI ol laliniag ‘";\3\ B3 A Al glac! Lide Start Alall @
mySlider.value = .GetInt ("Q");

currentQuality = .Getint ("Q");

:EJ}AH sy ¢33 gall Jiag Lﬁﬂ‘ Slider AL aalall Ealaaly) daild @ currentQuality )#AX\ pas Lle E}Jﬁm}\ ‘;\ 33 521L (Y

On Value Changed (Single)

| Runtime Only$ | | MenuManager.currentQuality 2

+ -
‘et Dy A ) yuaiall & Text s Slider (pwaiall pa g cangy G ¢

Quality Settings

Quality Text [iText (Text) C)
My Slider ==Slider (Slider) @ ©

Ly i) sae W s Sl 5 lalae Y aaie Al Joaiy cadd s 8 53 sadl Cilolac) e Jaadl Ll 38 ()5S JSE) 13y
il ghacal) (Gaadatil ALl a3

s D el omae e aind gh Anpuss Aulanl) odad il ginnall Jae Ay ) aalial) (a5 b 4y o giile s ) o2 3
A o8 @l jelaiu g File> Build Setting i Ll J sa sl i€ 5 Scenes In Build

yya




g e s

Build Settings n

Scenes In Build
™ Logo Company.unity o
M Main Menu.unity 1
M Loading.unity 2
M Project Book .unity 3
™ The End.unity 4
Add Current
Platform
. .
@ Web Player é_] PC, Mac & Linux Standalone
Target Platform | Windows ¢
Architecture | xB& ™
Development Build -
Autoconnect Profiler  []
Script Debugging ]
| Switch Platform |[ Player Settings... | [ Build |[ Build And Run_|
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{
( .GetInt("Score") < 3000)
NamNextLevel = 3;

.GetInt("Score") >= 3000)
NamNextLevel = 4;
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.GetInt("Score") >= 6000)
NamNextLevel = 5;
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.GetInt("Score") >= 9000)
NamNextLevel = 6;

.GetInt("Score") >= 12000)
NamNextLevel = 7;




.GetInt("Score") >= 15000)
NamNextLevel = 9;
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Continue( namelevel)

.LoadLevel(namelLevel);
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LoadingNextLevel()

loading = .LoadLevelAsync(NamNextLevel);
('loading.isDone)

SliderLoading.value = loading.progress * 100;
yield B
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.LoadLevel(i);
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System.Collections.Generic;

UnityEngine.Ul;
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typeSounds;
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[Header("Audio In Level")]
allSoundsinLevel;

[Header("Audio In Manu")]
SoundsMenu;
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toggleSounds;
SoundsGame;
MusicGame;
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:AllAudio

SoundsinLevel()

( allsounds ' allSoundsinLevel)

(allsounds.toggleSounds.isOn)
.SetString("Sounds","true");

('allsounds.toggleSounds.isOn)
.SetString("Sounds","false");
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sounds in allsounds.SoundsGame)
.GetString("Sounds") == "true")

sounds.enabled = g
allsounds.toggleSounds.isOn = H

.GetString("Sounds") == "false")

sounds.enabled = g
allsounds.toggleSounds.isOn =
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.Save();

(typeSounds == level)
SoundsinLevel();
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Start()

(typeSounds == level)

{

allsounds ' allSoundsinLevel)

.GetString("Sounds") == "true" | | .GetString("Soundsls") == "true")
allsounds.toggleSounds.isOn = g

.GetString("Sounds") == "false" || .GetString("Soundsls") == "false")
allsounds.toggleSounds.isOn = g

sounds 1 allsounds.SoundsGame)
sounds.volume = .GetFloat("SliderSounds");
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allsounds.MusicGame.volume = .GetFloat("Music");

( .GetString("Musicls") == "true")

allsounds.MusicGame.enabled = true;
( .GetString("Musicls") == "false")
allsounds.MusicGame.enabled = 8
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sounds ' SoundsMenu)

.GetString("Sounds") == "true" | | .GetString("Soundsls") == "true")
sounds.enabled = B

.GetString("Sounds") == "false" | | .GetString("Soundsls") == "false")
sounds.enabled = B

sounds.volume = .GetFloat("SliderSounds");
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(!gameObject.CompareTag("Boss"))

// Ga Jag &l aaa ciu)

