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Understanding the Runtime Fee

YOUR CHOICE OF

2.5% gross revenue share

OR

fee based on initial engagements

Tiered rates apply once per initial engagement after your game surpasses
31M revenue (trailing 12 months) and 1M lifetime initial engagemeants.

PERSOMAL PRO EMTERPRISE
Initial engagements Group A*
per month
1=100,000 £015 $0125
100,001-500,000 30,075 50.06
Mo fee
500,001-1,000,000 £0.03 $0.02
1,000,000+ 50.02 0.0
Initial engagements Group B*
per month
Each initial engagement No fee £0.01 50,005
Fees will not exceed 2.5% of your game’s monthly gross revenue.
Fees only apply to Unity Pro and Enterprise.
Group A: Australia, Austria, Belgium, Canada, Denmark, Finland, France, Germany, Ireland, Japan

the Netherlands, New Zealand, Norway, Sweden, Switzerland, South Korea, United Kingdom
and the United States

Group B: All other countries
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update(dt)
{
if(this.nowTouch)
il
if(this.isMax_Speed)

const siblings = this.node.parent.children;
-onst sibling of siblings) {
if(this.node !== sibling)

{
const radius_childe = sibling.getComponent(cc.PhysicsCircleCollider); . E_IAIDI_I‘kl-OlE

radius_childe.radius = 25; ) )
https://m.dcinside.com » board » game_dev
rigidBody_child = sibling.getComponent(cc.RigidBody);

ol il Of Z3A ZH 1 T 7HWEK[L| - QIC| A[ 7HE OtO|L
randomAngle = Math.atan2(dy, dx);

distance = this.node.position.sub(sibling.position).mag(); 2023 10 29 —_ 0|~_I_E Q"M'— QEIO-IIOIE-I _]EI|- f%j_ Cecoszd_x ﬂ[—”ﬂlgﬁl-ﬂ [_l% El»OlEE—IE_ILl— _T]_il

if(distance <= 458@)

{

al,

this.Linear_Damping = 2;
rigidBody_child.applyForce( new cc.Vec2(this.node.x - sibling.x + (5@+1@@+Math.random())#*Math.cos(randomAngle), tt
rigidBody_child. linearDamping = this.Linear_Damping;

Blogger.com
if(sibling.getComponent(Stick_Circle).isScaleAni == false) @ gg

{ https://pineoc.blogspot.com » search » label

const duration: number = 8.3;

1st scaleDownActionl: cc.ActionInterval = cc.scaleTo(duration, ©.85, 0.85); COCOSZd-X xl(}” [-_-H QI' EE ME-”

t scaleUpActionl: cc.ActionInterval = cc.scaleTo(duration, 1.25, 1.25);

1st scaleDownAction2: cc.ActionInterval = cc.scaleTo(duration, 1.8, 1.0); 315H_le__|o,"'|k_| ‘l","".ﬂ I:H:; Label H11 %%0' ﬂ?\.\-ltl:-" l Exl Ilaqﬂl_oF ngtl- %LlElg 7_"% ;H

st sequence: cc.ActionInterval = cc.sequence( Al =l - =1
scaleDownActionl,

scaleUpActioni,

scaleDownAction2,

Hl ©
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dmstjdhdh@cau.ac.kr
https://github.com/dmstjdhdh



