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Trails and Particle System

© Inspector  Services  Test Runner = -
Health: 2 Enemies Left: 5 @ v Player Static ~
T Tag Player ¥ Layer Default -
M. Transform e i
g v Sprite Renderer e
O + circle Collider 2D e
& Rigidbody 2D 0
v Player Controller (Script) o
%3 v Trail Renderer e
Width
1.0
Time 0.2
. Min Vertex Distance 0.1
Who spots a little Bug?
Emitting v
Color B ——————————————"
Corner Vertices 0
End Cap Vertices i
Alignment View -
Texture Mode Stretch -
Generate Lighting Data
Shadow Bias 0.5
Materials 1
Element 0 ® Default-Line [©]



nsing
nsing
nsing
nsing

Enemies tollow

the player

private

private setMoveDirection() {
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Event Based Approach

System;

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

public class Enemy : MonoBehaviour

public static event Action<Enemy> CnEnemyKilled:
[SerializeField] float health, maxHealth = ;
[SerializeField] float mowveSpeed = H
Rigidbody2D rb;

Transform target;

Vector2 moveDirection;

public GameCbhject blood;
private void Awake() {

rb = GetComponent<Rigidbody2D>() ;

wvold Startc()
i

health = maxHealth;

target = GameCbject.Find("Flavexr").transform;

EnableMovment () ;

public void takeDamage (float damagelmount)
{

health -= damagefAmount;

if (health <= 0){

Instantiate (blood, transform.position, Quaternion.identity):

Destrovy {gamebbhject) ;
CnEnemyKilled?. Invoke (this) ;

public class PlayerController : MonoBehaviour

public static event Action<PlayerController> CnPlayerDamage;
public static event Action OnPlayerDeath;

private woid Update()
{

checkForInputs () ;

private woid FixedUpdate() {
rb.velocity = new VectorZ (moveDirection.x * moveSpeed, moveDirection.y * moveSpeed) !

Vector2 aimDirection = mousePosition - rb.position;
float aimAngle = Mathf.Atan2 (aimDirection.y, aimDirection.x) * Mathf.Rad2Deg -
rb.rotation = aimfAngle;

private woid checkForInputs(){
float moveX = Input.GetAxisRaw({"Hoxri
float moveY = Input.GethAxisRaw("Ve
if (Input.GetKeyDown (KeyCode. LEftSllft]}{
moveSpeed = ;
}
if (Input.GetEeylUp (EeyCode . LefrShift) ) {
moveSpeed = H
1
moveDirection = new Vectorz (moveX, moveY) .normalized;
mousePosition Camera.main.ScreenToWorldPoint (Input .mousePosition) ;

private void CnCeollisionEnterZ2D(Collision2D other) {
if{other.gameCbject . TryGetConponent<Enemy> (ont Enemy enemy) ) {
health —= H
if(health <= 0){
health = 0;
CnPlayerDeath?.Invoke () ;
return;
I
CnPlayerDamage?.Invoke (this) ;




Enemies drop PowerUps

class EventManager : MonoBehawviour

private - d CnEnable() {
Enem

Eandom.Range (C,
: M
Instantiate (ma zePowerUp, enemy.transform.position, Quaternion.identit
}
if (randomilr >= E& ra Hr <= i
Instantiate (fireRatePowerlUp, enemy.transform.position, Quaternion.identity):
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e{PlayerController player){
] "4+ player.getHealth(} ;




Game Over Screen

Health: 1 Enemies Left: 16

public GameObject gameOverMenu;

private OnEnable () {

Playe ntroller.OnPlayerDeath Gam Menu; G E l m e Ove r

private v«
Play

GameOverMenu () {
etActive (false) ;

R

e (SceneManager.GetActiveScene () .buildIndex) ;
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