85 me WV haele agise Jia LY () griars (o ab el V) ) (e GEa 58 ol 13 45 o s e (S8 s o sedall 03)
ALl ol sSY) Al o8 Lo il

Cacal )l puian Ldadiiin (S0 Tla Wlinca s oyad Jaliill 409 gdic dad elac) (Jich Ol juxie Gy jai ga g Al o

sl Q\J.A.i_"ml\

1. [ ] maxscore;
2. [ ] minscore;
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1. .maxScore += .Range(minscore, maxscore);

e g LS il sy b siSlonsl 3
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2. timeAddEnemies = 2.5f;
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sprite;

s_renderer;
gameManager;

.HightScore _sidl ) J sasll gameManager il (paicin
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Start () {
s_renderer = GetComponent< >();
gameManager = .Find("Game").GetComponent<
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Update () {
( .maxScore >= gameManager.HightScore)
s_renderer.sprite = sprite;
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Player;
offset;

maxPos;
minPos;
Speed;

gameManager;
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movementCamera( move)

(move)
{
transform.position =
( .Lerp(transform.position.x, Player.position.x, Speed* .deltaTime), 0, -10);

(transform.position.x >= maxPos)
transform.position = (maxPos, 0, -10);
(transform.position.x <= minPos)
transform.position = (minPos, 0, -10);
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LateUpdate()

.maxScore >= gameManager.HightScore)

movementCamera( );
movementCamera( );
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Start()

gameManager = .Find("Game").GetComponent<

gﬂ\ J;A;J\@A}GJ\MMYbMM\ﬁdiL@JLEQ\}@uM\@AJ}AUGAASLAJSQ\).\ALS:\\GJ::M\%\A&u}&d&ﬂ\ Jagn

Leand 5 Al aalie o Jonedl) g U a5 Lo JS8 anll) Giaa yy Lingl 38 (555 T 08l Ui

sdall) MLia
gl aaliall & clila¥l 5 el 5 clalhll o) il Jie ) ) eV (any 38l Lide cangy Lin Jad o) e 6 Jarins Ll Ly
Ala pall Ala (e et Adads JS () dany Jali JS5 e gz g o g8l

Aealll jladiagdia @

A ) A6 agiia e

Ia) el Jreat 4008 0gdia @

A Bl ol 2o 33 a0 I jad Aaluee 5 (S Y Akl Slilal (J oY) sl JEE gV Al Jlaxind 1 J5Y) 5 sl e

.3000
o bl sl 23e 33 sane o jad dalise 5 1Y) Aal Clilial (Jg¥) saall QU ¢ s¥) ddlal) Jlaxivd 1 A (5 sisall @
.6000

Syl dalie Aplll 5 oY) dalhl) calilal ¢ JGN 5 Jo¥1 gaad) Jud aulll 5 Jo¥) dalhll Jleainl GlEl 55l o
) .9000 s» Llai oo adl o) Sl AS s A gida

A i) Aol Anlll 5 oY) Adhl) izl ( SE 5 J¥) gaadl Ju Anlll) 5 AoV Adhll Jleaind 1l ) (5 gadl o
12000 (& Blii 2ae ol o) yalSl AS ja da gide

o HalSl) A4S ja Aa glaa & jadll daliw ccilathal) S Gldlial celac ) e A ccalatlall e Jlazial 1Al (5 5iall @
.15000 bl&i 2o bl

ASHa ddla site o jaill Al cclillal) wea clilial cae U ge el ) paen JU8 (i) g Jlaniasl 1ailall (5 sisall o
.18000 blai dae  aail ¢ yalSl)

Al il aeie o

5oAY) Al el Lally e o)) JSEN 13 Lgaradl 5) L 3 5a sall clalae ¥ aladind e Lieluiu Jalje dall oda lia

5 Ne oadl (Dl float &8 (e i Gl ety a it Jasin K50 13 elae W) B e ApuSal) Bl e Jiandll ale s gl
Jalall sae J8I

)}-A&\ em&m‘@\@\éﬁuﬂ\ J}a.\\u,«:;wd\ > Background L_QLSE.\Luej@SA L"_ﬁ:\sx;j\‘);gaﬁc‘)ﬁ O Opal
‘_Asmg@d@aw\ s‘;'al._\.d\ 5\}*@‘@}@\@&}&&‘&9d¥‘h}@w\ ;\P\dﬁg\)ughtsqld“;

