EO6E
GitT/\— a3 v EHE

BARTSBLIEHR D &H. DO ANFHFLLIAZIVNE

L7=F ' B<HYAFLGWEEWNWTEITYIZ -]
GitI REMNSPOYEBILEINADD, BIZEREHRLOE, ]




<m0 B

B[S L CTEIOSYE (rebase)

&

BRIV FTHERYODRBEENFLAIZRYFET,

BONDITSUFTiTo=za3vhz . OIS FUEE DT
Syb R L T2 TasvybrLELET,

JR—R7%L JR—Z FHY

727 BT 727 B
pﬂ Merge branch 'bullet’ oﬁ 4 Merge branch 'bullet’

° 17 bullet [add] Bullet = S 7 bullet [add] Bullet -

l [add] Enemy tag 233k l [add] Enemy tag 233k
° [update] Stage, Player jump. o) [update] Stage, Player jump.
l [update] EditorSettings% GitfIC T l [update] EditorSettings % GitHICKE
;\ Revert "[modifylGic@EAd > TV v T 2L S ICEE" % Revert "[modifylGic@Ab > TV v v FT 55 S KEE"

bulletXZ M S{ERLLT= OB ERLI=C &gt !



<m0 B2

o FnEDERR (conflict/mergetool)

=
At
Rt
gt
C

JR—RAPIT—DZTo=RIZ D AERLCE
TAIVFLESZHBICEHEELET

EE%O)%E%E%T%}b\~ - Hunk 1: 7 0-0 N
_ PA=] H A R RGN

.if— li%ﬁfﬁﬁi L/TRR - % g X += 2f; < f— master{ﬂ[]d)pq?é'i

fRRTDODLENHYFET,

BRIC 774 ILZEBFIC

ZELGEVDNRTETY,

enemy.tag = "Enemy";

" X += 4f;
+ +>>>>>>> [add) Bullet - bulletffll O AE
}

~S o W



m ] NS
1.

2.

Lt

[add] Enemy tag

Ir bullet 7 master [update] EditorSettingsEGitRICEE
Revert “[modify]lGlc@AM > TV v » ST AKX S ICELE"

Merge branch 'stage?’
[add] 7 ¥ LREEICHE KK
[add] BEMX S EER

(bullet) Enemy&4 1810,
-UnityTRJ AN

(bullet) Bullet3E 2%,

* PrefabZProject[ZD&D
‘Playera{EIELTT7 2YF
EnemySpawnerZ{E1IEL T2 Y X 7E
(master) Stage&Player{Z1E
 Cube M Rigidbody % &
‘PlayerD A ¥ TEIE
EnemySpawner D IBEZ & & 1E

[update] EditorSettings% GitHICTE

rebase!!
Al

Ir master [update] Stage, Player jump. s bullet [add] Bullot} 2wk
I bullet [add] Bullet - [add] Enemy tag 233V
233y

I» master [update] Stage, Player jump.
[update] EditorSettings% GitfB L E

Merge branch 'bullet’
17 bullet [add] Bullet
[add] Enemy tag

[update] Stage, Player jump.
[update] EditorSettings % Git FICE
Revert "[modify]lGlc@Ed > TV v I 55 3 IEE"



bullet 75> F D ERK (branch)

1. master(lREFTOAZIVNZE

[ FRTDTIS5vF O | YE-RTSUF(RR O | BrRTURER O

a2')9ILT,
IJSUFEFEIRLET, - !

2. bullet7SUF%
R LET,

e it

BE l

3. bulleth 79747 " 1
Frvoron L 1

J

master T

B
[update] EditorSettingsZGitBICRE
Revert "[modify] GicEMN > TV v v IT 5K 3 ITIEE"

Merge branch 'stage?’

[add] 7% LTl iciz K
[add] BREAA S EER
[add]fk & KA L 4ERL

L L S A L b o T PR =

i)

17 bullet {7 master [update] EditorSettingsEGitAICEE
Revert "[modifylGlc@AN > TV v ¥ ST B K 3 EE"

Merge branch 'stage?’

