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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Inventory/EquipmentManager.cs#L139
https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Player/PlayerController.cs#L1190
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726 ppb.gravityScale = prevGravity;
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Player/PlayerController.cs#L860
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Player/PlayerController.cs#L812
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Player/PlayerStatus.cs#L113
https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Player/PlayerStatus.cs#L195
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Inventory/EquipmentManager.cs#L139
https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Player/PlayerController.cs#L283
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Player/PlayerController.cs#L1170
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Player/PlayerController.cs#L1170
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Enemys/Enemy/MeleeEnemy.cs#L13
https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Enemys/Enemy/EnemyController.cs#L612
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Enemys/Enemy/EnemyController.cs#L504
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https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Enemys/Boss/Common/MidBossController.cs#L196
https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Enemys/Boss/Common/MainBossController.cs#L123
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public void AdvanceIfCurrent(TutorialStep expectedStep, TutorialStep

{

}

nextStep)

if ('tutorialActive || currentStep != expectedStep)

return;
SetStep(nextStep);

public bool CanDash()

{

Jul

return !tutorialActive || currentStep >=
TutorialStep.DashUnlocked;

gjo

13 /41


https://github.com/jinu217/Knight-Only_Backup/blob/34a70f4acfd6de09a10f83f147a3c17d706a0b13/Assets/Scripts/Tutorial/TutorialManager.cs#L37
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https://github.com/jinu217/app-in-toss/tree/game
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270 overhit += overhitRate * Time.deltaTime;

271  overhit = Mathf.Min(overhit, maxOverhit);

275 if (overhit >= maxOverhit)

274 {

275 isOverhited = true;

276 BackgroundManager.Instance.SetOverheat(true);

277 SetClicked(false);

278 ShowSmoke () ;

279 if (currTreeHitParticle) currTreeHitParticle.SetActive(false);
280 wasHolding = holding;

281 return;

282 }
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https://github.com/jinu217/app-in-toss/blob/938e170a5296c053d6f15476376a2c78a83efd0d/private/unity-project/Assets/Scripts/ChainSaw_Move.cs#L266
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https://github.com/jinu217/app-in-toss/blob/938e170a5296c053d6f15476376a2c78a83efd0d/private/unity-project/Assets/Scripts/In-game/Tree.cs#L45
https://github.com/jinu217/app-in-toss/blob/938e170a5296c053d6f15476376a2c78a83efd0d/private/unity-project/Assets/Scripts/Generator/TreeGenerator.cs#L261
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https://github.com/jinu217/app-in-toss/blob/938e170a5296c053d6f15476376a2c78a83efd0d/private/unity-project/Assets/Scripts/ChainSaw_Move.cs#L137
https://github.com/jinu217/app-in-toss/blob/938e170a5296c053d6f15476376a2c78a83efd0d/private/unity-project/Assets/Scripts/Generator/TreeGenerator.cs#L592
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https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/Game.h#L28
https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/Game.cpp
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if (platform.getType() == PlatformType::0neWay)

{

const bool landedFromAbove = velocity.y >= 0.f

&& previousBottom <= platformPosition.y + 1.f;

if (dropThroughTimer > 0.f || !landedFromAbove)
{
continue;
}
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https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/Player.cpp#L477
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https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/Player.cpp#L375
https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/Player.cpp#L290

1

=

AfCe|- 2ol X!

e
O

MAPLELIKECLIENT / CLIMBING / CHE +

El
—

} O]

B

X Hol|lM St siAIgfLICt.

2q.
=5

i

bjo

MapleLike RPG

X| fEflet I EIO|HE

ot

SLCH 2

x
=

i

1]{o

L[Ct.
L{Ct.

F

(=]

F

-
o
o
=]

2|
OfEf

o
=

X~

£ & BiX|eh 2 & obH

K0

21/ 4

FLICE.

D~
o
=

b fEfet TS off K|
Player.cpp / updateClimbing-findClimbable >

KIM JINWOO / GAME CLIENT PROGRAMMER

=
[S)


https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/Player.cpp#L277
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https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/Enemy.cpp#L41
https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/World.cpp#L73
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14 const sf::Vector2f halfView = viewSize / 2.f;

15 const sf::Vector2f targetCenter{

16 std::clamp(targetPosition.x, halfView.x, worldSize.x - halfView.x),
17 std::clamp(targetPosition.y, halfView.y, worldSize.y - halfView.y)
18 };

19 const float followAmount = 1.f - std::exp(-FollowSpeed * deltaTime);
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https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/CameraController.cpp#L12
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World: :World(const LevelData& level)

{

: size(level.worldSize), enemySpawns(level.enemies)

platforms.reserve(level.platforms.size());
for (const PlatformData& platform : level.platforms)
{

platforms.emplace_back(platform.position,
platform.size, platform.type);
I

resetEnemies();
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https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/LevelLoader.cpp#L14
https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/World.cpp#L9
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platforms.reserve(level.platforms.size());
for (const PlatformData& platform : level.platforms)

std: :span<const Platform> World::getPlatforms() const
{

return platforms;