23 elae ) 0B v Ua oS0 5 Les 0 ) oLl Jocion 318 Jlag el W) a3 4 Sl (o3 5 W) (o siuaall 8 elae SN danailly
Ja ‘)5.4]\ Lﬁ}m maxScore 4ad da;jg)i\ ;thgﬁg@} prefabs (s clac ) cu.ue}s.a L@Jﬂ} Alia 02 Jlaﬁ.ﬂ\ e
Al 3 J) e 5a e 3l Uil 35 (4S5 JSE T3 5 e 30 ele pge

yYa




o st 81 s Ry ol 13¢) il IS0 lia Gl Vagh Rl e Vslae () Gy shadl e o Wl Al s 2ghe b
Asall el L 18 ) il 1 5 shall S o Aledl 8 5aY1 3¢5

LG ) Al Al A ) Wt : i 3 449 Z &
BN \@a&wdsgw)@dgﬂuggdu&éw\ﬁ#eﬁéﬂ\ﬁw‘!\“}dgjjﬂf\wlju

ALl BlEl A (e L Ay sraall 238 Als e JS 0 dumoy JLudos JS5 sl el (i 5 Lele oy Cadl sl ) e L)
oY) s A el 5 S 80

(S 13y LWl 5 5 o) s Build Setting Al 8 1 )

Build Settings n

Scenes In Build

[ Logo Company.unity
M Main Menu.unity

) Loading.unity

) Project Book .unity
[+ Level_Z.unity

[+ Level_3.unity

Y] Level_4.unity

Y] Level_5.unity

) Level_6.unity

M The End.unity
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& Profiler
Add Prefiler

Record | Deep Prefile | Profile Editor | Active Prefiler | Clear Frame: Current

W Others

Qi Rendering

M Batches
M SetPass Calls
M Triangles
B Vertices

|Hierarchy '| CPU:--ms GPU:--ms | Frame Debugger

Mo frame data available
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:Profiler -} aludl

:CPU Usage
& Profiler .
Add Prefiler Record | Deep Profile | Prefile Editer | Active Profiler ~| Clear Frame: 474 /558 Current

bbms (1SFPS]

Hierarchy ™ CPU:10.33ms GPWU:3.25ms | Frame Debugger | a )
Ooverview | Tntal| 5=If| Calls | GC Alloc H Self m5| |
WaitForTargetFPs 65.0% 65.0% 1 OB 6.72 6.72 &
¥ BehaviourUpdate 14.9% 0.5% 1 1.1KB 1.54 0.06
b EventSystemn.Update() 6.4% 0.0% 1 0B 0.67 0.00
b AudioManager.Update() 55% 0.0% 1 0.6 KB 0.56 0.00 . .
b GameManager.Update() 0.9% 0.0% 1 3428 0.10 0.00 Select Line for per-object breakdown
» PlayerController.Update() 0.5% 0.0% 1 B2 B 0.05 0.00
b CanvasScaler.Update() 04% 0.0% 5 0B 0.05 0.00
» PlayerShooting.Update() 0.2% 0.0% 1 9z B 0.03 0.00 3
b i RA 11 T i i 4 r
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:GPU Usage

& Profiler

Add Profiler Record | Deep Profile | Profile Editar | Active Profilar = Clear Frame: 770/958 Current
GEms (15FPS)

| Hierarchy 'l CPU:6.93ms GPU:4.37ms | Frame Debugger | )
overview Tutalw GPU ms
¥ Camera.Render 13.2% 0.579
b Drawing 13.2% 35 0.579
RenderTexture.SethActive 0.0% 1 0.000
¥ GUI.Repaint 0.0% 1 0.001 Select Line for per-object breakdown
b PlayerShooting.OnGUI() 0.0% 1 0.001
RenderTexture.SethActive 0.0% 1 0.000
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& Profiler
Add Profiler Record | Deep Profile | Profile Editar | Active Profilar = Clear Frame: 760 /958

| Simple TI
Used Total: 0.57 GB  Unity: 88.4 MB Mono: 6.3 MB  GfxDriver: 23.6 MB FMOD: 7.3 MB Profiler: 465.9 MB

Reserved Total: 0.79 GB Unity: 303.7 MB Mono: 7.6 MB GfxDriver: 23.6 MB FMOD: 7.3 MB  Profiler; 472.0 MB
Total System Memory Usage: 1.45 GB
(WPE) Commited Limit: 0 B Commited Total: 0 B

