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

IDamagable

AddDamage() ;




System.Collections;
System.Collections.Generic;
UnityEngine;
Enemyl : MonoBehaviour,IDamagable
health;
Start()

health = 5;

Update()

AddDamage()

Debug.Log("Enemyl[C&/=>7/=");
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System.Collections;
System.Collections.Generic;
UnityEngine;

Enemy2 : MonoBehaviour,IDamagable

health;
Vector3 startPos;

Neldd @)

health = 3;
startPos = transform.position;

Update()

y = startPos.y + Mathf.Sin(Time.time * 3) * 2;
transform.position = Vector2(startPos.x, y);

AddDamage()

Debug.Log("Enemy2 [C&H/=>7=");
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System.Collections;
System.Collections.Generic;
Unity.VisualScripting;
UnityEngine;
Bullet : MonoBehaviour
Vector2 direction;

Neldd @)

Update()

transform.Translate(direction * 5.0f * Time.deltaTime);

OnBecameInvisible()

Destroy(gameObject);

OnTriggerEnter2D(Collider2D other)

other.GetComponent<IDamagable>() .AddDamage();
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