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BIEO— R FRECTHWON A/ S— Y F L ar B a—XOMREITH 2 L LT T\ 5, Kric
CPU OMLEREE S D6 FIZBENL > TV D, 29 LizENZ CPURELLZZ izl <D
TIVr—arT3D VT 74w I BNHWLNDE LR oTe, 2L OT TV r—v a3 Uik,
BEHEOA T2 b~ ATERINTDHZETIHETS, LL, 3DV T 7 4 v 7 THRRS
NHEAT7V=7 ME, 2RICOBEE ETIXER > TRRPEINDIGERHVERLIZ W, £Z
TARMETIEZ—FIZ L > THENRLTWID VT 7 4w 7 7V r—ar bk LTOMEL M
ESEHI2E, EOXIITHBTIUEL VO EHET D,

BARKHZRNAEELTSD /974 v 7 #HWT 3D F 2 ADT F U r—a v al%T 5, 4
EX 1907, RAY DT =T 4 F > b » < 7 (Ferdinand Maack)IiZ L > THHEIN-F 4
L% v Raumschach) & MEHEN D ERTF = A X — L ORET 7V r— 9 VEERT A Z
LlTLTe, LTy y N3 RITHMNLIEENTZF = A THY 5X5X5 DFF 125 ¥ A b
RO EIROF = 2B EFH LI b O T BFH DT T 7 4 v 7 For TREBONEBRCE O
B7e EMRERARE LIC< < VBLEDOTF = AR — R TIT 5 IIXB ONL B BIFR OHERFS O R E N O [N ©
b5,
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1 Fia

1.1 ¥

AFFRTIEID 77 7 4 v 7 N7 7V r—2ar LT 3D F=RADT IV r—va v
BT D, 3D F = R LITARDOF = AW LD 2 ot AT S DIt LT, LM
D 3WILHNZBEN DM TON A EA T = AD—FETH b, SEITZFOFTHLHRLENHLDOD
— D Toh D74 Ly x v (Raumschach)[1] & FEZIL D, 1907 I KA Y DT = VT 4 F v

k +~ v 7 (Ferdinand Maack)|Z & » TR SN 2R e T = ADT 7V r—va VIR EIT I,
BEFD =t = 2121 3D CHESS213 % 5, F7-, BEFO 74 LT % v~ ALICIT Jefrog,
Three-dimensional Chess: Raumschach(2014)[3]. L. Lynn Smith, Game: Emperor
Raumschach(2005)[4]. Robert Price, Game: Raumschach(2000)[5]1Z% M3 %, L. Lynn Smith,
Game: Emperor Raumschach. Robert Price, Game: Raumschach {22V TixhZe D iy AT C©
bHTD, MEMERICB W T E ETHBE SN TWSTF = A% 3ReiIZ R E L 9 L LTwn
BIRE, R E-5TWD LFM L7z, Three-dimensional Chess: Raumschach {22V Cld—
RENTWDTH LYYy v NnT TV r—va K E 20 BOBRENOHEOEEE TELT
VU ATERET 54, BIEHICERNTWARWT 7Y r—ra v Thd LRI LT,

1.2 #— A Al OFEE

F = AD L D IZHRER REBN LN T — MKk L CREMT 21T 9 Z L IIREETH D, T — A
WX LTI E 2R T 2582 2 I3 T& 20, Rl OFMBMEFE, Ef7r —% X—2x, — &
FHOET ., KR TOUBEGA L SERHA, T T rikele 2Tl AR LA
DPNOFERBIRTHZ LN TE D,

® A OI AR

ST OFEFE & 13T E T — AARERR L, 2 Of R A IS iHMliBs e Ak 42 F
BETHDH, REBILLIEERNORETEEEbN D T2 HWT 5, Al O S IXRHEBIEO1E D
FHIIE T TRE L2 MBI TE 2 TR A MUICFHMECTE 2 XL O I TR L TIEDLEE
B 5,

® EfT—H—2A

EMT — 2 _X—=Z2 L TR EDOL L OFITH B4 ORI & F U L 9 Zefmma o 3 FET
b5, TORHSTH L REOHBBEESCHER R N REFEZRSHFETHD, LL, HERN
B2 TEHLUNDOFEIET R E LT T —F_R— R W R R A T & 2R 2 O FER#E £
AN

& —ETFHOIEHHA

SRt L, FIRERFIME T EH OO FE A, TOFNBIELI D R OFEAmE % KD
BRLIMMEASEVWTERAT LI ETHD, V' —LARZIES T THRRTE D &, THMEEORE
b BRI D, —F, EHEBOFEOEIN LN EEREER AN 2 D72, BEEITEX] Y
L CHRREMZHO T TREZTHIMLERH D,

o KETOMPFHA & TEETA

F— LRI D L FINBBANOL ETOFHN DL R0 -5 FENRE S
NDT-OEAPM ETHAY D Z ENRAETH D, B TOTAIL, LTt A & BEHAN
b5, LALLM TR EHEATIY  LTHBTOITFERTIEE2S 9, B8
A LT, FIDEONDETOREET A, KbREOELS 2L FEET 259,
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WA DI D DFHREFRIN D 72 < THEe/ad, —RICE T U A TH L 2 i E S 7= LT,
O FENPDIRL 0D EEAHRAIUIV R TR BEOEWBLEET Z 1%,

e TUTHNAnE

T ke, V*:V%VaV@ﬁﬁﬁ%ﬁﬁﬁ%ﬁ“fﬁ5?&®%%?%&
BLEER WY I 2 b—ya VEMESBITO 2 &I K VR Z RO 2 FHEFIE, TR AR <
ZEMHCEARWRETH, LK DOEIRY I 2 Lb—a U EBDIRT 2 L2 LY | IR
BRODHZEDTEDLFRIETHD,

ULDFEEZRND Z LX) BT 2TOR T HLIBREDRI DT v 7T LalED
ZEEFAETHY, F—AlZko T T it oZ &b TE D,

1.3 AHEFED B

AKFEED 1 DHOHME UTARIFIEETIER LT 7V r—2a CoOREEEILTE S50,
FOVESDODANBICART 7V r—yavZlioTChbrENETFOND, £722O0BOHE L
T, ABERCRES 2 PO ES B EOBRA L VgD, B4 5 7- 00 AKREELRYELT-,

1.4 ABEFEOREK

AREETIL2ETTI ALY Y vy DIERN2L—UZONTIERD, £z, 3ETIIAT 7
Uar—a rEERLEZBEOIREEZ RS, Unity3D @ Inspector OEIEDFHA, £ L TEA
TVl DAY T MO E I EITERIC TR T 2,

2 %A% v~ (Raumschach)

RETIIAFIETIERT AT 7Y — a DI 453+ v ~(Raumschach) 2 DU TR~
5,
F = A(Chess) LT AP THRLILS LA ENTWVWDEIR—FKF—LThd, TOFTHLEHIH
N—NVIZEENDDON T ALY Y v nThY, BHEOF =A% “RICIHEE LD TH S,
FTEALY Y oNEIFBEEDOTF 2 ALE UL, ZADT LAY —RBEVOF L T2V EY T
—ATH D, T = AT =R T EICEE SN SRR BECX 28 b “RTICIER S T3

2.1 EXRBK A —

TA LY v DT = AREIIHE AL E ST 5X5X5 (T \H%ntﬁ1%vxf%mén
%, BB (Column)i FE L VIEICKXFD A~E T£ L, BEOF = AEEEEFEile) T/ NTFD
a~e, {T(Rank) 3T D 1~5 THT,
K~ AL Bbs D X D ICHEE, B AT ZNEICE R TRE SN D, BILEH OF = 2D F 7 (King),
7 A4 —>(Queen), v > = v~ 7 (Bishop), 74 b (Knight),/L'— 7 (Rook), K— > (Pawn) 2z, 74
Ly v NRE OB CTH D=2 — 2 (Unicorn) & & O 7-5t TRENHWON D, £ 1LICTA A
X OB EZ R, BENIMEE AB O 1,217, BEIIEE DE D 45 5ICELE NS, &
KHNZ T A Ly v NTHWONAZRT, £, M1IZT74 L Y vy \OF = A £z
77— LBAERF OB OYIEINE A~ T, X1 o Bk & SCFIT Ao EINE, BSCT TR o
WMHNLEZ R LTV D,



F=AFTALBIIIN T ADT LA Y —iZ ko T T 5, LFIXADEEZ —EE2T &K
BFENBEOEEZ —RE) )T, NRAT 5 EIEHRR, B OFERRFICH S OB OB 5 H#iFHIC
M DEINIFAET D DI S ZF DOE)Z F = AR — KB ELY BRUT H S OB & B BR 7= sy oA
BICBEI ST ZE0HKED, L LER— XSS Ly, ZoBE0 Z & 201 P35
LRk T 5, FEEIOX L S ERETE HREEZ “F = v 7 (Check)” EFES, W DA
WZBWTbHF U 73T = v 7 SNAMEICBEIT 2 2 LXK, 2 7 08T A0 E B FE
LRWEIIZBWEDTF = v 7 DFELE “Fx v 7 A F(Checkmate)” &5, WEHEDT LA
Y—IIHFTOXF L 72Tz I AL NTHZEEHET,

pR pK pNp Kp R

pBpUpQp Bp U

X1 TFLT ¥ v OF = AL O AR E
2.2 ZEIDEIX 5

SHELY ¥ v NOEOEIX X, BEOF = AOBXZ ZRICHICIEELEZLDTHD, LT
TIHEKX,y, 0@2x=2e,1Sy=S5A=Zz=RE)%2 7 4L ¥ v \DOF = RIEOUAT F BB EIE L 3 5,

o X 7

XU IFRTOHFMZIABETE S, 2E0XF 7R,y D0 DR, x £ 1,y = 1,2
+ 1), Kx,y £ 1,z+1,&=*1y,z=+ 1, K&,y,z+ 1D,Kx,y=* 1,20, K=x1y,020F
N —EITIC BB T 5,

B a vy —2r FA Mixy ¥, yz P, zx FEEOR TR LIERDT = A b [EER
DENXET D,
e tizv”/

Y gy TENARHOFOIIE WSS, FUOTRICMDD 12 F~BEIcE 5, T72b
L, B gy PR EN SR R0, £1, £1),(£1,0, £1D,(£1, =1, 0D\ Fhn 1o
DI~ DE, F 721G -5 TBEITE 5,
e )1—7

=20 ZSLHEROFLEBICEN TGS, FEOFRIZHND 6 HMICBEITE 5, 77205,
J— 7 N E D 27 F (0, 0, =1),(0, =1, 0),(£1, 0, 00DV LA 1 DD Ff -~ DE,
FIRIRICH =D TREITE 5,



e JF1F

FA MEIFEICE NS T2~ AR, 205 90° MR-/ m(ETFAEA 4 HHIC 1~ A7
JHEATER 24 EPNICBEN CTE 2, DE D PIWINIE(X,y, 2D T MI(x £ 2,y £ 1,2),
(x £ 2,y,z+ D,(x £ 1,y,z+ 2,(x,y + 2z+ DOVWTIN1IODYA~BEHTX
2
[ dT=a—

THLY ¥y H O = 3 — IS RO TE S TR 8 FIZHERRKICEIS 2N TE D,
bbb, 2=a— 3P EN ST L] £ 1, 2DOWT R 1 DD E~, o), £
T RRIC Y- D ETREI T 5,
e JA—

A —Fvay S, V—r ama—rORTOEMX Rz -BTHD, Thbb,
I A =X 27T D7 b(x,y,z)(x,y,z={-1,0,1DD 55 07 k10,0, 0)%Fx< 26
EONFTIH—2>DFHFR~MOE), FIBmICN 5 FE TBEITE 5,

X 2, X3, K4 &KX FERT, RFOAffE R IEMPBEITEEATHY
F TR NIUEF OB BT 5 2 LN TE D, 2B, A b LSOt B A R Ok 2
BT ENHERN,

® KR—r

AEOR—r OB L1 1~ Afpi~tETe D, & L IR ET T m~fEEL 1 EEE T
x5, PIHNIEX, Y, 2NV HBOR— 13K,y + 1,2, X,y,z+ DO ELLMNIBE T,
x + 1,y £ 1,2),x = 1y,z+ 1), X,y+1,z+ DOWTFTANTEEN OIS ZENLZ B - T’
#Bcxd, (BREAENTHAIINOTOEEEZT S, )

L L, AEER Lo AR —ix 2 o8 X 3B STz,

SEWERR LR — 03,y + 1,2, X,y,z+ DOELLNIBEITEXKX,y+1,2), X,y,z+ 1)
WZHBI R HAVUTE > TRBEIT 5 Z e N TE 5, BRFOH 5~ AR TX 720, )

Fo, BRFOF = ATIE, FIHINESEOTWRWER— 1% 2 ~ AR 5 2 Bipkia(2-step
initial move) #4172 5., T4 LT v v T 2 BBkl T 2 220,

B 5IZAR—r oAk, BEZNFhoEiE 257, ZhbX 2~ 4 RIS, RFPoartx
T AN BEITE DY ATHY . & ITHEESNNIEZE DO ERESHZ LR TEX D,

2.3 ZOorL—v

FoMiN—E LT, THLY Y INUIAT— N A= MBI T oET—va RN b,

® AT7T—/)LA—}|

BB LB XU T TF 2y 7 SNANBEICBEITSZ L TERn, Lo TEY O
DD 7 Ipo 2350, EORLEINT Z EOHRRWVIREENRAET L Z 0B D,
INEATF—L A4 M(Stalemate) & W\, T O —ATBXST LD, AR CHER LT
T =g B ST,

e uFT—i 3z



A= PNZENLL EED IRWLE G R ORENICEE L2 L&, ZOR—Z2F 2 7SO
ADOENIEAL SRR ENTEL, 2hax7et—2 3 L (ER)Promotion) Vo, 265
AT LT=T 7 U r— 3 idgfi s h Tuzan,

FBEDOTF = AAEFET BT 3y Y (En passant) (R — > OFE @ &), ¥ AU 7
(Castling)(F > 7" L b— 7 ORFRIREIENE, TA LT ¥ v N TIEAFAE LR,

K1 TH LT ¥ v DE)

I ) s %
K x> 7' (King) 1
Q 7 A — > (Queen) 1
N 74 k (Knight) 2
B ' = v 7' (Bishop) 2
R JL— 7 (Rook) 2
U 22 = 22— (Unicorn) 2
P R—>(Pawn) 10

X2 X7 v 4—rDBET

) )
_ n— —
- - . _ v
% e | e ——
— ________ N
T ———
— - - -
— _ -




X8 FAka=ma—rOENXS

T ALy v o nTIE, BORR(ELLDOT LA =80 OB X T DI o785
BREREEDIT D ZEBRARARICR->T25E), THFRE UREZ#IETHE), 50 FL—
WGBEO FIHES T—ELR—UBENTWMONE LR hE8) el b BHEOF = X LRk
THIE BT THLIN AR TRRIE LT 7Y r— a3 TTEN 6 OBEREITHEH S LT,

