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var direction = Input.get_axis("vi_left", "ui_right")
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else:

velocity.x move_toward(velocity.x, 0, SPEED)
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LML [gameover(Cidoiz] EWo e JFILIFAREN
TWELBADT, BDRILSTFILZEFENET,

. gameover

signal+—7J— RTHX

y

Start

=AU —>ARITIERL, BRI —>2DAVw RIC PLZTFIBELET

EI0FINERDZENTE, —DDITFILEZEOTHR - qameovers L
— - - : verz \
[OEDZEBTEFT, : BxBLSCROET.

pressed pressed

«322{:—%E¢ }zgﬂ;_V
((( : ))) i ((( . )))

gameover.

BRI LT F)IERIET DIHEEE emit() (T=wv ) E
BEBNET, emit(FHRET BRI D] EVLWDSEKENSGDE
3_0
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N—) . RFALEST—LARE, TLATV7—HBEEOHFR

HECEESNTONT. RF—SOBRIB< S TDT—
LRHBDET, IR e,
- Dot

CDOEDIRT = ATIEIRAT—>ZFEBHH LU TLNBDTIIIRL .,
TLAV—(CBEIDIAASTHEEBEL CEEZMRL TLDZ8H,
AT—HFHNTWBELDICERZTWLET,

Godot C(ICamera2DZfELET,

COESBILAT—FrSUI—S—VTEMTBNAS | RRCOFETE. FrS09—HROBICNBE, OB
ERELET. L ADKSICY — LAORHEBERECRRENTLENET,
- LimitERETNE. T EEFRRESNR<RDET,

4+ P oy —EEL & Q

% CharacterBody2D
® sp

O collisionShape2D

BEOEERAEL. TOFEFFEFZDS—>(CCamera2D/— K
ZIBINNYTBIEITTY,

v=Y CNEGTAEI— REED
—ZHNMCEK KDICRDE
% CharacterBody2D &
® sprite2D ° .
O collisionsha . ROMCEHRLIR/SA—H—RBRETBZIET, AASD
P L BRI B LN TEET,
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F—=ACHBNWTETLAFRITHENDBGM, 70> 3> hie
ORRICHCAIMRELLE, BOERBEEIRTIIL -
EIRDFET, E @ T4I5

y—

E

O Main

B53>7)ICEEBET BICIE. AudioStreamPlayer / — 7 AudiostreamPlayer

J» AudioStreamPlayer

FTO/NT 4 ERDAD

RzERLUET,
A AR —TCHZ DT 7 53 AudioStreamPlayer
&3 AudioStreamPlayer - AIEEDHTTHEFET, -

FIRFERMI7NILZTOZT I MRFLUTEEFET,
PlEUTERER®NS. EMZESD>O-RULET. J7 A
WS Toggl ZEUET,

Stream

Jimaou_b...

) : Pme%?IWO?h@\EE
BEH® https://maou.audio/ L FRILNTEFT,
OB TILTIIEADREF—THE EEIE. L TFOXRED
F-CBEQVYVIFTINTEET,
& URL - B
@onready var bgm =
o func _process(delta):
& 7T sy if Input.is_action_pressed("uvi_right"):

bgm.play()

OGGT 7 A I)LIFEHERNELLBE if Input.is_action_pressed("ui_left"):

BRLDT. F—AfIYEOEER B image bgn.stopC)
HBICFIFAENTWS, BEFIJ7A M scene

if Input.is_action_pressed("vi_up"):

JLEZICTY, B script
bgm.volume_dbh += 0.1

I sound
I Ji maou_bgm_fantasy15.0gq I .

if Input.is_action_pressed("ui_down"):
bgm.volume_db -= 0.1
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OUTRIT7A)L (.gd) BZESTI L. BHEPES. 5—
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P2FANLAT A

w SEICA:
B res://
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i icon.svg
£ main.gd

INlF. MRY>CDOREBZEEL
=<1 DIUY—-RT7A(ILTT,

& new_theme.tres

[.tres] IR FDI7AILIGUY—-RXT7A)L T, ERDF
BECDOESRTFIANIT7AILICRDTVET,

[ed resource type="Theme” load steps=2 format=3 uid="uid://dlunlgl0ubcht™]

[sub resource type="StyleBoxFlat” id=" StyleBoxFlat 3tqt37]
bg color = Color(0.228520, 0.227999, 0.625401, 1)

[resource] B B
Button/styles/normal = SubResource(”StyleBoxFlat 3tqt3”)

UV =X T 7 A)VHMERN CAERRN T D EETEFT,

AANRDI— RV I(CHB.
R Y — BRSO
wIULET,

CI[C—ERRSNDEDIE., GodotZEEDIY — XTI,

—_
L_L_(L_

BN < HDFIMFICEZDRVEIHDFEA.
fit(CE [HRAILIY—-X] Z2DL<2TT—FA>FTFEL

CERATEEFIN, POPEMTI L. Godot TORFEDFL
HDIE}MESCEEHBDFEADT, DY—-X] £WD

ZRINMHTEES. |TMPORASHDT—FDZ EZIELT
b\géb\jnuug&ﬁﬂirtﬁixtjo
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T+ NP ARKWebHY 1 N TAFTE., W)L
DT~ REDHFTURITHHNTULET,

[RD

2D %3D FScript & Assetlib

AssetLib(CtINEZ =9
k= b

C % godotengine.org/asset-library/asset > £} =

@ GODOT | Asset Library  Assets Login/Regist

Conzole advanced logger Visual State Machine
Category [communiy m
Any zegenie 0.2.1]2024-11-07 MioKuguisaki 1.0 | 2024-11-07
Support level - . .,
InitialisedAnimationPlayer Arabfunny Generator
O Testing "@‘1
O Community [ 7oois J 42 ] community |  Projects | a3 | communivy m
(J Featured
NovaDC v1.0.0.0 | 2024-11-07 Pawlogates 6.96 | 2024-11-07
Godot versi
Any Radial Menu Control
eons [ Grus |

BEANCESADO>O-RUzZIpT | =x
7L =EEEREL, JO>T oKD
#JLSFANIC. addonsTAILFEL
THEMUET,

D project.godot
D main.tscn

D main.gd

D icon.svg.import
D gitattributes

D%, JOZT U MREDTS
TA>DORTEMELET.

. " gitignore
KEMET BBARF Y oS | I
LEI, '
.godot
addons
% JOYT7 T (project.godot) = O X

AVAL=WETISTA2:

B
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1.0.0

TilePatternEditor

7 BAZDENTGEZENZEER (CRRDBEN S DET,

7 RAZENTNC [RIRASAE2R] AHD. ZWTWIEBERICE
ABEDTIN, —BDEDFBEMDREDONSHOZDULET,

YouTubeZiRZFR 9T D&, FBHIRT RA> ZBNIT DBEL
<SETAHNET, GodotTOHT —LFRICENTEES. 77
RA> Z{FE> TRKDIZRHICHEENED SNBELSICLTE
EULWTI1,
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B —PRTHD

- RigidBody2D

- Node2D

- Node

DIOINF A PRV Y REZ(F
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SRR VT bER UTEBRIC(E. 7D — RZHRET D
TROUT MMERRESNFE T, Flz. A2 ARTI—TIIH
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Transform
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