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Player script : 

using System.Collections; 
using System.Collections.Generic; 
using UnityEngine; 
 
public delegate void DeadEventHandler(); 
public class Player : Character  
{ 
 private static Player instance; 
 
 public event DeadEventHandler Dead; 
 
 public static Player Instance  
 {  
  get  
  { 
   if (instance == null) 
   { 
    instance = 
GameObject.FindObjectOfType<Player>(); 
   } 
   return instance;  
  }  
 } 
 [SerializeField] 
 private Transform bulletPos; 
 
 [SerializeField] 
 private Transform[] groundPoints; 
 
 [SerializeField] 
 private float groundRadius; 
 
 [SerializeField] 
 private LayerMask whatIsground; 
 
 [SerializeField] 
 private bool airControl; 
 
 [SerializeField] 
 private float jumpForce; 
 
 [SerializeField] 
 private GameObject bulletPrefab; 
 
 private bool immortal = false; 
 
 private SpriteRenderer spriteRenderer; 
 
 [SerializeField] 
 private float immortalTime; 
 
 public Rigidbody2D MyRigidbody { get; set; } 
 
 public bool Slide { get; set; } 
 public bool Jump { get; set; } 



 public bool OnGround { get; set; } 
 
    public override bool IsDead 
 { 
  get 
  { 
   if (healtStat.CurrentValue <= 0) 
   { 
    OnDead(); 
   } 
   
   return healtStat.CurrentValue <= 0; 
  } 
 } 
 
    private Vector2 startPos; 
 
    // Use this for initialization 
    public override void Start ()  
 { 
  base.Start(); 
  startPos = transform.position; 
  spriteRenderer = GetComponent<SpriteRenderer>(); 
  MyRigidbody = GetComponent<Rigidbody2D> (); 
 } 
 
 void Update() 
 { 
  if (!TakingDamage && !IsDead) 
  { 
   if (transform.position.y <= -14f) 
   { 
    Death(); 
    // MyRigidbody.velocity = Vector2.zero; 
    // transform.position = startPos; 
   } 
   HandleInput (); 
  } 
   
 } 
 
 // Update is called once per frame 
 void FixedUpdate ()  
 { 
  if (!TakingDamage && !IsDead) 
  { 
   float horizontal = Input.GetAxis ("Horizontal"); 
   OnGround = IsGrounded(); 
   HandleMovement (horizontal); 
   Flip (horizontal); 
   HandleLayer(); 
  } 
   
 } 
 
 public void OnDead() 
 { 



  if (Dead != null) 
  { 
   Dead(); 
  } 
 } 
 
 private void HandleMovement(float horizontal) 
 { 
  if (MyRigidbody.velocity.y < 0) 
  { 
   gameObject.layer = 10; 
   MyAnimator.SetBool("land", true); 
  } 
  if (!Attack && !Slide && (OnGround || airControl)) 
  { 
   MyRigidbody.velocity = new Vector2 (horizontal * 
movementSpeed, MyRigidbody.velocity.y); 
  } 
  if (Jump && MyRigidbody.velocity.y == 0) 
  { 
   MyRigidbody.AddForce(new Vector2(0, jumpForce)); 
  } 
 
  MyAnimator.SetFloat("speed", Mathf.Abs(horizontal)); 
 } 
 
 
 private void HandleInput() 
 { 
  if (Input.GetKeyDown(KeyCode.Space)) 
  { 
   MyAnimator.SetTrigger("jump"); 
  } 
  if(Input.GetKeyDown(KeyCode.Q)) 
  { 
   MyAnimator.SetTrigger("attack"); 
  } 
  if (Input.GetKeyDown(KeyCode.S)) 
  { 
   MyAnimator.SetTrigger("slide"); 
  } 
  if (Input.GetKeyDown(KeyCode.R)) 
  { 
   MyAnimator.SetTrigger("shot"); 
  } 
 } 
 
 private void Flip(float horizontal) 
 { 
  if (horizontal > 0 && !facingRight || horizontal < 0 && 
facingRight)  
  { 
   ChangeDirection();  
  } 
 } 
 
 private bool IsGrounded() 



 { 
  if (MyRigidbody.velocity.y <= 0) 
  { 
   foreach (Transform point in groundPoints) 
   { 
    Collider2D[] colliders = 
Physics2D.OverlapCircleAll(point.position,groundRadius, whatIsground); 
 
    for (int i = 0; i < colliders.Length; i++) 
    { 
     if (colliders[i].gameObject != 
gameObject) 
     { 
      return true; 
     } 
    } 
   } 
  } 
  return false; 
 } 
 
 private void HandleLayer() 
 { 
  if (!OnGround) 
  { 
   MyAnimator.SetLayerWeight(1,1); 
  } 
  else 
  { 
   MyAnimator.SetLayerWeight(1,0); 
  } 
 } 
 
 public void Shoting(int value) 
 { 
  if (OnGround && value == 0) 
  { 
  if (facingRight) 
  { 
   GameObject tmp = (GameObject) 
Instantiate(bulletPrefab, bulletPos.position, Quaternion.identity); 
  
 tmp.GetComponent<Bullet>().Initialize(Vector2.right); 
  } 
  else 
  { 
   GameObject tmp = (GameObject) 
Instantiate(bulletPrefab, bulletPos.position, Quaternion.identity); 
   tmp.GetComponent<Bullet>().Initialize(Vector2.left); 
  } 
  } 
 } 
 
 private IEnumerator IndicateImmortal() 
 { 
  spriteRenderer.enabled = false; 
 



  yield return new WaitForSeconds(.1f); 
 
  spriteRenderer.enabled = true; 
   
  yield return new WaitForSeconds(.1f); 
 } 
 
    public override IEnumerator TakeDamage() 
    { 
  if (!immortal) 
  { 
   healtStat.CurrentValue -= 10; 
   if (!IsDead) 
   { 
    MyAnimator.SetTrigger("damage"); 
    immortal = true; 
 
