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tHUlaw1: Box Collider uazaa Rigidbody
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O Inspector 2

mvy Qv + Tag Player v Layer Default

Prefab
Overrides ~ Select  Open

N Transform

Position X0 Y O
Rotation X 0 Y. 0
Scale RN X 0.3 Y 0.3

BH  Player 1 (Mesh Filter)

B8 v Mesh Renderer

& v Box Collider

[ v Player Property (Script)
B PlayerPr

Hp 5
Hp Max 5
Score 0
[® v Player Activity (Script)
O ‘ swarl et
Speed 5

Add Component
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using UnityEngine; S speed (Hsousunisa
o1NNIYuon

@ Unity Script (1 asset reference) | 8 references
public class Enemyl : MonoBehaviour

{

private int damage = 1;
private Transform playerTransform;

2 references




9 Unity Message | O references

void Start()

GameObject player = GameObject.FindWithTag("Player");
if (player != null)

playerTransform = player.transform;

Destroy(gameObject);
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void Update

if (playerTransform ==

{

return;

}

transform.Translate(-1.0f * Vector3.forward * speed * Time.deltaTime);
if (transform.position.z <= playerTransform.position.z)

GameObject player = GameObject.FindWithTag("Player");
PlayerActivity acts = player.GetComponent<PlayerActivity>();

acts.DecScore();

Destroy(gameObject);
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void OnCollisionEnter(Collision collision)

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

PlayerActivity acts = collision.gameObject.GetComponent<PlayerActivity>();
acts.IncScore();

Destroy(gameObject);
}
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using UnityEngine;  ysydbuds speed tHsovSUNISAOS
INNMYUIN

9 Unity Script (1 asset reference) | 8 references
public class Enemy2 : MonoBehaviour

{

private int damage = 1,
private Transform playerTransform;
2 references

/
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void Start()

GameObject player = GameObject.FindWithTag("Player");
if (player != null)

playerTransform = player.transform;

Destroy(gameObject);
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void Update()
if (playerTransform == null)

return;

transform.Translate(-1.0f * Vector3.forward * speed * Time.deltaTime);
if (transform.position.z <= playerTransform.position.z)

{
Destroy(gameObject);

}

{
}




void OnCollisionEnter(Collision collision)

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

PlayerActivity acts = collision.gameObject.GetComponent<PlayerActivity>();

acts.DecScore();

Destroy(gameObject);
}
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WaveNo3

Enemy Speed += 6
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using UnityEngine; :
using Unity.Mathematics; // 6@y Import library fluneae

public class RandomExample : MonoBehaviour

{

{12 I S U T 6 T =

void Start()
{

// WINEWA: uint.MaxValue Aam&I&ATi Seed 5u'le

uint seed = (uint)System.DateTime.Now.Ticks;
Unity.Mathematics.Random random = new Unity.Mathematics.Random(seed == 9 ? 1 : seed);
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// NextInt(min, max) 1aa# max ag "lignsiu” (Exclusive)
// eviduaisadnis 1-100 eadla (1, 101)

int randomNumber = random.NextInt(1l, 101);




1T (randomNumber > 60)

{
Debug.Log($"&ul6 {randomNumber}:

}

else

{

Debug.Log($"&ul6 {randomNumber}:
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using UnityEngine;
using Unity.Mathematics;

public class UniqueRandom : MonoBehaviour

{

1
5

a

private Unity.Mathematics.Random _random;
private int lastValue = -1; // wAu@aaa (eveutilu -1 tWalvassusagu'leannian)
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void Start()
{

// A1 Seed AFILAELNAAULTU

uint seed = (uint)System.DateTime.Now.Ticks;
rnd = new Unity.Mathematics.Random(seed == @ ? 1 : seed);




public void GenerateRandom()

int newValue;

// &ulilZasg auninagletauiiliwindy  lastValue
do

{

// & 1-4 (1& 1, 5 WS 1wLaunavlisiu)
newValue = rnd.NextInt(1l, 5);

}

while (newValue == _lastValue);

// aliepAanan
_lastValue = newValue;
Debug.Log($"@unaula (‘lugieu): {newvalue}");




void Update()
{

// n@ Spacebar Hanagausy
if (Input.GetKeyDown(KeyCode.Space))

{

GenerateRandom() ;
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private List<GameObject> activeObjects = new();

HoaQan
Time.timeScale = 0.0f;

nurn:)cmnnuucmuJu Enemyl (DestroyEnemyl())
1. mms:)usaulwalmno:)cmuma su
2. maw:)cm

num:)cmnnuucmu]u Enemy2 (DestroyEnemy2())
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2. malgdan

THIDaGuUaD
Time,timeScale = 1.0f;




System;

using System.Collections.Generic;
Unity.Mathematics;

using UnityEngine;
UnityEngine.InputSystem;

using UnityEngine.SceneManagement;[

© Unity Script (1 asset reference) | 0 references
public class ObjectSpawner : MonoBehaviour

