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uni 1. MAWSSN Unity 6 uaziasgulsiond
unn 2: PanuuuoNtnu 2D ddg Tilemap

» Uni 3: msAdUANGa:As 2D

unn 4: S:UUIAUIKSETY La:FAas

unn 5: ssuuMmsciog

unn 6: s:uu Ul ua: HUD

unn 7: Build tnuoanulkLlaussy
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(F g depa>
Auauuananuov GameObject

wWunadavwan

e GameObject BuAUTuUWeY "ABUINUIUDS" 310 a AlUTsUSIVKEDWOANSSL
e MSO:MIKUU “"DUs:Tosu” Aoolwu Component 1ONU

mviuniu Component

e (o1 Component AUNIS:

o Transform (NN GameObject Apolldud): MKuachukuv (Position), MsKYu
(Rotation), uazuuna (Scale)

o Sprite Renderer: Mtk GameObject uaavwatdumw 2D

o Rigidbody2D: MiK GameObject QNAUANADEWANS 18U USVTUUGDVKSD
Mssu

o Collider2D: Wasdodoumssuiuiandu

o Script (C#): ldwnanssulawiAtsImKuQLDY



(F g depa>
Auauuananuov GameObject

danguuin

e GameObject nlvawisnld Component Tdkaiedd 1WaSOUATUAUUACTY
lWadunNu

e BU “Ada:ASHLAU” DIDD:

Sprite Renderer » udavnmwdada:As

Rigidbody2D - ndounmuwand

Collider2D —» aso>odunissu

PlayerController.cs » TAnanduAumMsitau/ns:laq
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WSsungulAtovhe

e GameObject = Husudwan

e Component = Sudou / Twqa Ats1GadOIWU 13U NdDY, 1WU, 8D, S:UU
ADUAU

e MU Component » GameObiject d:liMo:lslag

e i Component » GameObiject p:5UG "KhA" cUAtENTU

Add Component
al
Component

Animation

Audio

Constraints

Effects

Event

Input

Layout

Mesh
Miscellaneous
Navigation
Physics 2D
Physics
Playables
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CFOD“M depa>
nuAuMSsLAadUlnd (Character Movement)

AordlodAuNMIRdIazAsHlduainisa “1Gu nstlaa Ksonaoulko” Tdmunis
nadu tsuAldumwiavagiuain

miudovlsansda

- Unlty ds:uuwWandua: Input Tudd uddiazasd:lig51ddv “Laudie-uo” KD
‘ns:laaiiiona Space” dusiluidsuldauaniiu
-  aasuadvmnkinnldu “auav” ASuAmDINAgUDSa/»08 » wavidumsinanulkd

KanNISMvVIU

- Su Input »ngitdu (wWu naduanAssre/uc KSadu Space)
- thARlaTUWasun s (VeIOC|ty) vova:AsHiu Rigidbody2D
- asjoasudauluwiAy wu auuuwuua:moa.ns.too!o



CF,D“'OC depa>
nuaumstAaaulnd (Character Movement Script)

avAaUs:naunaniulaa

= (OudsAuAUMUIS) - thddazastadaaunluiSs/sunuly
=  msasddaauwu - Uovnuns:laasonaivoime
-  msm Flip » Kudda:AsmuAAfiGu

- Animation Trigger -» Wasu Animation (Idle, Run, Jump)

20 PLAYER MOVEMENT
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Qunity  —
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uni 3: msAduADGIazAs 2D
aviJom (Hands-on Practice)