M4 gy —7OENEN

P
i

X5 HEIOR—Y « BEIOR—2 OEj&

FLF T OARFIZOWVTHEILTHLBARMETHE LT 7 r—a i3 s
TR,

3 TV rr—a itk

ARETIE, AFETHER LT F LS v onT P r—3 g 2o Tik%, Windows
TEITTEDBT UV r—a02F, Windows 77U r— g bary—A7 7 r— g
O 2FIERDH D,



Windows 7 7' U r—2a X GUIT T 7 4 Iva—HA X7 =—R)TEMET DD 4~
ROT7 7V r—2a Dl &CHEERSEITHRREEZ 777 4 INVICRBITE LT ) r—
3 THD, b FHDary ) —AT7 T r—a I CUNa~Y RIA A BT x2—R)
TEET D7 7V r—rarnl & T, BEIRIIITII o LD,

AWML TIET 7V r—a B2 HANBICH D P 3D 7 — A P2 LT
Unity3D[7]1ZF)H L CBR%E T %, AMF72 Tid Unity3D @ Game EEN TOEMEEL L THEITESH
Do
3.1 Unity3D 22>\ T

AWFETHEA L7z Unity8D 1IX@ 27 a0 7 7 I U 7 HIN NP IES THFRRICBB T2 en
TXHHETHFEEH SN TV ERAMEZ D TH D, 3D F—LOBFIZHE L TWDHR, Y
— YNV LR EOEE LD D, 723D X —AICRL T 2D ' — L BB T D 72 DORkRE
SN TnD, (=Y a1 4.3 L)

AR TIEZRITET = AT SV r—a rElRETL50T, 3D F—L0B- v LT
AR & v & LT/ Unity3D (2R LB 21772,

32/ —bFT7 V=l MZONT

Unity3D O K& 2B E LT, Y=o A7 V=7 bORZ VT NIEHET 0 7T 2 T k1T
W, TSI S EERERICEMET A R T2 5, ¥ —2 A7V =7 NOERR, £
DB NN7 13 Unity3D WNIC TEBEBMIT X 5, Inspector EFEEN D AT 2 =7 MEHRD
BEEEETLHZLICI VMO — L5 LRIOVMIE R EE2EESWZI LN TE D, T
= A OHIMBLE, 72T = ADBR EIZHOWTHRBRICIER Lo, AL CTIER L7277 — A
FTV el MR 21T, FIMAERICHE ATV =7 hO inspector DHFH ZFIRT 5,

2 fFLIET =2 ATV FOAHTIEAZ T N

FT T M A7 VT 4
Kingw King
Queenw Queen
Knightw Knight
Unicornw Unicorn
Bishopw Bishop
Rookw Rook
Pawnw Pawn
GameText Game

Plane L

DT, &4 7Y =7 MZOWTEHHT 5,

® Kingw
Kingw lZHOX v V2RI A7V =7 N ThbH, FEICAT “K’ LENPNIZNHETER
IREND,

® Queenw
Queenw ZFHD IV A —2 2R TAT V=7 b ThDH, FHICHT “Q° LEMNTNLHIKT
FREIND,



® Knightw
Knightw (FHD )} A h&2RTA T V=7 N ThDH, FEHICAHT ‘N EENNLSHET
KRIND,

® Unicornw
Unicornw (AP =a— 2 %2RTA T V=27 b THDH, FHEICAT “U° LENNILE
HRCRRIND,

® Bishopw
Bishopw iTHOE Y a v 72K TA 77 N ThDH, FEHICAHT “B” &EMNTS
RTERRIND,

® Rookw
Rookw (T DN—2 2K AT V=27 N THDH, FHEICHT “R” EEMPNTLHERTE
REND,

® Pawnw
Pawnw (FHDOR— 2R T ATV 27 N CThHDH, FHICHT “P7 LENNISLHFHRTE
REND,

FIZELI=DOIXERZT CTHIRRBEICER LA TV 27 M4 “Kingb” A7 V7 b4 “Kingb”
ELTENEIUER LT, ETEBEH L8047 =7 MIZB L TiX

“Pawnlw,Pawn2w, - T OXIENENROAT Y =7 NABFIT LTINS, AT VT
FITE LTI A%, EEIDEW LAELS “Pawnlw,Pawn2w, - T Wo 2R UFFEO B
[l—® “Pawn” A7 U K TEIELTWAD,

® GameText
GameText 3T ¥ A MEREITHIA T V27 v TH D, F—ABBIFIZIIER RSN TV
WG — IHIE 2TV TSR 72 STVl BlicR RS ihvs,

® Plane
Plane (3T = AEOZNETNDVAEZRT AT V2V N ThDH EAT7 V=7 MIBERIZ
BT STV 5D,

3.3 ' —ADHFN

A7 TR L2 7 — oD 2l %, 770 7 —3 a3 > ®O3F{71% Unity3D WO EFTR
a7 )y TAHIETREITS,

KT 7V Ir—v a AXFATENTEREE TIEENTARO 7 LA Y —D AN HIREIC /- T
W, FEILRSTET LAY —IZLUTOREZ#EVIRL, F—LZ2HED TN, K6IZF7—2A
FEATREO YR RE O 1 2 7”37,

1. B#Ehd 25528 IR

FRIZRST2T VA Y —OENIHRMNCATIFFLIRIEIZ 72 > TV 5,
FREIZ2H> T DROEIDRINE 7 V) v 71I2TITH, BRZ Y v 7 SNz, OO
6% BHAOIZE T LIREE 2. ~B1TT 5,

2. BER LB Z B3 2 o2 iR

BINLIZBOBEN e~ A% 7 ) v 7 ICGRIRTE 5, RSN ARBE TEH VA
DOEEBEAE L CIREE 3. ~BATT 2, £72, 7 U v 7 SNV ATHETE D503 HiL
X7 — LD REBENE L CIREE 3.~B1TT 5, ZORENT RN~ AZTIRL TH



FUIEOLET, R 2.0 68T LRV, E70RE LOR R TRIRSNZEE . 2 Dk
R 5 L EAIETIN TV @I TOBIZRE S, E7BORIFUREB LRI N D,

X 6 77— LFTRF O YIRS

3. BE)LI-%
ZORETIE T LA Y —ITIEEITD 2R,
e DD T R 2T L CWORIE S — 4 B2 “GAME OVER” O SCF & & 612 “BEF
L= D7 A ¥ —%4 5 —(WHITE or BLACK) WIN” 2RFE &5,
T AOFE TR ER T LT T iuE, BIRSNTWEEIOENRITTOEIZER Y SR
LRI ND, 7L A Y—0FFICB 0 IRRE 1L.~B1TT 5,

FRE 1L ~RE3ICHD L THAZARICENT 2N TE S, W, S, Al D¥F—n%h
ZORRDOLE, T, £ AIZ, FERAIF—D T, || « >BZNLLO G IRz [HHE T

XD T D, K TITIREE 2.0 — AFITHIEH Z T, T = AROEE, 7
0 75 5ONEIZOW TR TR T 5,



4 EB

KD RERABIDO—2THHH 3D F AT 7Y r—3 3 0 Ul OfRER Fiz oW T,
~ U ZFAEAONRHA D H R 7280 R Z R OB & ARDO BRIEH R L TWbH EE X
Do ET-HEFED 3D F 2 AT U —3 3 T 5 Three-dimensional Chess: Raumschach[3]
S LR LT, BRI W TBEREO T 7Y r—va i oBh x| FHEAOEE AT
VOADHBTITOTED BAEIELL Y E L TR, CTTF = AORSZEIIETCLE > FEN
bolz, KFFETIER LT=T 7Y 7r— 3 %, Bt~ 7 ZA8E, SAEEITF—FA—F, LW
ST XIS THEIET 5 2 & CHREZRBAEMEZ G-, 5 L7 R bEAEMEIZ OV TIER
NI T 7V r—a L0 HER TS LEHII L7z, RERMCBW T, AFFECE
L7770 r—3 3  CIXEBEOBOR 2 Lib i TiX Ay, B OO 0T 2 TR
DFATVx 7 MIAEVATT A ZLICZ 0 A THBLLT WV D E > TS, 29 LA
ORI ONWTIEGFEO T 7Y r—ra v EAETH D EFHE LT,

LI LAROAEWER LI=T 7 r— a I UL oRER L& Wo - i imECcLEN
Ak 3D F = A THHERIE RO Rho o R— OB OKE, £/ uxT—a L Rpléo
—HDON— VR EEI N TV, RN TIEEEZR 3D F = AT 7Y r—v 3 v L FHET
WRHIEENPLETHD, ZOL) AN KERECET LN,

5 fam - SROFME

AR TIE, 8D VT 74 v 7 ERANTEFFLAS vy T Y r—a 2R L, K77
Vr—a T2 ANDT VAT =BT F LT v v NTREDNTZ D, FEZBEFD 3D F = &
7 7V sr—3 3 T 5 Three-dimensional Chess: Raumschach[3]4 & bl U 7=, #/EMEIC
BWCHFEOT 7V r—ya A3o# s, FH0A0EE LR TI T ADATIT>TED,
BZEFL L9 & L TR TTF = ABOHRUBREZ RIS TLE ) FER D o 7o, AR TIER L 72

10



T T = a %, Bk~ v A ERE, A FE IR — R, Lo X 9ISy EESETTHERME
T 52 L TR B ENE AT, 20 LIS B EMEEIC O W CIEA RN F O T 7Y r—
30 BERTWS LFE LT, E-ERMEICBNT, AR TIER LT 7 —2 g T
XEBROB O 2 BB Lo Tl WA B OB OSE S F A2 KD A7 ¥ = 7 MZIE Y 415
HZELICED TN THRELLT VLD E R TS, 29 LIZEd BRI DWW TITREE
DT TV Ilr—yar %S THDETMUTZ, LOLARBSARMIETIER LT 7V r—ya v
TIEAKRD 8D F = A THEHERIZR SR o2 DL — LR ER SN TE LT EAR L WE
DMETHD, € L TAMIETIER LT 7 U 7 —3 3 L Unity3D W CTO#EIZE > T
5y ZOEETIIF =2 ONEEZRHELTHY —LTERDIZ—FRROENTLE H, 5HOH
BLELT, LVE<DANIHE-STHLERDT TV r—2 3 T 57201203, F—2B v
VN TR EBIZWindows 7 7Y r—2 a0 LTEETCE DL HICEHTHZ L& X
b, T AELIT TR CPU LORTEDLIIEETLHI LB LD, Hles
2 EBEFEORHERCT = A0 ALICIE 1.2 Hi Tl R ER RSB AT H ST b, (8]
BHEDOF 2 ATRS SRIEDT = ATHHT-O7 0l I LEWMHTHI EITTER0VD, F—
DARPEREZESED D Z LICE > TAMEF L HICEZ D CPURNMER TE 2D Tidenne &
2D,

11



AR

ABFFEDTER, EIABEFORNEZHIZD | Bx OFFFE, HEHRR ELTHS AKREAEI
IREBWERT R E Lz, MITEHP L ETET, H003L 5 T8 VE L,
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18k A &5 —2Z 7P =7 D inspector

® Kingw

Tag = piecel /T DE & B DEIZ AN 2 7= D % 7 (piece1=[151)
Layer = Default
Transform
Position /FIHIALE
X=0,Y=-3.77,Z2=2
Scale /A7 V=7 PORKE S
X=05,Y=05,2=0.5
Script = King /[t AAATEA 7 U 7 |k
RigidBody
Mass =1 /&g
Drag = 0 /2254850
Angular Drag = 0.05 //[F§£(Z%f 9" 2 #iht
Use Gravity /5 /1 %%
Constraints
Freeze Position X, Z //X,Z §li 7161l @ A7
Freeze Rotation X, Y, Z //X,Y,Z #hJ5 1612 [a]#5 L 220

PUF 4 AR DWW TIIARE R O A Feak -5
® Queenw

Tag = piecel
Layer = Default
Transform
Position
X=0,Y=-1.77,Z2=2
Scale
X=0.5,Y=0.5,Z2=0.5
Script = Queen

® Knightlw, Knight2w

Tag = piecel
Layer = Default
Transform
Position
X=1,-1,Y=-3.77,Z=2
Scale
X=05,Y=05,Z2=0.5
Script = Knight
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®  Unicornlw, Unicorn2w

Tag = piecel
Layer = Default
Transform
Position
X=1,-2,Y=-1.77,Z=2
Scale
X=0.5,Y=0.5,2=0.5

Script = Unicorn

® Knightlw, Knight2w

Tag = piecel
Layer = Default
Transform
Position
X=1,-1,Y=-377,2=2
Scale
X=05,Y=05,Z2=0.5
Script = Knight

® Bishoplw, Bishop2w

Tag = piecel
Layer = Default
Transform
Position
X=2-1,Y=-1.77,Z=2
Scale
X=05,Y=05,Z2=0.5
Script = Bishop

® Rooklw, Rook2w

Tag = piecel
Layer = Default
Transform
Position
X=2-2,Y=-3.77,Z2=2
Scale
X=05,Y=05,Z2=0.5
Script = Rook
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® Pawnlw ~ Pawnbw

Tag = piecel
Layer = Default
Transform
Position
X=2,1,0,-1,-2,Y=-3.77,Z2=1
Scale
X=0.5,Y=0.5,2=0.5

Script = Pawn

® Pawn6w ~ PawnlOw

Tag = piecel
Layer = Default
Transform
Position
X=2,1,0,-1,-2,Y=-1.77,Z2=1
Scale
X=05,Y=05,Z2=0.5

Script = Pawn

® Kingb

Tag = piece2//fATFDE) & BT D) &7k 542 72 D % 7 (piece2="HEx)
Layer = Default
Transform
Position
X=0,Y=4.23,Z2=-2
Scale
X=05,Y=05,7Z2=0.5
Script = Kingb
RigidBody
Mass =1
Drag=0
Angular Drag = 0.05
Use Gravity
Constraints
Freeze Position X, Z
Freeze Rotation X, Y, Z

PUF&BENC DWW CIHER DAL T 5
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® Queenb

Tag = piece2
Layer = Default
Transform
Position
X=0,Y=223,Z2=-2
Scale
X=0.5,Y=0.5,2=0.5
Script = Queenb

®  Knightlb, Knight2b

Tag = piece2
Layer = Default
Transform
Position
X=-1,1,Y=4.23,Z=-2
Scale
X=05,Y=05,Z2=0.5
Script = Knightb

