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c delegate void OnHealthChangedDelegate();

c OnHealthChangedDelegate onHealthChangedCallback;

volid ClampHealth()
{

health = Mathf.Clamp(health, ®, maxHealth);

1f (onHealthChangedCallback != null)
onHealthChangedCallback.Invoke( );

[SerializeField]

private float health;
[SerializeFteld]

private float maxHealth;
[SerlallzeFleld]

private float maxTotalHealth;
[SerializeField]

private float soul;
[SerializeField]

private float maxSlashGage;
[SerializeField]

private float SlashGage;

public float Health { get { return health; } }
public float MaxHealth { get { 1 n maxHealth }}

public float MaxTotalHealth { get { return maxTotalHealth; }}

public float Soul { get { return soul; } }
public float Slash { get { return SlashGage; } }
public float MaxSlash { get { return maxSlashGage; } }
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void GetInput()

HAx1s = Input.GetAxis("Horizontal");
VAx1s = Input.GetAxis("Vertical");

void Move( )

bool isMoving = false;

moveVec = new Vector3(HAxis, @, VAxis).normalized;

transform.position += moveVec * Speed * Time.deltaTuime;

transform.LookAt(transform.position + moveVec);
m_Animator.SetBool( "isRun",

1f (moveVec != Vector3.zero && !1sDodge)
1sMoving = true;
else

isMoving = false;

if (isMoving)
{
if (!m_FootSFX.1sPlaying)
m_FootSFX.Play( );

else

m_FootSFX.Stop();

IEnumerator Dodge()

{

if (moveVec !'= Vector3.zero &5 !isDodge)

{

Speed *= 2;
m_Animator.SetTrigger( "DoJump’ ]
SoundManager . Instance.SFXPlay( "(
1sDodge = true;

m_clip[4]);

harge Attack",

yield return new WaitForSeconds(®.7f);

Speed *= 0.5f;
i1sDodge = false;

moveVec != Vector3.zero);



‘{"‘JUJ‘ Attack() .‘.1‘ (comboStep 1= 0)

: {
i t.GetM ButtonD 0 1isAttack i :
{T \ANpUL -GetHOUSEE ELanDOWNL 8| A6 L LEAEERCK) Lf (ComboPossible && Input.GetMouseButtonDown(®@))

if (!EventSystem.current.IsPointerOverGameObject()) {
{ m_FinalAttack = true;
Ray ray = m_Camera.ScreenPointToRay(Input.mousePosition); ComboPossible false;
RaycastHit rayhit; comboStep += 1;
if (Physics.Raycast(ray, out rayhit, 100))
INEIE|C| 7| 2L { }
- - O 1L Vector3 nextVec = rayhit.point - transform.position;

}”(I):I %AC-)I %I- %IE.'_IIgI_Oljl [[H_E_O." nextvec.y = 0; void Combopossible()

transform.LookAt(transform.position + nextVec); {

ScreenPOintTORay 2 } ComboPossible = true;

m_FootSFX.Stop(); }

III|-°¢9| E-EJ }_l‘EE jl-x=|2|- B void Combo()

} {
I.Il:l' |:||'o|:C> Hl'E,l‘ED:I -'—74 |'E if (Input.GetMouseButtonDown(®) & comboStep == @) ;
AAHOZ FHSIUSLICE oy

if( !EventSystem.current.IsPointerOverGameObject()) m_Animator.SetTrigger( “Secont
{ }

m_Animator.SetBool("isRun", false);

£

LT (comboStep == 2)

J H 379 X|s -6 m_Animator.SetTrigger( “Attack"); lse 1f (comboStep = 3)
|'— o= - comboStep = 1;

CombOStep 0 isAttackReady = false; m_Animator.SetTrigger(“FinalAttack");

m_FuinalAttack true;

OHL|TH[O] A O]

DAL qg

void ComboReset()