Textures; 1438 / 39.2 MB

Meshes: 44 7 400.3 KB

Materials: 34 / 29.4 KB
AnimationClips: 19 / 70.Z KB
AudioClips: 9/ 3.8 KB

Assets: 2200

GameObjects in Scene: 181

Total Objects in Scene: 875

Total Object Count: 3075

GC Allocations per Frame: 56 / 2.5 KB
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.Textures, Render targets, Shaders and Mesh data Jis <l gus 1) dslleal 4aliall 3 SIA & :GfxDriver
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Jame B S 5 oo ol IS5 Jle bl sela JaaDius Take Sample Editor e baaall Jla s S8 Cilise aua )
8 A gina pal) Lt aas Ll o538 S5 Lemaan it 5 Leliad e Bae (pe 3 gall g it Cpua B (g W33e 5 30 sall (0 333

.Not Saved

A sal) L ge Sl Gl gl g 1l a5 ) g (51 ol Jaiaal) nic

ol A3 A G 3ail) Ay G elie ) da S0 Lelalas oliSay g Jadd 36 ) 3l o Led alll) System. ExecutableAndDlls &SIl

Ayaall 7 A ol dalll ol vie Aleal) aladid Juady

| Detailed ~|| Take Sample: Editor | Memory usage in editor is not as it would be in a player |

Name Memory | Ref count
¥ Other (67) 267.3 MB ; -
System.ExecutableAndDlls 247.0 MB
GfxClientDevice 8.0 MB
MananadHazan lleadQiza A1 MR

:Audio
b Jand 3l gea¥) Sied (380 IS5 5 el 0da (81 5l gVl ity 58 dans) (ad Audio S 5yl 2a il L5 5l e
A sal s lladd) 3 Lealasind 5 dall)

& Profiler
Add Profiler = Record | Deep Profile | Profile Editor | Active Profiler = | Claar Frame: 240/ 1033 4 3 Current

| Stats | Channels | Groups | Channels and groups || Reset play count on play
Total Sources: 11 Object ¥ Asset Volume Audibi
Plivinz Sources: & Player Shoot1_2 Shoot 0.00 dB 0.00
Paused Sources: 5

: > Laser Enemy Three BulletEnemy3 0.00 dB 0.00
Audie Clip Count; 9 losi "I | u | q
Audio Voices: 5 Exp Ill!ﬂl'l Co ExplCo 0.00 dB& 0.00
Total Audio CPU; 1.5 % Explosion Shoot 0.00 dB 0.00
DSP CPU: 1.3 % Background Background
Streaming CPU: 0.2 %
Other CPU: 0.0 %
Total Audio Memory: 7.3 MB
| Streaming Sound Memary: 158.0 KR T
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Aedall A Jaad Sl & Y cPlaying
Agiall 3 1850 48 8 sall il suaY) Paused o

Wa e ) &) 5ea¥) 220 :Audio Voice o

.l a3 4 33 dmand) 35S :Audio Memory e

Channels J<& e (Al &l sa¥l (a2 Channels ¢} Cuss Groups «Channels Jie (Alal jba Jiedi eliay JLAl 13a culay
S 1) 28l 8 el e ) @l 5 1 AT e Cen e waadl die 5 caalll o) cilee 31 Channelasls( < (5))
Sl gane IS5 e Al @) pa¥l Gl a2y Groups DAl Laiw ¢(paa (S e & g ga
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:Physics2D
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& Profiler
o LT TR T P T T T B T R T R |

S
-

Total Bodies: 5
Active Bodies: 5
Sleeping Bodies; 0
Dynamic Bodies: 5
Kinematic Bodies:
Discrete Bodies: 5
Continuous Bodies: 0

Joints: O
Contacts: 19
Static Collider Shapes: 106
Active Collider Shapes: 5

Sleeping Collider Shapes: 0
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:Rendering

& Profiler
-mmmmm—nmmq

oy

SetPass Calls: 27 Draw Calls: 26 Total Batches: 26 Tris: 1.2k Verts: 1.4k
(Dynamic Batching) Batched Draw Calls: 9 Batches; 4 Tris: 704 Verts: 718
(Static Batching) Batched Draw Calls: 0 Batches; 0 Tris: 0 Verts: 0

