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public override Status Evaluate()

d

if(distanceToPlayer > respawnDistance)//I4Z

JIEUOIH =tel H2| =2l

float distanceToPlayer = Vector3.Distance(shaman.transform.position,

ZHAH

shaman.player.position);

2l A=A, O AR2IH A IDLEZTER 2 =ICt.

int maxAttempts = 18;//¢H S

il
:

int attempts = 8;
MavMeshHit hit;

while(attempts < maxAttempts)//AlT HEH & =

1

FAE I FEF AZ

AR

Vector3? randomDirection = randomDirection.insidelUnitSphere * respawnDistance;

randomDirection += shaman.player.position;

//SamplePosition M| .A

=E MESHH M respawnDistance WA EMEHH HH

FAE FH=CF.

if(MavMesh.SamplePosition(randomDirection, out hit, respawnDistance, NavMesh.AllAreas))
4
shaman.transform.position = hit.position; // U400 FAZE HE HAZE 2|~E.
shaman.agent.ResetPath(); // 2IEZ 2 & ==t
hasRoared = false; // Z& Z&Ef Z=2[&F
return Status.Success; // 222 = Idle &EfizZ ME
}
attempts++;
}
shaman.agent.ResetPath(); // 0l= = Al
hasRoared = false; // Z& &E =2
return Status.Success; //FEE FHAIZE StA ==t 3F, M FAHM Idle el F A

shaman.agent.SetDestination(shaman.player.position);

« =400 =4 7t H2 0[F p 0lH0|= HE K= 0|5 = Z=2|0|0{E 7|CHE L.
« 7|& A= : NavMesh.SetDestination)2 2 HH {{X|Z 0|S38IH FailureE Etet {
Ho Ot AMIfZ QIASHY IDLE AEfZE MetELCE,
public override Status Evaluate()//ZH 0| H2tE] H2| =2
{
float distanceToPlayer = Vector3.Distance(shaman.transform.position, shaman.player.position);
if(distanceToPlayer > respawnDistance)//L{52 WHAIH =HHF A= 0|=5tH HI|5t== THC.
{
NavMeshHit hit;
Vector3 randomDirection = Random.insideUnitSphere * respawnDistance;//UH[OIAl F 2] H&E iy P2+ * He|
randomDirection+=shaman.player.position;//NavmeshZ| 2| MEZF F A= 0l =.
if(NavMesh.SamplePosition(randomDirection, out hit, respawnDistance, NavMesh.AllAreas))
{
shaman.agent.SetDestination(hit.position) §//2HE 2| A1 JF == Al SHE &A4Z 0[5tH CHD].
hasRoared = false; // 2= &lEf Z=J|Zf
return Status.Failure;
; )
}
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rivate void FindSoldiersPosition(Tilemap tilemap)//Z Al FSIE2 A& HAZE ZH=C). o o -
; ’ - - 2t £7(2t AZ X|H2 o4 &t Sf TR E] 10240 ELICE
//BoundsIntz F= EtZMY LHel FEE cell EHZ= LIEIHE O ME. 2} cell2 GHLIE| tileZ LIEFALCE. v
BoundsInt bounds = tilemap.cellBounds;:
foreach(Vector3Int pos in bounds.allPositionsWithin)//ASHIAIS FAIEIZ0H M BHA] 2t FIAIE ZH=C Z} SIEFEE 10719 X7|9tE Layers 225ty 2h2|5tH s &
1
i-F{tilerrap.HasTile{pc-sj}l o
d
availableTilesForSoldiers.Enqueue(pos);//EIZ = E FHl &E.
Debug.log($"availableTilesForSoldiers.Count = {availableTilesForSoldiers.Count}™);
1
I
if{availableTilesForSoldiers.Count == @ )
{
Debug.LogWarning(“No Available Tiles found in soldierPlacelayer™);
)
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public static class DOTWeenUIAnimation,