[add] 7 > ¥ LTl icix KK

[add] BREAX S EER

[add]fk & XA E4ERL

[add]EmMCE - SNEEFE O KT

fadd1¥+ ¥ FHOEEEIHN 510 TlcHIRAEN



Enemy%%/ M3E N

1. Edit => Project Settings —> Tag and Layers Z&IRLE T,

2. [+17R22%91) oL T, EnemyZx AHLET,

© Inspector
E} Tags & Layers B,
¥ Tags |
R
L
I Sorting Layers



Enemy%%/ DB

Q P | ZEF0 7 7 LERE 2 v | [ =] Q v

3. “[add] Enemy tag” L—:——q
. a ne a = i Index EAF—JUZ71 —
y g FZ7ANAT . . = ProjectSettings/TagManager.asset S
: : "W '\ . ProjectSettings/TagManager.asset LIl
é - J l , o . Hunk 1: 7 5-8 Hunk %27~ IH58<

5SS serializedVersion: 2
If S 6 - tags: []
6 + tags:
74 = Enemy
8 layers:

Ol lee Bﬂ\yu—au 740 .
master \

& 57
S — = e SCEVIVITRE ETTALNLEICEET S,
4. bullethA 1a=Zvhk (EDT7AILIEAST YRR ERIZ1B)

,— (@] —sma e
5% 17T L/i-d- o | sab <shizuoka@app.bu> O R S ub A Tia R EME.

[ #7Eva-n [add] Enemy tag
O\ heaw AV B
[ 7-ran-2 (FRTDT5vF o) (UE-RT5v7%En ¢ BFRRCEU~EBZ ©| -
Frinzr—sa 777 pdil =
O l!l:! :' a nemy (ag
L )3 | -
L] [y macier opod .11ee;
B”® ! Revert "[modifyl&IAM > TV v ¥ 7§ B 3 IHEE"
< l Merge branch 'stage1’
Lr 7927 b [add] 334 A HE BH
O bullet l [add] BREAX S EERK
- )l ladd]fk & Rt

[add]Eifustic H e SIEE £ T OIS KE



Bullet?) 3% (BulletdDH &)

1.

2.

Bullet 74 L& ZProjectIZD&DLFE T,

Player

Player.cs| 22T BMLET

public Transform Bullet;

if (Lisdump) return;

Instantiate(Bullet).transform.position =
_transform.position;

12
13
14
15
16

[Range(3f, 10f)]
public float Jump = 5T;

private bool _isJump;

17|

18
19
2

2
23
24
25
26
27
28
29
—2
31
32

public Transform Bullet; |

void Awake()

¢ _transform = GetComponent<Transform>();

) _rigidbody = GetComponent<Rigidbody=():

void Update()

¢ _isJump = _isJump || Input.GetMouseButtonDown(®) || Input.GetV
if (!_isJump) return;

: Instantiate(Bullet).transform.position = _transform.position;




Bullet?) 3% (BulletdDH &)

3. CubeZZEIRLFET,
Player@Bullet[Z

BulletZ7L/\JZtvyrLET,
4. TUABRBLET,
o )yoL-EEIC

BullethFE s b &%
EZELELLD,

= Hierarchy

© Inspector

| Create ~| (Al ) @ [Cube | [static «
g Al I= Tag [ Untagged ¢ Layer|[ Default :]
M;m (_:amelr: - » ~  Transform %,
e — e i i Qe
e » iy (¥ Box Collider 2,
Floor » | ¥ Mesh Renderer B
EnemySpanwer » 2 Rigidbody 2,
v |G| ¥ Player (Script) 2%,
Script |- Player 19

Reset Position

X0 Yoo 'z

| create ~| (& I

¥ &5 Bullet
) Bulle

Jump

> VJ Shader | Standard

| <Bullet (Transform) I [0}

.]a

Bullet
(| AutoCamera
/; Default-Material

Bullet®

Player

Quan T FIvHeRRyY

Add Component ]




Bulletd) &% (Enemy D) W iE)

1 using UnityEngine;
5- EnemySpawner’E{l%IE L/-gz-g—o 2 using System.Collections;
3
4 public class EnemySpawner : MonoBehaviour {

enemy.tag = “Enemy”’;

5
6 void Start () {
7

var x = 2f;