{
m_Anumator.ResetTrigger( “SecondAttack"
o m_Animator.ResetTrigger("FinalAt

CombOReset = ComboPossible = false;
leg'-E Al;lE _ isAttackReady = true;

m_FinalAttack = false;

1sAttack = false;

|' E comboStep = 0;
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using System.Luing;

e
1
aHE! E-I :l'l'?_ J-I_I.IE_ public class MearNpcCheck : MonoBehaviour
{

private ChoheeController m_Player;

[SerializeField]
public GameObject m_NearNpc;

_—rl_o:|0|_0:| Af_ll:l_ public float m_ItemCheckD1is;

private GameObject FindNearObjByTag(string tag)
FlndNearObJByTag 9_| String tag 0'" ‘ var objects = GameObject.FindGameObjectswWithTag(tag).ToList();
?:!F':'El_l EHJO'" g':I-E QHHIE EE% var neareastObject = objects
LiSt 0." x.lg-% |:|I_.|x.| ol_oqALll:I_ iﬂrderBy{Dhj =

return Vector3.Distance(transform.position, obj.transform.position);

= Llnq OrderBy %%-611 .Firi::{}r[]efault{ )3
;HE'I E'|2|' L|St 0" X—'II'E| E —{!E% ?_I'Q-l m_NearNpc = neareastObject;

HElE ALl 822 ottt

return neareastObject;
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witch (m_EnemyType) switch (m_EnemyType)

—_ case EnemyType.HellGhost: R o case EnemyType.HellGhost:
\f (gameObject.name == "GhostMonster_NormalMask 1t (i1sSpawnMonster)
L o m_HaveMaskNum = 1; o x 2er
2-1 . éE-I 3—1*' lse if (gameObject.name } m_TraceDis = 100;
. m_HaveMaskNum = 2; A»_rm fraceDis = 10;
UHAH enum E|'°'9E m_MaxHP = 750; a
21210 = X—IO o} -
= ﬂ_l '—_E-l | plse 11 (gameob]ect_name shostMonster FireMash m—At:zCkD;S 33v
02 20| AIRS m_rotSpeed = 3;
Switch - case = | I'o H a_HaveMasknum = 3: m_moveSpeed = 2;
212to| SEX|E BS54 5L LY. m_MaxHP = 1000; m_MaxHP = 600;
m_MunDrop 1;
m_TraceDis &= sliet HZ| otoj| m_MaxDrop = 3;
= 0 ) oloO ) break;
=2{0]0f |')u:_—|_ Trace 7} case EnemyType.FireMonster:
=l A QEE Gl=Z0|B =2 1t (1sSpawnMonster)
ol [ r m TraceDis = 100;
28E X[FojA e 2AEE= A :
AZEE=E BAES2 8 oA SLIC m_TraceDis = 7;

m_AttackDis = 2;
m_rotSpeed = 3;
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IEnumerator CheckStateForAction()
{
while(!isDeath)
{
switch (m_CurState)
{
case CurState.idle:
if (m_EnemyType != EnemyType.FireMonster)
m_Anim.SetBool("isRun", false);
m_Anim.SetBool("1isAttack”, false);
2t OICH AFEfEH2E A = E|
*I — i . (@) E — I—I- =T - - while (m_CurState == CurState.idle && !isSpawnMonster &5 m_EnemyType ==
= IT
EéE’"E% EE_-"Olo-l jnl-xl |:|n'| : EnemyType.FireMonster)
|E jl-xl -] O|¢L|E|- Vector3 curPos = this.transform.position;
= 4 = " float dirl = Random.Range(-0.3f, 0.3f);
float dir2 = Random.Range(-0.3f, 0.3f);
float ranTime = Random.Range(®, 3);

o = (1]
Tl LHO" EO"Q I_:| yield return new WaitForSeconds(ranTime);

e
x_'!OI'J'" EﬁILll:l' this.transform.DOMove(new Vector3(curPos.x + dirl, curPos.y, curPos.z + dir2),
1);
}

break;
HO.” %012?_:' case CurState.trace:

