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® Enemy AE A F =(DropDownEnemyGen)

em.Collections;
em.Collections.Generic;
vEngine;

DropDownEnemyGen : MonoBehaviour

GameObject EnemyPrefablj;

GameObject EnemyPrefab2;
c GameObject EnemyPrefab3;
span = ©.8f; == X
delta = >

>

Start()

Update()

s .delta Time.deltaTime;
s .delta>tl span)

e gol = Instantiate(EnemyPrefabl)
GameObject go2 Instantiate(EnemyPrefab2)
GameObject go3 = Instantiate(EnemyPrefab3)

px1l = Random.Range(-8,
px2 Random.Range(-8,
px3 Random.Range(-8,

gol.transform.position 1 Vector2(px1, 6,
go2.transform.position Vector3(px2,
go3.transform.position = 1 Vector3(px3,




@® Player I =(DropDownPlayer)

® e

using
using em B i Generic;

DropDownPlayer : MonoBehaviour

move_metho
speed;
Vector2 speed_vwvec;

OonTriggerEnter2D(Collider2D collision)

if(collision.CompareTag(“"Enemy™))

£
HPManager.hp -= 1;

Update ()

if(HPManager.hp = e)
{
Destroy(gameObject);

>

i+ (move_method = o)

£

speed_vec = Vector2.zeroj;

if (Input.GetKey(KeyCode.RightArrow))
{

speed_ve speed;
X
if (Input.GetKey(KeyCode.lLeftArrow))
{

speed_vec.x = speed;

>

ansform. c
GetComponent<R = speed_vec;

i+ (move_method

speed_vec.x = Input.GetAxis("Horizontal"™) * speed;

GetComponent<Rigid dy2D>() .velocity = speed_ vec;




@® Enemy I =(DropDownEnemy)

® o

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

DropDownEnemy : MonoBehaviour

drop_method;

id OnTriggerEnter2D(Collider2D

if (collision.CompareTag(”"Player™))

{
Dead();
¥

if (collision.CompareTag(“wWall™))

P

Dead () ;
}

Update()

if(transform.position.y < -
i

Destroy(gameObject);
¥

(drop_method == 1)

transform. Translate(9,

(drop_method

transform. Translate(o,

(drop_method == 3)

transform. Translate(o,

Deadt)

Destroy(gameObject);

collision)




HP 3 =(HPManger)

® @O

using System.Collections;

using System.Collections eneric;
using UnityEngine;

using UnityEngine.UI;

HPManager : MonoBehaviour {
¢ hp = 3;

GameObject 1lifel;
GameObject life2;
GameObject life3;

Panel GameOver panel_ GameOver;

S € Nnis T

Start () {
lifel.SetActive(
life2.SetActive(tL
life3.SetActive(

Update () {

DI

switch(hp)

case 2:
life3.SetActive(

break;

case 1:
life2.SetActive(
break;

case ©:
lifel.SetActive(f

GameOver();

Stop()

StopAllCoroutines();

public void GameOver ()

{
Stop(); = I =
panel_GameOver.Show();
Time.timeScale = ©.06F;




@ /¥ ey md F=(Panel_GameOver)

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

Panel_GameOver : MonoBehaviour

d Awake()

transform.gameObject.SetActive

id Show() {

transform.gameObject.SetActive(tru

VVStaré()

i Update()




@® Time I=(Timer)

00

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

Timer : MonoBehaviour

c Text timeText;
t time;

| start()

| Update()

time += Time.deltaTime;
timeText.text = ((int)time*10).ToString
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XIS A
@ “td2} 3 =(CameraController)

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public s CameraController : MonoBehaviour

Transform catTransform;// .=

o alleg

catTransform = GameObject.Find("cat").transform;// /2

oid Update()

Vector3 catPos = catTransform.position;
transform.position = new Vector3(transform.position.x,
catPos.y, transform.position.z);//y= IS




using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.UI;

MOve : MonoBehaviour

Rigidbody2D rb2D;
Animator animator;
const loat jumpForce 700f;
walkForce 30f, maxWalkSpeed = 2f;
1 isGrounded = false;
int jumpCount;

