UnityEngine;

Enemy : MonoBehaviour

[Header("1F ZEDF A —C 2]
Damage = 0.3f;




UnityEngine;

EnemyGenerator : MonoBehaviour

[Header("#@MDPrefab")]
[SerializeField] GameObject enemyPrefab;

[Header("# R O—JLDU = v MMIE")]
[SerializeField] limit;

[Header("BIDELE R /S ")]
[SerializeField] minSpan;
[SerializeField] maxSpan;

Awake()

Vector3 pos = Vector3(10f, @, 0);

while (pos.x <= limit)

GameObject obj = Instantiate(enemyPrefab, transform);

pos.y = 0.4f;
if(Random.Range(0, 2) == 1)
{

pos.y = 2.0f;

obj.transform.position = pos;

pos.x += Random.Range(minSpan, maxSpan);

}




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

STATE_LV1
partial Player : MonoBehaviour

State

Standing,
Squat,
Jump,
Dive

s

State PlayState;
OnStart()

PlayState = State.Standing;

OnUpdate()
switch(PlayState)

case State.Standing:

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

Squat(Q;
PlayState = State.Squat;

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

Jump();
PlayState = State.Jump;

}

break;
case State.Squat:
if (!Input.GetKey(KeyCode.DownArrow))
EndSquat();

PlayState = State.Standing;
}

break;




case State.Jump:

if (Input.GetKey(KeyCode.DownArrow))

Dive();
PlayState = State.Dive;
%

break;

case State.Dive:
break;

OnCollisionEnter(Collision collision)

PlayState = State.Standing;




UnityEngine;

partial Player : MonoBehaviour

IsDead;
HP;

[Header("A % O—JLEE")]
[SerializeField] moveSpeed;

[Header("FEA7=BE[CRigidbody S5 2 5 F1™)]
[SerializeField] Vector3 deathAddForce = Vector3.zero;
[SerializeField] Vector3 deathAddTorque = Vector3.zero;
Vector3 defaultScale;
Material materiallnstance;
Rigidbody rb;
Start()
HP = 1.0f;
defaultScale = transform.localScale;
rb = GetComponent<Rigidbody>();
materialInstance = GetComponent<MeshRenderer>().material;

OnStartQ);
Update()
transform.position += Vector3.right * moveSpeed * Time.deltaTime;

OnUpdate();

Jump )

rb.AddForce(Vector3.up * 7f, ForceMode.Impulse);

AdjustGround()

var pos = transform.position;
pos.y = transform.localScale.y * 0.5f;
transform.position = pos;




private void Squat()
{

transform.localScale = Vector3.one;
AdjustGround();

private void EndSquat()
{

}

transform.localScale = defaultScale;

private void Dive()

rb.AddForce(Vector3.down * 14f, ForceMode.Impulse);

private void OnTriggerEnter(Collider other)
{

}

materialInstance.color = Color.red;

private void OnTriggerStay(Collider other)

if (other.TryGetComponent(out Enemy enemy))
{

HP -= enemy.Damage * Time.deltaTime;

if(HP <= @)
{

DeathAction();

private void OnTriggerkExit(Collider other)
{

}

materialInstance.color = Color.blue;

private void DeathAction()

IsDead = true;

GetComponent<Collider>().enabled = false;




rb.constraints = RigidbodyConstraints.FreezePositionZ | RigidbodyConstraints.FreezeRotationX;
rb.AddForce(deathAddForce, ForceMode.Impulse);
rb.AddTorque(deathAddTorque, ForceMode.Impulse);




System.Collections;
System.Collections.Generic;
UnityEngine;
CameraMove : MonoBehaviour
Player player =
Start(Q)

player = GameObject.FindWithTag("Player™).GetComponent<Player>();

Update()

if (player.IsDead)
{

return;

}

var pos = transform.position;
pos.x = player.transform.position.x;
transform.position = pos;




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

HPGauge : MonoBehaviour

Player player;

Start(Q)

player = GameObject.FindWithTag("Player™).GetComponent<Player>();

Update()

GetComponent<Image>().fillAmount = player.HP;




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

STATE_LV?2
PlayerStateBase

OnEnter(Player owner, PlayerStateBase prevState) { }

OnUpdate(Player owner) { }

OnExit(Player owner, PlayerStateBase nextState) { }




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

STATE_LV?2
partial Player

StateDive : PlayerStateBase
OnEnter(Player owner, PlayerStateBase prevState)

owner.Dive();




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

STATE_LV?2
partial Player

StateJump : PlayerStateBase
OnEnter(Player owner, PlayerStateBase prevState)

owner.Jump();

OnUpdate(Player owner)

if (Input.GetKeyDown(KeyCode.DownArrow))
{

owner.ChangeState(stateDive);




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

STATE_LV?2
partial Player

StateSquat : PlayerStateBase
OnEnter(Player owner, PlayerStateBase prevState)

owner.Squat();

OnUpdate(Player owner)

if (!Input.GetKey(KeyCode.DownArrow))
{

owner.ChangeState(stateStanding);

OnExit(Player owner, PlayerStateBase nextState)

owner.EndSquat(Q);




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

STATE_LV?2
partial Player

StateStanding : PlayerStateBase
OnUpdate(Player owner)
if (Input.GetKey(KeyCode.DownArrow))
{

owner.ChangeState(stateSquat);

ks
if (Input.GetKey(KeyCode.Space))
{

owner.ChangeState(stateJump);




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

STATE_LV?2
partial Player : MonoBehaviour

StateStanding stateStanding = StateStanding(Q);
StateSquat stateSquat = StateSquat();
StateJump stateJump = StateJump(Q);
StateDive stateDive = StateDive(Q);
PlayerStateBase currentState;

OnStart(Q)

currentState = stateStanding;
currentState.OnEnter( , DR

OnUpdate()

currentState.OnUpdate( DR

ChangeState(PlayerStateBase nextState)

currentState.OnExit( , hextState);
nextState.OnEnter( , currentState);
currentState = nextState;

OnCollisionEnter(Collision collision)

ChangeState(stateStanding);
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