FK=3 -(I)-l'j'” EI=II Lll:l' m_NavAgent.speed = m_moveSpeed;

m_Rigid. isKinematic = true;
m_NavAgent.destination = m_Player.transform.position;
m_NavAgent .Resume( );
LookPlayer( );
m_Anim.SetBool("isAttack"”, false);
f (m_EnemyType != EnemyType.FireMonster)
m_Anim.SetBool("isRun", true);
break;
se CurState.attack:
1sAttack = true;
m_NavAgent.speed = 0;
m_Rigid. isKinematic = false;
LookPlayer( );
LT (m_EnemyType != EnemyType.FireMonster)
m_Anim.SetBool( “isRun", false);
m_Anim.SetBool( "isAttack", true);
break 3

ase CurState.death:

=
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IEnumerator CheckState( )

{

5

while( ! 1sDeath)
{

yield return new WaitForSeconds(®.3f);

float Dis = Vector3.Distance(m_Player.transform.position,

1f (Dis == m_AttackDis)
m_CurState = CurState.attack;

glse if (Dis <= m_TraceDis)
m_CurState = CurState.trace;

else 1T(m_TraceDis = Dis)
m_CurState = CurState.idle;

case CurState.attack:

1sAttack = true;

m_NavAgent.speed = 0;

m_Rigid.isKinematic = false;

LookPlayer( );

LT (m_EnemyType != EnemyType.FireMonster)
m_Anim.SetBool("1sRun", false);

m_Anim.SetBool( "i1sAttack", true);

Dreax;

void FireBallAttack()

{

this.transform.position);

GameObject FireBall = ObjectPoolManager.instance.m_ObjectPoolList[@].Dequeue();

FireBall.SetActive(true);

FireBall.transform.position = m_FirePos.position;
FireBall.transform.rotation = m_FirePos.rotation;
Rigidbody BallRigid =
BallRigid.velocity = m_FirePos.forward * 20;

FireBall.GetComponent<Rigidbody>( );




void DeathEvent()
{

curPos = this.transform.position;

if (Cutoff >= MaxCutoff)

{
Destroy(this.gameObject);
GameManager.Instance.m_KillCount += 1;

int ItemCount = Random.Range(m_MuinDrop, m_MaxDrop);
for (int L = 0; 1 < ItemCount; i1++)
{
float RandomTF = Random.Range(@.5f, 3);
GameObject Soulltem = ObjectPoolManager.instance.m_ObjectPoollList[6].Dequeue( );
Soulltem.SetActive(true);
Soulltem.transform.position = new Vector3(curPos.x + RandomTF, curPos.y + 8.5f,
curPos.z + RandomTF);
Soulltem.transform.rotation Quaternion.identity;

}

int HealthDrop = Random.Range(@, 100);
EE.I'Ol-OlE-II [CS Lf (HealthDrop <= 10 && PlayerStats.Instance.Health < PlayerStats.Instance.MaxHealth)
e — O - {
ij." Xl:l:|0." st GameObject Healltem = ObjectPoolManager.instance.m_ObjectPoolList[7].Dequeuel( );
= = = Healltem.SetActive(true);
HealItem.transform.position = new Vector3(curPos.x, curPos.y + 0.5f, curPos.z);
Healltem.transform.rotation = Quaternion.identity;

6”%" EﬁE‘Ijl‘ %%l Ol‘Ol%! if (m_HaveMaskNum != 0)

| -

=2 O IIT
AE*XO'|0|E|-IEI_=| OH%I- Ol'ollﬂﬁ EE.‘"O'O‘I string ItemName = m_DropMask[m_HaveMaskNum].name;
sk A Ol C 2kt
T MEE —HdHd Lll:l'- GameObject Mask = Instantiate(m_DropMask[m_HaveMaskNum],
new Vector3(curPos.x, curPos.y + 0.2f, curPos.z), Quaternion.Euler(®, @, 180));
Mask.name = ItemName;




void HealthCtrl()