|£H.|blic static void PopupfAnimationInUI(GameObject obj, Vector3 beforeEndValue, float beforeDuration, Vector3 aftertAndValue, float afterDuration)
i
JAUT EEO E OAHIECH #dl 222 E0t2= 20 A= FE OA=E. UI2 w, hat0l SE§HA 2E =, vigl 232 U2 Vecter3Z MMHEA =M F=Ct.
var seq = DOT'.-.Iee-1.Sequen-:e();l
seq.Append(obj.transform.D0Scale({beforeEndValue, beforeDuration));// & HAl= 51
seq.Append(obj.transform.D0Sc ale{a-Fter“tAnd‘ualue, afterDuration));// CtAl HLEHZE ZI=S0t2= 510,

Jiuig] 2EEAHE0 R HAM, & HA=s U 28 288 =0 0lE 2% ==» 0|2 = beforeEndValueE UIZDECH &Y =01, beforeDurationE 0fF T

[—

v

DOTWeenUIAnimation.PopupAnimationInUI(dutyPanel, dutyPanel.transform.localScale * @.2F, ©.881f, dutyPanel.transform.localScale,

~ 5|53} + I JHEN + A H4N B4

8.2f);
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SOUND CHECK EDITOR

EXPLORE AND STREAM SOUND RESOURCES CONVENIENTLY IN YOUR EDITODR,

WITH FREESOQUND AF|

SoundCheckEditor

Unity 7|2t Freesound APl S AR HM &3
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@ Sound Check Editor - O x

Isear‘c:hl[guer‘yr = EditorGUILayout.TextField("Search Sound Effect”, searchQuery);l/ 21240 2l =
=

Search for Sound Effect You Want

private async void SearchSound(string query)// Freesound2| apil|2} 22 H2IE AE5IH apiRH E 2 AIREE M, UHASH GI0IE{H et SHZSZ RL 44, 2=

stem uses the API from https asound.org W {

W To use this tool, You need to get the A {ey of freesounds issued. CheCkﬂleeyvaildatlon ( ) ;Jf-"rﬂ‘p]: KEY Srig g "J"‘l— :I‘:@ .
if(string.IsNullOrEmpty(query))//F 2|0t H| QI CHH O

)
L

ic

EditorUtility.DisplayDialog("Empty Query", "Please enter Query in blank.", "OK");

return;
1
J
|str‘ing encoded@uer*z = _Httput il itz,UrlEncodegrium:{-z |
Unity O|C[EO|M AFRE BM /* H2l= RLEEZ A&£E 02, S2ALE 20| ZEE F2E H|IFH KRLZ A0 22.
C#2| System.Web(| 2= HttpUtility. Ur‘lEncodei AFE. Ol S8 MB2t2 S& 27, 24 22 52, 22 =W S ZA|
HEHO AREE cco2td|HM A8 EEE, apisthi| Z2|7 url2 EES5IH RESII| FHoll Z2|7 Wet0|E F:IH*/

reesound fvar request = new HttpRequesthssage(Httpl-—‘i-z‘thcd.Get, url);¥/ HttpRequestMessage Z4AH| o S 21 dlH &3
request.Headers.Add("Authorization”, $"Token {apiKeyl}");
await FetchSoundData(request); // =W & urlE freesound G|0|E{E HM6t= HMES. HOIAl 0lF Al A=

‘> N string url = $"https://freesound.org/apiv2/search/text/?query={encodedQuery}&filter=1license:(\"Creative Commons @\")&fields=id,name,previews,username";

[

HAMO 2| QIFE =F Freesound MHZE 2K
[ SZt 22| ]

e OnGUI()OIA APIO| HTTP QS B4 2|2 ¢

Open in Browser
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o 2|0 EFZAtLE SHO| ZRE|O] UAS R LFI YA = JA2B = HttpUtility.UrlEncode2 Q12 FRIL|CH,

Open in Browser

o J¥X 0|0 HMeto] gl= CCO 2ol A AFRERE HEE 5t AF2=9] D, 0| F, DIE|=7] 24, H2H HE FHE2F &H URLO & 4ehL(Ct,

