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1 using UnityEngine;
2 using System.Collections;

3

4 public class EquipmentManager : MonoBehaviour {

5

6 public string WeaponTemplateName; /] BEGORFDS—LF TP o AE
7

8

) private GameObject m_WeaponTemplateName; /// EZ i \@#Fsr—4L77 2z F
10 private GameObject m_Weapon = null; 7 BLEIRRSES— L7 7o
11

12

13 // Use this for initialization

14 void Start () {

15

16 /S BAGURFEET

17 var children = GetComponentsInChildren<Transform>( true );

18 foreach ( var transform in children )

19 {

28 if ( transform.name == WeaponTemplateName )

21 {

22 m_WeaponTemplateName = transform.gameObject;

23 }

24 }

25 }

26

27

28 /// <summary>
29 /) REFRESS.
30 /1S </summary>

31 /// <param name="name">Name.</param>

32 public void EquipWeapon(string name)

33 {

34 L FTTIES R T 5 FTHER

35 if (m_Weapon != null) {

36 Destroy (m_Weapon);

37 m_Weapon = null;

38 Resources.UnloadUnusedAssets ();

39 }

40

41 // Prefab & 2R 5 2R {E

42 m_Weapon = Instantiate(Resources.Load(name), m_WeaponTemplateName.transform.position, m_WeaponTemplateName.transform.rotation) as GameObject;
43 /f BEGORFEOFE L TER

44 m_Weapon.transform.parent = m_WeaponTemplateName.transform;
45 }

46 }

47
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1 using UnityEngine;
2 using System.Collections;

3

4 public class GameManager :

MonoBehaviour {

public GameObject Charcter; /// $+504—4—A7 TPz F
/// <summary>

1 REDEE.

/77 </summary>

public enum WeaponTypes:int

{
AXE, /1.
SWORD, /17 3.
SICKLE, .t
NUM, /17 #.
}

private int m_weaponNo = 8; 11 REES

/] BEPrefab® 7 7 4 s ¥R

private string[] m_weaponsPath = new string[] {
"axe",
"sword",
"sickle"

}s

private float m_keyInterval = &f; /1) EETH—AEIRGOE T/

private EquipmentManager m_charcterEquipmentManager;

// Use this for initializatien
void Start () {
m_charcterEquipmentManager = Charcter.GetComponent<EquipmentManager> ();

¥

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

/) B—AEE TG E DI
if (Time.time - m_keyInterval > ©.5f) {

V) BEEF -SRI 6 XDREN

if (Input.GetKey (KeyCode.RightArrow) == true) {
m_keyInterval = Time.time;
NextWeapon ();

}

/] EERRIF—AEE ) 5 RIDEF~

else if (Input.GetKey (KeyCode.lLeftArrow) == true) {
m_keyInterval = Time.time;
Previeapon ();

88 }
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/// <summary>
/1] RPN
[/ </summary>
private void NextWeapon ()

{

m_weaponNo++;

if (m_weaponNo >= (int)WeaponTypes.NUM) {

m_weaponNo = ©;

}

/S REEEE

m_charcterEquipmentManager.EquipWeapon (m_ 1sPath[m_y Ne]);
}
/// <summary>
/1) — DRFDEFE~
/7 </summary>
private void PrevWeapon ()
{

m_weaponNo--;

if (m_weaponNo < @) {

m_weaponNo = (int)WeaponTypes.NUM - 1;

}

/S BREEEE

m_charcterEquipmentManager.EquipWeapon (m_weaponsPath[m_weaponNo]);
}
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/// <summary>
/1) HDEEN
/77 </summary>
private void NextWeapon ()

{

m_weaponNo++;

if (m_weaponNo »>= (int)WeaponTypes.NUM) {

m_weaponNo = 9;

}

/S HBEEEE

m_charcterEquipmentManager.EquipWeapon (m_weaponsPath[m_weaponNo]);
H

/// <summary>

/1 — PRIRE A~

/// </summary>

private void PrevWeapon ()

{

m_weaponNo--;

if (m_weaponNo < 8) {

m_weaponNo = (int)wWeaponTypes.NUM - 1;

}

/) HEFER

m_charcterEquipmentManager.EquipWeapon (m_weaponsPath[m_weaponNo]);
}
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