HA 13 aja {

[ Sy B Lf (m_CurHealth > 4200 &5 m_CurHealth < 9100)
m_PhaseNumber = 2;
3_1 EA | ==t I else 1f (m_CurHealth == 4200)
" — o™ m_PhaseNumber = 3;
LT (m _CurHealth <= @)
HA BAEE £ 3 HO|X2 Death();
A OlA i : . i
__rl.<5|0| ElO'l Ml:lLll:l'- m_HpBar.value = Mathf.Lerp(m_HpBar.value, m_CurHealth, Time.deltaTime * 3f);

‘! 1 float HpPercent = m_CurHealth / 128;
A 2|=2lX0f 2= 2400 w2t m_HpPercent.text = HpPercent.ToString(“Fe*) +

M=oy 2 H|o|=F LHFIRASLICE.
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IEnumerator BossThunk()

e
EA ;-o J-I-I'E1 int OnePattenAttack = Random.Range(®, 2);
M X

int TwoPattenAttack Random.Range(®, 3);

vield retur new wWailtfForSeconds(2);

LT (m_PhaseNumber == 1)
{
EﬁE j_l|. I['"Olz |:|E:| ?_%I _Tol_;_:! ]IHIE_.lol _E_XHEI-LII:-'- switch (OnePattenAttack)
“Bg;suormalAttack()
- - - Debuq Log(
O 30| ELtH CHA| ZRE gt+8 2 E510]
- - case 1:
Ct= B0 o 34335 & X| 2EL|t. go;snozatfmack( )s
e ug og
1Y 2|2l Mol| 28 E =4 2HE0 w2t
Random Range = Xél% 6'-91:]_ (m_PhaseNumber == 2)
7 “h (TwoPattenAttack)
OE”I:I_I- _TO'_Z! EE-Q- 47 |-x|9'| %I--é-ol:gg -CT;_Z!% -6|-j| [[H_E_O" | jH‘fsg;suormalAttack( )
2 iShg 25% HEE MHSYALICH oae) Lo

Dreak;
B
BossRotdtPAttd(k()
Debug. Log(

reak;

e A-
BOSSMOVLFgAttaCk()
Debug.Log( "“iHIC

) ".1PA;

(m_PhaseNumber =— 3)

(TwoPattenAttack)
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IEnumerator BossLongDisAttack()

SoundManager.Instance.SFXPlay(" Attack", m_SoundEffect[2]);
m_Anim.SetBool(“Long Attack", true)

Vector3 Pos = this.transform.position;

int AttackNumbers = Random.Range(1@, 15);

FOr (lnt L= 0;

; U < AttackNumbers; i++)

unt RandomColor Random.Range(2, 6);
float RandomTFX = Random.Range(-10f, 10f);
float RandomTFZ = Random.Range(-10f, 10f);

GameObject BombObject = ObjectPoolManager.instance.m_ObjectPoolList[RandomColor].Dequeue( );
BombObject.SetActive(true);

BombObject.transform.position new Vector3(Pos.x + RandomTFX, Pos.y + 20, P0os.z +
RandomTFZ);
BombObject.transform.rotation = Quaternion. identity;

return new WaitForSeconds(®.37);

yield return new WaltForSeconds(1);
m_Anim.SetBool(“Long Attack", false);
StartCoroutine(BossThink( ));

void BossMovingAttack( )

{
m_Anum.SetBool("Right Tornado
m_TornadoArea.enabled = true;
m_PathSystem.enabled = true;
m_MovingLight.SetActive(true);



o1d Death()

_6_1 —l}E if (!isDeath)
7N e ) SoundManager.Instance.SFXPlay("Death", m_SoundEffect[6]);
— h

e L isDeath = true;

m_HpBar.gameObject.SetActive(false);
CancellInvoke();

