B Mscloablaey
€Al 2 FE F

REZUR SIRE R 10612112 SRITE
10612120 =4
10612124 /,\7\/J‘|‘|
10612126 ;@ 5= {4



=
N=
K






PEEEKRV4T A

REE I
IR S
2 FE R ARV E) /0]




f

K A\ 47]
| 111 RN A
BB PR M B Rtk
Alpha () 18 a 8-9 HZ e 1T S 2 A
R o R 9-12 HZ B~ BRI
B SRR R 8
PR a8 12-14 HZ it N
Beta ( 8) Low Range 12.5-16 HZ R EAE g h
Middle Range 16.5-20 HZ B - B EI A
High Range 20.5-28 HZ HE) -~ R
Gamma ( 7 ) 25-100 HZ PR R - SEEE - RS S]

1-1-1 f&R




| 1-1-2 XEHER

I

1-1-2 S RAEREY

BEART SR I8 LB R & 2 alphalitob S BN AR RALLE B AT IE
AN - M0 E B RN R IR R R R IR IR R -

GBI BELIRESEES 8RR 1LIFL BRE - AT
MEF - SEEFERIRGAER - FRURRAFMESRISE
B9 TEREMSDE RES - FILURBERMEEIFRAR
R B 1

BERIRAZT NHEABOEEIRNT £ - KRS LUK RFIK
oK INERR EEFIRDERNNER - o RREEZ AR B
AAIRR R ERAER - B INRESREKBERIE - B ESF LRI
1M FEE

BORRBERMREITAW T | BEZ4A —IMERRIAERUEERIAE -
EAMFSIRENEUEIE - BERERCERPBENE(CIFHT



I
-
ND
—
il
G/
=
Hm
F—I[[I
JIH
\[T
5T
Ly
>+
TS

1-2 BRI R BB 1



] B
%5
2543




NAEERERASK
BOHIE - PUZEZREI RS
Y E Y

XF

[\




| 2-2 BiZ

i o B =

BRANEAE sEiRRIEEZR Z8UEAIIEE SEkREE
YR8 R Rl A= R AR R

2.2 B1Z



l 2-3 BRSRFE

BRSR 75 2B B unity DUR VR i SUE e bR B
CHEIROBTE BRSO S B

2 2 AL 4 -







A TESK

4

F BEFEBR
4

i

PR | 4mm | GAgAGISR

3

FlECESES

3-1 2 Fi2E



-
I m
\I\ﬁ /I\ = 4:\<'V|E

L =BUF
2 EKEEME
SRS EL(E
ANHE)E
5.EFZ&

>
|

\

6. R IEET
B s =mpmar



3-2-1 Z=RIF

35— . 'EGoogletd
= FEREESERE

- BEENBPTGUIERR
R ElHNEE D
Ex B EUnity P EE—
&7\ EES g IR R —
—HA - BIOI 2 Al —
(&l E it i =

3-2-1 S HUE



N 3-2-1 B3R5

F5—FRSE - KL\EHEE
E’] Fcﬁm_m =R FERRE
S E L % Be R 7 8k i
T:EI’EUEY

3-2-1 S EBE




| 3-2-1BRBE

A

77—

AN

i

8 G R IK 5 B

3-2-1 ISR BE



I 3-2-2 BKIEE

=RE
o EIKRRNERY C2ERBE - EIKEENER - &
0 ERigidbody=S B - EIKESEMITE

+

3-2-2 FRIEHLE




d]l
=

3-2-2 BKkERAE

&‘i

using System.Collections,
using System.Collections.Generic;
using UnityEngine;

public class BatCapsuleFollower : MonoBehaviour

{

private BatCapsule _batFollower,
private Rigidbody _rigidbody,
private Vector3 _velocity;

[SerializeField]
private float _sensitivity = 100f;

1 BRAETNNER  BE

{

ZERBEIRE - FTLAF I —

private void FixedUpdate()

/ Batcapsulefollower R —

_rigidbody transform.rotation = transform.rotation;