Play Preview

— e HttpRequestMessage ZKE Mstn o1F HEE o F7tet 2, H|S7| @™ E I8 FetchSoundData()oll M E&LICE
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API 23 % SE

(2) HTTP X F& 8! SE HE|, of|2] 2HEE 7|58 LSt SLICH

private void HandleApiError(HttpResponseMessage response)//fapi?| 02 #H=
{
string errorMessage = $"API Error : {response.ReasonPhrase}”;
°
switch (response.StatusCode)//2IS2F Al

1

| case System.Net.HttpStatusCode.Unauthorized: ||

errorMessage = "Unauthorized: Your API Key might be invalid or expired.”™;
break;
case Sv5tem.Net.kttEStatJSEDge.Fohbiggen:|
errorMessage = "Forbidden: You do not have permission to access this resource.”;
hPeakJ

= Tt M= [glE]

APIO| HTTP RS 22 SE HI0|EH S Zotet M Z2utE X2

Debug.LogError{errorMessage);
EditorUtility.DisplayDialog{"API Error”, errorMessage, "OK");

private async Task FetchSoundData(HttpRequestMessage request) //EM &l URLE freesound HIOIEIE HISYYE2SZ JHH2= HMHE.

try

{ isSearching = true;//24 AlZEH, HTTP Q& HME=Z JSLHE HMOE.
progress = 0.0f;
progressMessage = "Sendig Request...";

fHttpResponsellessage response = await client.SendAsync(request); J/HIS2IESZ HTTP GET &
progress = d.5t;

progressMessage = "Receiving data...";
if (response.lsSuccessStatusCode) // QA0 AZHM =7 =&
{
fstring jsonResponse = await response.Content.ReadAsStringAsync(Jf//S &2 JsoN EAMEE H=Ct
progress = O.5F;
progressMessage = "Parsing data...”;
I soundResults = Paf‘seSouhdResultS{jsonﬁesponse);IHSOI-! =AEE Lra§y J4 20 228 GMI0IE
progress = 1f;
progressMessage = "Complete!™;
h
alse
.{
HandlefpiError(response);
h
}
catch (HttpReguestException e)//283 &I Al
{
Debug.LogError($"Error fetching sound data: {e.Message}");
EditorUtility.DisplayDialog(“API Request Error”, $"Error fetching sound data: {e.Message}™, "O0K");
}
finally
1
isSearching = false; // 24 ZE
progress = @f;
progressMessage = "7;
¥
}

ound

[freesound.org

of freesounds is:

‘four API Key has been saved successfully,

<o) Uhauthorized: Your APl Key might be invalid or expired.

UnityEngine.Debug:LogError (object

Unauthorized: Your API Key might be invalid or
expired,

Ok

Please enter Query in blank.

Ok
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private List<SoundResult> ParseSoundResults(string json)//freesound APTI SEE

I
I

gt gt 34 21

i
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rr
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if (string.IsNullOrEmpty{json))//api S
{

SOl empty?l ZFE X

GIOIEl REH HEZ --> jsonlld ANl api
Debug.LogError("API response is empty.");
EditorUtility.DisplayDialog("API Error”,

return new List<SoundResult>();

"The API response is empty."”, "OK");

try

{

//ISON 2 AE E FreesoundSearchResult 2R E H2H,

var searchResults = JsonConvert.DeserializeObject<FreesoundSearchResult>»(json);
if (searchResults == null || searchResults.results == null || searchResults?.results == null)

{

Debug.LogError("No search results found or invalid JSON structure.”);// 238 Z2 2t 2L json 2 R
return new List<SoundResult>();//2 2|2E8 HIEZEE FI(},

1
J

J/CHEHIOI A 2F 01F WOl AlSl URL & H
nextPageUrl = CleanUrl{searchResults
prevPagelrl = CleanUrl{searchResults