®  Unicornlb, Unicorn2b

Tag = piece2
Layer = Default
Transform
Position
X=1,-2,Y=2.23,Z2=-2
Scale
X=05,Y=05,Z2=0.5
Script = Unicornb

®  Bishoplb, Bishop2b

Tag = piece2
Layer = Default
Transform
Position
X=2-1,Y=223,Z=-2
Scale
X=05,Y=05,Z2=0.5
Script = Knightb



® Rooklb, Rook2b

Tag = piece2
Layer = Default
Transform
Position
X=-2,2,1,Y=4.23,Z=-2
Scale
X=0.5,Y=0.5,2=0.5
Script = Rookb

® Pawnlb ~ Pawnbb

Tag = piece2
Layer = Default
Transform
Position
X=-2,-1,0,1,2,Y=4.23,Z=-1
Scale
X=05,Y=05,Z2=0.5
Script = Pawnb

® Pawn6b ~ PawnlOb

Tag = piece2
Layer = Default
Transform
Position
X=-2,-1,0,1,2,Y=223,Z="-1
Scale
X=05,Y=05,Z2=0.5
Script = Pawnb
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& B &£ —LAF TV FDAI YTk

® King

public class King : MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10; /47 Y =7 s OIFEOHEEIT I,
RaycastHit cellhit; /47 = 7 N DIFEDHIEEIT I,
bool isSelect = false; /B DIEPURAEFEH OEE TH 5,
Color orgColor,selColor = Color.yellow; /B3 &N S NZREOBERE L T EKTH D,
llstring t="a"s /[T A DT ¥ A FTHD

void StartOf /#1154
orgColor = gameObject.renderer.material.color; /7t 4% DA 7 ¥ =7 M ORIZERE L THE L,
}

void UpdateOf //# 12 EAT Sl T\ D,
Gamedudge O0; /17— L& TR EWTZ L TWBDOHEA Y » K
I T A —DF—=inE S pOHEE LT D,
*Global.flg &2 v — L2 ¥ (bool F) T 1)
* ‘Global flg == true’ CHO ¥ — > Th 5,
*/
if (\Global.flg) { /D % — > 72 5 1255
return; //UpdateQ%&#& T STV 5,
}
if(Input.GetMouseButtonDown(O){ //~= D7 ZADLE T U » 7 B3R S JLiz I
Vector3 pos = Input.mousePosition; /ff S LTz RFD~ 7 ZADALE ZRET D,
pos.z=10.0 // LN L~ U A TITRITE BRI CTE R\ o z IR Z R ET D,
[¥71 A Z T — 27 OALED S pos FEEE~AIT T
FEARAHOND SR AR T D,
*/

Ray ray = Camera.main.ScreenPointToRay(pos);

[¥EARIZ 100 O HEEED
SERRERIL L Mo — AT =7 FIRH D,
*B 575 hit IZfUA
*/
if(Physics.Raycast(ray,out hit,100)){

Fhit ITRAENTZF =2 F TV =7 NOLARIN
DA YT NOFT T2 NTHDHM
if(hit.collider.gameObject.name == gameObject.name){
isSelect = lisSelects//f >t [/ Z DA TV = 7 MY Tz o 7275 HEPURRE~BAT
}
70y LILERT = A TH -T2 54
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if(isSelect && hit.collider.gameObject.tag == "cell"){
if(ControlO)}{ //7 U v 7 STz~ AN E ATRE~ A D HIE
Vector3 newpos = hit.collider.gameObject.transform.position; /7 U v 7 ([ & % %
127w 7 (B ERE LTy BEERIZT 1 REWVEICRET S,
*
*/
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
F7 U w7 SNIALED f BV EBENDE FIC f OREOERE KRB YT ~724T7 V=27 b
*hit2 [ZRE T D,
*/
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3H)){
if(hit2.collider.gameObject.tag == "piece2" W/ AR DN = 1= 472 = 7 S NHEITH 554
Destroy(hit2.collider.gameObject);//24 7= > =B DA R &2 Bifs: L7 — 20 HELY B <,
}
}
"7V w7 Lizv A~BE(y BEEED+0.23f 13~ A DR 7% Bl iE)
transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time
isSelect = false; /AEFUIRFE D SR
Flg fchange = new Flg(; //Flg 7 7 A DA > A X > ZADVERL
[* 7 e — N )VEHTH B Global.flg @ Tor F O ANEEZ
AU K > THREREIE 2 20 BEIREIE D L5127k 5,
*/
Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect){ /ABPLRBE D IF
gameObject.renderer.material.color = selColor; /BB EZE %z 5, (Ffh)

telsel /AERPURRE TR WA
gameObject.renderer.material.color = orgColor; /B D4 % S DB R,

}

}
}
}

I1King OET 2~ 2 DH|EEZIT 5
public bool Control(){//King piece control
float xPosition = transform.position.x ;
float yPosition = transform.position.y - 0.23f;

float zPosition = transform.position.z ;

bool a = false;
for(float X = -1f; X <= 1f; X++ )}
for(float Y=-2f; Y<=2£; Y=Y + 2

20



for(float Z = -1f; Z <= 1f; Z++ N
IIKing OIAE D FEAZ D> & ORI 2 225
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
Vector3 hitposition = hit.collider.gameObject.transform.position;//King DB HE) T 2 EIEDLRE

if(hit.collider.gameObject.transform.position.x >= X -0.5f&&
hit.collider.gameObject.transform.position.x < X + 0.5{&&
hit.collider.gameObject.transform.position.y >=Y -0.5f &&
hit.collider.gameODbject.transform.position.y <Y + 0.5f&& hit.collider.gameObject.transform.position.z
>= 7 -0.5f && hit.collider.gameObject.transform.position.z < Z + 0.5f){//Ray hit position
hitposition = new Vector3(X ,Y ,Z); /[ AR~ AT Y 7= o 7= JERE T EEHUE T2 T2 O FEREE 1T 254
H

IYEARIN Y 7= = 72 JERE N King OBT DALE I E > TV D )0
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){

a = true; //bool DE Xz

/**annallyJudge**/

Vector3 anally0 = hit.collider.gameObject.transform.position; /7 V v 7 L= JEE & A
N7V v 7 Ul et y FERE 3 +1f DALE 2 RN

Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);

1270 w7 LT AR D y JEEE S +1E DL D T HANC 3f DR S OB EFKFTT 5,
=LA TV 27 NSO T2 5 hitl0 [ZFRAFEIE SRS,

*/

if(Physics.Raycast(anally,Vector3.down ,out hit10,3)){

if(hit10.collider.gameObject.tag == "piecel"){/hit10 IZWJ7 DEITH 5 1>
a="false;//lEF DD HH~AThH D LBETE 20 false ICE XX
h
}

if(X == 0f && Y == Of && Z == ODU/AIEINS LTV 2 B0 & D (i (B8 L 72\ )
a = false;//BBE) L 72 DX false
}
break;
H
H
}
}
return a;//BEICTCE B~ AL TARARH F
}

Hr—bfETHEAY v R
public void GamedJudge({
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bool whiteKing = false;//H 5> 73 & 5 0O E
bool blackKing = false;//S23 2 7 23 & 5 I D ¥ E
for (float X = -2f; X <= 2f; X++) /&2 THO~ ZADEER
for (float Y=-45; Y<=4f; Y=Y + 20 {
for (float Z = -2f; Z <= 2f; Z++) {
Vector3 onCell = new Vector3 (X, Y + 1f, Z)}//=ET D~ AD y JEEED 1f K& LB ZR5E
if (Physics.Raycast (onCell, Vector3.down, out hit, 3)) (/&£ TD~ADFT V=7 M &5
if (hit.collider.gameObject.name == "Kingw") {// 1 D ¥ > 7 DA &
whiteKing = true;//H D% > 7 0N H U true
} else if (hit.collider.gameObject.name == "Kingbh") /DX o 7 DA #
blackKing = true;//SE D X% > 73 H LT true

for (float X = -2f; X <= 2f; X++) /2 TDO~ A DR
for (float Y = -4f; Y <=4f; Y =Y + 2f) {
for (float Z = -2f; Z <= 2f; Z++) {
Vector3 onCell = new Vector3 (X, Y + 1f, 2); /&2 T D~ A D y BEEED 1f K& WALE 2R
if (Physics.Raycast (onCell, Vector3.down, out hit9, 30)) /2 TCHO~AD ATV =7 N EFRD
HEX > 70 AHRETERS 7 OFEOHE
if (hit.collider.gameObject.name == "Kingb" && whiteKing) {
blackKing = true;//EED X > 7 3 B AU true
IEX 2 7 Db HIREBTHF 7 OHEDHE
} else if (hit.collider.gameObject.name == "Kingw" && blackKing) {
whiteKing = true;//[H D > 7 N &HIUL true

if (whiteKing && blackKing) /HED X v 7738 %
belse W —J5 b L <L 5 BFEE L WS
GameOver (whiteKing, blackKing); //%7— L #& T &
}
}

Hr—28&THEAY v R
public void GameOver(bool whiteKing,bool blackKing){
if(whiteKing && 'blackKing){/H¥ > 7/ TH*> 7 F
WhiteWinQ;// R A >~ RIEEOH L
telse if('whiteKing && blackKing)/{//H > 7/ FE% 7' T
BlackWinQs//ZBF] A >~ RFFOH L
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telsell/A% > 7 FEF 7 F
DrawGameQs;// K2 — 2 Y » RIEOM L

}

}

HABFIA Y v R

public void WhiteWin({
Game g = new Game(;//Game 7 T ADA > X & o Z{ERk
Global.tex = "GAME OVER¥n" +
"WHITE WIN!";//7— D& TREOT % A % 70— VB ThH % Global.tex (2 A
gameov(://7 F A RFRAD A Y v RIFUH L

}

public void BlackWinO{//Game 7 5 A DA > A & > ZNERK,
Game g = new Game();
Global.tex = "GAME OVER¥n" +
"BLACK WIN!"; /|7 —= L& THED T % 2 N % 7’0 — /S VAEE T db % Global.tex (2
gameov(;//7 ¥ A RFRAD A Y » RIFUH L
}

public void DrawGameQ{/Game 7 7 A DA > A X A{ERK
Game g = new Game();
Global.tex = "GAME OVER¥n" +
"DRAW GAME"//7"— L TREDOT ¥ A & 7 v — S LEHTH 5 Global.tex IZfRA
gameov(://7 F A RFRAD A Y v RIFOH L
}

public void gameovQ{/7 ¥ A hFEREIT 5
GameObject.Find ("GameText").guiText.text = "" + Global.tex;
}

/*

void OnGUI O {//7 A NHDT F A hRRA Y v K
GULTextField (new Rect (10, 10, 100, 200), t);
}

*/

}

® Queen

public class Queen: MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10;//4 7 ¥ = 7 h DIFEHIEEIT 9.
bool isSelect = false://EIDIRYUIRFEHEA DOEH TH 5.,
Color orgColor,selColor = Color.yellow;//E) 23R S 7= B DA ERE L T EHTH 5,
lstring t ="a"//7 A NHDOTFA N Th %,
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void StartOQY/#1H 5
orgColor = gameObject.renderer.material.color;//7t % DA T ¥ = 7 hOEAITHTE L THL

void UpdateQU/#12 FAT Skl T %
FZVAX—=DF = NE I NDHEEZ L TN D,
*Glpbal.flg & 137 17— 324 (bool F) T v
*Global.flg == true’ CHDO X — > Th 5,
*/
if (!Global.flg) {
return;//Update(QZ & T SH TV 5,
}
if(Input.GetMouseButtonDown(ONV/~ U A D7 U » 7 PR S 7= R
Vector3 pos = Input.mousePosition;/ff 7D~ 7 A DAL E ZIRE T D,
pos.z =10.06//L2x L~ 7 AFHATEREIHRTE oW z R AR ET D,

Ray ray = Camera.main.ScreenPointToRay(pos);//Jt:4r D VERL

if(Physics.Raycast(ray,out hit,100){/247= > 7= 472 = 7 k DHE
8T T o= VRO T V=7 OGS
if(hit.collider.gameObject.name == gameObject.name)t
isSelect = lisSelect;//f -> t/(EFUIRREIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell W/~ AN T U v 7 S 1=K
if(Control O){/# 8l R EED K E
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U v 7 (L E{RE
TSR E FH 00 et VR Rk
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3))
if(hit2.collider.gameObject.tag == "piece2"){
Destroy(hit2.collider.gameObject);// i B 1

}

N7V w7 Licw A~BHE)

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;/ IR RERME R

Flg fchange = new FlgO;//FH B X — 2 ANBE 2 D7 7 KR

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect) V/AZREN D AIE 2.
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gameObject.renderer.material.color = selColor;
telsel

gameObject.renderer.material.color = orgColor;

public bool Control(){//Queenpiece control
float xPosition = transform.position.x ;/now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
NEBAEDF TV =7 FOEDD y AT 2 JH3E L CRE
Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
bool a = false;/fH) T & HALEHHIE
for(float X = -4f; X <= 4f; X++ ){
for(float Y = -8f; Y <= 8f; Y = Y + 2f ){
for(float Z = -4f; Z <= 4f; Z++ )\
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
N7V > Lihrg & e

Vector3 hitposition = hit.collider.gameObject.transform.position;

//x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.50){//Ray hit position
hitposition = new Vector3(X ,Y ,Z)://EHFH%E

IIFEE) T & DHEPAIIL E > TW D OHE

if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){

HEBZBE)TE 5~ ADHIE

if (Queendudge (X, Y, Z)){
a=true//BENITX D L HEXH X
fX=0f && Y==0f && Z==0DU/BE L TR\MiE% 7 J v 7 L TWHE
a=falses//BENTEXRNE I EEHX

}
PEOREL 7 ) v 7 LTAALEDR DR MV ORE S 2 RET 5,
FLNLRIZEICAT V2 SRS HET STcH 7 Y v 7 LIefrE ok &
AT LD U ES LT Y v I/ v RAZHDTH RN E DT LTS,
*/
float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp
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NETO=AFT V=7 bOFRERE
GameObject[] cells = GameObject.FindGameObjectsWithTag("cell");

W53 7=l NOfLEE 7Y v LR OEREZ (RE
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

Phits ICBEDA 7 V= 7 MiE EBEE(T ) v 7B OB OETOLAT V2 FO
HEREKML TN, SN DIERILT v & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) VMAERIZ & - 7= )&
Tz ofed TV e DX T EARET D
string hitTag = hits [(int)i].collider.gameObject.tag;
BTl T V= "B ST EBE TE RN L ) EEHX
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;

return a;

public bool Queendudge(float X, float Y, float Z){
bool tf = false;