Used Textures: 23 - 6.2 MB

RenderTextures: Z - 2.7 MB

RenderTexture Switches: 0

Screen: 514x289 - 1.7 MB

VRAM usage: 4.4 MB to 10.7 MB (of 1,95 GB)
VBO Total: 26 - 124 .4 KB

VB Uploads: 22 - 88.0 MB

IB Uploads: 22 - 1.4 MB

Shadow Casters: 0
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Build Settings

Scenes In Build

[ Logo Company.unity
& main Menu.unity

)] Loading.unity

7)) Project Book.unity
) Lewvel_2Z.unity

o Lewvel_3.unity

7)) Lewvel_4.unity

[ Lewvel_5.unity

[ Level_&.unity

M The End.unity
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Platform
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2 one Target Platform
Architecture
E i0s Development Build (%)
Autoconnect Profiler [
. Android Script Debugaing i)

Switch Platform || Player Settings... Build Build And Run
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@ Attach to Process X

Attach to: ||

PID | Process Name

Debugger: | Unity Debugger I~
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13 Attach To Process Jball &5 Run () cad) gl layy 55 Al gl 433 4 MonoDevelop J sy o3 Zoladl & o1
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:Breakpoint <) a9

Breakpoint 4 gua s ¢ oSN 13 Lelany (o) cailda gl) ool g 35S0 1aa (g giny 13l 48 jaa e laelus Breakpoint 4! g s dolec
s 43k L ocals Al (e Ltaalie cliSey s dad maa ) sadnl s 5 el 3811 138 ie Gandl) dolee B ) (a5
Breakpoint ) g s a5 3l yall 35S0 ) Cailad) e Jaruall sa dlad clle L JS Taa 4les Breakpoint)

| PlayerControl
PlayerController » £

ookAtMousePosition ()
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HWatch &] Locals @) Breakpoints =&, Threads
Name Value Type
B || this {Cannon (PlayerController)} FlayerController
angle o] float
deltax 0 float
deltay 0 float
L4 mousePos {(5.6, -6.0)}

UnityEngine.Vector2
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ffiwatch ©» | & Locals (©) Breakpoints <& Threads

Hame Value Type ~
v 53 rb2D 7 {Cannon [Un\tyEngine.higirdbodyZD}} UHV\WE
» [ base {UnityEngine.Component} UnityE
angularDrag 0.05 float
angularvelocity 0 float
» [ centerOfMass (0.0, 0.0} Unityk
collisionDetectionMade None UnityE
constraints Mone Unityk
[[J] draq 0 float ¥
< >
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& A yull 5 @l Tk IDE ) s 81 e g Y Visual Studio 1 alasiul oy dae ) dlesy Il vie 5 la¥) ale) b
5 s> MonoDevelop Jss O ) L c4d Unity s Jay ) @l iy Loay b e s oy )l 5 sl 5 il clllee
D) e ey 3,8 A Wb 5 e
) b Ailide Waaad 8 a0l aded Al

&8 options X
Gl () 4,6 daal) 8 Leiilial &5 a3y 5 sl v Eg':’::"*";f t ~ Syntax Highlighting
el e ) iE Language Syntax highfighting
[ Key Bindings A Enable highlighting
:Syntax Highlighting <) <lala) & opses =
Ly 5 sbian Laad ) jadl ddls (e Cuaally HTese

_ Default - The default color scheme.
& Bxternal Tools o

sz ;Lb;\:\n Zz\éu\ :\ls.;:.u\ 4,_;\};\ tL\A A:\A,J‘ ~ Projects i i &%’( ik %%@k e W%‘R “‘s;',-am! Eg%. T il
5 _ g Visual Studio - Reminiscent of Microsoft Visual Studio's default colors.
Y . . A e 1 = = L S
alall ‘;“- Lﬂ)g\SJJ < ci\,\:_u Laila 9 _));.A\ ‘_J oaldj ave Solarized Light - An artful, light scheme that's easy on the eyes.
= #* Bui ]
- - . Solarized Dark - An artful, dark scheme that's easy on the eyes.
b\k.\.uu == 6( éﬂ ‘ -NET Runti
- MOhODeve|Op ) ‘3 - * ‘)E‘S {;} b Hrimes Monokai - A smooth, dusky scheme from TextMate.
- : . 5ot ‘e Debugger A o -
Aa g g E1FN iy sz\ UJHL‘ E 4_.35];]‘ Bk v Text Editor Hightshade - An inky scheme with vibrant highlights.
Tango - A light scheme using colors from the Tango Project.
& | ng q g q ]
Genera
1= Markers and Rulers
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Build Setting &aiall o L jai Tolus clany 3 il dasall o o jpnat 5 Zaalll oy (g) Zaall Build Jae a5 581 58l Likay
olall Ji) 8 Waad 5 o paall Jagall yal ol llin Liay

