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Abstract

To determine if beginners can create games and to spark interest in game development among many people, we
conducted research on the feasibility of game creation by novices. First, we developed a game and had our
classmates and underclassmen play it. We then created a website for promotional purposes and conducted a
survey to gather opinions on whether beginners could create games. The survey results showed an increase in
positive responses compared to before our presentation. Based on these findings, we conducted that beginners

can indeed create games.

Key word: creating video games, web site, survey
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3.2.2 Unity Y —A=—R

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class PlayerController : MonoBehaviour

{
Rigidbody2D rbody; //Rigidbody2DT % %k
public GameObject mainImage; / /B % DGameObject
float axisH = 0.0f; /I AA
public float speed = 2.0f; [/ FEENRE
public float jump = 1.0f; [12o%2T A

public LayerMask groundLayer; //EHiA[REL A ¥ —
public float ScaleX = 2.5f;
public float ScaleY = 2.5f;

bool goJump = false; /1% TEARF
bool onGround = false; //HEIZII > TULVAF

public static string gameState = "playing"; //~—LJIKEE
public int score = 0; v =4

// Start is called before the first frame update
void Start()

{
//Rigidbody2DER#%
rbody = this.GetComponent<Rigidbody2D>();
gameState = "playing"; //%7—LH

¥

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

{

hY



if (gameState != "playing")

{
return;
}
/IKEFBEARFTVY
axisH = Input.GetAxisRaw("Horizontal");
//TAIE D%
if (axisH > 0.0f)
{
E=T:Z)
Debug.Log("AFEI");
transform.localScale = new Vector2(ScaleX, ScaleY);
}
else if (axisH < @.0f)
{
/1 E%E
Debug.Log("EFE");
transform.localScale = new Vector2(-ScaleX, ScaleY); //ERRER
}

11T AN—v0 T
if (Input.GetButtonDown("Jump"))

{
Jump(); //woT
}
}
void FixedUpdate()
{
if (gameState != "playing")
{
return;
}
/ /i EHITE

onGround = Physics2D.Linecast(transform.position,
transform.position - (transform.up * 0.5f),
groundLayer);

if (axisH != @)

{
//HE®DE or #BEH
[/ REREH

rbody.velocity = new Vector2(speed * axisH, rbody.velocity.y);



if (onGround && goJump)

{
//HED ETO v TR
/1% TEED
Debug.Log("U¥>2T 1 ");
Vector2 jumpPw = new Vector2(@, jump); [/o% o TEIEBRIRL
rbody.AddForce(jumpPw, ForceMode2D.Impulse); / /BRSO 5
goJump = false;
}
else if (goJump)
{
goJump = false; //P¥2TFfRRR
Debug.Log("O¥ U THERR");
}
}
[15%0T
public void Jump()
{
goump = true; //J¥TF
}
/ /&R B
void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.tag == "Clear")
{

Clear(); /17 —L9)TF
Debug.Log("FINHIE");

}
else if (collision.gameObject.tag == "Dead")
{
GameOver(); //7T—LA—i\—
Debug.Log("FET-HIE");
}
else if (collision.gameObject.tag == "SpaceDebri")
{
/]| AR—RTT)
//ItemDataBRis
ItemData debri = collision.gameObject.GetComponent<ItemData>();
Yy =4t

score = score + debri.value;

/ /HIBR

Destroy(collision.gameObject);



}
else if (collision.gameObject.tag == "UpMark")

{
ItemData IntUp = collision.gameObject.GetComponent<ItemData>();
Vector2 jumpUp = new Vector2(@, IntUp.IntUp);
rbody.AddForce(jumpUp, ForceMode2D.Impulse);

}

}

//3—)b

public void Clear()

{
Debug.Log("2U7 !'");
gameState = "gameclear";
GameStop(); //7—LALfFLE

}

/17T =LA —i\—

public void GameOver()

{
Debug.Log ("7 —LFA—/N\—1");
gameState = "gameover";
GameStop(); //7—LfFLE
// ====================
/17— LF—N—8H
// ====================
[1TLAY—HIEHE
GetComponent<CapsuleCollider2D>().enabled = false;
GetComponent<CircleCollider2D>().enabled = false;
Invoke("Invisible", 0.1f);

}

/17— LiELE
void GameStop()

{
//Rigidbody2D%HER>T<L%
Rigidbody2D rbody = GetComponent<Rigidbody2D>();
/| EEZeIL TiaHlfELE
rbody.velocity = new Vector2(e, 90);
}

void Invisible()

{

mainImage.SetActive(false);



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class ItemData : MonoBehaviour

{

JL =
X JE

1; /1 BHIE
>;

public int value
public int IntUp

|

// Start is called before the first frame update
void Start()

{

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

{

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;  //UIIC@HE

public class GameManager : MonoBehaviour

{
public GameObject mainImage; / /B % FDGameObject
public Sprite gameOverSpr; //GameOverE/{&
public Sprite gameClearSpr; //GameClear&E/{%
public GameObject panel; //INRJL

public GameObject restartButton;//!)RA—kHRE2
public GameObject nextButton; //HRHZARKREY

Image titleImage; //EHERRPDInageaR—F2b

/ /B I R 1B 0

public GameObject timeBar; [/ FFERRAA—D
public GameObject timeText; / /BRI TE R
TimeController timeCnt; //TimeController



public AudioClip GameStart;
public AudioClip GameOver;
public AudioClip GameClear;

// Start is called before the first frame update
void Start()
{

/ /B IER TR

Invoke("InactiveImage", 0.1f);

/1IN JVIER TR

panel.SetActive(false);

/ /s HIBRE AN
//TimeControllerERf§
timeCnt = GetComponent<TimeController>();
if (timeCnt != null)
{
if (timeCnt.gameTime == 0.0f)