117 A — > OBUEDNLE D b OFXH 72 B8 "TREH &

HfX==Z &&X==Y/2 ||
X==7&& -X==Y/2 | |
X==-Z &&X==Y/2 ||
X==-7 && -X==Y/2 | |
X==7&&X==-Y/2 ||
X==7&& -X==-Y/2 | |
X==-7Z &&X==-Y/2 | |
X ==-7 && -X ==-Y/2) {
tf = true;

Jelseif (Y==0f && X==127 | |

Y==0f&& X==-Z | |
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Y==0f&& -X==7 ||
Y == 0f && -X == -7) {
tf = true;
telse ifX==0 && Z ==Y/ 2| |
X==0&&-Z==Y/2]|
Z==0&&X==Y/2]|
Z==0&& -X==Y/2{
tf = true;
Jelse if (Y == Of && X == 0f | |
Y == 0f && Z == 0f) {
tf = true;
telse if(Y 1= Of && X == 0f && Z == 01

tf = true;

[**annallyJudge**/
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U ~ 7 U 7= FEAE & A
N7V v 7 Ul et y FERE 3 +1f DOALE 2 RN
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
TN E TS LS00 oz — 4T V=7 b OIFH%Z T,
if(Physics.Raycast(anally, Vector3.down ,out hit10,3)){

HEDIoTeA T Y =7 NIRRT OB DI

if(hit10.collider.gameObject.tag == "piece 1"

tf = false;//FEONEE % 251k

return tf;

/*

void OnGUI QO (/7 A AT HF A MEKRA Y v R
GUITextField (new Rect (10, 10, 100, 200), t);

I

® Knight

public class Knight: MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10;//4 7 ¥ = 7 h DIFEHIEEIT 9.
bool isSelect = false://EIDIRYUIRFEHEA DOEH TH 5.,
Color orgColor,selColor = Color.yellow;//E) 23R S 7= B DA ERE L T EHTH 5,
lstring t ="a"//7 A NHDOTFA N Th %,
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void StartOQY/#1H 5
orgColor = gameObject.renderer.material.color;//7t % DA T ¥ = 7 hOEAITHTE L THL

void UpdateQU/#12 FAT Skl T %
FZVAX—=DF = NE I NDHEEZ L TN D,
*Glpbal.flg & 137 17— 324 (bool F) T v
*Global.flg == true’ CHDO X — > Th 5,
*/
if (!Global.flg) {
return;//Update(QZ & T SH TV 5,
}
if(Input.GetMouseButtonDown(ONV/~ U A D7 U » 7 PR S 7= R
Vector3 pos = Input.mousePosition;/ff 7D~ 7 A DAL E ZIRE T D,
pos.z =10.06//L2x L~ 7 AFHATEREIHRTE oW z R AR ET D,

Ray ray = Camera.main.ScreenPointToRay(pos);//Jt:4r D VERL

if(Physics.Raycast(ray,out hit,100){/247= > 7= 472 = 7 k DHE
8T T o= VRO T V=7 OGS
if(hit.collider.gameObject.name == gameObject.name)t
isSelect = lisSelect;//f -> t/(EFUIRREIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell W/~ AN T U v 7 S 1=K
if(Control O){/# 8l R EED K E
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U v 7 (L E{RE
TSR E FH 00 et VR Rk
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3))
if(hit2.collider.gameObject.tag == "piece2"){
Destroy(hit2.collider.gameObject);// i B 1

}

N7V w7 Licw A~BHE)

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;/ IR RERME R

Flg fchange = new FlgO;//FH B X — 2 ANBE 2 D7 7 KR

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect) V/AZREN D AIE 2.
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gameObject.renderer.material.color = selColor;
telsel

gameObject.renderer.material.color = orgColor;

public bool Control(){//Knightpiece control
float xPosition = transform.position.x ;/now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
NEBAEDF TV =7 FOEDD y AT 2 JH3E L CRE
Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
bool a = false;/fH) T & HALEHHIE
for(float X = -4f; X <= 4f; X++ ){
for(float Y = -8f; Y <= 8f; Y = Y + 2f ){
for(float Z = -4f; Z <= 4f; Z++ )\
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
N7V > Lihrg & e

Vector3 hitposition = hit.collider.gameObject.transform.position;

//x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.50){//Ray hit position
hitposition = new Vector3(X ,Y ,Z)://EHFH%E

IIFEE) T & DHEPAIIL E > TW D OHE

if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){

HEBIZBE)TE 5~ A0 HE

if (KnightJudge (X, Y, Z)){
a=true//BENITX D L HEXH X
fX=0f && Y==0f && Z==0DU/BE L TR\MiE% 7 J v 7 L TWHE
a=falses//BENTEXRNE I EEHX

}
PEOREL 7 ) v 7 LTAALEDR DR MV ORE S 2 RET 5,
FLNLRIZEICAT V2 SRS HET STcH 7 Y v 7 LIefrE ok &
AT LD U ES LT Y v I/ v RAZHDTH RN E DT LTS,
*/
float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp
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NETO=AFT V=7 bOFRERE
GameObject[] cells = GameObject.FindGameObjectsWithTag("cell");

W53 7=l NOfLEE 7Y v LR OEREZ (RE
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

Phits ICBEDA 7 V= 7 MiE EBEE(T ) v 7B OB OETOLAT V2 FO
HEREKML TN, SN DIERILT v & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) VMAERIZ & - 7= )&
Tz ofed TV e DX T EARET D
string hitTag = hits [(int)i].collider.gameObject.tag;
BTl T V= "B ST EBE TE RN L ) EEHX
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;

return a;

HFA S D OFEKRTA 7R AL B E
public bool KnightJudge(float X, float Y, float Z){

bool tf = false;

if (Y == 0f && X ==-1f && Z == -2f| |
Y =0f && X == 1f && Z == -2f| |
Y =0f && X ==-2f && Z == -1f| |
Y ==0f && X == 2f && Z == -1f| |
Y =0f && X == -2f && Z == 1f| |
Y = 0f && X == 2f && Z == 1f| |
Y = 0f && X ==-1f && Z == 2f| |
Y =0f && X == 1f && Z == 2f
i

tf = true;
} else if(Y == 2f && X == Of && Z == -2f| |
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Y == 2f && X == -2f && Z == Of | |
Y == of && X == 2f && Z == Of | |
Y == 2f && X == 0f && Z == 2){
tf = true;
telse if(Y == 4f && X == Of && Z == -1f| |
Y == 4f && X == -1f && Z == Of | |
Y == 4f && X == 1f && Z == 0Of | |
Y == 4f && X == Of && Z == 16){
tf = true;
b else if(Y == -2f && X == 0f && Z == -2f | |
Y == -2f && X == -2f && Z == Of | |
== -2f && X == 2f && Z == Of | |
== -2f && X == 0f && Z == 21
tf = true;
Jelse if(Y == -4f && X == Of && Z == -1f| |
Y == -4f && X == -1f && Z == 0f | |
== -4f && X == 1f && Z == 0f | |
== -4f && X == 0f && Z == 11

tf = true;

/** **/

annallyJudge
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U » 7 U 7= FEAE A XA
N7V v 7 Ut y FERE 3 +1f DOALE 2 RN
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
HFHFNZHARE IS LSO le = b AT Vs NOEREFIE,
if(Physics.Raycast(anally, Vector3.down ,out hit10,3H)){

HEDIoTeA T Y =7 NIRRT OB DI

if(hit10.collider.gameObject.tag == "piece1")
tf = false;//FEONEE % 251k

return tf;

void OnGUI O {//7 A FAT F A RFKRA Y v R

GUILTextField (new Rect (10, 10, 100, 200), t);
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®  Unicorn

public class Unicorn: MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10;/4 7Y = 7 + DIFEHEZ1T 9,
bool isSelect = false;//F DEPURHEH] EHDOEHTH 5,
Color orgColor,selColor = Color.yellow://ER 73N 8R S N7 D @2 RS L TBLEHTH 5,
llstring t ="a"s//7 A NHDOTF A N Th D,

void StartQ{/#)H#A 514
orgColor = gameObject.renderer.material.color;//7t % DA T ¥ = 7 hOEAITHE L THL

void UpdateQO/# 12 FE/T S el T 5
FTVAX—DF =0 NE I NOHEEZ LTS,
*Glpbal.flg & %7 v —/ 31 $(bool ) TH Y
*Global.flg == true’ CHDO X — > Th 5,
*/
if (!Global.flg) {
return;//Update(Q %z T SH TV 5,
}
if(Input.GetMouseButtonDown(O)V/~ 7 A D7 U 7 B 7= H
Vector3 pos = Input.mousePosition;/{f 7= RFD~ 7 A DN EERE T D,
pos.z =10.06//L2> L~ 7 AFHATERRIHKTE Wi z R EZ R ET D,

Ray ray = Camera.main.ScreenPointToRay(pos);// - D VERL

if(Physics.Raycast(ray,out hit, 0O/ 7= >7=4 7V =7 s O¥|E
BTt T2 VR ZOAT V=7 bOBE
if(hit.collider.gameObject.name == gameObject.name)t
isSelect = !isSelect;/f -> t//EAIRREIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell )/~ A7 VU v 7 X T=KF
if(Control )/ Eh v REHHIE
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U v 7 (L E{RE
IR E F 00 SRR R
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3H)){
if(hit2.collider.gameObject.tag == "piece2"){
Destroy(hit2.collider.gameObject);//Fil Bk £

}
7V w7 Ulze~ A~H)
transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);

/lcollision Time
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isSelect = false;/ IR REME R
Flg fchange = new FlgOi//HE X — AN 2 D7 7 7 ER
Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect)V/FZINEN D 25 %
gameObject.renderer.material.color = selColor;
telsel

gameObject.renderer.material.color = orgColor;

public bool Control(){//Unicornpiece control

float xPosition = transform.position.x ;//now position

float yPosition = transform.position.y - 0.23f;

float zPosition = transform.position.z ;

NEBIEDAT Y =7 FOMEIND y FEAE 2 T8 U CRE

Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);

bool a = false;//fEH8) T & HA0E I HIE

for(float X = -4f; X <= 4f; X++ )1

for(float Y=-8f; Y<=8f; Y=Y + 2f }{
for(float Z = -4f; Z <= 4f; Z++ ){

Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
"7 7 Ui a5

Vector3 hitposition = hit.collider.gameObject.transform.position;

/1x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.5f){/Ray hit position
hitposition = new Vector3(X ,Y ,Z);//F&HGH%

I8 T & HRPAICILE > TV D0 OHE
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){
HFEBRIZBE) T 5~ A0 HE
if (UnicornJudge (X, Y, Z){
a=true//BEITE D L) EEHX
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if X==0f && Y == 0f && Z == ODY/BEY L TRWLEZ 7 U v 7 LT ehd
a=false;//BEITE RN L 5 FEE iz

}

PEDORIEL 7Y v 7 LTAALEDRIORZ MV ORE S 2 RET D,

FLOLRICHICA 7 V=7 RSP HET DD U v 7 LIefLiEDE &

EAT B UL LTI v /v ACHIENHB - HR20NE I LTS,

*/

float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp

HETOS ALY TV FOFERE TS

GameObjectl] cells = GameObject.FindGameObjectsWithTag("cell");

5437l NOMBETZ Y v LTS OEREZ (7
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

[hits ICBIEDA 7 V=7 MIEEBEEC Y v 7B OROETOFT V=7 RO
HEBRAEEML T, BEMSNDIERILT v & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) YATERIZ & - =22 &
STzl T V=l DX T HARET S
string hitTag = hits [(int)i].collider.gameObject.tag;
WS Tl 7TVl "B STEHEBE TE RN L ) EXZ
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

break;

return a;

7= 21— OABH 72 R Bl mT e E
public bool UnicornJudge(float X, float Y, float Z){

bool tf = false;

fX=Z&&X==Y/2 ||
X==Z7Z&&-X==Y/2 ||
X=-Z&&X==Y/2 ||
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X=-7Z && -X==Y/2 | |
X=7Z&&X==-Y/2 | |
X=7 && -X==-Y/2 | |
X==-Z&&X==-Y/2 ||
X ==7&& X ==-Y/2) {
tf = true;
if(Y == 0D){
tf = false;

[**annallyJudge**/
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U v 7 U 7z JEEAZ % {4 A
N7V v 7 Ul et y FERE 3 +1f DOALE 2 RN
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
TN HARE TS LS Do o — 24TV = 7 b OfE# % FLiE,
if(Physics.Raycast(anally,Vector3.down ,out hit10,3)){

/B NoVIEro¥ b m AV ES/ AN/ 301 0[R) i3

if(hit10.collider.gameObject.tag == "piecel")!

tf = falses//E OV x 25 1E

return tf;

/*

void OnGUI QO /T A FHT FARMERA Y v K
GUITextField (new Rect (10, 10, 100, 200), t);

¥/

®  Bishop

public class Bishop : MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10;/4 7 ¥ = 7 F DIFEHEEIT 9,
bool isSelect = false://EIDIRIUIRFEHEA DOEH TH 5.,
Color orgColor,selColor = Color.yellow://E 23 8N S L7z RO EEZRE L TELLEHTH D,
llstring t ="a"//7 A NHDT XA N Th 5,

void StartQ{/#)H &1
orgColor = gameObject.renderer.material.color;//7t % DA T ¥ = 7 b DEITHE L THEL
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void UpdateQ{/# |2 AT S Aufei) T %
P X —=DE = NE I POHEEZ LTV D,
*Glpbal.flg & %7 v —/ 312 % (bool H) TH
*Global.flg == true’ CHDO X — > Th 5,
*/
if (!Global.flg) 1
return;/Update(Q % #& 7 & T\ 5,
}
if(Input.GetMouseButtonDown(O)V/~ 7 A D7 U v 7 B & 7=k
Vector3 pos = Input.mousePosition;/{f 7D~ 7 ADALE ZRE T 5,
pos.z =10.06//L2x L~ 7 AFHATE R TE Wi z R AR ET D,

Ray ray = Camera.main.ScreenPointToRay(pos);//Jt:4r D VERK

if(Physics.Raycast(ray,out hit, I0O){/4 7= >7=4 7 2= 7 h DHE
BTl T2 "R OAT V=7 OGS
if(hit.collider.gameObject.name == gameObject.name){
isSelect = lisSelect;//f -> t//fRHINREIZIET T

if(isSelect && hit.collider.gameObject.tag == "cell )/~ A7 U v 7 S 7=
if(Control O){/# 8l FIEEDHIE
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U v 7 (L E{RE
IR E F 00 SRR
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3))
if(hit2.collider.gameObject.tag == "piece2"){
Destroy(hit2.collider.gameObject);//Fil Bk £

}

N7V w7 L~ A~BHE)