List<SoundResult> results = new List<SoundResult>();

.next);
.previous);

foreach (var sound in searchResults.results)// 2% Z0 2|~EE& =3 ﬁfG‘l SoundResult A =ZE HE £ 2|~
{
results.Add(new SoundResult
{
id = sound.id,
name = sound.name,
license = sound.license,
username = sound.username,
previews = sound.previews
1;

1
J

return results;//HEE A4 Z
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}

[2& ]

* APIZHE] 22 JSON S¢
e JSON HlO|E{oll A AR E
[ S= 22| ]

e DeserializeObject()S AtE

o 1 0|X[1H[0]42 28 next,
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= UnityOll M AHE 7HS3EESE &

H|O[E S HO]X| H[O|HE ==
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27-Breathing

10-Breathing

Play Preview

Open in Browser

Play Preview

Open in Browse

Play Preview

Open in Browser

Mext Page »

e FreesoundSearchResult 22}
e O|E 8l|Z5t7| 2I8H .NET Framework 7|

e IESH Assembly Definition IH2 0|l NewtonSoft.json & FII50 ALE

AL UAEE AST HOlElR 2IAES EBS

[

Xt7t

var searchResults =

01:24:08] Mo search results

‘ 4 Tound or invalid
UnityEngine.Debug:Log i

using MNewtonsoft.Jlson;

var searchResults =

HtO] NewtonSoft.json 2t0|E2{2|E

Of| C| E

L AF2E ZHd

Z4 AH
(= oy

a1 H|o|X] 7

CH22E URL 0| S

[ 2710l JsonUtility 2t0|E2{2| At A| QF It LAl Ct,

8D R

2to|E22| =7 §

SON structure

Of Ht=Z AtE

tsotES ZX[SIRASLICEH

JsonUtility.Fromlson<FreesoundSearchResult>(json);

JsonConvert.DeserializeObject<FreesoundSearchResult>{json);




private async void PlayPreview(string previewlrl)//SEMH|
{

M=E OIE|E71E

lllrll

ot L2 AEZ|T 7|5 -9

URLL = CIR2Z Lot QLRE O|C|E{0|A Z{ 5= 7|52 5t ASLICt

ChecklpikKeyVaildation();//API 7| R &4
CheckUrlValidation(previewlrl);//URL R &4

try

{

MEE a0 0222 22 FEbk=s

Ed A
AL

if(audioSource.isPlaying)//E M 02122 =2 E2F = Al.

{

1
]

StopPreview();

S gl === ===

Ml M

=

using(UnityWebRequest www = UnityWebRequestMultimedia.GetAudioClip(previewlrl, audioType:AudioType.MPEG))

1

[

// Freesound API= OI2IE2 LEMNST API 3E ERZ 22, ddH API 3|12 f
waw . SetRequestHeader("Authorization™, $"Token {apiKeyl"};

var operation = waw.SendWebRequest();//HIZ? 2LI2E2E HEZE=.

while(!operation.isDone)//CIE=2 = & Al THA Y],
{
await Task.Yield();//HIZ= 2 CH2I.

1
J

if(www.result == UnityWebReguest.Result.ConnectionError || www.result == UnityllebRequest.Result.ProtocolError)

{
Debug.lLogError($"Error loading audic : {www.error}”);// CIZEEE = 275 M

EditorUtility.DisplayDialog("Audioc Error", %"Failed to load audio : {www.error}™, "0K"};

1
3
else//LI2Z2= A2 A

{

Icur*rentfludioClip = DownloadHandlerAudioClip.GetContent (www) ;

if(currentfudioClip '= null)//2Cl2 20| EdEHcz 2= SCHH

1
if{audicSource.isPlaying)// M 2Cl2 MM =2 2%
{
audioSource.Stop();// StopPreview()= currentfudioClipT nullZ® Z2|FAIZIEZ, HIMHM=E EEX
1
]
audioSource.clip = cur*r*entAudioClipjl
audioSource.Play();
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