\ while (x < 50)
g {
10 var enemy = GameObject.CreatePrimitive(PrimitiveType.(
11 gngmx.:;ansmm.ngsn;on = new Vector3(x, Random.Range¢
12 enemy.tag = “Enemy";
13 X += 87,

° I 14 }

fi. I:7 L/"f1351§::|.,3¥575—<> = }

16 }
17 |

EnemylZ{&389 5
BIEINSH_ExEELET,

10



Bullet?)=E

7 “[ ] B ” t” Q Jm 2= | BRFOI 7 AULERR, AL ~ | [ = | Q ¥ v
. add U e = 4 Index KAF=IJLEIZ7AI
TR "‘o . Assets/Bullet.meta Ll
&: - \\J '\ L/i 73 Assets/Bullet.meta ass -
~ o 771 IDRE Hunk 27 —Ih58<
B”E Assets/Bullet/Bullet.cs .o : ¢ .
1+ fileFormatVersion: 2
Lo I5vF Assets/Bullet/Bullet.cs.meta ase 2+ guid: 7ec2453ee091441c@b281c699054edfd
3 -« folderAsset: yes
O bullet Assets/Bullet/Bullet.prefab eoe 4+ timeCreated: 1479768462
5  + licenseType: Free
master Assets/Bullet/Bullet.prefab.meta e, 6+ DefaultImporter:
7+ userData:
% 57 [\ teyy—07710 8 + assetBundleName:
9 + assetBundleVariant:
5 VE=h =5 S
(1EBRZ8T7AILTT

8. bulleth’2a3 vy -
5'[-, ?ﬁ' L,g;_j_ o [@ 47&Ev2-n ) || sab <shizuoka@app.bu> Ov| AZYyhATVIVEEE. v

o [add] Bulle
77
77 B e (=B A3 - FrotiL =
o | I bullet [add] Bullet | TR
l [addﬁnemy tag
[(I) [update] EditorSettings%Git HICIRE
l Revert "[modifylGlcEAN > TV v v 7T DL S KIEE"
;\ Merge branch 'stage?’

11



Stage&Player® & 1E

1. masterdSUFEFTvIT7IOMET,

LTHEELTHELLD,
-B o hSbullet 7S FEELTIAZIVE,
-{th D A HSmaster 7 T FEEXLTAZIvh,

|;| D A= | FXRTDTS5>F S| | VE-RITSvFERT C| | BFHR
SrtnzF—sz |77 |#M
e 17 bullet [add] Bullet
[ 13 |
® [add] Enemy tag
nE @ [update] EditorSettings£Git BICIRE
= ® Revert "[modifylGlcEA > TV v v /T 5L S KEE"
If 73vF l Merge branch 'stage?’
bullet 1 [add] Z ¥ Ll{ikicHz N
% [add] BREAX S EERK

FadATE b -t el

12



Stage&Player® & 1E

2. EnemySpawner.csZ{EIEL T, HIR#ZFIEOLET,

public class EnemySpawner : MonoBehaviour {

4
5

6 void Start () {
T var x = 213
8

while (x <{Teo}—9» 50 — 100
9 1
10 var enemy = GameObject.CreatePrimitive(PrimitiveType.Cylinder);
11 enemy.transform.position = new Vector3(x, Random.Range(-3f, 5f));
12 X + Af — 9F
13 }
14 }
15 }

13



Stage&Player® & 1E

3. PlayercsZEELT. AV TEZEELET,

28 void FixedUpdate()

29 {

30 if (!_isJump) return;
31

2 _isJump = false;

33
34 | _rigidbody.velocity = new Vector3(4f, Jump):; |
35 }

_rigidbody.velocity = new Vector3(4f, Jump);

14



Stage&Player® & 1E

4. CubeZZERLFET,
Rigidboy@DFreeze Position?)

ZEH‘_I“JO Li'd—o
CubeMZ AR T
BENLGGEYET,
(ZEEAZHVE TE)