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;/ IR REAME R

Flg fchange = new FlgO;//FH B ¥ — 2 ANBE 2 D7 7 KR

Global flg = fchange.FlgSetter(Global.flg);

if(isSelect){//ZINEN D A X
gameObject.renderer.material.color = selColor;
telsel

gameObject.renderer.material.color = orgColor;
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public bool Control(){//Bishoppiece control
float xPosition = transform.position.x ;/now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
NEBIEDA TV =7 NOEDD y AT 2 J75E L CRE
Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
bool a = false;//fBH) T & HALEHHIE
for(float X = -4f; X <= 4f; X++ )
for(float Y =-8f; Y <=8f; Y =Y + 2f ){
for(float Z = -4f; Z <= 4f; Z++ )\
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
7Y 7 Ui 2 e

Vector3 hitposition = hit.collider.gameObject.transform.position;

/1x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.5f){/Ray hit position
hitposition = new Vector3(X ,Y ,Z)://EHFH%E

BT & HEPHIZILE > TV B OHE

if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){

HFEBRIZBE) T & b~ A0 HE

if (BishopJudge (X, Y, Z)){
a=true)//BENITE D L HEEH X
if X==0f && Y == 0f && Z == ODV/BEY L Tl M@ A 7 U v 7 L CODTEGE
a=false;//BEITE RN D EXHZ

}
PFEONEE 7Y v 7 LTEIEDMONT MV OREIZRET D,
FLNLRICEICAT V2 SRBIDHET STcH s Y v 7 LIefrE ok &
AT 27D U ES LT Y v I/ v RAZHDTH RN E LTS,
*/
float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp
NETO~YAFT V= hOHZ R
GameObject[] cells = GameObject.FindGameObjectsWithTag("cell");

54TV NOMESE 7 ) v 7 LIS o EREZ (RE
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Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

Phits ICBIEDA T V= 7 MIE EBEE(T ) v 7B OB OETOLAT V2 FO
HEREKML TN, SN DIERILT v & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int 1 = 0; 1 < hits.Length; i++) {/i{E 2 & - 7= 2] 5E
WS ted T V= NOX T EHETD
string hitTag = hits [(int)il.collider.gameObject.tag;
BTl T V= "B ST EBE TE RN L ) EEH X
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;

return a;

e a3 v 756 OFRHY 7 E ] E
public bool BishopJudge(float X, float Y, float Z){

bool tf = false;

if(Y=0f&&X==7| |
Y==0f&& X==-Z | |
Y==0f&& -X==7 | |
Y == 0f && -X ==-7) {
tf = true;
telse ifX==0 && Z==Y /2] |
X==0&&-Z==Y/2]|
Z==0&&X==Y/2] |
7Z==0&& -X==Y/2){

tf = true;

/** **/

annallyJudge
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U v 7 U 7= FEAZ & A
N7V 7 UTEERED y FERED+1f DOfLE A2 R

Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.2);

WIS Z A LSO 2 — 047 Y = 7 b OIEHZ L E,
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if(Physics.Raycast(anally,Vector3.down ,out hit10,3))
/BNoVIEroY b AVE/ A N /N 301 [o) A
if(hit10.collider.gameObject.tag == "piece1"){
tf = falses//FREOME 2 25 11

return tf;

/*

void OnGUI QO /T A FHTF A FERA Y v K
GUITextField (new Rect (10, 10, 100, 200), t);

I

® Rook

public class Rook : MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10:/4 72 = 7 k DIFEEHIEEIT I,
bool isSelect = false;//F DOEJURHEH] EHOLEHTH 5,
Color orgColor,selColor = Color.yellow://B2N BRI S N7 FO A ERE L TR L TH 5,
llstring t ="a"s//7 A NHDOT XA N Th D,

void StartQV/WI 5
orgColor = gameObject.renderer.material.color;//7Tt % DA T ¥ = 7 FDEITHETE L TEL

void UpdateQU/# 24T S el T\ 5
FTVAX—=DF = NE I NOHEEZ LTINS,
*Glpbal.flg & %7 v — 312 % (bool ) TH Y
*Global.flg == true’ THDO ¥ — > Th 5,
*/
if (!Global.flg) {
return;//UpdateQ % #& 7 ¢ TV 5,
}
if(Input.GetMouseButtonDown(O)V/~ 7 ADIE 7 U » 7 N RS 7=
Vector3 pos = Input.mousePosition;/{f X N 7=RFD~ 7 A DN EZRE T D,
pos.z=10.06/ L L~ 7 A TBATE DNFRE TE RV 2 EEZRET D,

Ray ray = Camera.main.ScreenPointToRay(pos);//Jt:4r D VERL

if(Physics.Raycast(ray,out hit, 10O/ 247> 7= 47V =7 N OHE
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NS T TV "R ZOAT V=7 bOBE
if(hit.collider.gameObject.name == gameObject.name){
isSelect = lisSelects//f -> t/EJUIRBEIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell N/~ 2737 VU v 7 Sh =K
if(Control O){/F Bl vl hE A ) E
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U » 7 {ir & £%
TR E O SRR
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3H)){
if(hit2.collider.gameObject.tag == "piece2"){
Destroy(hit2.collider.gameObject);// i &k 1

¥

"oV > 7 Licv A~

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = falses//BEHRINREARER

Flg fchange = new FlgO;// BB Y — ANBEZ D7 7 VAR

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect)V/3REY D (145 %
gameObject.renderer.material.color = selColor;
telsel

gameObject.renderer.material.color = orgColor;

public bool Control(){//Rookpiece control
float xPosition = transform.position.x ;//now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
HEBIEDA TV = 7 N ONLEMN S y FEHE % JHR U CRE
Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
bool a = false;//FEE) T & B L&D HIE
for(float X = -4f; X <= 4f; X++ )1
for(float Y =-8f; Y<=8f; Y=Y + 2f ){
for(float Z = -4f; Z <= 4f; Z++){
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Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
7V w7 UThiE afe

Vector3 hitposition = hit.collider.gameObject.transform.position;

//x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >=Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.50){//Ray hit position
hitposition = new Vector3(X ,Y ,7);// 445 %%

I8 T & DHRIAITILE > T 2 2 OHE

if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){

IFEBRCBE T E 5~ AHHE

if (RookdJudge X, Y, Z))
a=trues//BEITX 5 L) EX Mz
if X==0f && Y == 0f && Z == ODY/BE L TRWLEE 7 U v 7 LT ehd
a=falses//BENTE RN I EEHX

}
PFEDOREE T Uy 7 LIELEOMONT MVORE S ERET D,
FLNLRICHICA 7 Y27 ERBLDHET DD U v 7 LIefLEDE) &
AT oD U ES LT Y v/ v RAZH DT EERNE L TnD,
*/
float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp
NETONAFT V= hOEHRZ TG
GameObjectl] cells = GameObject.FindGameObjectsWithTag("cell");

N5e537xr NOfLEE 7Y v 7 Ul R OEREZ (R E
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

[hits ICBIEDA T V=2 M EBEE Y v ZLE)OMOETOF TV =7 RO
HEREKML TN, WS DIERILT v & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) {AT{ERIZ & o 72224 E
WS Tented T V= ORI EBETD
string hitTag = hits [(int)i].collider.gameObject.tag;
BTzl A TV "RREST2GABE TEnL ) EE X
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;
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}
break;

return a;

1DVv—2 703 b OFERTRY 7R AL ] E
public bool RookJudge(float X, float Y, float Z){

bool tf = false;

if (Y==0f && X ==0f | |
Y == 0f && Z == 0f) {
tf = true;
Jelse if(Y 1= Of && X == 0f && Z == 0H)1

tf = true;

/**annallyJudge**/
Vector3 anally0 = hit.collider.gameObject.transform.position;// 7 U v 27 U 7= FEFE & A
N7V v U RSO y FERE 3 +1f ONLE 2 A
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
HTFFBNHARE R LS Dol — 47 V=7 FOE#RZ L,
if(Physics.Raycast(anally, Vector3.down ,out hit10,3H)){

/B NoV/IEroY b e/ /N 10 l) 1

if(hit10.collider.gameObject.tag == "piecel")

tf = false;//FEONEE % 251k

return tf;

/~k

void OnGUI QO (/7 A T HF A MERA Y v R
GUILTextField (new Rect (10, 10, 100, 200), t);

1/
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Pawn

public class Pawn : MonoBehaviour{

public class Rook : MonoBehaviour{

RaycastHit hit, hit2, hit9, hit10;/4 7 = 7 ~ DIFEHEEIT S,

bool isSelect = false://F DRI FEH EROEH TH 5,

Color orgColor,selColor = Color.yellow://ER 73N 8R S N7 D A2 RS L TBLEHTH 5,
lstring t ="a"//[7 A NHDOTF A N Th 5,

void StartO/#1H# 514

orgColor = gameObject.renderer.material.colors//5e % DA 7 ¥ = 7 F OEIZEHE L TH <

void UpdateQU/FE 12 FEIT S i T\ b

FTLAXY—DF—2InE I DOHEE L TND,
*Glpbalflg & 137 v — L% % (bool B)TH Y
*Global.flg == true THD ¥ — > Th 5,

*/

if (!Global.flg) {
return;/UpdateQ % #& 7 X ¥ T\ 5,

h

if(Input.GetMouseButtonDown(ONV/~ 7 A DT U v 7 I3 S U7
Vector3 pos = Input.mousePosition;/{f XN 7- D~ 7 2ADALE ZIRET D,
pos.z=10.06/ L L~ T A THITEZ PRI CTE oo z JEIR 2R ET D,

Ray ray = Camera.main.ScreenPointToRay(pos);//Jt:Hr D VER,

if(Physics.Raycast(ray,out hit, OO/ 7=~ 7=4 7V =7 s O¥|E
BT oleA T V=7 FRZOFT V=7 FORE
if(hit.collider.gameObject.name == gameObject.name){
isSelect = !isSelect;//f -> t//EARIRREIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell )/~ A7 VU v 7 1=K
if(Control )/ B A REAHIE
Vector3 newpos = hit.collider.gameObject.transform.position; 7 V v 7 L & {RE
IR E F 00 SRR R
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3))
if(hit2.collider.gameObject.tag == "piece2"){
Destroy(hit2.collider.gameObject);//Fl Bk i

}
N7V w7 Ui~ A~5H)
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transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;/EHUINREAME R

Flg fchange = new FlgO;//HE X — 2 ANWBE 2 D7 7 JEE

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect) /R INEI D AZE 2.
gameObject.renderer.material.color = selColor;
telsel

gameObject.renderer.material.color = orgColor;

public bool Control(){//Pawnpiece control

float xPosition = transform.position.x ;//now position

float yPosition = transform.position.y - 0.23f;

float zPosition = transform.position.z ;

HEBIEDOA TV =7 FOMEIND y FEAE 2 T8 U CRE

Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);

bool a = false;//F i T X B ALE 2V E

for(float X = -4f; X <= 4f; X++ )1

for(float Y=-8f; Y<=8f; Y=Y + 2f }{
for(float Z = -4f; Z <= 4f; Z++ ){

Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
"7 7 Ui 2 e

Vector3 hitposition = hit.collider.gameObject.transform.position;

//x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.5f){/Ray hit position
hitposition = new Vector3(X ,Y ,2);//EEHGHF

IIFEE) T E DRI E > TW 2 9 DHE
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){
NEBIZBETE 5~ AHE

if Pawndudge X, Y, 21
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a=true//BEITE D L) EEHX

if X==0f && Y == 0f && Z == ODU/BE L TRWLEZ 7 U v 7 LT ehd
a=falses/BENTERNE I EBEHX

}

PFEDOREE T Uy 7 LIELBOMONT MV ORE S ERET D,

FLLBRICRICA 7 V=7 BB HET D207 U v 7 LicfriEDE &

AT B UL LTI ) v /v ACH DS 52N LI LTV D,

*/

float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp

HETD~ AL TV =7 hOFERE S

GameObject[] cells = GameObject. FindGameObjectsWithTag("cell");

N5H4A7xy FOMEEZ Y v 7 Lz SO RE
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

[hits [ICBUED A7 ¥ = 7 ML LBEVE(Z U v 7B OMORTOFT =7 MO
HEBRAEEML T, BEMSNDIERILT & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) V{aERIZ & - 7= 2] E
STzt T V=l NOX T HARET S
string hitTag = hits [(int)i].collider.gameObject.tag;
STzl A T V= NBREST2GABE TE VWL ) EE X
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

break;

return a;

7R — 2 DAERH 72 )

public bool PawndJudge(float X, float Y, float Z){
bool tf = false;

if (Y == Of && X == Of && Z == -1f| |
Y == 2f && X == 0f && Z == 0f) {
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tf = true;

[**annallyJudge**/
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U » 7 U 7= FEAE & A
2V 7 UT2ERE D y FEREDI+1E DAL 2 A
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
TN E TS LS50 ol — 24T V=7 b OIEH%ZFE,
if(Physics.Raycast(anally, Vector3.down ,out hit10,30)){

/BSoVIESoY b m AV ES AN/ 5301 [) 13

if(hit10.collider.gameObject.tag == "piecel")

tf = falses//E OV 25 1E

return tf;

/*

void OnGUI QO /T A FHTF A FERA Y v K
GUITextField (new Rect (10, 10, 100, 200), t);

¥/

® Kingb

public class Kingb : MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10; /4 7Y = 27 s DEFEEDHEEIT D,
RaycastHit cellhit; /47 Y =7 b DFEDHEEFT I,
bool isSelect = false; /B DEPUIRAEH]IEH DOEE TH 2,
Color orgColor,selColor = Color.yellow; /B3 E-R K- OB ERE L TR A TH D,
lstring t ="a"s /I7 A NHDOT XA N THD

void StartQf /#1151
orgColor = gameObject.renderer.material.color; /[Tt % DA 7 ¥ = 7 FORAIZFERE L THE L,
}

void UpdateO{ //# 2RI T S el T b,
Gamedudge 0; /7" — L& T &M 272 L TODOHERA Y v B
[ oA —DE = InE I DOHEE L TN D,
*Global flg & 1327 10— 124k (bool T TdH b
* ‘Global.flg == false RO ¥ — 2 Th 5,
*/

46



if (Global.flg) { /D & — v 125 185
return; //UpdateQ & # T ST 5,
}
if(Input.GetMouseButtonDown(O)i //= 7 ADE Y U v 7 PR S Tz kg
Vector3 pos = Input.mousePosition; /fl SILIZRED~ 7 A DI EERET D,
pos.z =10.06 /LA L~ U A TIFBRATE N TE W z IR A R ET D,
[¥71 AT T —27 OALED S pos FERE~AIT T
FEARHOND SR A VER T D,
*/

Ray ray = Camera.main.ScreenPointToRay(pos);

*EARIZ 100 O BEEED
AT LA T — L F T2 7 N IRDH D,
* %5725 hit (TN
*/
if(Physics.Raycast(ray,out hit,100)){