{
[Header("Prefabs")]

public GameObject prefabA;
public GameObject prefabB;

[Header("Spawn Points")]
public Transform[] spawnPoints;

[Header("Timer Settings")]
public float minTime = 2.0f;
public float maxTime = 3.0f;




private
private

private
private

private
private

private

float timer;
float nextInterval;

Unity.Mathematics.Random rnd;
float currentSpeed;

int waveNo = 0O;

int _lastValue -1:

I

List<GameObject> activeObjects




void Awake()

w M

=

currentSpeed = 4.0f;
waveNo = 1;
uint seed = (uint)System.DateTime.Now.Ticks;

rnd = new Unity.Mathematics.Random(seed == 0 ? 1 : seed);

o
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SetNextInterval();

{
}

= E
R ©




void SetNextInterval()

i
}

if (waveNo == 1)

minTime = 0.8f;

maxTime = 1.0f;

lse if (wavelNo

minTime 0.
maxTime 0.

—~
n
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minTime
maxTime
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nextInterval = rnd.NextFloat(minTime, maxTime);




v void SpawnEnemyl(Transform selectedPoint)

{

GameObject enemyl = Instantiate(prefabA, selectedPoint.position, selectedPoint.rotation);
Enemyl script = enemyl.GetComponent<Enemyl>();
script.SetSpeed(currentSpeed);

’}

v void SpawnEnemy2(Transform selectedPoint

GameObject enemy2 = Instantiate(prefabB, selectedPoint.position, selectedPoint.rotation);
Enemy2 script = enemy2.GetComponent<Enemy2>();
script.SetSpeed(currentSpeed);

Vv
{
}




v public void SpawnRandomObject()

{
if (spawnPoints.Length == 0)

{
i return;
}

// snlaldiAaaarén
int pointIndex;
do

. pointIndex = rnd.NextInt(0@, spawnPoints.Length);
}

while (pointIndex == _lastValue);

_lastValue = pointIndex;

Transform selectedPoint = spawnPoints[paintIndex];
int randProbility = rnd.NextInt(l, 101); // lemamsiia

B




if (waveNo == 1)
{
if (rnd.NextBool())

SpawnEnemyl(selectedPoint);

SpawnEnemy2(selectedPoint);
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else if (waveNo == 2)
{
if (randProbility >= 60)

SpawnEnemyl(selectedPoint);

SpawnEnemy2(selectedPoint);
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if (randProbility >= 80)

SpawnEnemyl(selectedPoint);

<

SpawnEnemy2(selectedPoint);
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void DestroyEnemyl()

Enemyl[] thingsl = Fi ] <Enemy1>();

foreach (var thing in thingsl)
{
i Destroy(thing.gameObject);
}

{
}




v void DestroyEnemy2

{

Enemy2[] things2 = Fi ' <Enemy2>();

foreach (var thing in things2)

{
| Destroy(thing.gameObject);

}




void Update()
timer += Time.deltaTime;

if (timer >= nextInterval)
{

. SpawnRandomObject();

: SetNextInterval();

i timer = 0O;

}

GameObject player = GameObject.FindWithTag("Player");
PlayerProperty stats = player.GetComponent<PlayerProperty>();

{




// Wave #2
if (stats.score == 10 && waveNo ==

Time.timeScale = Of,;

waveNo = 2;

currentSpeed += 4.0f;

DestroyEnemyl();
DestroyEnemy2();
Time.timeScale = 1f,;




// Wave #3
if (stats.score == 20 && waveNo == 2)

Time.timeScale = 0Of;
waveNo = 3;
currentSpeed += 6.0F;
DestroyEnemyl();
DestroyEnemy2();
Time.timeScale = 1f;




if (stats.score == 30 && wavelNo 3) // navu 1 Wave #1

Time.timeScale = 0Of;
waveNo = 1;
currentSpeed = 4.0f;
stats.score = 0O;
DestroyEnemyl();
DestroyEnemy2();
Time.timeScale = 1f;




if (stats.hp == 0)

SceneManager.LoadScene("EndingScene");
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0:78 UnityEngine.SceneManagement 101629
1. U
using UnityEngine.SceneManagement;

2. wWaon “gaainndoonis” | |
SceneManager.LoadScene("Boainncdoonis”);
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// fdodalusunsudiksuuoun Build 2onTluds
Application.Quit();
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#if UNITY_EDITOR
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using UnityEngine;
using UnityEngine.SceneManagement;

Unity Script | 0 references
public class EndingUIManager : MonoBehaviour

{

O references

public void OnRestart()
{
' SceneManager.LoadScene("miniGameNolScene");

}




public void OnExit()

// edsdaldsunsudwmsunelii Build sen luuin
Application.Quit();
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UnityEditor.EditorApplication.isPlaying = false;
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