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PlayerScript2 : MonoBehaviour

Rigidbody2D rigid;
LandScript landSc;
float XForce;
float YForce;
float gravity;

public float jumpForce;

public float Speed;

public int HP = 18;

// Start is called before the first frame update
void Start()

rigid = GetComponent<Rigidbody2D>();
landSc = GetComponentInChildren<LandScript>();
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public class EnemyScript : MonoBehaviour

tart is called before the first frame update
Start()

pdate is called once per frame
Update()

void OnCollisionEnter2D(Collision2D Hit){
if(Hit.gameObject.CompareTag("Player"))
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¥ Constraints
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id Update()

GetComponent<Transform>().Translate(@.85f,0,0);

void OnTriggerEnter2D(Collider2D Hit){
if(Hit.CompareTag("enemy")){

Destroy(Hit.gameObject);

Destroy(gameObject);
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public int HP = 18;

public GameObject bullet;
tart is called before the first frame update
d Start()

rigid = GetComponent<Rigidbody2D>();

landSc = GetComponentInChildren<LandScript>();

/ Update is called once per frame
Update()

XForce = Speed * Input.GetAxis("Horizontal");
if(landSc.IsLand){

if(Input.GetKey(KeyCode.UpArrow)){
| YForce = jumpForce;
}else{
| YForce = 8;
}
}else{
| YForce -= gravity;
}

rigid.velocity = new Vector2(XForce,YForce);

[ if(Input.GetKeyDown(KeyCode.Space)){

Instantiate(bullet,transform.position,Quaternion.Euler(e,0,0));
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void Update()

{
GetComponent<Transform>().Translate(®.05f,0,0);
if(transform.position.x > 10){
| Destroy(gameObject);

}

Destroy(gameObject);
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63 v GameObject Static « |

-
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Tag Untagged ~ Layer Default ~ |

v Transform @ 3+ :
Position X -0.279' Y -0.033 Z -3.7801
Rotation X0 Y 0 Z0
Scale X1 Y 1 1

Add Component

New script

Name
[Controllerscript |

sing system.Collectionsy |

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

lass ControllerScript : MonoBehaviour

/ Start is called before the first frame update

oid Start()

Player = GameObject.FindGameObjectWithTag("Player");
ps = Player.GetComponent<PlayerScript>();

'/ Update is called once per frame
re ence
oid Update()
{
if(ps.HP <= 8){
| SceneManager.LoadScene(SceneManager.GetActiveScene()
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To begin animating Player, create an Animator and an Animation Clip.
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imating Player, create an Animator and an Animation Clip.
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public class PlayerScript2 : MonoBehaviour
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m M

Rigidbody2D rigid;
LandScript landS
Animator anime; /,
float XForce;
float YForce;
float gravity;
loat jumpForce;
float Speed;
int HP = 18;
GameObject bullet;
Start is called before the first frame update
oid Start()

anime = GetComponent<Animator>();
rigid = GetComponent<Rigidbody2D>();
landSc = GetComponentInChildren<LandScript>();

// Update is called once per frame
void Update()

XForce = Speed * Input.GetAxis("Horizontal");
if(Input.GetAxis("Horizontal™) I= @){
‘ anime.SetBool ("walk",true);
}else{
anime.SetBool("walk",false);

if(landSc.IsLand){
if(Input.GetKey(KeyCode.UpArrow)){
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