5. JLABBLET,

BARICOYTTHIEE
EZELET,

= Hierarchy  [INEREY © inspector  [IGRS
| Create 7| (@Al ) ¥ [Cube | [static «
v € Main* YEE Tag | Untagged 4| Layer| Default i)
M?in C.amelr: b » _~  Transform ,
A — e v e Qe
» 4 ¥ Box Collider hid
Floor » . ¥ Mesh Renderer &
EnemySpanwer v.%  Rigidbody had
Mass 1 =
Drag 0 |
Angular Drag 0.05 |
Use Gravity v
@projecr L a5 Kinematic O
| Create ~| (@ NEIRY Interpolate [ None +]
AutoCamera Collision Detection [ Discrete :)
EnemySpawner ¥ Constraints
€ Main Freeze Position [ X D
Player Freeze Rotation [ X [JY [ JZ
¥ || ¥ Player (Script) *
Script i+ Player (5}
Reset Position
X 0 Yo 'z
Jump e O [5

15



Stage&PlayerD{&1E

6. “[Update] Stage, Player jump.”
&:l E“J'\L,g';"j_o Index EAF ~ U7 71 L

1 Assets/EnemySpawner.cs Lt
.~ Assets/Er ySp cs oo
. Hunk 1: 17 7-9 Hunk 227 — I8 58R<
. Assets/Main.unity sse
7 7 var x = 2f;
 Assets/Player.cs .ee 8 - while (x < 5@)
B |+ while (x < 100)
9 9 {
7 75‘\1 - I\ Hunk 2 : 7 11-13 Hunk £ A7~ I &<
-\
. maStel’ : —~— J (M %Yy —-07 710 11 11 enemy.transform.position = new Vector3(x

EATLES - " p—
(bulletlZBIRTTIZLNBD T
bu”et'i*TTtJ:L \:{k;ﬁ;‘?\' sab <shizuoka@app.bu> — EE———

727 i ] | [update] Stage, Player jump.
update] Stage, j -~
(o) I» master [update] Stage, Player jump e e rrrgmr ST
@ Ir bullet [add] Bullet e T e
l [add] Enemy tag
?) [update] EditorSettings%Gitf B IC T

16



1JR—2X (rebase)

S — update] S , Player jump.
1. bulletI7SUFEFTUITHINET, e e
[add] Enemy tag
. -~ [update] EditorSettingsZGitBIZSEE
LTFEEELTAHAELELD, PR e

D A D master IS FIZaAIYLE-ARE
BADTSUFITIYAH LN, (T—S TEE A4
- TH, BEFFLAIZLIL, (JR—RTERAE)

7= IR—R

O Merge branch 'master’ into bullet o s bullet [add] Bullet
[update] Stage, Player jump. l [add] Enemy tag
[add] Bullet l I I» master [update] Stage, Player jump. I
[add] Enemy tag ; TUpdate] EQItorSettings % Gt ko LT
f [update] EditorSettingsZGitHICEE
master®D BHIAZvREbulletl 2T — LTEUGA masterDExFTAZYMIXLT

bulletZEa3vkL TE A
17



JR—X (rebase)

2. masterzBHB V)L T UR—REEIRLET,

Z7ANATF—FR 737
[update] Stage. Plavari
o I bullet [add] Bullet FryIFPIE..
B® [add] Enemy tag YUY vETYyYa..
[update] EditorSettings%G] ¥ — ...
I/o e Revert “[modify]&icEs - YR—2

Merge branch 'stage?’ c96965a DFEXMFEELATIUN—A...
master [add] Iy LR EER L e

TN

—

I e

bullet(Z 7T747): IxFmaster[CEIIVNT S
master: ExFTAIVE (EZITYR—X L= vHY)
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1JR—X (rebase)

3. BAMNRELFET,
master&bullet CRICEFRIZIEIEL TS EMNREATT,

(Z®F07 7 AL ERT, X2 - | (=)

Q v
Index IEAF =S L2 71/ s
L. Assets/EnemySpawner.cs LIl
Assets/Bullet.meta ase
Hunk 1: 17 0-0 Hunk ZA 57—~ | Hunk &%
IA Assets/EnemySpawner.csI LT —
emy. orm.position = new r3(x, m. -3f, ]
8 8 en transform.position ew Vector3(x, Random.Range(-3f, 5f))
~ Assets/Main.unity ase 1+ +e<<<<<< 3603416457366712c4d12690107 cfcd694a7d2d T
1 - 2%. VAN
, 12| - x += 2f; 4— masterfll ODAZRE (B5)
. Assets/Player.cs ase g [ v—
4= enemy.tag = “Enemy";
Assets/Bullet/Bullet.cs ses 5|4 x += 4f; \ bull t{EIJO) Ijq o (*E $)
6+ +»»>>>>> [add] Bullet ulie
Assets/Bullet/Bullet.cs.meta 7 s }l 180 - =