3-4_ Eﬁ *I'DI' OIHIiIE StopAllCoroutines“;

m_Anim.Play( “Death");

Vector3 Pos = this.transform.position;

|

CapsuleCollider Bosscoll = GetComponent<CapsuleCollider>();

o
HAL ZAEQL SUSHH A A C[EE 21t
x|.|ACI>.I-(.5|-I:':I xHACID.IOl JEJ-L'l-?—:I 0}0'%% EEE'I-EPLI I- Bosscoll.enabled = false;

m_Rigid. isKinematic = true;

f (Cutoff >= MaxCutoff)

ol J|& A ol Bl Cat JHAS 4
}” = jl%!*-loll ExO_IElO-I = Ol'OI él — = 7HTE ‘ GameManager.Instance.m_FirstBossEnd = true;
2= O MASET Destroy(this.gameObject);
— O— = OOI-J— GameManager.Instance.m_KillCount += 1;
int MaxItems = Random.Range(20, 40);
for (int 1 = @; 1 < MaxItems; i++)
oHCF 202 OO AlS (=3 re) 3| ’ ’
OH OI- HA |_I-D for—l'__E Ecglkla:I QEI.*C-)IQI- *l H Lll:l- i float RandomTFX = Random.Range(-8, 8);
%OEI-(ISI'}" 9|=|x_-|l E %EA% %-_g_-é—l_)odng E_I. float RandomTFZ = Random.Range(-8, 8);

GameObject Soulltem = ObjectPoolManager.instance.m_ObjectPoolList[6].Dequeue( );

Soulltem.SetActive(true);

SoulItem.transform.position = new Vector3(Pos.x + RandomTFX, Pos.y + 0.5f, Pos.z +
RandomTFZ);

Soulltem.transform.rotation = Quaternion.identity;

}

int HealthDrop = Random.Range(0, 100);
Lf (HealthDrop <= 100 && PlayerStats.Instance.Health < PlayerStats.Instance.MaxHealth)
{

GameObject Healltem = ObjectPoolManager.instance.m_ObjectPoolList[7].Dequeue( );
Healltem.SetActive(true);

HealItem.transform.position = new Vector3(Pos.x, Pos.y + 0.5f, Pos.z);
Healltem.transform.rotation = Quaternion.identity;

}

Cutoff += Speed;
if (Cutoff != MaxCutoff)
{

m SkinmeshRenderer.material.SetFloat(" Dissolve”, Cutoff):
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void OnTriggerEnter(Collider other)
{

\f (other.tag == "DropItem")
{
ItemScript item = other.GetComponent<ItemScript>();
switch (item.type)
{
case ItemScript.Type.Health:
if (PlayerStats.Instance.Health >= PlayerStats.Instance.MaxHealth)
{
return;
}
if (PlayerStats.Instance.Health < PlayerStats.Instance.MaxHealth)
{
PlayerStats.Instance.Heal(1);
ittem.ObjectReturn();
}
break;
case ItemScript.Type.Soul:
SoundManager.Instance.SFXPlay( "Soul acquire”, AllGameManager.Instance.m_Clip[4]);
PlayerStats.Instance.Addsoul();
item.0ObjectReturn();
break;

public void GateOpen(int GateNumber)
1
for {unt 1L = ®@; 1 < 3; 1++)
{
1T (1 = GateNumber)
{
m_Portal[i].SetActive(true);
UIManager.Instance.SmithySystem(false, "Gate Keeper");
AllGameManager .Instance.i1sWeaponShop = false;
}
else
break;
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public void Action()

ObjData objData = m_NearNpc.m_NearNpc.GetComponent<ObjData=();
Talk(objData.1d, objData.isNpc);

1f (objData.isNeedTalk)
{

UIManager.Instance.m_TalkPanel.SetActive(isTalkAction);
UIManager.Instance.m_TalkImage.DOAnchorPosY(®, @.75f).SetEase(Ease.0utQuad);

vold Talk(int id, bool isNpc)