}
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https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/World.h#L32
https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/World.cpp#L124
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https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/LevelLoader.cpp#L14
https://github.com/jinu217/MapleLikeClient/blob/8d23f2d7833fab796f05cebd5a2d8ca4b8c8f66d/MapleLikeClient/World.cpp#L9
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https://github.com/jinu217/HK-INDIE-GO/blob/e3a8a29c43fb40c2e26f28d65adb32cd851e0859/unity/INDIE-GO/Assets/Scripts/UI/InGameUIManager.cs#L53
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https://github.com/jinu217/HK-INDIE-GO/blob/e3a8a29c43fb40c2e26f28d65adb32cd851e0859/unity/INDIE-GO/Assets/Scripts/UI/CharacterScene/CharacterSelectController.cs#L308
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https://github.com/jinu217/HK-INDIE-GO/blob/e3a8a29c43fb40c2e26f28d65adb32cd851e0859/unity/INDIE-GO/Assets/Scripts/Managers/AudioManager.cs#L120
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private void HandleTurnStarted(PlayerSlot player)

{

}

RefreshPlayerPanels();
RefreshTurnHighlights(player);
RefreshTurnInfo();
RefreshCurrentPlayerSkills(player);

private void HandleTurnPhaseChanged(TurnContext turn)

{
y

RefreshTurnInfo();
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https://github.com/jinu217/HK-INDIE-GO/blob/e3a8a29c43fb40c2e26f28d65adb32cd851e0859/unity/INDIE-GO/Assets/Scripts/UI/InGameUIManager.cs#L53
https://github.com/jinu217/HK-INDIE-GO/blob/e3a8a29c43fb40c2e26f28d65adb32cd851e0859/unity/INDIE-GO/Assets/Scripts/UI/InGameUIManager.cs#L83
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https://github.com/jinu217/MiniGame_2025_2/blob/c27a1250ea92c0ba11b0a28b70a47c4098bfa146/Assets/Scripts/Boss/BossBase.cs#L59
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float step
float start

-totalAngle * 0.5f;

float yaw = start + step * i;

count > 1 ? totalAngle / (count - 1)

0f;

Quaternion rot = Quaternion.Euler(0f, yaw, 0f) * baseRot;

SpawnBullet(rot * Vector3.forward);
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https://github.com/jinu217/MiniGame_2025_2/blob/c27a1250ea92c0ba11b0a28b70a47c4098bfa146/Assets/Scripts/Boss/Boss_Stage2.cs#L41
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https://github.com/jinu217/Wheel-of-Fortune/blob/0a62f3d881bc23f9f0aa3f758ad79aad462abb2e/Assets/Scripts/Map/InGameSceneController.cs#L365
https://github.com/jinu217/Wheel-of-Fortune/blob/0a62f3d881bc23f9f0aa3f758ad79aad462abb2e/Assets/Scripts/Map/InGameProgressionManager.cs#L95
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https://github.com/jinu217/Wheel-of-Fortune/blob/0a62f3d881bc23f9f0aa3f758ad79aad462abb2e/Assets/Scripts/Map/InGameEventNode.cs#L102
https://github.com/jinu217/Wheel-of-Fortune/blob/0a62f3d881bc23f9f0aa3f758ad79aad462abb2e/Assets/Scripts/Map/InGameSceneController.cs#L365
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https://github.com/jinu217/Wheel-of-Fortune/blob/0a62f3d881bc23f9f0aa3f758ad79aad462abb2e/Assets/Scripts/Map/InGameEventNode.cs#L93
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int selectedIndex = UnityEngine.Random.Range(0, SlotCount);
RouletteEffectData effect = appliedSlots[selectedIndex];
int value = effect == null ? 0 : effect.RollValue();

float startAngle = wheelTransform.localEulerAngles.z;
float clockwiseOffset = GetClockwiseOffsetToMarker(selectedIndex);
float targetAngle = startAngle - 360f * 5f + clockwiseOffset;

ResultSelected?.Invoke(selectedIndex, effect, value);

IsSpinning = false;
onCompleted?.Invoke(result);
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https://github.com/jinu217/Wheel-of-Fortune/blob/0a62f3d881bc23f9f0aa3f758ad79aad462abb2e/Assets/Scripts/Roulette/RouletteController.cs#L334
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https://github.com/jinu217/Wheel-of-Fortune/blob/0a62f3d881bc23f9f0aa3f758ad79aad462abb2e/Assets/Scripts/Map/InGameProgressionManager.cs#L59
https://github.com/jinu217/Wheel-of-Fortune/blob/0a62f3d881bc23f9f0aa3f758ad79aad462abb2e/Assets/Scripts/Core/GameSessionManager.cs#L143
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https://github.com/jinu217/sideproject
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https://github.com/jinu217/sideproject/blob/1f6d4e2a5830e17113519ef9419b671a61682c67/page/view/03_02_view.php#L13
https://github.com/jinu217/sideproject/blob/1f6d4e2a5830e17113519ef9419b671a61682c67/common/layout.php#L1
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https://github.com/jinu217/Knight-Only_Backup
https://github.com/jinu217/app-in-toss/tree/game
https://github.com/jinu217/MapleLikeClient
https://github.com/jinu217/HK-INDIE-GO
https://github.com/jinu217/MiniGame_2025_2/tree/dev
https://github.com/jinu217/Wheel-of-Fortune
https://github.com/jinu217/sideproject
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