Fhit IZIRA SN — L AT V=7 FOAFIHR
ZDAT YT NOF T2 NTHBHM
if(hit.collider.gameObject.name == gameObject.name)t
isSelect = lisSelect;//f >t [/ Z DA TV = 7 MYz 1273 HEBYURE~FEAT
}
27U y7 LILENT = A TH 1256
if(isSelect && hit.collider.gameObject.tag == "cell"){
if(ControlO)}{ //7 U v 7 St=~ AN E ATRE~ A ) HIE
Vector3 newpos = hit.collider.gameObject.transform.position; /7 V v 7 i\ & % &%
¥ U » 7 (i RE L Cy BEERTZN 1 REWEICERET D,
*
*/
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
70y 7 SN I SO ENLE FIC L DEEOERERD LYo F T V=2 b
*hit2 IZPRET D,
*/
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3)){
if(hit2.collider.gameObject.tag == "piece 1"/ D Y= o714 TV = 7 M DBHEITH D5HE
Destroy(hit2.collider.gameObject);//24 7= - 7B D4 R &2 Bifs: L7 — AN HE 0 Br <,
}
H
2V w7 Uiz~ A~BE)(y BIED+0.23f 1L~ A DR % EE)
transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time
isSelect = false; /[SHUIRAED fFER
Flg fchange = new Flg(); //Flg 7 7 A DA > A% o ZADIERL
[* 7 e — N )VEHTH B Global.flg @ Tor F O ANEZ
*ZAUT Ko THEAEINE R < 2 BERAEINED K D12k,
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*/
Global.flg = fchange.FlgSetter(Global.flg);
¥
¥

if(isSelect) /AEJUIRHE DR
gameObject.renderer.material.color = selColor; //EJDEEZE X %, ()

telsel /HEHURAE TG A
gameObject.renderer.material.color = orgColor; /Dt % LD EITR T,

H

H
b
H

IIKing O8)TF %~ ZADH|EEIT 5
public bool Control(){//King piece control
float xPosition = transform.position.x ;
float yPosition = transform.position.y - 0.23f;

float zPosition = transform.position.z ;

bool a = false;
for(float X = -1f; X <= 1f; X++){
for(float Y=-2f; Y <= 2f; Y =Y + 26){
for(float Z = -1f; Z <= 1f; Z++ ){
IIKing OIAE D FEFE D B DL E 2
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
Vector3 hitposition = hit.collider.gameObject.transform.position;//King D& T X 2 JEFE D LRE

if(hit.collider.gameObject.transform.position.x >= X -0.5f&&
hit.collider.gameODbject.transform.position.x < X + 0.5{&&
hit.collider.gameODbject.transform.position.y >=Y -0.5f &&
hit.collider.gameODbject.transform.position.y <Y + 0.5f&& hit.collider.gameObject.transform.position.z
>=7 -0.5f && hit.collider.gameObject.transform.position.z < Z + 0.5f){//Ray hit position
hitposition = new Vector3(X ,Y ,Z); /[ AR~ AN Y 72 o 7= JEFE | TEEHUE T2 2 OB E I 4
}

HIERRDN Y 72 > T2 FEAZ 73 King O BT AALEIZILE - T B0
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){

a = true; //bool DEEH %

/** **/

annallyJudge
Vector3 anally0 = hit.collider.gameObject.transform.position; /7 V v 7 L7 JEZEZ A
N7V 7 UTEERED y FERED+1f DL E A2 R

Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);

170 v 7 LT R D y JERER+1f OALE S FIFANC 8f DR S O ERFT3 5,
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R DA TV 7 NSO T D hitl0 ISEFERARE S D,
*/
if(Physics.Raycast(anally,Vector3.down ,out hit10,3f)){

if(hit10.collider.gameObject.tag == "piece2"/hit10 IZ W5 DEITdH 5 )
a=false;//IRF DO HH~ATH D LBETEX /2w false ICE XX
}
}

ifX==0f && Y == 0f && Z == OD{/5BIREN TV DD H A (LB (FEE) L 72\ )
a = false;//&E) L 72\ DX false
}
break;
H
}
}
}
return &;//BEICE A~ AL TARALRS F
i

N7y —2 & THEAY v K
public void Gamedudge({
bool whiteKing = false;//H ¥ > 723 & % D> O ¥ E
bool blackKing = false;//f % > 7203 % 5 > OHIE
for (float X = -2f; X <= 2f; X++) {//&£THO~ A DR
for (float Y =-4f; Y<=4f; Y=Y + 20) {
for (float Z = -2f; Z <= 2f; Z++) {
Vector3 onCell = new Vector3 (X, Y + 1f, 2);//&2 T D~ AD y JEFED 1f K& WLE A RE
if (Physics.Raycast (onCell, Vector3.down, out hit, 30) /&2 THO~ADA TV =7 M EHFHD
if (hit.collider.gameObject.name == "Kingw") {/[3 D % > 7 D47 4
whiteKing = true;//H D ¥ > 7 3 H T true
} else if (hit.collider.gameObject.name == "Kingb") /0D % 7 DA &
blackKing = true;//EED x> 7 3 AT true

for (float X = -2f; X <= 2f; X++) {//&2 T DO~ A DR
for (float Y =-4f, Y<=4f; Y=Y + 2f) {
for (float Z = -2f; Z <= 2f; Z++) {
Vector3 onCell = new Vector3 (X, Y + 1f, Z); /& T O~ AD y FEAED 1f K& WVLE &2 (RE
if (Physics.Raycast (onCell, Vector3.down, out hit9, 3) /&2 THO~ADA TV =7 M EFHRD
A% 7 Déb D IRETRS V7 OF BOHE
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if (hit.collider.gameObject.name == "Kingb" && whiteKing) {
blackKing = true;//FED ¥ > 7 3 AT true
NEX > 7 Db DIRETAF V7 OHEOHE

} else if (hit.collider.gameObject.name == "Kingw" && blackKing) {
whiteKing = true;//H D% > 7 0N H U true

if (whiteKing && blackKing) /B D x o 735 % 7
Yelse Y/F—07 b L XM NFEIE L2 WA
GameOver (whiteKing, blackKing); /7 — & #& T &

}

}

N7y —LETHEAY v K
public void GameOver(bool whiteKing,bool blackKing)t
if(whiteKing && 'blackKing{//H¥ > 7' T HR* /' F
WhiteWinQ:/FIBEFI A >~ > RO L
telse if('whiteKing && blackKing){/[A% 7 F &% 7' T
BlackWinOQs//ZB5FI A > RIFUHI L
telse/AX v 7/ FRX I F
DrawGameQ;// K — 2 > > REEOYH L
}
}
HEBBRIAY » K
public void WhiteWin(1{
Game g = new Game();//Game 7 7 ADA > A K AERK,
Global.tex = "GAME OVER¥n" +
"WHITE WIN!";//7— 2ETREOT ¥ A N % 70— VB Th % Global.tex (2 A
gameov(;//7 ¥ A FEIRAD A V> RIEOH L
}

public void BlackWinO{//Game 7 7 A DA A & > A B,
Game g = new Game();
Global.tex = "GAME OVER¥n" +
"BLACK WIN!"; /|7 — L& THREDT ¥ A b & 7 a—/VEETH D Global.tex (21X A
gameov(;//7 ¥ A FIRAD A V> RIEOH L
}

public void DrawGameO{//Game 7 7 A DA > A X ZA{ERL
Game g = new Game();
Global.tex = "GAME OVER¥n" +

50



"DRAW GAME";//7— L& THEDT ¥ A N & 7 a0 —/ N )VEHTH S Global.tex (218 A
gameov(;//7 X A FFRAD A Y v RIFOH L
}

public void gameovQi/7 % A M FIRELT H
GameObject.Find ("GameText").guiText.text = " + Global.tex;
H

/*
void OnGUI Q /7 A DT XA FERAY v ’
GUITextField (new Rect (10, 10, 100, 200), t);
}
*/
}

® Queenb

public class Queenb: MonoBehaviourt
RaycastHit hit, hit2, hit9, hit10;/4 7Y = 7 s OFEHIEETT I,
bool isSelect = false;//F DOEPURHEH] EHOEHTH 5,
Color orgColor,selColor = Color.yellow://E) 3 SR SN 7ZREO B ERE L T EHTH 5,
llstring t ="a"//7 A NHDT XA N Th 5,

void StartQV/HIH S
orgColor = gameObject.renderer.material.color;//7t % DA 7 ¥ = 7 h OEITHE L THEL

void UpdateQU/FE 12 FE/T SNl T\ b
FFUAX—DF =L 5 hOHEEZ LT D,
*Glpbal.flg & X2 7 — L2585 (bool ) T b
*Global.flg == false’ TROFX —>Th D,
*/
if (Global.flg) {
return;//Update(Q % #& 7 & T\ 5,
}
if(Input.GetMouseButtonDown(O)/~ 7 A D7 U v 7 RS FL i i
Vector3 pos = Input.mousePosition;/ff N7 D~ 7 A DALE ZRE T 5,
pos.z=10.06/ L L~ 7 A TBATE DRI TE RV 2 EEZRET D,

Ray ray = Camera.main.ScreenPointToRay(pos);// S 4% D ERL

if(Physics.Raycast(ray,out hit, OO/ 4 7= ~>7= A7 2 =7 + DHE
E oA T V=) MR OAT V=S P ORA

if(hit.collider.gameObject.name == gameObject.name){
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isSelect = lisSelects//f -> t//EIRIRTEITEAT

if(isSelect && hit.collider.gameObject.tag == "cell)V//~ A7 U v 7 S 7=
if(Control O){V/& &) T REDHIE
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U » 7 i E £ %
TR TE FH D JEAR PR Rk
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3H))1
if(hit2.collider.gameObject.tag == "piece1"){
Destroy(hit2.collider.gameObject);//i Bk 1

b

N2V v 7 Lz~ A~BHE

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;/EHUINREAME R

Flg fchange = new FlgO;// BB Y — ANBEZ2 D7 7 VAR

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect){/BIEN D A X
gameObject.renderer.material.color = selColor;
telsed

gameObject.renderer.material.color = orgColor;

public bool Control(){//Queenpiece control
float xPosition = transform.position.x ;//now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
HWEBAEDF TV =7 hOEDID y AT 2 J78 U CRE
Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
bool a = false;//FEE) T & B L&D VHIE
for(float X = -4f; X <= 4f; X++ ){
for(float Y =-8f; Y <=8f; Y = Y + 2f {
for(float Z = -4f; Z <= 4f; Z++ )1
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
N7 7 Ui e

Vector3 hitposition = hit.collider.gameObject.transform.position;
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/[x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.5){//Ray hit position
hitposition = new Vector3(X Y ,Z):/# 5%

I8 T & DRI E > T2 2 OHE
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){
HEBRIZBE)TE 5~ ADHE
if (Queendudge (X, Y, Z){
a=true//BENITX D L O EXHX
if X==0f && Y == 0f && Z == ODV/BEY L CTRWMLEZ 2 U v 7 LTWhG
a=falses//BENTE RN HIEEHX
}
PAEONEE TV Y7 LTENLBEOMONRT MLORE SERET 5,
L LBRICRICA T V=7 BB HET D207 U v 7 LicfrEDE) &
AT LD HES LT Y v I/ v RACHDENE RN E LTS,
*/
float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp
HETDOVAET V=7 FONHE TS
GameObject[] cells = GameObject.FindGameObjectsWithTag("cell");

N4 7=l NOfEE 7Y v Lz s Ol RE
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

Fhits ICBIEDA T V=7 MIEEBEEC Y v 7B OMOETOF TV =7 MO
FEREEHL T, SN DIEEILT v & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) Y/{ERIZ & - 7= 2] E
WS Tl T2l NDOR T HRET D
string hitTag = hits [(int)i].collider.gameObject.tag;
WS Ten e T V= NNRE S T2 AR TERV L ) EEHX
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;
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}

return a;

public bool Queendudge(float X, float Y, float Z){
bool tf = false;

1127 A — > OBLEDNLE 7> B ORI 72 B B AT REH &

fX==7 &&X==Y/2 | |
X==7&& -X==Y/2 | |
X==-Z &&X==Y/2 | |
X==-7&& -X==Y/2 ||
X==7 && X ==-Y/2 | |
X==7&& -X==-Y/2 | |
X==-7Z &&X==-Y/2 | |
X ==-7 && -X ==-Y/2) {
tf = true;

Jelseif (Y==0f&& X==127 | |
Y=—=0f&& X=="-Z | |
Y==0f&& -X==7 ||
Y ==0f && -X ==-7) {

tf = true;

telse ifX==0 && Z==Y /2] |

X==0&& -Z==Y/2]|

Z==0&&X==Y/2]|

Z==0&& -X==Y/2){
tf = true;

telse if (Y == Of && X ==0f | |
Y ==0f && Z == 0f) {

tf = true;

Jelse if(Y = Of && X == Of && Z == 0f){

tf = true;

/** **/

annallyJudge
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U » 7 U 7= FEE % XA
N7V w7 UTZJERED y FEREDS+1f ONLE &R
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
HTFHRCHMRERN LSONole =2 AT V=7 b ORERELIE,
if(Physics.Raycast(anally,Vector3.down ,out hit10,30)){

WSO oToAT =7 FINRTT OB O
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if(hit10.collider.gameObject.tag == "piece2")
tf = false;//ME OB % £51E

return tf;

/*

void OnGUI QO (/7 A T HF A MERTA Y v R
GUITextField (new Rect (10, 10, 100, 200), t);

1/

®  Knightb

public class Knightb: MonoBehaviourt
RaycastHit hit, hit2, hit9, hit10;/4 7Y = 7 s OFEHIEETT I,
bool isSelect = false;//F DOEPURHEH] EHOEHTH 5,
Color orgColor,selColor = Color.yellow://E) 3 SR SN 7ZREO B ERE L T EHTH 5,
llstring t ="a"//7 A NHDT XA N Th 5,

void StartQV/HIH S
orgColor = gameObject.renderer.material.color;//7t % DA 7 ¥ = 7 h OEITHE L THEL

void UpdateQU/FE 12 FE/T SNl T\ b
FFUAX—DF =L S hOHEEZ LTV D,
*Glpbal.flg & X2 7 — L2585 (bool ) T b
*Global.flg == false’ TROFX —>Th D,
*/
if (Global.flg) {
return;//Update(Q % #& 7 & T\ 5,
}
if(Input.GetMouseButtonDown(O)/~ 7 A D7 U v 7 RS FL i i
Vector3 pos = Input.mousePosition;/ff N7 D~ 7 A DALE ZRE T 5,
pos.z=10.06/ L L~ 7 A TBATE DRI TE RV 2 EEZRET D,