ObjData objData = m_NearNpc.m_NearNpc.GetComponent<ObjData=();

int questiTalkIndex = QuestManager.Instance.GetQuestTalkIndex(id);

string talkData = TalkManager.Instance.GetTalk(id + questTalkIndex, m_TalkIndex);
string RandomtalkData = TalkManager.Instance.GetTalk(id, Random.Range(@®, 2));

iLf (talkData == null)
{
QuestManager.Instance.m_QuestlId = :
if (1d == 3000 &5 !objData.isNeedTalk)
StationNpcInteraction();

m_TalkIndex = 0;

1sTalkAction = false;

objData. isNeedTalk = false;
UIManager.Instance.m_TalkPanel.SetActive(isTalkAction);
UIManager.Instance.m_TalkImage.DOAnchorPosY(-500, 0.75f).SetEase(Ease.OutQuad);
return;

}

Lf (isNpc && objData.isNeedTalk)
{

UIManager.Instance.m_TalkText.text = talkData;




public int m_QuestId;
Dictionary<int, QuestData> m_QuestList;

private static QuestManager m_instance;
A=

= = 1_

QuestManager.cs Of| A public static QuestManager Instance
HAE Id 2 List 2 2t2|shL|C}. { :

ge

{

if (!m_instance)

ey {
ol 2 oA : . .
MES —_r|-9_10|-M=,L|E|-_ m_instance = FindObjectOfType(typeof(QuestManager)) as QuestManager;

AZES A0l HAE |d & HEE £

XJ1 HAM  AbY| EEQ]| Q10| A Lf (m_instance == null)

y OO 1, 1
AZIER T2 3X] 52 }
Dictionary xI_E_—rl_ : return m_instance;

Debug.Log( "No Singletone 0b]");

X2 S Hatsh| M= A
rEoE o™= I'}" = OOHT vold GenerateData( )

= 3
SlA| B|O| S 2Lt SEMHOA F2 {
HOICH= AS L7 |
0|2t 2 JWHE A5 AFESI . }
public int GetQuestTalkIndex(int id)
{

m_QuestList.Add(10, new QuestData("0lE AFESt (H=H512).", new int[] { 1000 , 2000 , 3000 , 4000

return m_QuestId;

}
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LoadSceneAsync o H| 37| &
E2HRE I

Ef% A A0| 7t50t0q A EIRSLICE.
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IEnumerator LoadSceneProcess()

{

AsyncOperation op = SceneManager. LoadSceneAsync(nextScene)
op.allowSceneActivation = false; = & pd2

float tumer = -5f;
while (!op.isDone)
{

yield return null;
.f (op.progress < 0.3f)

progressBar.fillAmount = op.progress;

timer += Time.unscaledDeltaTime;

progressBar.fillAmount = Mathf.Lerp(0.3f, 1f, timer);

tf (progressBar.fillAmount >= 1f)

{
FadeInOutManager.Instance.OutStartFadeAnim(nextScene);
op.allowSceneActivation = true;
yleld break;




[System.Serializable]
Jl"ol *I*Eél J-.l.l_l'laj public class ObjectsInfo
I {
. H Xl =g public string h_dbjeétName;
4 4 Q —lE EC)I (1) public GameObject m_Prefab;
public int m_Count;

QHHME E2l2 QHMEE |nstantiate - Destroy &@A10| Ofk

List L} Queue S0 X%l AI25H= dAIQIL|CY. oublic class ObjectPoolManager : MonoBehaviour
{ static ObjectPoolManager instance;

Objectsinfo Se{ANA QEME S9| HE S5 &E[oIUSLICE

ASZEQ 2t HD 0| 0= Prefab O] U =X & =

D_II- %%EIJ QI:IX-IIEEol AHA—I Ajl. E_I.Ejl [[H_l?_o."
= 212 m_ObjectPoollist o] 2X}& HIYEE EOot FASLICE.

