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private void PlayerAttack(PlayerInput input, Player player, List<Enemy> enemyList){
int damagePoint = player.OffensivePower;
if (input.AttackButton){//~7 L \7H IHZEH
if (input.DashButton) damagePoint *=5; //5Fw > 1 H(dH A —54F
foreach (var enemy in enemyList){
if (Vector3.Distance(player.Position, enemy.Position) <= 5.0){
/BN T LA 7 —DiaERECTFET D
if (lenemy.IsInvincible){
/[N ERREARER T (F7R0)
enemy.HitPoint -= damagePoint; //E{DHPZ S 9
if (enemy.HitPoint <= 0) enemy.Dead(); //EEHPHOLLT TE
by
enemy.EndPlayerCollision();
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b
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private void PlayerAttack(PlayerInput input, Player player, List<Enemy> enemyList){

int damagePoint = player.OffensivePower;
if (input.AttackButton){//~7 L \7H IHZEH
if (input.DashButton) damagePoint *=5; //5Fw > 1 H(dH A —54F
foreach (var enemy in enemyList){
if (Vector3.Distance(player.Position, enemy.Position) <= 5.0){
/BN T LA 7 —DiaERECTFET D
if (lenemy.IsInvincible){

/[ EUMERIARE T (F7R 0N
enemy.HitPoint -= damagePoint; //EIDOHPZIRHKS I
if (enemy.HitPoint <= 0) enemy.Dead(); //EIHPHOLLTF TIHI

b
enemy.EndPlayerCollision();
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WERAZHLT=Alinput.AttackButton
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private ac ayer Input Tnput,

int damag = player. OffensivePo
if (input. AttackButton) {// 7

input.DashButton M E[ZH->TE LT
B A—SHBEEITHE DTV ?

=
amagePoint *= 5; //& W ath|d A A — b
foreach (var enemy in enemyList

if (input.DashButto

if (Vector3.Distance (player. Posi EnemyListl:Eﬁéiﬂ‘%O)
Vector3.Distance® F U A Y —DREHICHFET S | BFVYIIEINEFENTL

(lenemy. IsInvincible) { FELN 2
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enemy. HitPoint —= agePoint; //BIDHPZ & 59

if (enemy.HitPoin ) enemy.Dead () ; //BRIZHPANOLLTF TIER

}

enemy. EndPlayerCol | isi

} enemy.IsInvincible A3
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private void PlayerAttack(PlayerInput input, Player plaver | ist<Fnemv> enemvl| ist){ |

int damagePoint = player.OffensivePower;

if (input.AttackButton){//J L= 77 1K=
Input.DashButton) damagePoin
foreach (var enemy in enemyList){

if (Vector3.Distance(player.Position, enemy.Position) <= 5.0){
/BT LAV —DaERECTFEIET D

if (lenemy.IsInvincible){
[ [ERHMEREIARE T (F7R 0

enemy.HitPoint -= damagePoint; //BIDHPZIRHS 9
if (enemy.HitPoint <= 0) enemy.Dead(); //#EUEZHPHOLLTF THEH

ks
enemy.EndPIayerCoIIision()&

KA ERIT-UZTAT S A
=15 hMELE

enemy.HitPointDEZMEFEL &S
ETREUICTOSSLEFLE

R

A, EEEEASVNTOTSLDT/INYT THETSHHERES




AXARDEH

S EHREDHE
- TR SLEFLSEBLENT NI FEZRE
- WA MM, REFFEDENTOT S5 L—BIZXHL,
ARMICIGEASFEZRET




REITAT/\VIF]

