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CODE:MAINMENUSCENE

using UnityEngine;
1sing UnityEngine.SceneManagement;

class MainMenuScene : MonoBehaviour

public void QuitGame()

#if UNITY_EDITOR
UnityEditor.EditorApplication.isPlaying = false;

#else
Application.Quit();
#endif

public void LoadlLobby()

SceneManager.lLoadScene("Lobby");




CODE:TEXTCONIROLLER

ising UnityEngine;
uising UnityEngine.UI;

lass TextController : MonoBehaviour
public Text descriptionText;

Start()

UpdateText("Welcome Sol!!");

void UpdateText(string newText)

descriptionText.text = newText;
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v using UnityEngine;
i1sing UnityEngine.SceneManagement;

class Gatedoor : MonoBehaviour

“jvate void OnCollisionEnter(Collision collision)

Debug.Log("Collision with: " + collision.gameObject.name);

if (collision.gameObject.CompareTag("Player"))

{
Debug.Log("Player hit the gate. Loading Dungeon Scene...
SceneManager.lLoadScene("Dungeon”);
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using UnityEngine;

ass RandomBox : MonoBehaviour

ng[] items = { "Potion", "Sword", "Shield", "Gold", "Rare Gem" };

void OnTriggerEnter{Collider other)

if (other.CompareTag("Player"))
{

string randemItem = GetRandomItem();
Debug.Log("smld3u: " + randomItem):
Destroy(gameObject):

] GetRandomItem()
Random.Range(6, items.Length);

int randoemIndex =
return items[randomIndex]:
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ng UnityEngine;
1g UnityEngine.SceneManagement;

»lic class PlayerScripts : MonoBehaviour

ic float moveSpeed = 5.8f;

ivate Vector3 targetPesition;

Update()

if (Input.GetMouseButtonDown(@8))
{

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;

if (Physics.Raycast(ray, out hit))
{

targetPosition = hit.peoint;

if (targetPosition != Vector3.zero)

{

transform.position = Vector3.MoveTowards(transform.position, targetPosition, moveSpeed * Time.deltaTime):

}




CODE:SCENEMANAGERS

v using UnityEngine;
using UnityEngine.SceneManagement;

v public class SceneManagers : MonoBehaviour

|
public void QuitGame()
{
Application.Quit();
}

public void LoadLevell()
{

SceneManager.LoadScene("Lobby");

}
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using UnityEngine;

+ public class EnemySpawner : MonoBehaviour
{
public GameObject enemyPrefab;
public Transform spawnPoint;
private bool isEnemySpawned = false;

void Start()
i

if (!isEnemySpawned)

i
SpawnEnemy();
isEnemySpawned = true;

c void SpawnEnemy()
Instantiate(enemyPrefab, spawnPoint.position, spawnPoint.rotation);

ylic void ResetSpawnStatus()

isEnemySpawned = false;




CODE:ENEMY

0 UnityEngine;

g UnityEngine . SceneManagement;

Ememy @ MonoBehaviowr
string battleScene = "Batt
© moveSpeed = 3.8F;
it chaseDistance = 18+
Transform player;
d Start()

player = Gamedbject.FindGameObjectWithTag"Player®).transform;
d Updatel)
float distanceToPlayer = Vector3 . Mstance(transform.pasition, player.position];

if [player !s null & distanceToPlayer == chaseDistance]

{

transform. position = Vector3 MoveTowards(transform.position, player. position, moveSpeed *+ Time. deltaTime):

transform.position = transform.position;

nid OnTriggerEnter{Callider other)

if (other.CompareTagl "Flayer"]}]
{

SeceneManager_ LoadScene(battleScens]
i




CODE:HPMANAGER

< using UnityEngine;
using UnityEngine.UI;

ising UnityEngine.SceneManagement
class HPManager : MonoBehaviour

Lic S5Llider hpBar;
Text hpText;

curremtHP = maxHP;
UpdateHPUI();

vlic wvoid TakeDamage(float damage)

curremtHP —= damage;
currentHP = Mathf.Clamp{currentHP, 8, maxHP);
UpdateHPUT(]:

if (currentHP == &)

