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1f (Physics. Ra'ract(la out hit,

{

if (hit.collider

if (Input.GetMouseButton(1))
{

if (Physics.Raycast(ray, out hit,

i

if (hit.collider.tag.Equals("G

Distance: 10060))

eamUnits"

Distance: 10000))

ag.Equals("TeamUnit"))

);
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public class Turret : MonoBehaviour
;
1

private float |

public float crateTime = 5.8f; «
public GameObject bulletfact ;
public GameObject firePosition

public AudioClip shootClip; //
private AudioSource
// Star

void Update()
{

currentTime += Time.deltaTime;

if (EnemyManager.enemyNum > 1 && currentTime > crateTime)

{

ject bullet = Instantiate(bulletfactory);

bullet.transform.position = firePosition.transform.position;

currentTime

Ol 1

‘currentTime += Time.deltaTime’
%O|9' HOLAE >x C O|§O-I

HO|EZ 81 X0 mq =/ [

OLCE bullet= A A SHY EEAL &
A StCh A AT sfHE A
SoAM E2 /2 BSUS

ASiCH

L=




Xl 2= 37Hof B E (9], S, Of
2f)S Sl HX| 7}t 7t
24 50f3 AL E=4 &' Sl

L. %%Ol = 01 ! [[H I‘ljl_|- 3}7;“

20| AfRHRI =5 @A [0 ULk,




. 9| ALEIS ‘HER) ofaf ALElS ‘EFO|EHO|BHE B

OZ HIF=E S 2 TA|0 I S0 A Qo
A Q| 2t0| = E At2tK|A| tC}. EFO[EFZ =2| X| Tt
M =o| Bt LEO|LL X| 2|2 M2|dt= 40| 24

2 U5 =2 M =S AL AL



private void OnCollisionStay(Collision col)
{
if (col
{
Debug.Log( message: "'C

InvokeRepeating( methodMame: "

if (hp == 0.68f)

{
Destroy(gameObject);
cancelInvoke();

void Damaged()

.[

hp -= attackPower;
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: MonoBehaviour

amera move speed

public int cameraSpeed; €

# Event functio

Al Ol b
o X :w:m:i Update ()

T

ranslo on the d oxes using WASD

on-Vector3. fc rd * ca ¥ Time.deltaTime );

ation:Vector3.back * came d * Time.deltaTime );
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if(Input.GetAxis("Mouse ScrollWhe ) > 0 && 'UnityEngine.EventSy
i

transforn. Translate( translatic Vector3.down * 5) * cameraSpeed * Time.deltaTime );
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public GameObject Marine;
public Button MarineButton;

public GameObject UnitPosl;

public GameObject UnitPos2;

//public GameObject UnitPosition2;
art is colled before the first frome update

void Start()

{

MarineButton.onClick.AddListener(MarineProduct);

}
// Update is called once per frame

void MarineProduct()
{
if (EnemyManager.money < 50)
{
Debug.Log(n "Not enough money");
}
else
{

int randvalue = ityEngine.Random.Range(B8, 9);

Instantiate(Marine);

EnemyManager.money = EnemyManager.money - 58;
if (randvalue < 5)

{

Marinel. transform.position = UnitPosl.transfo

F
else
{
Marinel.transform.position = UnitPo

F
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