    StartCoroutine(IndicateImmortal()); 
    yield return new 
WaitForSeconds(immortalTime); 
 
    immortal = false; 
   } 
   else 
   { 
    MyAnimator.SetLayerWeight(1, 0); 
    MyAnimator.SetTrigger("die"); 
   } 
 
  } 
    } 
 
    public override void Death() 
    { 
        MyRigidbody.velocity = Vector2.zero; 
  MyAnimator.SetTrigger("idle"); 
  healtStat.CurrentValue = healtStat.MaxValue; 
  transform.position = startPos; 
    } 
 
 private void OnCollisionEnter2D(Collision2D other) 
 { 
  if (other.gameObject.tag == "Coin") 
  { 
   GameManager.Instance.Collected++; 
   Destroy(other.gameObject); 
  } 
 } 
} 

 

Enemy Script : 

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



public class Enemy : Character  
{ 
 
 private IEnemyState currentState; 
 
 public GameObject Target { get; set; } 
 
 [SerializeField] 
 private float meleeRange; 
 
 [SerializeField] 
 private Transform leftEdge; 
 
 [SerializeField] 
 private Transform rightEdge; 
 
 private Canvas heathCanvas; 
 
 private bool dropItem = true; 
 
 public bool InMeleeRange 
 { 
  get 
  { 
   if (Target != null) 
   { 
    return Vector2.Distance(transform.position, 
Target.transform.position) <= meleeRange; 
   } 
 
   return false; 
  } 
 } 
 
    public override bool IsDead  
 { 
  get 
  { 
   return healtStat.CurrentValue <= 0; 
  } 
 } 
 
    // Use this for initialization 
    public override void Start ()  
 { 
  base.Start(); 
  Player.Instance.Dead += new DeadEventHandler(RemoveTarget); 
  ChangeState(new IdleState()); 
 
  heathCanvas = transform.GetComponentInChildren<Canvas>(); 
 } 
  
 // Update is called once per frame 
 void Update ()  
 { 
  if (!IsDead) 
  { 



   if (!TakingDamage) 
   { 
    currentState.Execute();  
   } 
   LookAtTarget(); 
  } 
 } 
 
 public void RemoveTarget() 
 { 
  Target = null; 
  ChangeState(new PatrolState()); 
 } 
 
  private void LookAtTarget() 
 { 
  if (Target != null) 
  { 
   float xDir = Target.transform.position.x - 
transform.position.x; 
 
   if (xDir < 0 && facingRight || xDir > 0 && 
!facingRight) 
   { 
    ChangeDirection(); 
   } 
  } 
 } 
 
 public void ChangeState(IEnemyState newState) 
 { 
  if (currentState != null) 
  { 
   currentState.Exit(); 
  } 
 
  currentState = newState; 
 
  currentState.Enter(this); 
 } 
 
 public void Move() 
 { 
  if (!Attack) 
  { 
   if (GetDirection().x > 0 && transform.position.x < 
rightEdge.position.x || GetDirection().x < 0 && transform.position.x > 
leftEdge.position.x) 
   { 
    MyAnimator.SetFloat("speed", 1); 
 
    transform.Translate(GetDirection() * 
(movementSpeed * Time.deltaTime)); 
   } 
   else if (currentState is PatrolState) 
   { 
    ChangeDirection(); 



   } 
   else if (currentState is RangedState) 
   { 
    Target = null; 
    ChangeState(new IdleState()); 
   } 
  } 
 } 
 
 public Vector2 GetDirection() 
 { 
  return facingRight ? Vector2.right : Vector2.left; 
 } 
 
 public override void OnTriggerEnter2D(Collider2D other) 
 { 
  base.OnTriggerEnter2D(other); 
  currentState.OnTriggerEnter(other); 
 } 
 
    public override IEnumerator TakeDamage() 
    { 
  if (!heathCanvas.isActiveAndEnabled) 
  { 
   heathCanvas.enabled = true; 
  } 
        healtStat.CurrentValue -= 10; 
 
  if (!IsDead) 
  { 
   MyAnimator.SetTrigger("damage"); 
  } 
  else 
  { 
   if (dropItem) 
   { 
    GameObject coin = 
(GameObject)Instantiate(GameManager.Instance.CollectionPrefab, new 
Vector3(transform.position.x, transform.position.y, 
+2),Quaternion.identity); 
   
 Physics2D.IgnoreCollision(coin.GetComponent<Collider2D>(), 
GetComponent<Collider2D>()); 
    dropItem = false; 
   } 
 
   MyAnimator.SetTrigger("die"); 
   yield return null; 
  } 
    } 
 
    public override void Death() 
    { 
  dropItem = true; 
        Destroy(gameObject); 
  heathCanvas.enabled = false; 
    } 



} 

 

 