Jump;
Text jumpcount;
isJumping = false;

void Start()

{ Application.targetFrameRate = 120;
rb2D = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
jumpCount = 11;
jumpcount.text = " & "+"10";

id OnCollisionEnter2D(Collision2D collision)

Update()

if(isGrounded)

{
if(jumpCount >©)

{
if (Input.GetKeyDown(KeyCode.Space))
i
if (isJumping ==

{
isJumping = true;

GetComponent<Rigidbody2D>().AddForce(Vector3.up * 100f);

}

rb2D.AddForce(transform.up * jumpForce);
animator.SetTrigger("Jump™);

jumpCount--;

jumpcount.text = "& == 4=" + jumpCount.ToString();




key = @;//
(Input.GetKey(KeyCode.D))

if
{

key = 1;
animator.SetTrigger("Walk");

else if (Input.GetKey(KeyCode.A))

key = -1;
animator.SetTrigger("Walk");

speedX = Mathf.Abs(rb2D.velocity.x);

if (speedX < maxWalkSpeed)//=/

{
rb2D.AddForce(transform.right * key * walkForce);

if (key != @)
{
transform.localScale = new Vector3(key, 1f, 1f);

animator.speed = speedX / 2f;

if(jumpCount==0) //& “
{

SceneManager.LoadScene(4/

OnTriggerEnter2D(Collider2D collision)

SceneManager.LoadScene(6/*"Clear™*/);
Debug.lLog("&S=ZAl");
if (collision.gameObject.tag ==

{

Enemy ")

SceneManager.lLoadScene(4);




@® Scene T E

000

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

s CameraController : MonoBehaviour
Transform catTransform;/
| Start()

41

catTransform = GameObject.Find("cat").transform;

| Update()

Vector3 catPos = catTransform.position;
transform.position = new Vector3(transform.position.x,
catPos.y, transform.position.z);//y= 7lAl: 2




® UAFA], W F FE=(Btn manager)

Updatel )

WL )

EDestTor-y ]

GCamcExIEl ]

r. Loads




i Start()

Update ()

transform.position = v;
3}

¥




delta = 17.8f;

delta * Mathf.Sin{Time.time *

transform.position = v;




@ tabSA] Mo o]= FE(Panel_GameOver)

transfors. game0bioct SetActive|

& Getiey (KeyCode, Tab) )

SeeneManager. Loadscene (8] ;

Update( )

OnTriggerEnterZ2D{(Collider2D collision)

SceneManager . LoadScene(3) ;




using System.Collections;
using System.Collections.Generic;
using UnityEngine;

s BarMove : MonoBehaviour

il
¢ Vector2 speed_vec;

void Start()
{

d Update()

speed vec.x = Input.GetAxis("Horizontal") * speed;
transform.Translate(speed_vec);




22] 7= (BallControll)

using System.Collections;

using System.Collections.Genericgj;
using UnityvEngine;

using UnitvEngine.UI;

s BallControll : MonoBehaviour

bool firstClick
Rigidbody2D rdj;
int hp = 13
c Panel_GameOver panel_GameOver;

étart(i

rd = GetComponent<Rigidbody2zZD>();
Time.timeScale=88.5f;

i

void Update()
{
iF(Input.GetKey(KeyCode.Space)&&!firstClick)
{
transform. parent=nu
fFirstClick =
rd.isKinematic

GameOver ()

void OnCollisjionEnter2D(Collision2D collision)

F(collision.gameObject.tag == "underbar™)

{

hp =©;
Time.timeScale=©.0T;

if(collisjion.gameObject.tag =="block™)

=]
(1]
[0}

Destroy(collision.gameObject) ;

|_l
0
0

ifFf(collision.gameObject.tag ="mowvebar™)

rd. AddForce(new Vector3(©,1,0))

=
0
0

if(collision.gameObject.tag “"leftwall™)

rd.AddForce(new Vector=2(1,e,0))

=]

se if(collision.gameObject.tag =="rightwall™)

rd.AddForce(n Vector3(-1,©,0));

YooY AOY MDY D

void GameOwver ()

StopAllCoroutines();
panel GameOver.Show();
Time.timeScale = ©.09F;
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