2 o N

2 20N RLEMESS S2|= U m_ObjectPoolList & AHSELIC.

[SerializeField]
Objectsinfo[] m_ObjectInfos = null;

lHeader("! ect ""I."!". Locatwon’ )]
[SerializeField]

*OEH TEEZ|Q X 0| & Transform m_PoolParent;

Tl e 2Lt d “" M-S LIk ! :

HSSHAM 28 =of |A|_||_-_|. public List<Queue<GameObject>> m_ObjectPoollList;
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4-4, QHHE E2 (2)

SEE& QHMEEZO| Count B2 Clone 2
m_ObjectPoolList 0| 'HHZL|C}.

EEI

L

QEHEQ| Count UF 2F H[ZYelS ot LIS
MMEl Clone 2 m_Queue 0 Enqueue 2 X&siL|Ct.

QHME FE&I9| Queue 0f|A Dequeuez
_Q_I:II-IIE = 7)-|L|-|0-| |-9.'c'>'|- §_0-||h

__I_
SIAE ©

DestroyObj &t+~2 = E3L|C}.

At SH

| M-

QBHEDJ} 9 tH Prefab O|{=X| HAHFL

STt QEMEE CHA| Queue - Enqueue 2 X{&st
H[gd3t A7|= g4 YLICt.

* ChoheeController.cs Of|A{
EANIE 445H0] AL g
A2t ObjectPooling

vold Start()
{
m_ObjectPoolList = new List<Queue<GameObject>>();
if(m_ObjectInfos != null)
for (int 1 = @; 1 < m_ObjectInfos.Length;
{

1++)

m_ObjectPoolList.Add(InsertQueue(m_Objectinfos[1]));

}
}

Queue<GameObject> InsertQueue(ObjectsInfo prefab_objectInfo)

{

Queue<GameObject> m_Queue = new Queue<GameObject>();

for (int 1 = 1++)

{

®; 1 < prefab_objectInfo.m_Count;
GameObject objectClone =

objectClone.SetActive(false);
objectClone. transform.SetParent(m_PoolParent);
m_Queue.Enqueue(objectClone);

}

return m_Queue;

}

public IEnumerator DestroyObj(float Seconds,

{

int PoolNumber, GameObject Object)

yield turn new WaltForSeconds(Seconds);
m Ob]ectpoolLlst[PooINumber] Enqueue(Object);
Object.SetActive(false);

GameObject SlashEffect = ObjectPoolManager.instance.m_ObjectPoolList[®].Dequeue();
Slasheffect.SetActive(true);

SlashEffect.transform.position = m_SlashPos.position;
SlasheEffect.transform.rotation = m_SlashPos.rotation;
Rigidbody bulletRigid = SlashEffect.GetComponent<Rigidbody=();
bulletRigid.velocity = m_SlashPos.forward * 20;

ObjectPoolManager. instance.StartCoroutine({0ObjectPoolManager. instance.DestroyObj(1.5f, 0,

SlashEffect));

Instantiate(prefab_objectInfo.m_Prefab) as GameObject;



void SettingGageCtrl(int Gage)
{
if(Im_SFX[®] &% 'm_BGM[®])
{
for {(int 1L = Gage; 1 < 6; 1++)
{
1t (m_SettingMenuNumber == 1)
{
1f{1 = 8)
m_SFX[1].sprite m_SettuingGageOfT;
else if (1 == Gage)
m_SFX[1].sprite m_SettuingGageOn;
else if (1 > Gage)
m_SFX[1].sprite m_SettingGageOff;
}