Ray ray = Camera.main.ScreenPointToRay(pos);// S 4% D ERL

if(Physics.Raycast(ray,out hit, OO/ 4 7= ~>7= A7 2 =7 + DHE
E oA T V=) MR OAT V=S P ORA

if(hit.collider.gameObject.name == gameObject.name){
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isSelect = lisSelects//f -> t//EIRIRTEITEAT

if(isSelect && hit.collider.gameObject.tag == "cell)V//~ A7 U v 7 S 7=
if(Control O){V/& &) T REDHIE
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U » 7 i E £ %
TR TE FH D JEAR PR Rk
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3H))1
if(hit2.collider.gameObject.tag == "piece1"){
Destroy(hit2.collider.gameObject);//i Bk 1

b

N2V v 7 Lz~ A~BHE

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;/EHUINREAME R

Flg fchange = new FlgO;// BB Y — ANBEZ2 D7 7 VAR

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect){/BIEN D A X
gameObject.renderer.material.color = selColor;
telsed

gameObject.renderer.material.color = orgColor;

public bool Control(){//Knightpiece control
float xPosition = transform.position.x ;//now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
HWEBAEDF TV =7 hOEDID y AT 2 J78 U CRE
Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
bool a = false;//FEE) T & B L&D VHIE
for(float X = -4f; X <= 4f; X++ ){
for(float Y =-8f; Y <=8f; Y = Y + 2f {
for(float Z = -4f; Z <= 4f; Z++ )1
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
N7 7 Ui e

Vector3 hitposition = hit.collider.gameObject.transform.position;
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/[x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.5){//Ray hit position
hitposition = new Vector3(X Y ,Z):/# 5%

I8 T & DRI E > T2 2 OHE
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){
HEBRIZBE)TE 5~ ADHE
if (KnightJudge (X, Y, Z)1
a=true//BENITX D L O EXHX
if X==0f && Y == 0f && Z == ODV/BEY L CTRWMLEZ 2 U v 7 LTWhG
a=falses//BENTE RN HIEEHX
}
PAEONEE TV Y7 LTENLBEOMONRT MLORE SERET 5,
L LBRICRICA T V=7 BB HET D207 U v 7 LicfrEDE) &
AT LD HES LT Y v I/ v RACHDENE RN E LTS,
*/
float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp
HETDOVAET V=7 FONHE TS
GameObject[] cells = GameObject.FindGameObjectsWithTag("cell");

N4 7=l NOfEE 7Y v Lz s Ol RE
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

Fhits ICBIEDA T V=7 MIEEBEEC Y v 7B OMOETOF TV =7 MO
FEREEHL T, SN DIEEILT v & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) Y/{ERIZ & - 7= 2] E
WS Tl T2l NDOR T HRET D
string hitTag = hits [(int)i].collider.gameObject.tag;
WS Ten e T V= NNRE S T2 AR TERV L ) EEHX
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;
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}

return a;

74 K> b OFERY 22 A7 18 ) E
public bool KnightJudge(float X, float Y, float Z){

bool tf = false;

if (Y == Of && X == -1f && Z == -2f| |
Y == 0f && X == 1f && Z == -2f| |
Y == 0f && X == -2f && Z == -1f| |
Y == 0f && X == 2f && Z == -1f| |
Y == 0f && X == -2f && Z == 1f| |
Y == 0f && X == 2f && Z == 1f| |
Y == 0f && X == -1f && Z == 2f| |
Y ==0f && X == 1f && Z == 2f
N
tf = true;
} else if(Y == of && X == 0f && Z == -2f | |
Y == 2f && X == -2f && Z == Of | |
Y == 2f && X == 2f && Z == Of | |
Y == 2f && X == 0f && Z == 20){
tf = true;
Jelse if(Y == 4f && X == Of && Z == -1f| |
Y == 4f && X == -1f && Z == 0f | |
Y == 4f && X == 1f && Z == 0Of | |
Y == 4f && X == 0f && Z == 1){
tf = true;
b else if(Y == -2f && X == Of && Z == -2f| |
Y == -2f && X == -2f && Z == 0f | |
Y == -2f && X == 2f && Z == 0f | |
== -2f && X == 0f && Z == 20){
tf = true;
telse if(Y == -4f && X == 0f && Z == -1f| |
Y == -4f && X == -1f && Z == 0f | |
Y == -4f && X == 1f && Z == 0f | |
Y == -4f && X == 0f && Z == 10){

tf = true;

/** **/

annallyJudge
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Vector3 anallyO = hit.collider.gameObject.transform.position;//7 VU v 7 L 7= JFEREE & A
2V 7 UT=ERE D y FEREDI+1E DAL 2 A
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
TN ARE TS LS Do fo =24 TV = 7 b OfF# % FLiE,
if(Physics.Raycast(anally, Vector3.down ,out hit10,30){

WSO Te ATV S HBWTT DE) DR

if(hit10.collider.gameObject.tag == "piece2"

tf = falses//FE OV x 2% 1E

return tf;

void OnGUI 0 /7 A NAT F A MRRA Y v R

GUITextField (new Rect (10, 10, 100, 200), t);

1*/

Unicornb

public class Unicornb: MonoBehaviour{

RaycastHit hit, hit2, hit9, hit10;/4 7Y = 7 F DIFAEHEEIT S,

bool isSelect = false;//Fy DOEPURREH EHOEETH 5,

Color orgColor,selColor = Color.yellow://E) 3 SR S 7ZREO B ERE L T EHTH 5,
llstring t ="a"//7 A NHDT XA N Th 5,

void StartQ{/#13H 5

orgColor = gameObject.renderer.material.color;//7t % DA 7 ¥ = 7 F DEITEHE L THEL

void UpdateQU/# 12 FAT ST T\ 5

T UL =D R =) OHER LTS,
*Glpbal.flg & 17 7 — V254 (bool B)TH Y
*Global.flg == false’ TROFX —>Th D,

*/

if (Global.flg) {
return;//Update(Q % #& 7 & T\ 5,

}

if(Input.GetMouseButtonDown(O)/~ 7 A D7 U v 7 RS FL i i
Vector3 pos = Input.mousePosition;/ff 7D~ 7 A DALE 2 RE T 5,
pos.z =10.06/L72> L~ 7 AFBATE R TE W z FEEE AR ET D,
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Ray ray = Camera.main.ScreenPointToRay(pos)://StHE DIERL

if(Physics.Raycast(ray,out hit, OO/ 7= > 7=4 7V = 7 S O¥|E
N8t T o= VR OAT V=7 OGS
if(hit.collider.gameObject.name == gameObject.name){
isSelect = lisSelect;//f -> t/(EFUIRREIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell){//~ A7 U v 7 S 7=
if(Control O){/# 8l FIEEDHIE
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U v 7 i E{RE
IR E T 0 JE#p AR R
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3H)){
if(hit2.collider.gameObject.tag == "piece1"){
Destroy(hit2.collider.gameObject);//i B 1

b

N2V v 7 Lz~ A~BHEH

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;/EHUINREAME R

Flg fchange = new FlgO;// BB Y — ANEZ2 D7 7 VAR

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect){/BIEN D A X
gameObject.renderer.material.color = selColor;
telsed

gameObject.renderer.material.color = orgColor;

public bool Control({//Unicornpiece control
float xPosition = transform.position.x ;/now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
NEBEDOAT V=7 NOMEND v EEZ R L CRE
Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
bool a = false;//FB8) T & HALENHIE
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for(float X = -4f; X <= 4f; X++ )
for(float Y =-8f; Y <=8f; Y =Y + 2f ){
for(float Z = -4f; Z <= 4f; Z++ N
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
7V v 7 UIriE a4

Vector3 hitposition = hit.collider.gameObject.transform.position;

//x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.5){//Ray hit position
hitposition = new Vector3(X ,Y ,2)://F& 4G5

R8T E DRI E > TH 2 2 OHE
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){
HEBZBE)TE 5~ A0 IE
if (UnicornJudge (X, Y, Z){
a=trues//BEITEH L) EEM
if X==0f && Y == 0f && Z == ODU/BE L TRWMLEZ 7 U v 7 L TG
a=falses//BENTERNE ) FEHX
}
A ORI L 7 ) v 7 LTAALEDR DR MV ORE S ERET D,
FLNLRICHICA T V2 SRS LIDHET D77 Uy 7 LIfrEok &
AT LD UHE LT Y v I/ v RTHDENIE RN E T LTS,
*/
float dis = (hitposition - np).magnitude - 1.0f://hitp <--> nowp
HETO~ AL T V=7 hOEHERG
GameObject[] cells = GameObject.FindGameObjectsWithTag("cell");

547l NOMEE T Y v 7 Uiz MmOl (RE
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

Phits ICBEDA T V27 MIELBELE(S ) v 7B OB OETOAT V2l MO
HEREEML T, BEMSNDIERILT > & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) Y/T{ERIZ & - 7= 2] E
W8Tt T2l NOX T HRET D
string hitTag = hits [(int)i].collider.gameObject.tag;
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STz AT V=7 "B ST BE TE VL ) E&Hx
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;

return a;

2= 23— > OFRX ) 72 R Bl A REH) E
public bool UnicornJudge(float X, float Y, float Z){

bool tf = false;

fX==7 &&X==Y/2 | |

X==7&& -X==Y/2 | |
X==-Z &&X==Y/2 ||
X==-7 && -X==Y/2 | |
X==7&&X==-Y/2 ||
X==7&& -X==-Y/2 | |
X==-7 &&X==-Y/2 | |
X ==-7 && -X ==-Y/2) {
tf = true;
if(Y == 09){

tf = false;

/** **/

annallyJudge
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U » 7 U 7= FEFE % XA
N7V w7 UT-JERED y FERED+1f ONLE & RN
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
HIFHRCHMRETS LSONole =2 AT V=7 FOERELIE,
if(Physics.Raycast(anally,Vector3.down ,out hit10,3))

HSDWSTeAT V=7 R3S OEDORE

if(hit10.collider.gameObject.tag == "piece2")N

tf = falses//FREOBE 2 25 11

return tf;
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/*

void OnGUI QO /7 A AT F A MRRA Y v K
GULTextField (new Rect (10, 10, 100, 200), t);

I

®  Bishopb

public class Bishopb : MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10;/4 7Y = 7 FOFEHIEETT D,
bool isSelect = false;//F DOEPURHEH] EHOEHTH 5,
Color orgColor,selColor = Color.yellow://E)23 SR S 7ZREO B ERE L T EHTH 5,
llstring t ="a"//7 A NHDOTF A N Th 5,

void StartO{/WI 51
orgColor = gameObject.renderer.material.colors//5e % DA 7 ¥ = 7 F OEIZEHE L TH <

void UpdateQU/FE 12 FEIT SNl T\ b
FTUAX—DF = NE I NOHEEZ L TN D,
*Glpbalflg & X2 7 — L2858 (bool ) T b
*Global.flg == false’ TROFX —Th D,
*/
if (Global.flg) {
return;//Update(Q % #& 7 & T\ 5,
}
if(Input.GetMouseButtonDown(O){/~ U ADE 7 U » 7 B3R S AL iz IR
Vector3 pos = Input.mousePosition;/#f XN 7- D~ 7 2ADALE ZIRET D,
pos.z=10.06/ L L~ 7 A TBATE DN TE RNV 2 EEZRET D,

Ray ray = Camera.main.ScreenPointToRay(pos);//S 4% D ERL

if(Physics.Raycast(ray,out hit, 0O/ 7= >7=4 7V = 7 S O¥|E
NS T T2 "R OAT V=7 FORE
if(hit.collider.gameObject.name == gameObject.name){
isSelect = lisSelect;//f -> t/(EFUIRREIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell )/~ A7 U v 7 S 7-HF
if(Control O/ B AT HEDH]E
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U » 7 {if &%
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IR E I 0D SRR
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3))1
if(hit2.collider.gameObject.tag == "piece1"){
Destroy(hit2.collider.gameObject);//Fl Bk i

}

N7V w7 Lic< A~BHE)

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;/EHINREAME R

Flg fchange = new FlgO;// BB Y — ANBEZ D7 7 VAR

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect) /7R ET D 448 2.
gameObject.renderer.material.color = selColor;
telsed

gameObject.renderer.material.color = orgColor;

public bool Control(){//Bishoppiece control
float xPosition = transform.position.x ;//now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
HWABAEDF TV =7 F OB D y AT 2 J78E U CRE
Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
bool a = false;//fE8) T & ANLENHE
for(float X = -4f; X <= 4f; X++ ){
for(float Y =-8f; Y <=8f; Y = Y + 2f {
for(float Z = -4f; Z <= 4f; Z++ ){
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
N7 7 Ui e

Vector3 hitposition = hit.collider.gameObject.transform.position;

//x.0000~ -> xf

if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f

64



&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.5){//Ray hit position
hitposition = new Vector3(X ,Y ,Z);//F& 4G5

BT & HEPHICILE > TV B OHE

if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){

IFEBZBEN T & 5~ ADHIE

if (BishopJudge (X, Y, Z){
a=true//BENITX D L HOEXHX
if X==0f && Y == 0f && Z == ODV/BEY L CRWMLEZ 2 U v 7 LTWEhH
a=false;//BETE RN L O FEEHZ

}
FAEONEE 7 ) v 7 LIALEOF O ML ORE S ERET D,
FLOLRICRICA 7 V=7 BB HET DD U v 7 LIefLiEDE &
AT LD UHE LT Y v I/ v RACHDENE RN E LTS,
*/
float dis = (hitposition - np).magnitude - 1.0f://hitp <--> nowp
HETD~Y AL T V=7 b OB E R
GameObject[] cells = GameObject.FindGameObjectsWithTag("cell");

55547y NOMEE 7Y v 7 Ul s o iz RE
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

Phits ICBIEDA TV x 7 MIELBEL(T ) v /B OB OETOAT V2l O
FEREEML T, SN DIEEILT v & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) VMAERIZ & - 7= )&
WSz A T2y NOX T ERET D
string hitTag = hits [(int)i].collider.gameObject.tag;
WS Ten e T V= NSRS T2 AR TE RV L ) EEHX
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;

return a;
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e 3y 706 ORI H 2L E
public bool BishopJudge(float X, float Y, float Z){

bool tf = false;

f(Y=0f&&X==71]|
Y=0f&&X==-7Z ||
Y=0f&& -X==7 ||

Y == 0f && -X == -7 {

tf = true;

telse ifX == 0 && Z==Y /2] |
X=0&&-Z=Y/2]|
Z==0&&X==Y/2]|
7Z==0&& X==Y/21

tf = true;

/**annallyJudge**/
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U v 7 U 7z JEEAZ % %A
20 > 7 LT PERR O y FEAR 341 OB 2R
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
TN E R LS00 o2 =47 V=7 OIEHRELE,
if(Physics.Raycast(anally,Vector3.down ,out hit10,3))