o BBt gt

- —FERR®G 01 E)TTOTSLDORNEVREEEZ R TRL
- TOYSLADETRBRIEREEBRBT/N\ISM/MRTE
 ERENEENRELTIEELE-ZTHOIE

& i

- SEEDRHETEITERZAIBRIET S
- 3ERRE V—Ra—FTJ7AIL, AUk, AT—RAUK
D> HERL-OEZRAIZEKYADS

- BEfR

XEEEHZHEEL, TES

- KRR RT—RAVEN, T RT—FAVTIEE
2>EBLEVWETRERER, ZHEDHEHRERTES
(f5) for foreach|ZH T AR EER, HFEDALYRMNEITLIZEE

10



713y H OB E R
J—Z2a—KI774()L A)IYRINATAIRIR E’:*E-'-\-J-%O), S $¥ A& Eg
NASAFRR *EIZF'EEI&“#F’&EEJi

—

(&) Mainview
Watching Target Variahles
Source Codes Methods statement:34:before:turn =
_Completed-Assets\Scripts\Camer TankMovement#2Awake () -
_Completed-Assets\Scripts\Manag TankMovement#0OnEnable () 4 | »
_Completed-Assets\Scripts\Manag TankMovement#OnDisable () Watching Result
_Completed-Assets\Scripts\shell TankMovement#Start () _Completed- 11‘133Et3\501“1};313S\T&U‘lzl
~ _Completed-Assets\Scripts\Tank\ TankMovement#Update () L34:before:turn = 0 f
} /r ‘/ _Completed-Assets\Scripts\Tank\ TankMovement#EngineBAudio () 1 A d
o _Completed-Assets\Scripts\Tank\ TankMovement#FixedUpdate () / \
t J— — _Completed-Assets\Scripts\UI\UI TankMovement#Move ()
TankMovement#Turn () ﬁ*ﬁﬁ%a)
funn
Update

EHDIEZRT

(& sourceCode View - m|
Source Code

=/ 4= 42 0)
RATiHE
private void Update ()
— — {
/ \/r 74 F% /I\ : // The slider should have a default value of the minimum launch force

m_AimSlider.value = m_MinLaunchForce;

// If the max force has been exceeded and the shell hasn't yet been 1

if (m_CurrentLaunchForce >= m MaxLaunchForce !m Fired)
{
// ... use the max force and launch the shell.
mﬁCurrentLaunchForce = mﬁMaxLaunchForce;

> Fire ():
A J R z : — }
// Otherwise, if the fire button has just started being pressed...

else if (Input.GetButtonDown (m_ FireButton))

N {
| l — // ... reset the fired flag and reset the launch force.
m_Fired = false;
m_CurrentLaunchForce = m MinLaunchForce;
// Chanmae tha ~lin ta the charaina ~lin and atart it nlaving

Selected Statement

file: Completed-Assets\Scripts\Tank\TankMovement. csl i‘
statement:34:before:Quaternion.Euler (0f, turn, O0f -
. ° : : o 11
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Tanks! Tutorial

$5J—: Unity Essentials/Sample Projects
J§F U w =+ dnity Technologies
FaE: *kdkok (200

a5 s

vl

Unity 5.2.0 BIEED)(—Z3 VHRE

Unite Training Day 2015 brings you TANKS!
This 2 player 1 keyboard couch warfest sees
you building a complete tank shooter from
scratch.

Learn about -

Basic Input, Physics, Audio and Mixing, Game
Architecture.

Watch the Tutorial series here.

HERTTELE

PROJECTS
TANKS! Tutorial

FE# : Unity Tanks! (1L.5KLIZEDCHTOYI S L)
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public T LogFunc<T>(
Func<T> state, int stateld)

{

TNV IEROEG();

return state();

) | 1.

int damagePoint = player.OffensivePower;
if (input.AttackButton){
if (input.DashButton)
_damagePoint *= 5;
foreach (var enemy in enemyList){

<>

int damagePoint = _[.LogFunc(() => player.OffensivePower, 0);
if (_I.LogFunc(() => input.AttackButton, 1)){
7if (_l.LogFunc(() => input.DashButton, 2))
_l.LogFunc(() => damagePoint *= 5, 3);
foreach (var enemy in _|.LogFunc(() => enemylList, 4)){
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- GUIZRY S L BETF1)(25KL) S
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- HIBESE FibQO)ZEE

FHRIRER
_ AUSFIL (Bifi:ms) | 755 B Edims)
100,000 7,360(100%) 10,344( 141%)
’7“—/_\ 1,000 1,632(100%) 1,848( 113%)
HIEFTE 5,000 3,002(100%) 1,112,533(3,749%)
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