{
Debug.Log("Player died."):

UpdateHPUI()

hpBar.value = currentHP / maxHP:
hpText.text currentHP + "/" + maxHP:
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using UnityEngine;
using UnityEngine.UI;
using UnityEngine.SceneManagement;

» public class PlayerActions : MonoBehaviour

{
public HPManager enemyHP;
public HPManager playerHP;
public Button attackSlashButton, attackShootButton, defendButton, runButton;

private bool isDefending = false;

void Start()

{
attackSlashButton.onClick. AddListener(AttackSlash);
attackShootButton.onClick. AddListener{AttackShoot);
defendButton.onClick.AddListener(Defend);
runButton.onClick. AddListener(Run);

3

void AttackSlash()
{
if (enemyHP != null)
{
enemyHP . TakeDamage(15);
Debug.Log("Player l&idu!");

}

void AttackShoot()

CODE:PLAYERACTIONS

if (enemyHP != null)

{
enemyHP . TakeDamage(20);
Debug.Log("Player ld#is!");

}

void Defend()

1
isDefending = true;
Debug.Log("Player ilasfiu!");
Invoke("ResetDefend”, 3f);

3

void ResetDefend()
{
isDefending = false;

1

void Run()
{

Debug.Log("Player wiiswmnmesnad!");
SceneManager.LoadScene("Dungeon”);

ublic bool IsDefending()

return isDefending;
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¢+ using UnityEngine;
19 UnityEngine.UTI;
UnityEngine.SceneManagement

rlass EnemyHPHanager : MonoBehaviour
public 5lider hpBar;
Llic Text hpText;
te float maxHP = 158+
Float currentHP;

blic float MaxHP => maxHP;
blic float CurrentHP = currenmtHP;

id Start()
curremtHF = maxHP;
UpdateHPUI();
pid TakeDamage(float damage)
curremtHF —= damage;
currentHP = Mathf.Clamp{currentHP, & maxHP):
UpdateHPUI();
if (currentHP == 8)
{
Debug . Log({ "Enemy died.™):

SceneManager . LoadScene( "WinScene"):

id UpdateHPUI()

hpBar.value = currentHP / maxHP:
hpText.text = curremtHP + */" + maxHP;
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v using UnityEngine; ; void TryToEscape()
using UnityEngine.UI; W if (playerHP.CurrentHP < playerHP.MaxHP * 8.2f) 1
using UnityEngine.SceneManagement; { float escapeChance = Random.Range(8f, 1f);
Debug . Log( " dnuidiuniiaudaunanaz laufina! ") . if (escapeChance > 8.5f)
ublic class EnemyActions : MonoBehaviour Attack(); i
} Debug . Log( " dngmmuwildnsal ");
public HPManager playerHP; ) else if (enemyHP.CurrentHP > enemyHP.MaxHP * ©.3f) Escape();
public HPManager enemyHP; { }
Attack(); . else
private bool isDefending = false; 3 {
. else Debug . Log("fnsenasmil uaaavat! dngilasdiuius");
void Start() { Defend();
1 Defend();
InvokeRepeating("EnemyDecision”, 2f, 3f); 1
} }
void Escape()

void EnemyDecision() - void Attack()
{ i Debug . Log( "fnsuitanmanad! ") ;

if (enemyHP.CurrentHP <= enemyHP.MaxHP * 8.2f)
{

int damage = 28; SceneManager.lLoadScene("Dungeon™);

METE G ETTEDEL ELEIGENELEYE

TryToEscape(); Debug.Log("dnslondihan! asadmng: " + damage);
} 1 . void ResetDefend()

else

{ ’ il isDefending = false;
AttackOrDefend(); : . id Defend()

}

isDefending = true;
Debug . Log( "dnsilesniuiuae! ") ;

[ | ]| [P vl L]} -, .
void AttackOrDefend() Invoke("ResetDefend”, 3+); return isDefending;

i

1 oublic bool IsDefending()
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