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

PlayerController : MonoBehaviour

[SerializeField] LayerMask Blocklayer;
DIRECTION_TYPE

DEFAULT,
RIGHT,
LEFT

DIRECTION_TYPE dir;

Rigidbody2D rb2;
_speed;

Animator anim;
Speed;
JumpPower;

Start()

dir = DIRECTION_TYPE.DEFAULT;

rb2 = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();

Speed = 5.0f;
JumpPower = 500.0f;
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protected virtual|void Update()
{

InputKey();
CheckJump();

void FixedUpdate()

{
Move();

private void InputKey()
{

float x = Input.GetAxisRaw("Horizontal");
anim.SetFloat("AnimSpeed", Mathf.Abs(x));

if( x == 0)
{

dir = DIRECTION_TYPE.DEFAULT;
}

else if( x > 0)

{

dir = DIRECTION_TYPE.RIGHT;
}

else

{

dir = DIRECTION_TYPE.LEFT;
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private void CheckJump()
{

if (IsGround())
{

if (Input.GetButtonDown("Jump"))

{
rb2.AddForce(Vector2.up * JumpPower);

private void Move()
{
switch(dir)
{
case DIRECTION_TYPE.DEFAULT:

_speed = 0;
break;
case DIRECTION_TYPE.RIGHT:

_speed = Speed;
transform.localScale = new Vector3(2,2,2);
break;

case DIRECTION_TYPE.LEFT:

_speed = -(Speed);
transform.localScale = new Vector3(-2,2,2);
break;

default:




rb2.velocity = new Vector2(_speed, rb2.velocity.y);

private bool IsGround()

{

bool isBlock = false;

Vector3 rightStartPoint = transform.position + Vector3.right * 0.4f;
Vector3 leftStartPoint = transform.position - Vector3.right * 0.4f;
Vector3 endPoint = transform.position - Vector3.up * 0.2f;
Debug.DrawLine(rightStartPoint , endPoint);
Debug.DrawLine(leftStartPoint , endPoint);

if( Physics2D.Linecast(rightStartPoint , endPoint, BlockLayer) ||
Physics2D.Linecast(leftStartPoint , endPoint ,BlockLayer) )

isBlock = true;

return isBlock;
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PlayerController2 : PlayerController

Start()
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System.Collections;
System.Collections.Generic;
UnityEngine;

PlayerController : MonoBehaviour

[SerializeField] LayerMask Blocklayer;
DIRECTION_TYPE

DEFAULT,
RIGHT,
LEFT

DIRECTION_TYPE dir;

Rigidbody2D rb2;
_speed;

Animator anim;

Speed;
JumpPower;

Start()

dir = DIRECTION_TYPE.DEFAULT;

rb2 = GetComponent<Rigidbody2D>();
anim = GetComponent<Animator>();

Speed = 5.0f;
JumpPower = 500.0f;
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InputKey();
CheckJump();

FixedUpdate()

Move();

InputKey()

x = Input.GetAxisRaw("Horizontal");
anim.SetFloat("AnimSpeed", Mathf.Abs(x));

if( x == 0)
{

dir = DIRECTION_TYPE.DEFAULT;
}

else if( x > 0)

{

dir = DIRECTION_TYPE.RIGHT;
}

else

{

dir = DIRECTION_TYPE.LEFT;




private void CheckJump()
{

if (IsGround())
{

if (Input.GetButtonDown("Jump"))

{
rb2.AddForce(Vector2.up * JumpPower);

private void Move()
{
switch(dir)
{
case DIRECTION_TYPE.DEFAULT:

_speed = 0;
break;
case DIRECTION_TYPE.RIGHT:

_speed = Speed;
transform.localScale = new Vector3(2,2,2);
break;

case DIRECTION_TYPE.LEFT:

_speed = -(Speed);
transform.localScale = new Vector3(-2,2,2);
break;

default:




rb2.velocity = new Vector2(_speed, rb2.velocity.y);

private bool IsGround()

{

bool isBlock = false;

Vector3 rightStartPoint = transform.position + Vector3.right * 0.4f;
Vector3 leftStartPoint = transform.position - Vector3.right * 0.4f;
Vector3 endPoint = transform.position - Vector3.up * 0.2f;
Debug.DrawLine(rightStartPoint , endPoint);
Debug.DrawLine(leftStartPoint , endPoint);

if( Physics2D.Linecast(rightStartPoint , endPoint, BlockLayer) ||
Physics2D.Linecast(leftStartPoint , endPoint ,BlockLayer) )

isBlock = true;

return isBlock;




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

PlayerController2 : PlayerController

Start()

.Update();

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

Speed = 10.0f;
}

else

{
Speed = 5.0f;

if (Input.GetKey(KeyCode.RightShift))

{
JumpPower = 1000.0f;

}

else
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JumpPower = 500.0f;
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