{
timeBar.SetActive(false); //#IFRBREZLAGSET

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

{
if (PlayerController.gameState == "gameclear")
{
/1T—LDITF
mainImage.SetActive(true); //EE R~
panel.SetActive(true); //INRILETR R

[/ RE—NE

Button bt = restartButton.GetComponent<Button>();
bt.interactable = false;
mainImage.GetComponent<Image>().sprite = gameClearSpr;
PlayerController.gameState = "gameend";

/ /BRI RR B AN
if (timeCnt != null)
{
timeCnt.isTimeOver = true; //BifEEHAIELE
}
AudioSource soundPlayer = GetComponent<AudioSource>();
if (soundPlayer != null)

{

B
a
s

ailt



soundPlayer.Stop();
soundPlayer.PlayOneShot(GameClear);

}
}
else if (PlayerController.gameState == "gameover")
{
/1T —LF—iN—
mainImage.SetActive(true); //EE R~
panel.SetActive(true); //INRILRT
ESZFIS )
Button bt = nextButton.GetComponent<Button>();
bt.interactable = false;
mainImage.GetComponent<Image>().sprite = gameOverSpr; //BE{EFET~
PlayerController.gameState = "gameend";
/ /BRI RRE AN
if (timeCnt != null)
{
timeCnt.isTimeOver = true; //EffE5HEZ1E
}
AudioSource soundPlayer = GetComponent<AudioSource>();
if (soundPlayer != null)
{
soundPlayer.Stop();
soundPlayer.PlayOneShot (GameOver);
}
}
else if (PlayerController.gameState == "playing")
{
/17— L

GameObject player = GameObject.FindGameObjectWithTag("Player");
//PlayerControllerERfg

PlayerController playerCnt = player.GetComponent<PlayerController>();
/ /BRI BR & AN

/ /BT
if (timeCnt != null)
{
if (timeCnt.gameTime > 0.0f)
{
/1 DBEYIET
int time = (int)timeCnt.displayTime;
/ /BT
timeText.GetComponent<Text>().text = time.ToString();
/134 LF—1\—

if (time == 09)
{



playerCnt.GameOver(); //%7—LFA—/\—

}

//EHRIER T

void InactiveImage()

{

mainImage.SetActive(false);

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class EnemyWalk : MonoBehaviour
{
public float speed = 3.0f;
public string direction = "left";
public float range = 0.0f;

float coolT = 0.1f;
float times = 0.0f;
bool change = true;
public float Xscale = 0.1f;
public float Yscale = 0.1f;

Vector3 defPos;

// Start is called before the first frame update
void Start()

{
if (direction == "right")
{
transform.localScale = new Vector2(-Xscale, Yscale);
}
defPos = transform.position;
}

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

{

12



if (change)

{
if (range > 0.0f)
{
if (transform.position.x < defPos.x - (range / 2))
{
direction = "right";
transform.localScale = new Vector2(-Xscale, Yscale);
Col();
}
if (transform.position.x > defPos.x + (range / 2))
{
direction = "left";
transform.localScale = new Vector2(Xscale, Yscale);
Col();
}
}
}
if (times > 0.0f)
{
times -= Time.deltaTime;
if (times <= 0.0f)
{
times = 0.0f;
change = true;
}
}
}
void FixedUpdate()
{
Rigidbody2D rbody = GetComponent<Rigidbody2D>();
if (direction == "right")
{
rbody.velocity = new Vector2(speed, rbody.velocity.y);
}
else
{
rbody.velocity = new Vector2(-speed, rbody.velocity.y);
}
}
//
private void OnTriggerEnter2D(Collider2D collision)
{

if (change)



if (direction == "right")
{
direction = "left";
transform.localScale = new Vector2(Xscale, Yscale);
Col();
}
else
{
direction = "right";
transform.localScale = new Vector2(-Xscale, Yscale);
Col();
}
}
}
private void Col()
{
change = false;
times = coolT;
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class ChangeScene : MonoBehaviour

{
public string sceneName; /&R —2%
public AudioClip Button;

// Start is called before the first frame update
void Start()

{

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

{
}
/1R HAH

14



public void

{

Load()

SceneManager.LoadScene(sceneName);
AudioSource soundPlayer = GetComponent<AudioSource>();
if (soundPlayer != null)

{

soundPlayer.PlayOneShot (Button);

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CameraManager : MonoBehaviour

{

public float leftLimit = @.0f; //ERR
public float rightLimit = @.0f; E=1
public float topLimit = @.0f; // LBRR

public float bottomLimit = 0.0f; // TFRR5

// Start is
void Start()

{

called before the first frame update

// Update is called once per frame

void Update(
{

)

GameObject player =
GameObject.FindGameObjectWithTag("Player"); //FL AV —iE40
if (player != null)

{
if (
{

PlayerController.gameState == "playing")
/1A DEFERZR

float x = player.transform.position.x;
float y = player.transform.position.y + 2;
float z = transform.position.z;

/ /&R H

/I ERTEEFIR

if (x < leftLimit)

{

X = leftLimit;

15



}
else if (x > rightLimit)
{
X = rightLimit;
}
/ /#it = HA
// E T ¥ EHIR
if (y < bottomLimit)
{
y = bottomLimit;
}
else if (y > topLimit)
{
y = topLimit;
}
//Vector3{ERK
Vector3 v3 = new Vector3(x, y, z);
transform.position = v3;

g
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https://www.meti.go.jp/statistics/toppage/report/minikaisetsu/hitokoto_kako/20231006hitokoto.html
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https://www.meti.go.jp/statistics/toppage/report/minikaisetsu/hitokoto_kako,/20210721hitokoto.html
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