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if (Stagel _Clear == true)

Hint_trigger. Sethctiveltrus);

if [HiddenClear_Counter == 3)

{
¥

StageZ Hidden = true;

if (Clear_Counter == 3 &% HiddenClear_Counter < 3)

{
¥

if (Stagel_Hidden ==

{

FinSt ageDoor . SetBool { "Open”, truel;

true &% Stage? Hidden == true && ClearYet == true)

anotherFinDoor . SetBool { "DoorOpen™, trus);

Talk_Pannel .Setéctivel(iru=);

Clear¥et = false;

plaver_Text text = "SI= Bf2| 2 EZ20] Z&CH " + "#n

if (Input . GetKevDown(KevCode, Escape) )
1

¥

Talk_Pannel . Set&ctivelfalze);

20| E - ¢

— =
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— StageManager.cs

EZ 1M
yoid Stagell)
i
SAAPAFEREZE FEERED 13E A 1B E2|F
if (WinterCounter == 13}
WinterCounter = 1.

if (SummerCounter == 13)
SummerCounter = 1:

if (FallCounter == 13}
FallCounter = 1.

if (WinterCounter == WinterClearCount && SummerCounter == SummerClearCount &2 FallCounter == FallClearCount )

i
StageloorTrigger[0] . GetComponent<énimator=( ). SetBool{ "Moveln™, truel:

Stagel_Clear = frue;

}

fEls BElH 2H
if (WinterCounter == & && SummerCounter == 3 &% FallCounter == 6 &8 SpringCounter == 12}
i

StageloorTrigger[0]  GetComponent=animator=( }.SetBool{ "Moveldn™, truel:

Stagel_Clear = true:

Hidden_Openi true;
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A
1 = — — StageManager.cs

HZ 19 _—
void Stage2() if(MissionZ Clear_Counter == 4)
{ Clear _Countertt;
HH HF MissionZ_Clear_Counter++;
if(Mission! _Clear_Counter < 0)
{ if (HiddenClear_Counter = 0)
o R . . C ot 1
= <
Eor( 1 =0; i < Figure_Objects. Length; i++) Ml ddenClear_Colnterss:;
kI
Figure_Objects[i].transforn.position = Figure_Objects_Position[i]; ?'SE
} HiddenCl ear_Counter = 0;
kI
Mission _Clear_Counter = (; b
} ilailtd
if (SpringCounter == 13)
SpringCounter = 15
if (Mission! _Clear_Counter == 3) }f (SpringCounter == SpringClearCount &8 WinterCounter == 4 && SummerCounter == 8 && FallCounter == B)
{ Clear _Countert+;
Clear_Countertt;
Mission! Clear Counter++; //32uf A% Z2b7p7| m=of T =2 317 #ls =AE =d, Ballo|35 & porinabanter -
SummerCounter = 0;
if (HiddenClear_Counter == 2) Fal ICounter = 0;
{ . i f(HiddenClear_Counter = 11
HiddenCl ear_Counter++; {
} HiddenCl ear_Counter++;
I
else ol se
{ {
HiddenCl ear_Counter = 0; ! slecalilen Lebtar =
I 3
}

2 E|0|X] 2
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@ Unity OA[R] | 2= 024
private void Or

{

(Collision other)

iflother .gamelbject == plaver)
1
. if (Push_Ul.activelnHierarchy == false)
1

i Push_Ul .SetActive(true);
¥

if (Input.GetKeyvDown (KeyCode F))

{

AudicManager . instance . SF¥Play("HE 4-2|", clipl0]);
Stage01_ButtonTag_Event() ;

h
@ Unity OIAIRN | &= 021
private void (I

1
}

(Collizion collision)

Push_Ul .SetActive(false);

bj

ect.cs

\?)I_é éggem _ButtonTag_Event ()

{ if ( .gamelbject . tag == "WinterBook ")
{ stageManager .WinterCounter ++;
]%Ise if(Object_Button.tag == "SummerBook ")
}
?Ise if(Object_Button.tag == "AutumnBook "}

stageManager . SummerCounter++;

. stageManager .Fal [Counter++;
¥
else if(Object_Button.tag == "SpringBook™)
{

: stageManager . SpringCounter++;
}

else

{

| print( .gamelbject . tag);
X

2E|0|X| 1
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TUNITY = SLARN 4 oA M1 U

_—-_||:.|ul-:|li|::'|::lasa Clock @ MonoBehayiour

{
[Ranae(0, 331
Fublic int seseason_Mmber = 0; 7/ 0=28, 1 =HE, 2 =715, 3 = HE
public Animator Clock_animataor:
publ ic StageManager Stage_manager.
A4 Update is called once per frame
rUnity MEAIE [ &E 0
= void | i)
{
i F{ seseason_Mumber == 0)
Clock_animator.Set Integer] "ClockCount™, Stage_manager.SpringCounter );
if (seseason_Mumber == 1)
Clock_animator.Set Integer( "ClockCount™, Stage_manager . SummerCounter )
if [seseason_Mumber == 23
Clock_animator. et Integer "ClockCount™, Stage_mamager.Fal ICounter )
if [seseason_Mumber == 3)
Clock _animator. 2et Integer "ClockCount”™, Stage_marager.WinterCounter )
i i
1

AH|O|X| 1
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Unity M AR |EFE 04
private woid | ]
i

if (stg_Manager Mission2_Clear_Counter < 0)

sta_Manager .MissionZ_Clear_Counter = O

gE

— Chairs.cs / Stage2_Collide_Mission.cs

1
i £ My_Mumber == 13

if {collision.game0bject .name == “Cylinder” )

if{sta_Manager .Missionl_Clear_Counter == 0)

i 1
st9_Mamager Missionl_Clear_Counter++;
i sta_Manager Mission?_Clear_Counter == 4) stg_Manager .Figure_Objects[0] . transform.position = new Yector3(-100, -100, -100);
1
Chair.SetBool(~Active™, falsel else
i
3 stg_Marager . Missionl _Clear_Counter = -1:
i
Unity BAIT |21 oF -
private woid 0Of (Collision other}
if (other.gameObject .CompareTag( "Plaver” }) {if(Hv-Nunber =2
i (Input . GetKeyDownd KevCods . F ) DEsl Ve e S JEded s TELEeT)
bt ive_Chairt if (stg_Manager Missionl_Clear_Counter == 2)
1
if (Chair_number == 1 |1 Chair_number == Chair_number == 6 11 Chair_number == 3) //ZE% sto_Manager Missiond_Clear_Counter++;
stg_Mamager . Figure_Objects[1].transform.position = new Yectora(-100, -100, -100%
if {Chair.GetBool{"Active™) = true) /F ZEd3}
{ else
sta_Manager .Mission2_Clear_Counter++; {
T st9_Mamager Missioni_Clear_Counter = -1:
elge if (Chair.GetBool( "Active”) == false) //H|ZRE =
{
sta_Manager.Hission2_Clear_Counter—; 1
}
}
} ' IF(My_Number == 2)
} if (collision.gamelbject .name == “TriBo:")
;iriat_e_ O] fE e E R if (sto_Mamager Missionl_Clear_Counter == 1)
{ { .
iF{Chair.GetBool{ “Active™) == false) stg_Manager Missionl_Clear_Counter++
{ stg_Manager . Figure_Objects[2] . transform.position = new Yector3(-100, -100, -100%
Cha.ir.SetBool{ Active™, truel; j
else
else if{Chair.GetBool("Active”} == true) 1
i sto_Manager Missioni_Clear_Counter = -1:
Chair.SetBool "Active™, falssl H
H
1 }
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