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@ @ TangentCircles.cs UNREGISTERED

4p TangentCircles.cs X _ ¥

38 bool _emissionBuffer; »

39 bool _rotateBuffer;

40 float _rotateSpeed;

41 float _rotateTangentObjects;

42 bool _scaleYOnAudio;

43 bool _scaleBuffer;

44 Range(0, 1)

45 float _thresholdScale;

46 float _scaleStart;

47 Vector2 _scaleMinMax;

48

49 S - o o

50 void Awake() T
51 { e s
52 _innerCircle Vector4(o, @, @, _innerCircleRadius); e e
53 _outterCircle Vector4(@, @, @, _outerCircleRadius); S
54 _tangentCircle Vector4[_circleAmount]; i
55 _tangentObject GameObject[_circleAmount]; T e
56 _material Material [_circleAmount]; ro S

57 (int i = 0; i < _circleAmount; i++)

58 {

59 GameObject tangentInstance = (GameObject)Instantiate(_circlePrefab);

60 _tangentObject[i] - tangentInstance;

61 _tangentObject[i].transform.parent - this.transform;

62

63 _materialli] Material(_materialBase);

64 _material[i].EnableKeyword("_EMISSION");

65 (_tangentObject[i] .GetComponent<MeshRenderer>())

66 {

67 _tangentObject[i].GetComponent<MeshRenderer>().material - _materialli];

3 }

69

70 {

71 _tangentObject[i].transform.GetChild(@).GetComponent<MeshRenderer>().material = _materiall[il];

72 }

73 }

74 }

75

76 void PlayerInput()

71 {

78 _tsL Vector2(Input.GetAxis("Horizontal"), Input.GetAxis("Vertical"));

79 _tsLSmooth Vector2(

80 _tsLSmooth.x + (1 - _movementSmooth) + _tsL.x = _movementSmooth,

81 _tsLSmooth.y + (1 -~ _movementSmooth) + _tsL.y ~ _movementSmooth);

82

(d Line1, Column1 Spaces: 4




@ @ AudioPeer.cs UNREGISTERED

4p AudioPeer.cs p - v

40 _channel channel _channel (); .

41 ’?-_ P
42 =

43 S

44 float[] _freqBand64 float[64]; aal

45 float[] _bandBuffer64 float [64]; LR

46 float[] _bufferDecrease64 float [64]; e

47 float[] _freqBandHighest64 float[64]; =l

48 T e e,
49 HideInInspector B
50 float[] _audioBand64, _audioBandBuffer64; =

51

52

53 G

54 void Start () i
55 {

56 _audioProfile = 0.5f; e
57 _audioBand float[8]; s
58 _audioBandBuffer float[8]; _—
59 _audioBand64 float[64]; P
60 _audioBandBuffer64 float [64]; < i
61 _audioSource = GetComponent<AudioSource> (); il
62 AudioProfile (_audioProfile); e
63 ey

64 mme,
65 ST

66 (_useMicrophone) B

67 { =

68 (Microphone.devices.Length - 0) o

69 { i it
70 _selectedDevice - Microphone.devices[@].ToString(); ;;:*“‘
71 _audioSource.outputAudioMixerGroup - _mixerGroupMicrophone;

72 _audioSource.clip = Microphone.Start(_selectedDevice, true, 10, AudioSettings.outputSampleRate);

53 }

74

75 {

76 _useMicrophone = false;

7 }

78 }

79 (! _useMicrophone)

80 {

81 _audioSource.outputAudioMixerGroup - _mixerGroupMaster;

82 _audioSource.clip - _audioClip;

83 }

84

85 _audioSource.Play();
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