\/
\

\

_velocity = (destination - _rigidbody transform.position) * _sensitivity;

_rigidbody .velocity = _velocity;
transform.rotation = _batFollower transform.rotation;

}
public void SetFollowTarget(BatCapsule batFollower)
{
_batFollower = batFollower;
}
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using System.Collections;

J using System.Collections.Generic,
3 — 2 — 3 7__( E :' using UnityEngine;

public class Baseball : MonoBehaviour

{

public AudicSource src;

private Rigidbody rb;
private float velocityMax = 20f;

void Awakel()

{
rb = gameObject.GetComponent<Rigidbody = ();
rb.AddForce(transform.forward * velocityMax, ForceMode. Impulse);

}
private float GetBatForce(Rigidbody batRE)

EE S * E $£ H |] return batRE.velocity.magnitude [ velocity Max * 50f,
/ N /\\ }

private void OnCollisionEnter{Cellision collision)

{
if {collisien.gameObject.name == "Bat")
{
rb.velocity = Vectord.zero,
sre.Playi);
float forcehultiplier = GetBatForcelcollision.gameObject. GetComponent<Rigidbody = ());
Vector3 direction = (transform.pasition - collision.contacts[0].point).normalized;
reAddForceldirection * forceMultiplier, FerceMaode. Impulse);
rb.useGravity = true;
Destroy(gameObject, 2f);
L
}
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I 3-2-4 Lanchbox

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Lanchbox : MonoBehaviour
{
public float imeBetweenPitches;
public GameObject ball;
public float launchAngle;

vold Start()
{
StartCoroutine(Pitchi));
}
private [Enumerator Pitchi)
{
while (true)
{
yield return new WaitForSeconds(timeBetweenPitches);
Vector3 launchDirection = GetLaunchDirection();
Quaternion g = Quaternion.Euler{launchDirection);
Instantiate(ball, transform.position, g);
}
}

private Vector3 GetLaunchDirection()

{

return new Vector3(
launchangle, 0, Randam.Range(0f, 1801);
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private float GetBatForce(Rigidbody _rigidbody)

{

return _rigidbody . velocity. magnitude | velocityMax = 501,

(TI/I
=

return _rigidbody . velocity. magnitude | velocityMax * -20f;

I 3 — 2 — 6 Hg((( ;} g; \:5 /IEI\ }riuat& float GetBatForce2(Rigidbedy _rigidbody)

}

vold OnCollisionEnter{Collision collision)

{
{

=N EMIR B - T5R
%’ME 12N ENE
% }

\//

if (collision.gameObject.name == "Capsule" && geriptattention] <= 30 && script.meditationl == 60

{

3-2-6 KK EAS

if (collision.gameObject.name == "Capsule” &4 scriptattention] =>= 80 && script.meditation] <= EBI

rb.velocity = Vector3.zero,
audioSaource.clip = sre;
audieSaource.Play();

Physics.lgnoreCollision{collision.gameObject. GetComponent<CapsuleCollider=(), gameObject. GetCompanent<SphereCollider=());

float forceMultiplier = GetBatFarce{collision.gameObject.GetCompanent<Rigidbody = (});
Vectord direction = (transform.pesition - collision.contacts[0].paint).narmalized,
rb.AddForce(direction * forceMultiplier, ForceMode.lmpulse);

rb.useGravity = true,

Destroy{gameObject, 2f);

rb.velocity = Vector3.zero,
audioSaource.clip = sre;
audieSaource.Play();

Physics.lgnoreCollision{collision.gameObject. GetComponent<CapsuleCollider=(), gameObject.GetComponent<SphereCollider=());

float forceMultiplier = GetBatForce2(collision.gameObject.GetComponent<Rigidbady =());
Vectord direction = (transform.pesition - collision.contacts[0].paint).narmalized,
rb.AddForce(direction * forceMultiplier, ForceMode.lmpulse);

rb.useGravity = true;

Destroy{gameObject, 2f);
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