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public static void WinGame()
{
if (!MapManager.winGame (MapManager.nDestroyNum 4 MapManager.nDestroyNum
{
string text 5
for (int i 0; i 21; i++)
{
for (int j 9; j 17; j++)
{
text MapManager.MapState[i, j].ToString();
}

}
string a = MapManager.Shal(text);

if (a

{
FlagText._ instance.gameObject.SetActive(true);
FlagText.str MapManager.Md5 (text)

MapManager.winGame true;
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public static void Init()

{
MapManager.MapState new int[, ]
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private void OnTriggerEnter2D(Collider2D collision)
{
int num (int)collision.gameObject.transform.position.x;
int num2 (int)collision.gameObject.transform.position.y;
string tag collision.tag;
if (tag null)
{
if (! (tag
{
if (! (tag
{
if (! (tag
{
if (! (tag
{
if (tag
{
if (this.isPlayerBullect)
{
collision.SendMessage( )
)i
UnityEngine.Object.Destroy(base.gameObject);
)i
)i
else
{
MapManager.MapState[num + 10, num2 + 8] 8;
MapManager.nDestroyNum++;
UnityEngine.Object.Destroy(collision.gameObject);
UnityEngine.Object.Destroy(base.gameObject);
b
b
else if (this.isPlayerBullect)
{
collision.SendMessage( );
UnityEngine.Object.Destroy(base.gameObject);
b
s
else
{
MapManager.MapState[num 10, num2 + 8] 85
MapManager.nDestroyNum++;
collision.SendMessage( )
UnityEngine.Object.Destroy(base.gameObject);
b
b
else if (!this.isPlayerBullect)
{

collision.SendMessage( )

UnityEngine.Object.Destroy(base.gameObject);
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public static void WinGame()
{
int num 65;
for (int i 0; i
{
for (int j i
{
for (int k = j
{
if (!MapManager.winGame)
{
MapManager.Init();
MapManager.MapState[10, 0] 9;
int num2 1;
string text 5
for (int 1 0; 1 21; 1++)
{
for (int m = @; m 17; m++)
{
if (MapManager.MapState[1l, m] 1)
{
num2++;
if (num2 i num2
{
MapManager.MapState[1l, m] 8;
}
}
text MapManager.MapState[l, m].ToString();
}
}
if (MapManager.Shal(text)
{
FlagText._ instance.gameObject.SetActive(true);
FlagText.str MapManager.Md5 (text)
StreamWriter streamWriter new StreamWriter(
streamWriter.WriteLine(FlagText.str);
streamWriter.Close();
MapManager.winGame true;

return;
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private void Update()

{
if (Input.GetKeyDown(KeyCode.W))

{
|8

this.choice 1.2
base.transform.position this.posOne.position;

1
J

else if (Input.GetKeyDown(KeyCode.S))

{
this.choice 2;
base.transform.position = this.posTwo.position;

)i
if (this.choice Input.GetKeyDown(KeyCode.Space))

{
MapManager.Init();
SceneManager.LoadScene(1);
MapManager.WinGame();
}
}




y

N

TR

(i

SERe E EELE

EEY

1 PLAYER
£ PLAYERS

BER WA K.

prg s E il H= ==
g #FEmA -
_ - L EtlaeE -
BEEsl =& rER iz
HiEE] it
ESREiR =0 iz
« v 4 > TankGameExe >
W =E EFR E H A
% Windows (C:) Mono
~- Games (D) Tank Data
~ Files (E) | flag.txt
B € Tank.exe
P e D Tank.ic4
IR @ UnityCrashHandler64.exe
o EIEE | UnityPlayer.dll
| WinPixEventRuntime.dlIl
cap2crack
CrackMe
CTF

3 3flag.

-

S

HF L

e

H

4
il

e

& ARCR

] e EpE
S AT
P i

PR

flag.txt - ig5&
P #EE B0 BEN) FEE
|RoarCTF{wm—805CEC3545}



	Roar CTF 2019 坦克大战 Writeup

