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public Enemy[] m_enemyPrefabs; // B/ L/ \J%=EIET BE5
public float m_interval; // HIRRSME (#2)

private float m_timer; // LIRS A T TEBIET 251X —
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private void Update()

{
[/ BRIAZT BT I —FEMI D

m_timer += Time.deltaTime;
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if (m_timer < m_interval) return;
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m_timer = @}

/] HIRY BRE S A LICRET D

var enemyIndex = Random.Range(®, m_enemyPrefabs.Length);

/] HIRT ZWOT L)\ T =EFIH SENET B

var enemyPrefab = m_enemyPrefabs[enemyIndex];
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var enemy = Instantiate(enemyPrefab);

/] BEBEENDEOUBICHIREE IS VI ALCRET S
var respawnType = (RESPAWN_TYPE)Random.Range(
8, (int)RESPAWN_TYPE.SIZEOF);

/] BERETD

enemy.Init(respawnType);
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public class Score : MonoBehaviour

{

I

int score = @;
GameObject scoreEmpty;

public void AddScore()

{
this.score += 100;//socore?1e8/lE

}

void Start()

{
this.scoreEmpty = GameObject.Find("Score");

}

void Update()

scoreEmpty.GetComponent<TextMesh>().text =
"Score:" + score.ToString("D4");//score=FE
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public class GameOver : MonoBehaviour

{

}

GameObject gameOverEmpty;

public void AddGameOver()

{
gameOverEmpty.GetComponent<TextMesh>

().text = "GameOver";//GameOver(DS{ T &
b

void Start()

{
this.gameOverEmpty = GameObject.Find("GameOver");
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