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£ Enemy_Possum
¥ [ Waypoints
0 Point1
0 Point2

¥ # ~ Enemy Al (Script)
Script Enemyal
¥ Points
Size 2
Element O A Pointl (Transform)

Element 1 A Point2 (Transform)
Mext |D

Speed 2
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Triggeraread{| =ci|0[0] & X| - raycast
Z2)0|0f Z=ZX| - Enemylogic() A&t

¥ (71 Enemy_GreenPig

71 Enemy_Collider
71 Enemy_Sprites

Fo hitBox

Ef] triggerarea

¥ # ~ Enemy_behaviour {Script) e 3
Script Enemy_behaviour
Ray Cast A raycast (Transform) @ Raycast9-| .7EI Ol )\E-l jg,
Raycast Mask Player -r _g_7_:|| 7_| El )\E-I jg
I
Ray Cast Lenghth 6 A M
() |-5§; - 'EEi = :zgil

Attack Distance 2
74 E.” Ol M
Move Speed 2 o1z = O.
0

Timer

t(rayCast.position, Vector2.left, rayCastlLenghth, raycastMask);

o]0 S=H32

(hit.collider !=

d
EnemyLogic();

(hit.collider ==

inRange =

EnemyLogic()
distance = Vector2.Distance(transform.position, target.transform.position);

(distance > attackDistance)
e ok ances a1 74
' o

el ) -
Move();

StopAttack(); u'" ;-l LI =
=
(attackDistance »>= distance &% cooling == ] |' E

Attack();

(cooling)

anim.SetBool("




CE U ERE

public class TriggerAreaCheck : MomoBehaviour

{

private Enemy_behaviour3 enemyParent;

private void Aw

enemyParent = t<Enemy_behaviour3>();

private void OnTrigg 20(Collider2D collider

if (collider.gemeObject.CompareTag( "Player™)

gameDbject.s e(false);
enemyParent.target = collider.transform;
enemyParent . inRange = true;

enemyParent . hotZone. 5 ive(true);

private wvoid Aw

enemyParent =
anim = G

private void Up

if{inRange &% !anim.( "Attack™)

enemyParent.F

f hotZone

private void OnTrigge D(Collider2D collider

if (collider.gameObject.Comp

ag("Player™)

inRange = true;

private woid OnTri

if(collider. gameObject.

inRange = false;
game0bject.S
enemyParent . triggerirea.
enemyParent . inRange = false;
enemyParent . Sel t();

(false);
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DialogueSystem &

! public class DialogueBaseClass : MonoBehaviour DialogueBaseC|aSS-CS

public bool finished

get; private set;

protected IEnumerator WriteText(string input, Text textHolder, Color textColor, Font textFont, float delay, AudioClip sound, float delayBetweenLines

textHolder.color = textColor;

textHolder.font = textFont; namespace DialogueSystem

: Dial Li
public class Dialogueline : DialogueBase(lass Ia Ogue Ine-CS

for (int i = 8; i < dinput.Length; i++)

i .

textHolder.text += input[il; private Text textHolder;

. [11;

Sf..\uzgl'“.an:ger'.1n5tf]nf:|.:P1;;-'Sau;d.J:o:nd:? Header (*Text Options=)

Yield return new Waltrorsecondsidelay)s SerializeField] private string input;
¥ SerializeField] private Color textColor;

SerializeField] private Font textFont;

yield return new WaitUntil({() => Input.GetMouseButton(@));

Header("Time parameters™)
SerializeField] private float delay;
SerializeField] private float delayBetweenLines;

finished = true;

namespace DialogueSystem

1 Header("Sound™)

public class DialogueHolder : MonoBehaviour SerializeField] private AudioClip sound;

DialogueHolder.cs

StartCoroutine(dialogueSequence());

Header("Character Image™)
SerializeField] private Sprite characterSprite;
SerializeField] private Image imageHolder;

private IEnumerator dialogueSequence . . -

private void Awake
for {int 1 = 8; i < transform.childCount; is++)
{ textHolder = GetComponent<Text>();

Deactivate(); textHolder.text = "";

transform.GetChild (1) .gameObject.SetActive(true);
yield return new WaitUntil =» transform.GetChild(i) .GetComponent<DialogueLine>( ) .Finished);

imageHolder.sprite = characterSprite;
imageHolder.preservefspect = true;

T

gameDbject.SetActive(false);

private void Deactivate
private void Start
for {(int 1 = 8; i < transform.childCount; i++)

transform.GetChild (i) . gameObject. Sethctive (false); StartCoroutine (WriteText(input, textHolder, textColor, textFont, delay, sound, delayBetweenLines));

b

3




A Al B
7,

Level Manager 2=

R

uzing Uni tyEngine:

plaverinitPosit ion

Finddbject0fTypesplavercontrol ler2=( ), ResetPlaveri &
FinddbjectOfType«playerControl ler2=( ). transforn.position

C}

g EZQE XHoR o|AE E|= MOo|H =ZQE

Check Point 2 &

System.Col lect ions. Beneric.
using UnityEngine;

¢ class CheckPoint : MonoBehawiour

LevelManager :

orZ plaverinitPosit ion:

gerEnterZD(Col lider2D col lision)

= FindObj ect0f Type<playerControl ler2=( J.transform. position: if(col 1isi on .sanedbj ect . ConpareTas( "Plaver )}

Findihj ect0f Type<Leve anager=( ). playerInitPosit ion = transform.position;

1 Restart

plaverinitPosit ion:

Player Controller

-:;::.' Die()

AudioManager.instance.PlaySFX({"die");
isDead = true;
FindObjectOfTypesLlevelManager>() . Restart();

oid ResetPlayer()

horizontalValue = @;
isDead = false;
]

canAtk = false
isAttacking = false;
combo = 8;
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crouchP

if {Input.GetButtonDownt "Crouch™)) ?-%-.—_I I) é:—Ol 7IO-" (=1, |:°|'.'.|-:.I_| 9'
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crouchP

if {isGrounded)

standingCol lider.enabled = !crouchF lag:

if [ jumpFlag)

jumpF lag =

ZZ5H H20]| standing, $I& 5 20|

rb. addF orcel Yector2(OF, jumpPower) )

pol { "Crouch™, crouchF lag

al, rb.velocity.y):
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Jump )

if {isBrounded )

multipledump =

ava i lab ledumps—:

awa i labledumps—:

ava i lab leJumps=0)

arZ.up + jumpPower:
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