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if(Mathf.Abs (rigid.velocity.x) < 8.3) if(Input.GetButtonDown("Jump™) && !anim.GetBool{"isJumping”)) m
anim.SetBool(“isWalking”, false); rigid.AddForce(Vector2.up * jumpPower, ForceModeZD.Impulse);
' anim.SetBool ("isJumping™, true};

anim.SefBool("isWalking”, true); anim.SetPool ("isJumping”, false);

SetBool2 0|23}4d HIO| = OpEE7HR]
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H HE. "ist '
void FixedUpdate() 7| L5 H-l = S S 9' _]

float h = Input.GetAxisRaw("Horizontal"});

rigid.AddForce(Vector2.right * h, ForceModeZD.Impulse);

if (rigid.velocity.x > maxSpeed) = el olol= —
et x> maxspesd) R MEBHS| £ & Moot 2=
rigid.velocity = new Vector2(maxSpeed, rigid.velocity.y);
else if (rigid.velocity.x < maxSpeed*{-1})
rigid.velocity = new Vector?(maxSpeed*(-1), rigid.velocity.y);

Max Speed

if(Input.GetButton("Horizontal"))

spriteRenderer.flipX = Input.GetAxisRaw("Horizontal") == -1;
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void Think()

| Random.Range(-1, 2) I IRSIPAPN o Felea=gps P e Ne:
nextMove = Random.Range(-1, 2);

SAEQ AYWBS U

anim.SetInteger("WalkSpeed”, nextMove);

if(nextMove != 0 |nVOke "Think", neXtThinkTime : neXtThinkT|meO| A|7|-O| _C.)_% |
spriteRenderer.flipX = nextMove == 1;

e ThinkBt2 ABHsHA 2AEO| RISHEISIM RS ChA| AR B _]

o

float nextThinkTime = Random.Range(2f, 5f);
Invoke("Think", nextThinkTime);
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Random.Range(-1, 2) I IRSIPAPN o Felea=gps P e Ne:

SAEO THYBS M

Ve SRR AN . nextThinkTime2| A|7t0] SE£E]
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Invoke("Think"”, nextThinkTime);
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void FixedUpdate()
{

rigid.velocity = new Vector2(nextMove, rigid.velocity.y);

Vector? frontVec = new Vector2(rigid.position.x + nextMove*0.2f,
Debug .DrawRay( frontVec, Vector3.down, new Color(0,1,0));

RaycastHit2D rayHit = Physics2D.Raycasti(frontVec, Vector3.down, 1, LayerMask.GetMask("Platform"));
if(rayHit.collider == null) {

Turn() ;

rigid.position.y);

ol =24 Y¥EF0 M= dAgisd
@ Z 0 "Platform"e| 775 LT
If(rayHit.collider == . HF0| "Platform"0| S{2EH Tumne+& 2=
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void Turn()
{

nextMove = nextMove * —1;
spriteRenderer . flipX = nextMove == 1;

Cancel Invoke() ;
Invoke( "Think", 2);
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void OnCollisionEnter2D(Col lision2D collision)
{
if(collision.gameObject.tag == "Enemy") { = b o
e - .. S L. =ZHOo|H7F A =tO o] Fag=—1 =
OnDamaged(collision.transform.position); =201017F HojA T2 8 OnDamaged&+& 2=
}

} ,
void OnDamaged(Vector2 targetPos) SprlteRenderer.coIor = new Color
{ =0|0| & HIEHol HEf= HiE

gameManager .Heal thDown() ;

gameObject. layer = 9;

_ AddForce EERNEER
spr i teRenderer .color = new Color(1,1,1,0.4f); = = =4 - — _]
Zd0|0|& M =R H FALIVIA B

int dirc = transform.position.x-targetPos.x >0 ? 1 : —1;

rigid.AddForce(new Vector2(dirc, 1)=7,ForceMode?D. Impulse);

Invoke( "0f fDamaged", 1);

PlaySound( "DAMAGED") ;
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int dirc = transform.position.x-targetPos.x >0 ? 1 : —1;

rigid.AddForce(new Vector2(dirc, 1)*7,ForceMode2D. Impulse);

Invoke( "0f fDamaged", 1);
PlaySound( "DAMAGED") ;

Z2)0|0{7} MO|AH 2™ OnDamagedB&<+-E ==

SpriteRenderer.color = new Color EERNEER
Z80|0E R HoE HEf 2 HiE

AddForce EERNEEL

Zajj0j0j2 Mo ZHE EILIZIA TS
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Health

void OnDamaged(Vector2 targetPos)
gameManager.HealthDown( ) ;
gameObject.layer = 9;

spriteRenderer.color = new Color(1,1,1,8.4f);

int dirc = transform.position.x-targetPos.x > 8 2 1 : -1;
rigid.AddForce(new Vector2(dirc, 1)*7,ForceMode?D.Impulse);

Invoke( "OffDamaged™”, 1);
PlaySound( "DAMAGED™ ) ;

ublic void HealthDown()
if(health > 1){

health--;
UIhealth[health].color = new Color(l, 1, 1, @.2Ff);

else |
UIhealth[@].color = new Color{l, 1, 1, @.2F);
player.OnDie();

Debug.Log{" =5 SLICH )
UIRestartBtn.SetActive(true);

public void OnDde()
i

spriteRenderer.color = new Color(l, 1, 1, @.4F);
spriteRenderer.flip¥
capsuleCollider.enabled = false;

rigid.AddForce(Vector2.up * 5, ForceMode2D.Impulse);
PlaySound( "DIE");
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vold OnTriggerEnter2D(Collider2D collision)

Finish -

Untagged if({collision.gameQbject.tag == "Finish"){
Respawn gameManager . FinshStage(};
+  Finizh PlaySound("FINISH"};
EditorOnly
MainCamera . . . N
Blayer ublic woid FinshStagel( )
GameController " Time.timeScale = 9;
Blatform Debug.Log("H'Z S2I0H");
Enemy

Text btnText = UIRestartBtn.GetComponentInChildren<Text>();
poo btnText.text :

Add Tag.. UTRestartBtn.setActive(true);

21J
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