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2 4 K . 2 E U7 19 18 J5 7% N horizontalMove
= Input. GetAxis ( “Horizontal” ) * (moveSpeed —
2f); verticalMove = Input.GetAxis( “Vertical” )
* moveSpeed; 1% il Bk K [ 7 ¥ N velocity.y =
jumpSpeed[2].
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if (cols[i].name == “Player” )

{if (Input.GetButtonDown( “Firel” ))

{Destroy (gameOb ject, 0. 2f) ;

key = true;}}
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Destroy (gameObject) ;
palyer. SetActive (true) ;
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gunParticles. Stop() ;
gunParticles.Play () ;
gunLine. enabled = true;
gunLine. SetPosition(0, transform.

position) ;

shootRay. origin = transform.
position;

shootRay. direction = transform.
forward;
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SceneManager. LoadSceneAsync (“SampleScene”) ;
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GUIStyle stylel = new GUIStyle():

stylel. fontSize = 45;
stylel. normal. textColor = Color. green;
GUI. Window (0, new Rect (960, 540
windowkuan, windowchang), MyWindow, name);
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AudioClip clip = Resources.
Load<AudioClip> (name) ;
MusicPlayer. clip = clip;
MusicPlayer. Play() ;
MusicPlayer. Stop() ;
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this. GetComponent<AudioSource> (). clip
= audios[1];
this. GetComponent<AudioSource> ().
Play () ;
this. GetComponent<AudioSource> (). clip
= audios[0];
this. GetComponent<AudioSource> ().
Play () ;
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private void OnTriggerEnter (Collider
collision)

AudioManager. Instance. PlaySound “JF[1)57) ;

1.9 A 2RIt

AR A VBT 2R TR, R 3R s HL IR IR G 3t
TETRMITTE], A THAT 28 TR o O A B, TR 28N A
th, MEMEHETE, EB55 Tl R A

BERF PR S 0. ST BR T AR I E AR N i +=
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