System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.SceneManagement;
ScenesManager : MonoBehaviour
ToGameScene()

SceneManager.LoadScene("Game");

ToTitleScene()

SceneManager.LoadScene("Title");

EndGame()

{
UNITY_EDITOR
UnityEditor.EditorApplication.isPlaying =

Application.Quit();




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

TMPro;

Typing : MonoBehaviour

[SerializeField] TextMeshProUGUI TypingText;
[SerializeField] TextMeshProUGUI PointText;
[SerializeField] TextMeshProUGUI TimeText;
[SerializeField] GameObject btnBack;
[SerializeField] GameTime;
Dictionary< s > dic;
randomWord;
point:
PlayfabData playfabData;
CountDown;

State

CountDown,
Ready,
Start,
TimeUp

s
State PlayState;

Start(Q)
k = 0;

CountDown = 2.0f;
PlayState = State.CountDown;

playfabData = GetComponent<PlayfabData>();

dic = Dictionary< , NOR
for ( i1i="a"; i<= "z"; i++)
dic.Add(k, i.ToString());
k++;

PointText.text = "Point : " + point.ToString();
TimeText.text = GameTime.ToString("Fo");
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btnBack.SetActive(false);

void Update()
{

float canvasTimer;
switch(PlayState)
¢ case State.CountDown:
if(CountDown > 0f)
¢ CountDown -= Time.deltaTime;
canvasTimer = CountDown + 1.0f;
TypingText.text = canvasTimer.ToString("F0");

else

PlayState = State.Ready;
}

break;

case State.Ready:
CreateQuestion();
PlayState = State.Start;
break;

case State.Start:

1f(GameTime > @)
{

GameTime -= Time.deltaTime;
TimeText.text = GameTime.ToString("F0");

if (Input.GetKeyDown(dic[randomWord]))
CreateQuestion();

point++;
PointText.text = "Point : " + point.ToString();

ks

}

else

{
playfabData.UpdatelLeaderBoard("MaxPoint", point);
playfabData.UpdatePlayfabData("Point", point);

PlayState = State.TimeUp;
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}

break;

case State.TimelUp:
TypingText.text = "";
TimeText.text = "0";
btnBack.SetActive( DR
break;

CreateQuestion()

randomWord = Random.Range(0,26);
TypingText.text = dic[randomWord].ToUpper();




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

PlayFab;
PlayFab.ClientModels;
TMPro;

Ranking : MonoBehaviour
[SerializeField] TextMeshProUGUI rankText;
pushZKey;
PlayfabData playfabData;
Start()
pushZKey = 0;

playfabData = FindObjectOfType<PlayfabData>();
playfabData.ReadlLeaderboard("MaxPoint", @, 100);

Update()

1f(Input.GetKeyDown(KeyCode.Z))
{

pushZKey++;
if(pushZKey == 3)
{

ReadRanking();

ReadRanking()

rankText.text = "Name:" + PlayerPrefs.GetString("customID™) + "\n";

rankText.text += ;

for( i = 0;1 < playfabData.readlLeaderboardData.Leaderboard.Count; i++)

{
rankText.text += playfabData.readlLeaderboardData.lLeaderboard[i].DisplayName;
rankText.text += ":" + playfabData.readlLeaderboardData.lLeaderboard[i].StatValue;

rankText.text += "\n";
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