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CONOUTAN WN =

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

public class ltemManager : MonoBehaviour {

public int_numlitems;

public GameObject itemPrefab;

public GameObject[] markers = new GameObject[4];
public GameObject head:

int num = 0;

/1 Use this for initialization
void Start () {
Setltem ();
3
/1 Update is called once per frame
void Update () {
}
public void Setltem(){
if (num < numltems) {
int rand = (int)(Random.value * 100) % 4;
Debug.Log ("rand =" + rand);
GameObject item = Instantiate (itemPrefab,markers [rand].transfor
m.position,transform.rotation) as GameObject;
item.SendMessage ("SetManager”,gameQObject);
item.SendMessage ("SetHead",head);

num-++;
}else {
/19 7 —RsDUIRZ MO U
Debug.Log("Clear!");
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CONOUTNAN WN =

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

public class ltemManager : MonoBehaviour {

public int numltems;

public GameObject itemPrefab;

public GameObject[] markers = new GameObject[4];
public GameObject head;

int num = 0;

/1 Use this for initialization
void Start () {

Setltem ();
}

/1 Update is called once per frame
void Update () {

s
public void Setltem(){

if (num < numltems) {
int rand = (int)(Random.value * 100) % 4,
Debug.Log ("rand =" + rand);
GameObject item = Instantiate (itemPrefab,markers [rand].transfor
m.position,transform.rotation) as GameObject;

tem.SendMessage ( SetManager,gameObject);
item.SendMessage ("SetHead",head);

num++;
}else {
/179 7 — R DAIRZ MO U
Debug.Log("Clear!");
}
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) t,%l(,\i@‘ int rand = (int)(Random.value * 100) % 4;
Debug.Log ("rand = " + rand);

//item.SendMessage ("SetManager",6gameObject);

//item.SendMessage ("SetHead",h head);
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item.SendMessage ("SetManager",gameObject);
item.SendMessage ("SetHead", head);
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public void SetManager(GameObject obj){
itemManager = obj;

}

public void SetHead(GameObject obj){
head = obj;

}
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Item : MonoBehaviour {

bool onGoal = false;  //Jd—JLICADTEEH

bool onPlayer = false; //7 LAV —(CHENTLBIH
9 Rigidbody rigid;

10 GameObject itemManager;

11 GameObject head;

B, PATACHEHEERZIROUTRKTT, E » Collider collitem: /BSOS A4S — (% DHE)
?3?@%&bfb§3f@f HCHTFTHR P

CONOUTNAN WN =

14 /1 Use this for initialization
BALUZE 9, 15 void Start () {
16 [1BROF DA R—R> hOFRNSIEE UIBEDEDZBS
_ _ _ 17 rigid = gameObject.GetComponent<Rigidbody> ();
¢ 7D4V— kﬁﬂﬂ% tﬂﬁ@t(gﬁé 18 collltem = gameObject.GetComponent<Collider> ();
-Ecﬁotm5ﬁ@%>7h¢—TEH5n5 0
g j —) I/(Zﬁﬂﬂé Cl:_\ 7’1/7_'[A7;ll7\_ (—\)/Q 21 /1 Update is called once per frame
D7 AT LEHET ZEBEERYT 3 s A e
24 if( Input.GetKeyDown(KeyCode.LeftShift) && onPlayer){
— = I 3= 25 Debug.Log ("Shoot Item");
E C Ld)3j®ki¥%}%t’ﬁ$a— 26 collltem.isTrigger = false;
27 onPlayer = false;
28 gameObject.transform.SetParent (null);
29 rigid.isKinematic = false;
30 rigid.AddForce (4.0f * transform.forward, ForceMode.VelocityChange);
31 }
32 }
33

void OnCollisionEnter(Collision coll){

if (coll.transform.tag == "Player” && !onGoal) {
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Item : MonoBehaviour {

bool onGoal = false;  //Jd—JLICADTEEH

bool onPlayer = false; //7 LAY —(CHENTLBIH
Rigidbody rigid;

GameObject itemManager;

GameObject head; X
Collider collltem; (B3OS A45—(HIEDHE)

/1 Use this for initialization

void Start () {
[1BROFDOAIR—R> ROFMNSIEE UTZREEDEDZ S
rigid = gameObject.GetComponent<Rigidbody> ();
collltem = gameObject.GetComponent<Collider> ();

3

/1 Update is called once per frame
void Update () {
11747 LZ%TD
if(_Input.GetKeyDown(KeyCode.LeftShift) && onPlayer)f
Debug.Log ("Shoot Item");
collltem.isTrigger = false;
onPlayer = false;
gameObject.transform.SetParent (null);
rigid.isKinematic = false;
rigid.AddForce (4.0f * transform.forward, ForceMode.VelocityChange);

3
3

void OnCollisionEnter(Collision coll){

if (coll.transform.tag == "Player” && !onGoal) {
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rngia.Addrorce (4.t -~ transrorm.frorward, rorcemode. velocityLnange),

3
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void OnCollisionEnter(Collision_coll){

if (coll.transform.tag == “Player” && lonGoal) { 11T LAY —(Cnd &

Debug.Log (“Get Item”);
onPlayer = true; //TLAV—(GEENTVDC EZKRITEE

collltem.isTrigger = true;

rigid.isKinematic = true; [ 1YPIRER =R T B
/ 13D TE

gameObject.transform.SetParent (head.transform);
/MIEEAEZRICENDED

gameObject.transform.localPosition = Vector3.zero;
gameObject.transform.localRotation = Quaternion.Euler(0,0,0);

3

if (coll.transform.tag == “Goal”) { //J—)LICAINB &
rigid.isKinematic = true;
onGoal = true; [1T—=ILUTeC &ERFRIEER
itemManager.SendMessage (“Setltem”); //IRDT7 A T LhZKET D

3

3

114 >R > AL UTeltem(C. itemManager & head’x B4t 1+ 2 1z b DEIER
public void SetManager(GameObject obj){
itemManager = obj;
}
public void SetHead(GameObject obj){
head = obj;
3
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rngia.Addrorce (4.t -~ transrorm.frorward, rorcemode. velocityLnange),

3
3

void OnCollisionEnter(Collision coll){

if (coll.transform.tag == “Player” && !onGoal) {
Debug.Log (“Get Item”);
onPlayer = true; //TLAV—(GEENTVDC EZKRITEE
collltem.isTrigger = true;
rigid.isKinematic = true;

/ 1YIEER = R I D

Ean—

gameObject.transform.SetParent (head.transform); //¥RMD%TE

e EREZRcahEd
gameObject.transform.localPosition = Vector3.zero;

gameObject.transform.localRotation = Quaternion.Euler(0,0,0);

3

if (coll.transform.tag == “Goal”) { //J—)LICAINB &
rigid.isKinematic = true;
onGoal = true; [1T—=ILUTeC &ERFRIEER
itemManager.SendMessage (“Setltem”); //RD7 AT LhZKET D

3

3

114 >R > AL UTeltem(C. itemManager & head’x B4t 1+ 2 1z b DEIER
public void SetManager(GameObject obj){
itemManager = obj;
}
public void SetHead(GameObject obj){
head = obj;
3
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1 using System.Collections;
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