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~11/3: VR 7|7| AFB8{ 87|, 0|$0|= X7 Z2HE Jju S0{7}7]
~10/27 : Unity[Create with VR] Project 2 2t &

~ 11/3 : Unity[Create with VR] Project 3 2t&
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Github(Link)

{» Code (9 lssues [ Pullrequests (¥) Actions [ Projects
o Jumong Private
¥ dev ~ Go to file

P Branches ) Tags

This branch is 35 commits ahead, 2 commits behind main.

o Dongho0424 Merge pull request #28 from jovid18/dev ..

[ Assets Add tree and texture

Packages Enemies Navmesh inserted

ProjectSettings Add tree and texture

[
]
[ .gitignare
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wsconfig Resolves conflict
README.md Initial commit
test1_pietis.txt test

README.md

Jumong

SNU VR/AR team project: Jumong

Add 3d useful sources(prefabs, model, mate...

@ Security

® Watch 1 -

i Contribute -

1hourago ¥%)76

1 hour ago
3 weeks ago
1 hour ago
3 weeks ago
last month
last month

last month

[+ Insights

% Fork 2 - 5 Star 0 -

SNU VR/AR team project: Jumong

[0 Readme
- Activity
¥ 0stars
@ 1watching
Y 2 forks

Releases

No releases published
Create a new release

Packages

No packages published
Publish your first package

Contributors 3

o Dongho0424 DongHo

HH jovidis Z5

@ pietis Junseo Oh

main repositoryS £11 Ct2 E0| forkstod
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https://github.com/Dongho0424/Jumong.git
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» (Game system : scene, map, object
 Player : arrow, bow, hand
* Monster : 0f|4ll, 4d, 0|F

» Optimization : A|IZ21}, §4h5, ofH Mgt
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12 AE ‘Bl - Game System

Scene

‘ Trigger button Gameover
__ ) __ ’ scene

level

choige . Castile HP=0
Intro scene Main scene

Time =0 )
) ) ) ‘ Gameclear
' Trigger button scene

Z} ZZ40f| 3¢H| Scene manager2 M Mgt




ZZ2AE B - Game System

Map

» Terrain 7|2 AF26I0 X4
- L} M water plane2 HiX|5t0{ Map design



1 2 A E Byl - Game System

Object
Arrow «— | Monster — Castle
Arrow: AHH| |1 Monster: Castle &2
\ Monster: 2AH Hp Zt4A Castle: & HP Z A

2} object0fl HE$t tagE F {510 2} object AtO[L]
interactions {19
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» Left controller9] Interaction H|A
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X2 AE B} - Monster
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* Intro scene0f|lM YHUZ HO|=F 1ol spawn x|+t S7 £H

* Mediumi} HardO|AM HAE SEAI7|1, Giante XS Ci2A 43

» X|’'g3t Box collidertlA randomet A{x[0| Moster Prefab& InstantiateoliA] spawn
 Terrain0lA] Navmesh g = bakeol1l NavMeshAgentE O|Edolf 4= HZ|A &t

» Ao colliderE A5t efdE K| 1, 6= 0| Destory A&



T2 M E By} - Monster

OHL|t[0] 44

e MixamoOj|A] 2AE 0| 2= animationS CFR2E 610 ML

* AnimatorZ 0|86}l running SEHOIM it H=olH attack, =AE7t AlUoIH death= Fet
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Skybox AX| QHH| MX]
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AY =/710| &= Scene Image




T2 A E Hi} - Optimization

Sound

mio1=0 DEE
public static AudioManager instance; // Singleton Pattern /7 HIO] = =
oo IEnumerator FadeOut(AudioSource audioSource, float duration)
vold Awake() {
{ - _ float startVolume = audioSource.volume;
// Singleton INE & | ’ : \
if (instance —— null) while (audioSource.volume > @)
LY - .,

I _|'
{ L
instance = this; audioSource.volume -= startVolume * Time.deltaTime / duration;
OnLoad ( ect): /7 1 FMEF A b2 UCE 4F -
DontDestroyOnLoad(gameObject); // # HEF Al LIZA] 225 £34 yield return null;
else S
{ audioSource.5top();

Destroy(gameObject); audioSource.volume = startVolume; // V| =ESE &H

Singleton= 08510 Scene 2] H0|S O} 512
Hi 3=5240] Thaf=|X| 11 =9 AB|2 0I5t EmELS
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ZFEAE Hy} - Optimization

321 28
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