S
|.I:I:I'l Dl'l:-l' x'"ﬂ% ol'o:l else 1T (m_SettingMenuNumber == 2)
{
= e} R
I-Oﬂ [[l'El- }Ilolxlﬁ On / Off ?:lI-LlI:I'- [~ €1 OIB, [1, }] YR OIE if (1 =0) _ ;
[ Enter ] 2% m_BGM[1] .sprite m_SettingGagelfT;
else 1f (1 = Gage)
m_BGM[1] .sprite m_SettingGageOn;
else 1T (1 > Gage)
m_BGM[1] .sprite m_SettuingGageOfT;

=|0|07} &2AHE =51 void SkillGageCtrl()

A;I ( ;|.H|_E|. ) j_llolxljl_ x.l = Lll:l_ Y TEVTIVT, g int Curslash = (int)PlayerStats.Instance.Slash;

1T (PlayerStats.Instance.Slash == CurSlash && !m_PlayerSkill[@])
{

for {(int 1 = 1; 1 < 5; 1#+)
{
Dl-o I-||=lo|-| m_PlayerSkill[1i].sprite = m_SkillGage[@];

O|EI|I|2|- (*l‘-g—) Lf(1 == CurSlash)

m_PlayerSkill[CurSlash].sprite = m_SkillGage[2];

PlayerStats 2| Slash ¥
Slash AH[0]X|2t 5 &t 2t2
)

Slash A|0|X| 2} —.% 2L
Slahs A|O|X|ELC} =& 3t2
202t CHEA| AL .

I
(2 I Olulxlgl- (§Ix_-l) else 1f(1 < CurSlash)
1 kill[1]. ite = kill :
I OlﬂlIl% (Dl%lx_-l) m_PlayerSkill[i].sprite = m_SkillGage[1]




private void OnScenelLoaded(Scene arg@, LoadSceneMode argl)

Ox.l o E-I]I-IIOI& J-_I_I-E_ for (int L = 0; 1 < m_BgList.Length; 1++)

e L {
Debug.Log(arg®.name);
m_SceneName = arg®.name;
5 2 *I'—E— IﬁEél Lf (arg@.name == m_BgList[1].name)
BgSoundPlay(m_BgList[1]);
else 1f (arg@.name == "LoadingScene")
=
SoundManager.cs O|M AR ESS 2L Ct m_BgSound.Stop( );
}
m_ gl_|st[] 0'" MI_|9_| Olg I-;E% AI‘—S—E%% I:'c-:'IJ_'— ,{un void BGSoundVolume(float val)
M._Ol _IX-||EE| [[H EI|-I:|- 6"% M._'Q.l OIE% 7|-X=|2|- m_Mixer.SetFloat( "BGSoundVolume'
S2¢t 0[F2| Bgm = M/detLCt.
¢ void SFXSoundVolume(float val)
= . m_Mixer.SetFloat( "SFXVolume”, val);
A2ES 28l YD
SFXPIay —¢—0'" Eeoai- —¢— %E% Ol'O:I public void SFXPlay(string sfxName, AudioClip clip)
o O == A
Iélg-oﬂ [[l'El- B-J—l'EE xH%*l?EI —¢— %EE OI'%ELll:l' GameObject go = new GameObject(sfxName + “Sound"”);
AudiloSource audiosource = go.AddComponent<AudioSource>();
audiosource.outputAudioMixerGroup = m_Mixer.FindMatchingGroups("SFX")[0];
o o 4 O — . = o 4 audiosource.clip = clip;
*l-T'_'EQ-I EEOF }—xEE E‘I‘ Mixer = %OH }—xEEI:lI Lll:‘l'- audiosource.Play( );

Destroy(go, clip.length);
}

public void BgSoundPlay(AudioClip clip)
{

m_BgSound.outputAudioMixerGroup = m_Mixer.FuindMatchingGroups(“BGSound” )[0];
m_BgSound.clip = clip;

m_BgSound. loop = true;

m_BgSound.volume = 0.1f;

m_BgSound.Play( );
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https://youtu.be/SoN3IVONKro
https://github.com/Gilssom/Aura2 Test Project.qgit
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