LAMPIRAN

RES AstarPath.cs

- OPEN EDITORS tl > > starPath

> MEI2023
> OUTLINE
» TIMELINE

lentMenu(

Version =

1 { WebsiteDownload, AssetStore, PackageManager };

EXPLOR
~ OPEN EDITORS

> MEI2023

> OUTLINE
> TIMELINE
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EXPLO ceo AlPath.cs
~ OPEN EDITORS
AlPath.c: rPathfinding...
MEI2023
QUTLINE
» TIMELINE

gativeInfinit
0Col:
OnDrawGizmos

.OnDrawGizmos();
Gizmos) OnDrawGi sInternal();

OnDrawGizmosSelected
.OnDrawGizmosSelec ()
if (l!alwaysDrawGizmos) OnDrawGizmosInternal();

OnDrawGizmosInternal
zmoHash = pickN 1 st.GetHashCode() ownDistance.GetHashCode() *
8) lastChangedTime = Time.realtimeSinceStarty
: Mathf.SmoothStep(1, @, (Time.realtimeSinceStartup -

if (alpha

xplorer (Ctrl+Shift+E) i AlDestinationSetter.

~ OPEN EDITORS
» MEI2023

> OUTUNE
> TIMELINE

t.FindGameObjectWithTag 1ay transform;

OnEnable
ai = Component<IA
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AlDestinationSettercs X

rPath

if (ai != ) ai.onSearchPath += Update;

OnDisable
if (ai != ) ai.onSearchPath -= Update;

Update
distanceFromPlayer = Vector2.Distance(target.position, transform.position);
if (distanceFromPlayer < lineOfS

{

transform.position or2. z ds ( .transform.position, target.position,

if (target !-= ai ! ) c ination = target.position;

Gizmos.DrawWireSphere(transform.position, lineOfSite);

EnemyMovement.cs X

h aiPath;
Update()

if(aiPath.desired

transform.localScale =
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Enemyfire.cs X

shootingRange;
fireRate = 2f;
tFireTime;

bullet;
bulletParent;

tWithTag("P1l .transform;

Update()

distanceFromPlayer y ance(player.position, transform.position);
distanceFromPlayer < i && nextFireTime < Time.time

Gizmos.color lor.red;
05 .DrawhWireSphere(transform.position, shootingRa
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EnemyBehaviour.cs X

Hitpoints = MaxHitpoints;
Healthbar ealth(Hitpoints, Ma:

damage)

Hitpoints LELET:CH
Healthbar tHealth(Hitpoints, MaxHitpoints);
if (Hitpoints <=

Die();

Di

GetComponent ntiateLoot(transform.position);
estroy(gameObject

HealthbarBehaviour.cs

SetHealth{ health, maxHealth)

Color.Lerp(Low, High, Slider.normal

Update()

Slider.transform.position = Camera.main.WorldTo! enPoint(transform.parent.position + Off
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bullet.cs

bul

target;
yRigidBody;

.transform;
position.y);
ction = I o 4 sition;
rotation = Mathf.Atan2(direction.y, direction.x) * Mathf.Rad2Deg - ¢
transform.rotation = Quaternion.Euler(@,

Update(

transform.position = Vector2.MoveTowards(transform.position, target, speed * Time.deltaTime

if(transform.position. arget.x &% transform.position.y target.y
DestroyBullet();

OnTriggerEn

if(other.gameObject.CompareTag( "o
DestroyBullet();

if(other.gameObject.CompareTag( Pl
DestroyBullet();

DestroyBullet
Destroy(gameObject);
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bullet3.cs

collision
if(collis
Invoke(
Destroy();

moveSpeed = 1

Update()

transform. Transl: moveDirection * moveSpeed * Time.deltaTime);

SetMoveDirection(!
moveDirection = dir;

gameDbject.SetActi

OnDisable()
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PeluruPoolcs X

bulletPoolInstance;

] pooledBullet;
notEnoughBulletsInPool =

t> bullets;
Awake()

bulletPoolInstance =

¢ bulle ount; i++)
.activeInHierarchy)

turn bullets[i];

notEnoughBulletsInPool
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SpecialBullet2.cs X

SpecialBulletNPC >

shootingRange;

GameObject.FindGameObjectWithTag( "P1 .transform;

Update()

di 1iceFromPlayer = istance(player.position, transform.p
if (distanceFromPlayer <= shootingRange

bul ( = transform. position.x + Mathf.Sin((angle * Mathf.PI) / 1

transform. position.y + Mathf.Cos((angle * Mathf.PI) / 186f);

ector = (bulDirX, bulDiryY,
= (bulM

tor - transform.position).normaliz

PeluruPool.bulletPoolInstance.GetBullet();

transform.position = transform.position;

transform.rotation = transform.rotation;
set e( 1A

(bulDir

os.color Color.red;

whireSphere(transform.position, shootingRange);
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SpecialBullet3.cs X

irection;

.trans

ance(player.position, transfor
if (distanceFromPlayer shootingRange

; 1 <= 1; iw)

bulDirx

orm.position.x + Mathf.sin(
bulDiry

sform.position.y + Mathf

bulMov

bulDirX
bulDir

ef);
- transform.

) .normali

( t bul = PeluruPool.bulletPoolInstal .GetBullet();
bul.transform.p

= transform.rotation;

oveDirection{bulDir

if (angle
{
angle

rmos . color = Color.red;

transform.p

tion, shootingRang

:
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SpecialBulletd.cs X

cooldown;

, endAngle

Direction;

tWithTag(" .transform;

nce(player.posit ra m.position);

ngle) / bulletAmount;

bulDirX orm.position.x + Mathf.Sin((angle * Mathf.PI
bulDiry 5 1.y + Mathf.Cos((angle * Mathf.PI

bulM C = irX, bul Y, ef);
bulDir c i ) .normal

MoveDirection (bulDil

.StartCooldown () ;

OnDrawGizmosSelecte

nos .color = Color.red;
10s . DrawWireSphere( transform.position, shootingRange);
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SpecialBullet5.cs X

urce exploSoundEffect;

towerX;

Star
tower = GameQbject.FindGameObjectWithTag
t = GameObject.FindGameOb WithTag
Update()

werX = tower.transform.position.x;
etX = target.transform.position.x

dist = targetX - towerX;
nextX = Mathf.MoveTowards(transform.position.x, targetX, speed * Time.deltaTime);

baseY = Mathf.Lerp(tower.transform.position.y, target.tr
height g X - towerX) * (nextX - targetX

3 movePosition = nextX, base¥ + height, transform.position.z
transform.rotation = LookAtTarget(movePosition - transform.position);

transform.position = movePosition;

if(transform.position target.transform.position

ploSoundEffect.Play();
(gameObject);

LookAtTarget ( rotation)

eturn Quaternion.Euler(®,8, Mathf.Atan2(rotation.y, rotation.x) * Mathf.Rad2Deg);

OnTriggerEnter2D(Colli

other.gameDbject.CompareTag(
DestroyBomb();

other.gameObject.CompareTag(
DestroyBomb();

other.gameDbject.CompareTag("P

Bomb( ) ;

stroy(gameObject);
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cooldownTime;
<tFireTime;

IsCoolingDown=> Time.time <_nextFireTime;
startCooldown => _nextFireTime = Time.time + ldownTime;
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