Assets/Bullet/Bullet.prefab

Assets/Bullet/Bullet.prefab.meta rmaster?ﬁ‘\ a éj\ 12 ]

[ #myu—07740 e lzlTE BEfERLI-ERT B #Tmaster[ZxTL T, bullet
\:||A Assets/EnemySpawnercsl ase 0)200):5“/ IN% LE Lz-tll\
) ~_ ' %, aSYMEE[Fbullet,

' =W mELI=I71IL
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1JR—X (rebase)

4. SHEIFHEZFEITEIELFT,
[ eyy—07710
public class EnemySpawner : MonoBehaviour {

4
5 Finder T&&

6 void Start () { JXRES Yy FR—RicaE—
7 var x = 2f; Y-+ THL

8

while (x < 100) eI L !
9 { @ 288 Diff

10 var enemy = GameObject.CreatePrimitive( ) N
11 _enenv. transform.position = new Vector3( bl i
12 enemy.tag = “Enemy"; Index (23850

13 X 4= 2f: Index MSMART—IZRBH)
@ Bk

14 }
BEEEET 3

15 } ...

16 } BRULZ7CILEIS Y b...
Uty k..
ASy hETEY ...

Shacwx o~ [ECSSESR
5- ﬁgikiﬁﬂ(:bi-d-o _ i » 'BOOEE' £E>TRR

BRUELZ 70007 "HFORE' 24> TRR

—RRUT 7 7 L DESE... v
BAAHICT B

S
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1JR—X (rebase)

6. 1RIVE > UR—REREITSE HBIRLET, R —

BA<
Finder T&R
S—IFLTHL ~%T
R g A _ _ < T4 7Ny 7 ANR—R
YR—XABDIFZEEDH, COA=a21—H 5448 Diff
SEIRATBE R BB IC > TLVET, sy
Index (B0 O ¥=
> — S ~ H'D%
JR—RABIFRENFKRELI-IEE DN HiE . |r:dexn\5ﬁg«z;=—y§3m o:iﬂ
», ' 5 -
BAERRT B, [ ma
)R—ZZFRIEL T, EITRIICEY . [Seper
Uy k.. %R

UN—ZE¢¢

7JZ9A77/3/ >
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1JR—2X (rebase)

1. UR—ZAMNTETLT. EENERIZGEYVET, (FLA1)

A
17 bullet [add] Bullet
[add] Enemy tag
I» master [update] Stage. Player jump.
[update] EditorSettings% GitiE L E
Revert "[modifylGic@b » TV v FT 5L S KEE"
Merge branch 'stage?’
[add] 7 >4 LA Ici%E K

—e—o—o—o—0
Ji
N

-

8. JLABIBLET,

Cube N EIZU¥>2 T TETUlmasterAZ VM),
Bullett 5T TEAZ &E(bulletDAZIVRNEFERLELLS !

22
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o MMAMDLITHETFSHLL
BILEFZEBEL R THRAERELTLES =N,
JR—ZAEMNSTIFEL v—D LERBIZERELET,
BILEFRZLEELGNCEN—BDFHETY,

o HMAZTUVEFETXNT S e
ﬁﬁ‘%77'f)lx0)757') “J77f)\‘5 gﬁu;:w«m;;; \ BEOEE £ TR

. . U7 7 A NOENS.. | e

JR—ZEGT, DEETET SHET, -

TR I7MIIVDORABZHEZELTFEITEBELELLD,

YR—RBNtmp I SV FZERL TNV ITYTLTEEELED,

QEYMEEREPISER) .
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MUAAT. BREEZXLAIZTHENTEEL=, FFIEBRY
275 F#FRALTLEELLD,

XEE, F)—EVvOEFELST DTS FhbhELD
SYRITRYUBELTHAFELED,