/B NoVIEroY b e/ /N 10 l) 1

if(hit10.collider.gameObject.tag == "piece2")

tf = falses//FREOBE 2 25 11

return tf;

/*

void OnGUI QO (/7 A T HF A MEKRA Y v R
GUILTextField (new Rect (10, 10, 100, 200), t);

&

® Rookb

public class Rookb : MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10;/4 7' ¥ = 7 b DIFEHTEEIT I,
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bool isSelect = false;//F DORPUIRREH EHDOEHTH 5,
Color orgColor,selColor = Color.yellow://ER 73N 8K S N7 D@2 RS L TBLEHTH 5,
lstring t ="a"//[7 A NHDTF A N Th 5,

void StartQ{/#)H#A 14
orgColor = gameObject.renderer.material.color;//7t % DA TV = 7 F OEIZEEE L Tk <

void UpdateQ/F 12 FE/T S i T\ b
FTUAX—=DF =0 NE I NOHEEZ LTS,
*Glpbal.flg & %7 v —/ 31 $(bool ) TH
*Global.flg == false’ TRO X —2Th 5,
*/
if (Global.flg) {
return;//UpdateQ % #& 7 X ¥ T\ 5,
}
if(Input.GetMouseButtonDown(O)V/~ 7 A D7 U 7 B S - #
Vector3 pos = Input.mousePosition;/{f X 7= D~ 7 2ADALE ZIRET D,
pos.z=10.06/ L L~ 7 ATBATE N TE W20 2 EEZRET D,

Ray ray = Camera.main.ScreenPointToRay(pos);// 34 D ERL

if(Physics.Raycast(ray,out hit,100){/247=>7=-F4 7V =7 h DH|E
STl TP NIRZOAT V=7 FOGE
if(hit.collider.gameObject.name == gameObject.name){
isSelect = !isSelect;//f -> t//EARIRREIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell )/~ A7 V v 7 ZjT-KF
if(Control O) /B AT GEDHIE
Vector3 newpos = hit.collider.gameObject.transform.position; 7 U v 7 i E{RE
IR E F 00 SRR
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f ,;newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3))
if(hit2.collider.gameObject.tag == "piecel™){
Destroy(hit2.collider.gameObject);//Fl Bk i

¥

N7V > Llz~A~Bi)

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;//iEHIRHEMRER

Flg fchange = new FlgO;//HE X — 2 ANWBE 2 D7 7 JEH

Global.flg = fchange.FlgSetter(Global.flg);
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if(isSelect) /R INEI D AZE 2.
gameObject.renderer.material.color = selColor;
telsel

gameObject.renderer.material.color = orgColor;

public bool Control(){//Rookpiece control

float xPosition = transform.position.x ;//now position

float yPosition = transform.position.y - 0.23f;

float zPosition = transform.position.z ;

HEBEDAT Y =7 FOMEIND y FEAE 2 T8 L CRE

Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);

bool a = false;//F i T X B ALE DV E

for(float X = -4f; X <= 4f; X++ )1

for(float Y = -8f; Y <= 8f; Y = Y + 2f ){
for(float Z = -4f; Z <= 4f; Z++ ){

Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
N2 7 Ui R

Vector3 hitposition = hit.collider.gameObject.transform.position;

11x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >=Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.5){//Ray hit position
hitposition = new Vector3(X ,Y ,2);//EEHGHFL

IIFEE) T E DRI E > TW 2 9 DHE
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){
HFEBRZBEN T X D5~ A0 HE
if (RookJudge (X, Y, Z))N
a=trues//BEITE L L) FEE M
fX=0f && Y == 0f && Z == ODY/BBE L T/2WMiiiEE2 7 U v 7 L TWiziE4E
a=falses//BENTERNE I EEHX
}
PFEDOAEE T Uy 7 LTENLEOMONT MLVORE S ERET 5,
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LMD LRICEICAT V2 SRS EDHET D77 U v LILEDE L
AT L7 UHES LT Y v I/ v RTH DY HRNE T LTS,
*/

float dis = (hitposition - np).magnitude - 1.0f;//hitp <--> nowp
HETOS ALY TV FOFERE TS

GameObject[] cells = GameObject.FindGameObjectsWithTag("cell");

W53 7=l NOffEE 7Y v o LR OEREZ RE
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

[*hits [ICBUED A7 ¥ = 7 ML LBEVE(Z U v 7B OMORTOF T =7 MO
HEBREEML T, BEMSNDIERILT & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) YMaERIZ & - 7= 2] E
Tz oled T Ve DX T EARET D
string hitTag = hits [(int)i].collider.gameObject.tag;
STzl AT V=7 "BRRE S TABE TE VWL ) E&Hx
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;

return a;

1DVv—2 73 b ORI 72N E
public bool RookJudge(float X, float Y, float Z){

bool tf = false;

if(Y==0f && X ==0f | |
Y == 0f && Z == 0f) {
tf = true;
Jelse if(Y 1= Of && X == 0f && Z == 01

tf = true;

69



/**

annallyJudge**/
Vector3 anallyO = hit.collider.gameObject.transform.position;// 7 V v 7 L 7= JFEEE & A
N7V w7 UTEERED y FERED+1f OLE AR
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
HFHINCHMRE RS LSO ole =247 V= s hOERELIE,
if(Physics.Raycast(anally,Vector3.down ,out hit10,3)){

/BNoVIEroY b AVE/ N /N 301 [o) A

if(hit10.collider.gameObject.tag == "piece2"

tf = falses//FREOME 2 28 11

return tf;

/*

void OnGUI QO (/7 A T HF A MERTA Y v R
GUITextField (new Rect (10, 10, 100, 200), t);

I

® Pawnb

public class Pawnb : MonoBehaviour{
public class Rook : MonoBehaviour{
RaycastHit hit, hit2, hit9, hit10:/4 72 = 7 k DIFEEHIEEIT 9.
bool isSelect = false;//F DOEJURREH EHOLEHTH 5,
Color orgColor,selColor = Color.yellow://B2N RIS N7 FO A ERE L TR EHTH 5,
lstring t ="a"//7 A NHDTF A N Th 5,

void StartQV/WI S
orgColor = gameObject.renderer.material.color;//7Tt % DA T ¥ = 7 FOEITHETE L TEL

void UpdateQOU/&# 24T S i T\ 5

7L AX—DZ =i E S OHEE LTV D,
*Glpbal.flg & %7 v — 312 % (bool )T v
*Global.flg == false CTHDO ¥ —>ThH b,
*/

if (Global.flg) {

return;//UpdateQ % #& 7 ¢ TV 5,
}
if(Input.GetMouseButtonDown(O)V/~ 7 A D7 U » 7 3 S - I
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Vector3 pos = Input.mousePosition;/{f X N 7= D~ 7 2D E EZIRET D,
pos.z =10.06/L72> L~ 7 AFBATE R TE W z IR A R ET D,

Ray ray = Camera.main.ScreenPointToRay(pos);//Jt:5r D VERK

if(Physics.Raycast(ray,out hit, I0O)/ 247> 747V =7 S OHE
NS Tl ATV "R ZOAT V=7 hOBE
if(hit.collider.gameObject.name == gameObject.name){
isSelect = lisSelects//f -> t/EJUIRBEIZ AT

if(isSelect && hit.collider.gameObject.tag == "cell )/~ A7 VU v 7 S 1=l
if(Control O)/B Eh vl iE /I E

Vector3 newpos = hit.collider.gameObject.transform.position; 7 V v 7 ir & {#

11O E F 00 SRR
Vector3 newpos2 = new Vector3(newpos.x ,newpos.y + 1.0f newpos.z);
if(Physics.Raycast(newpos2,Vector3.down ,out hit2,3H)){
if(hit2.collider.gameObject.tag == "piecel")!
Destroy(hit2.collider.gameObject);/ i &k 1

¥

"7V v Uiz~ A~BE)

transform.position = new Vector3(newpos.x, newpos.y + 0.23f, newpos.z);
/lcollision Time

isSelect = false;//EPUIRREMEFR

Flg fchange = new FlgO;// BB Y — ANEZ D7 7 VAR

Global.flg = fchange.FlgSetter(Global.flg);

if(isSelect)V/3REY D 145 %
gameObject.renderer.material.color = selColor;
telsel

gameObject.renderer.material.color = orgColor;

public bool Control({//Pawnpiece control
float xPosition = transform.position.x ;//now position
float yPosition = transform.position.y - 0.23f;
float zPosition = transform.position.z ;
HABIEDOA TV =7 FOMEND y R L TR L TRE

Vector3 np = new Vector3 (xPosition, yPosition + 0.3f, zPosition);
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bool a = false;//FE) T & SN0 E D E
for(float X = -4f; X <= 4f; X++ )1
for(float Y = -8f; Y <= 8f; Y = Y + 2f ){
for(float Z = -4f; Z <= 4f; Z++ N
Vector3 onCell = new Vector3(xPosition + X, yPosition + Y, zPosition + Z);//true position
N7 w7 Lihig e

Vector3 hitposition = hit.collider.gameObject.transform.position;

//x.0000~ -> xf
if(hit.collider.gameObject.transform.position.x >= X -0.5f
&& hit.collider.gameObject.transform.position.x < X + 0.5f
&& hit.collider.gameObject.transform.position.y >=7Y -0.5f
&& hit.collider.gameObject.transform.position.y <Y + 0.5f
&& hit.collider.gameObject.transform.position.z >= Z -0.5f
&& hit.collider.gameObject.transform.position.z < Z + 0.50){//Ray hit position
hitposition = new Vector3(X ,Y ,2)://F& 4G5

IIEE) T & DHAFHICILE > TV D 2 OHE
if(onCell.x == hitposition.x && onCell.z == hitposition.z && onCell.y == hitposition.y){
IFEBRCBE T E 2~ AHHE
if (Pawndudge X, Y, Z){
a=trues//BEITE L L) EEM
if X==0f && Y == 0f && Z == 0DV/BE L CT2aWMiiiEz 7 U v 7 LTS
a=falses//BENTERNEL I FEHX
¥
PFEDOREE T Uy 7 LIELEOMONT MVORE S ERET 5,
FLNLRICHICA T V27 SRS LIDHET D77 Uy 7 LIfrEok &
AT LD UHE LT Y v I/ v RTHDENIE RN E T L TN D,
*/
float dis = (hitposition - np).magnitude - 1.0f://hitp <--> nowp
HETO~ AL T V=7 hOEHERG
GameObjectl] cells = GameObject.FindGameObjectsWithTag("cell");

N5e37xr NOfEE 7Y v o7 Ll EOEREZ (R E
Vector3 vecp = new Vector3 (hitposition.x - np.x, hitposition.y - np.y + 0.3f,

hitposition.z - np.z);

Phits ICBEDA T V27 MIELBELE(S ) v 7B OB OETOAT V2l MO
HEREAEML T, BEMSNDIERILT > & L)
*/
RaycastHit[] hits = Physics.RaycastAll (np, vecp, dis);
for (int i = 0; i < hits.Length; i++) /{afERIZ & - 7= 2 E
Tz oled T Ve DX T EARET D
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string hitTag = hits [(int)i].collider.gameObject.tag;
NS Tl TV SRS EBE TE RN L ) EEH X
if (hitTag == "piece2" | | hitTag == "piecel") {

a = false;

}
break;

return a;

IR — > OFEXS ) 7 L E
public bool PawnbdJudge(float X, float Y, float Z){

bool tf = false;

if (Y == 0f && X == 0f && Z == 1f| |
Y ==-2f && X == 0f && Z == 0) {
tf = true;

/**annallyJudge**/
Vector3 anally0 = hit.collider.gameObject.transform.position;//7 U » 27 U 72 FEAE % XA
N7V w7 UT-JERED y FERED+1f OSLE & R
Vector3 anally = new Vector3 (anally0.x, anally0.y + 1.0f, anally0.z);
RN E IS LS ONho e F— b AT Ve NOERETIE,
if(Physics.Raycast(anally,Vector3.down ,out hit10,3)){

/B NoV/IEroV b e/ /N 101 0[]

if(hit10.collider.gameObject.tag == "piece2")N

tf = falses//FREOBE 2 25 11

return tf;

/*

void OnGUI QO /T A FHTF A FERA Y v K
GUILTextField (new Rect (10, 10, 100, 200), t);

1/
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® Game//7— L2 THIZT XA MNEFRRTHI TR

public class Game : MonoBehaviour {
private GUIText gtext; /GUIText 7 4 —/L R
public GameObject GameText;// 7 — LA TV =/ M7 —/L K
public void game({
[*GUIText ® 2> R—3 2 2R L GameText L WO A DT F A NRRAT V27 FD
FEXWX LA AL AERR
*/
gtext = GameText.GetComponent<GUIText> ();
/* Global.tex &9 7B — NVEHOHIZ AT T XA MeEEHL TRRIIE D,
*(HIHPRAE TIXZEMIC 2 > T D, )
*/
gtext.text = Global.tex;

® Global //7 v — \VEKER D 7 T A

public class Global : MonoBehaviour {
public static bool flg = true;// % — L HIER 7 v — V44K
public static string tex = ""}//7— L& TRFO 7 % A M FORIE 7 1 — /S LAEEK

® Flg//HE), BEIDX — L DHFEY T A

public class Flg : MonoBehaviour {
public bool FlgSetter(bool flg/4- B TR LT IENH EN D
flg=g// % —>HDO7 Z 7 A&z

return flg;

® CameraMove /iS5 H 7 T A

public class CameraMove : MonoBehaviour {
private GameObject m_charl;
/I Use this for initialization
void Start 0 {
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m_charl = GameObject.Find("Main Camera"); // charl ® GameObject ZFEOM L.

/l Update is called once per frame
void Update 0 {

Vector3 v = m_charl.transform.localPosition;

if (Input.GetKey(KeyCode.W)) {  // W % —THfj .
v.y += 0.05f;
}
if (Input.GetKey(KeyCode.S)) {  // S & — Tkik.
v.y -= 0.05f;
}
if (Input.GetKey(KeyCode.A)) { // A = —TAEBHE).
v.x += 0.05f;
}
if Input.GetKey(KeyCode.D)) { // D S—TCHBHE).
v.x -= 0.05f;
}
m_charl.transform.localPosition = v;
if(Input.GetKey(KeyCode.UpArrow) //_bRF1% — T _L[A]iix
| | Input.GetKey(KeyCode.DownArrow) // T &FHI&— T Flal#x
| | Input.GetKey(KeyCode.RightArrow) /45 H1 % — CA [Al#x
| | Input.GetKey(KeyCode.LeftArrow))! ///2 &:H1 3 — C/E AR
this.transform.Rotate ( 0, ( Input.GetAxis ( "Horizontal") * 1), 0);
this.transform.Rotate ( ( Input.GetAxis ( "Vertical") * 1), 0, 0);
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