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* void LoadMainscene) LIZEDT, INTHOISRIERZ

+ void QuitGame()
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GameManager

+ bool isPlaying Eﬁ\ X\J \y H@Eﬂ@ %(:Db"t

+ PlayerController playerController
+ EnemyGenerator enemyGenerator R/ \Fa""f \ s

+ GameObject gameClearText + A F ED‘ 7‘-) publlc
+ GameObject gameOverText I\ — o .
+ GameObject replayButton =000 A%%B 73\ perate
+ GameObject titleButton
+ Text scoreText

+ AudioSource audioSource
+ AudioClip gameClearSE

+ AudioClip gameOverSE

+ void FinishGame(bool)
+ void UpdateScore (int)
+ woid LoadMainScene()
+ void LoadTitleScene()
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PlayerController

- Camera cam

+ Transform cameraView

+ Rigidbody rbody

+ float moveSpeed

+ float jumpPower

+ bool isGrounded

+ GameObject hitEffect

+ GameObject enemyHitEffect
+ int maxHp

- int currentHp

= Slider playerHpslider LS T
+ CanvasGroup damagePanel

+ GameManager gameManager
+ AudioSource audioSource

+ AudioClip gunshot

+ AudioClip damaged

+ void Move()

+ void Shoot()

+ void OnaAttacked(int)
+ void GameQver()

= void GameClear()
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+ int maxHp

- int currentHp

+ GameObject enemyDeathEffect
EnemyGenerator + GameObject bullet

+ Slider hpSlider

+ GameObject enemy1 - PlayerController playerController
+ GameObject enemy2 PlayerHpSlider CanvasGroup - Transform target

+ GameODbject bossEnemy + float moveSpeed

- int enemyCount + int attackPower

- GameManager gameManager

+ void SpawnEnemy() + int enemyScore

+ AudioSource audioSource

+ AudioClip enemyattack
+ void onAttacked()
FREER + void EnemyAttack()
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Bullet

Enemy2 BossEnemy

EnemyHpSlider ~ Rigidbedy rbedy
+ float bulletSpeed
+ void EnemyAttack() + void EnemyAttack() + int bulletAttackPower
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RotateZ

+ float rotSpeedZ

+ void FixedUpdate()




