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using System. Gol lections;

using System. Col lections. Generic;

using UnityEngine;

using UnityEngine. UI;

public class PlayerController : MonoBehaviour

{

public AudioSource audioSource;

public AudioClip jump, attack, getltem;
public Text timeLimitText, itemCountText;
public GameManager gameManager;
Rigidbody2D rigidbody2D;

Animator animator;

public float moveSpeed;

public float jumpPower;

float vx; // T LA XY—DxDEE
float vy; // TLANXY—DyDRERE

public bool isGrounded;

bool canMove = true;

public float timeLimit;

int itemCount;

/] F—LNBEIN-L ST, —EFTETINS
void Start()
{

rigidbody2D = this. GetComponent<Rigidbody2D> () ;

animator = this. GetComponent<Animator> () ;

// AZ—FEBLERITEINIE, BYRLETINS
void Update ()
{

if (canMove)

{

CountDown () ;
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// 7T LA X—DBENIE
MovePlayer () ;

/] T= A= 3 0DUIYER
ChangeAnimation() ;

private void LateUpdate ()
{

CameraScrol | () ;

void CameraScrol | ()

{

Vector3 cameraPos = Camera.main. transform. position;

cameraPos. x = Mathf. Clamp (this. transform. position.x, 0, 19);

Camera.main. transform. position = cameraPos;

void CountDown ()

{
if (timeLimit >= 0)
{

timeLimit —= Time.deltaTime;

timeLimitText. text = Mathf. Ceil (timeLimit). ToString();

}

else

{

GameOver () ;

[/ T LAY —DiEENE
void MovePlayer ()
{
if (Input.GetKey ("right”))//AnR s T HEF
{
vX = moveSpeed;

this. transform. localScale = new Vector3(1, 1, 1);
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else if (Input. GetKey (“left™))//EMF N TN B

{

}

else

{

vX = -moveSpeed;

this. transform. localScale = new Vector3 (-1, T,

//BEEEEIN TG

vx = 0;

1),

if (Input. GetKeyDown (“space”) && isGrounded)//AR—AMIMEIi=E, tEmD E(ZLV=5

{

}

else

{

rigi

Jump (jumpPower) ;

audioSource. PlayOneShot (jump) ;

vy = rigidbody2D. velocity.y;

dbody2D. velocity = new Vector2(vx, vy);

/] F=A=2avDgYEz

void ChangeAnimation ()

{

if (
{

}

else

{

isGrounded) //#mE D L IZULN5 B

if (vx =0)//IltEF>TL5H
{

animator.Play (“IdleAnimation”) ;
}
else//BNT NS
{

animator. Play ("RunAnimation”) ;

//ZERIZ NS

if (vy > 0)//LICEEHLTLNSE
{
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}

animator. Play ("JumpAnimation”) ;
}
else//%&BTULVSHF
{

animator.Play ("Fal |Animation”) ;

void Jump (float jumpPower)

{

private void OnCollisionEnter2D (Collision2D collision)

{

private void OnTriggerEnter2D (Collider2D collision)

{

vy = jumpPower;

rigidbody2D. velocity = new Vector2(vx, vy);

if (collision. gameObject. tag == “Chicken”)

{

[/ EDNBBATES

if (this.transform. position.y > collision. transform. position.y + 0. 7f)

{
audioSource. PlayOneShot (attack) ;

ChickenController chickenController;

chickenController = collision. gameOb ject. GetComponent<ChickenController> () ;

chickenController.PlayHitAnimation() ;
Jump (jumpPower / 2) ;

}

//ED D Bt o - BF

else

{

GameOver () ;

if (collision.name == “Goal”)

{

if (itemCount == 5)
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165 {

166 GameClear () ;

167 }

168 ]

169

170 if (collision. tag == "Item”)
171 {

172 audioSource. PlayOneShot (getItem) ;
173 Destroy (col lision. gameOb ject) ;
174 i temCount ++;

175 i temCountText. text = itemCount + “ / 57;
176 ]

177

178 if (collision.tag == “Trap”)
179 {

180 GameOver () ;

181 ]

182

183 if (collision.tag == “Stage”)
184 {

185 isGrounded = true;

186 ]

187 }

188

189 private void OnTriggerExit2D (Collider2D collision)
190 {

191 if (collision.name == “Stage”)
192 {

193 isGrounded = false;

194 ]

195 }

196

197 public void DestroyThisGameOb ject ()
198 {

199 Destroy (this. gameOb ject) ;

200 }

201

202 void GameOver ()

203 {

204 gameManager. GameOver () ;

205 canMove = false;
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Destroy (this. rigidbody2D) ;

Destroy (this. GetComponent<BoxCol | ider2D>()) ;

animator. Play (“DeathAnimation”) ;

void GameClear ()

{
gameManager. GameGlear () ;
canMove = false;
Destroy (this. rigidbody2D) ;

Destroy (this. GetComponent<BoxCol | ider2D>()) ;
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