Q Unity Personal (64bit) - Level_2.unity - Ca
File Edit Assets GameObject Compo

Mew Scene Ctrl+ M
Dpen Scene Ctrl+ O
Save Scene Ctrl+5
Save Scene as.. Ctrl+5Shift+5
Mew Project...

Open Project...

Save Project

Build & Run Ctrl+B
Build in Cloud...

Exit

‘__,.\r- Jaz il e s Build Setting Baliaal) daalall e <Ll Glalac USX 9 ‘)JL\A dS!Ju L@.L\za.ﬁ & Lall) ?)35‘ Build & Run
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- ® Inspector

@ PlayerSettings
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Settings for PC, Mac & Linux Standalone

[ Resolution and Presentation

|
| Icon |
|
J

[ Splash Image

[ Other Settings
_—
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:Resolution and Presentation
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Cannon of Lights - Project Book Configuration X

Graphics  Input

Graphics quality High “

Select monitor
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Settings for PC, Mac & Linux Standalone

Resolution and Presentation

Resolution

Default Is Full Screen (|
Default Screen Width 1024
Default Screen Height 768
Run In Background* o

Standalone Player Options
Capture Single Screen [ ]
Display Resolution Dialog | Hidden By Def.#

Use Player Log
Resizable Window ||
Mac App Store Validation []
Mac Fullscreen Mode Fullscreen Win#
D3D9 Fullscreen Mode Fullscreen Win#

D3D11 Fullscreen Mode | Fullscreen Win#

Visible In Backaround [
Force Single Instance (™
¥ Supported Aspect Ratios
4:3
5:4
16:10 ™
16:9
Others

* Shared setting between multiple platforms.

e |

aliiuall daiall cilalac) Standalone Player Options aud 5 «ASLAN Clalac) Resolution sl ¢pand () danda 38 o) Jaay
4 lied

:Resolution Jg¥) awdll

§ ol i) A8LE a8 Al a5 o) sy Default is Full Screen o
el LAy e 5 J sk :Default Screen Width, Height o
e ¢35 o) daall) Jaad Ja 3nkaill (0 s A 131 :Run in background e

Loy 5 ) elilalae) au g iy 5 Tan Adagy el ¥ o) JaaD5 LS
:Standalone Player Options (AUll awdll

(13 gus AN AELEN ey o el Jla 5 (3LEN <13 5 3230 LA 134 5 :Capture Single Screen e
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Al jalie e daalll 53 aga :Mac App Store Validation

ALl 5 jeal) 8 AL ¢Je :Mac Fullscreen Mode
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:Icon
(Sl 13 el Aadlall it Jla g @l len (S s 8 jeday Lall Jladi iy e clac s Al s2a

A

lcon
[_]override for Standalone
—1029X10¢

512x512

256x256

128x128

48x48

32x32

L :\.kl.uu dSJ Aﬂ.ISA:i S %) _)35\ ‘_Ac 9 2.1)3,3‘}(\ (e _)35\ b é:: tﬂ.ﬁ&l.m:ﬁj Override for Standalone )\eﬂ\ A9 ga LA
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:Splash Image
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Splash Image
Config Dialog Banner

Show Unity Splash Screer[d
* Shared setting between multiple platforms.
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:Other Settings
Other Settings
Rendering
Rendering Path* | Forward A

-

Color Space® (Gamma___¢|

Automatic Graphics API

Static Batching M
Dynamic Batching M
GPU Skinning* L

Stereoscopic rendering® [
Virtual Reality Supported [

Configuration
Scripting Backend Mono2x
Disable HW Statistics

Scripting Define Symbols

Optimization

Api Compatibility Level \MET 2.0 Subs$
Prebake Collision Meshes [_]
Preload Shaders &
P Preloaded Assets
Optimize Mesh Data* J

* Shared setting between multiple platforms.

-
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:Rendering Jg¥) awdll
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http://docs.unity3d.com/Manual/index.html ;5 sll Cilafise o
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