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Introduction
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Diffrence between Original and Final
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Description: Space invader style game.
Status: [Done/Can be improved].
Future work: New levels, new weapons, new attackers, animations on hit, Ul.


https://unitylist.com/p/41h/Unity-Games
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How to and Will do
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How to and Will do

ng UnityEngine;

55 Mus : MonoBehaviour
7120} H{Z

2' HH O [ 1 - O [SerializeField] ¢ AudioClip _startClip:
[SerializeField] ¢ AudioClip _gameClip;
[SerializeField] ¢ AudioClip _endClip;
8 =] atic MusicP _instance;

- -CI'?;I E Dr iva dioSource _audioSource;

—_

1 Awake()

{1l

if (_instance != nu && _instance != this

Music Player A3 & E0| start, Game,End
W BiEdESfss Foote 23EHEER 74

Destroy(gameObject) ;

_instance = this;
DontDestroyOnLoad(_instance) ;

_audioSource = GetComponent<AudioSource>();
_audioSource.clip = _startClip:
_audioSource.loop = tfrue;
_audioSource.Play();

v §:| Music Player (Script)
Script MusicPlayer
Start Clip « Clearside - Below The Shift
Game Clip + Clearside - Assimilator d OnLevelWasl.oaded(int level)
End Clip « Clearside - Coma _audioSource.Stop() ;

if (level == 0)
{

_audioSource.clip _startClip;
se if (level == 1)
_audioSource.clip = _gameClip;
if (level == 2)
_audioSource.clip = _endClip;
T

_audioSource. loop = fir
_audioSource.Play() ;
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How to and Will do
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How to and Will do
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void Update ()

ﬁ if (Input.GetKey(KeyCode.LeftArrow))
f transform.position += Vector3.left = _velocity = Time.deltalime;
:Jelse if (Input.GetKey(KeyCode.RightArrow))
: transform.position += Vector3d.right = _velocity = Time.del taTlime;
Jelse if (Input.GetKeyDown(KeyCode .Space) )

InvokeRepeating("Fire", 0.000001f, _fireRate);

]_
else if (Input.GetKeyUp(KeyCode.Space))

)
“ AdjustPlayerShipXPosition();

Cancel Invoke( "Fire") ;




How to and Will do
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Player M0 niE|2 LEXNE dd £ 2ENE dst/H[gds!

(SetActive(true/false))

¢ GameObject particle;
void Update ()
if (Input.GetKey(KeyCode.LeftArrow))
! transform.position += Vector3.left = _velocity = Time.deltalime;
;Ise if (Input.GetKey(KeyCode.RightArrow))
transform.position += Vector3.right = _velocity = Time.del talime;

else if (Input.GetKeyDown(KeyCode.Space))

InvokeRepeating("Fire", 0.000001f, _fireRate);
particle.SetActive( true);

else if (Input.GetKeyUp(KeyCode.Space))

Cancel Invoke( "Fire");

particle.SetActive(false);:
1
|

AdjustPlayerShipXPosition():




How to and Will do
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[SerializeField] private float _health = 250.0f; i g%"'"" et bl PlaverController 9 ¢'

[SerializeField] private float _velocity = 5.0f; ltlu_eaILth 250" e -

[SerializeField] private float _projectileVelocity = 5.0f; loci

[SerializeField] private float _fireRate = 0.5f; Ve?c't? : >

[SerializeField] private AudioClip _fireSound; P_m"t'le Velocity 3

[SerializeField] private GameObject _projectile; Fire Rate 0.2

- > GameObject particle; Fire Sound vosfx_laserl [o]
Projectile \#Projectile (o]




How to and Will do
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v | ¥ Player Controller (Script)
Script
Health
Velocity
Projectile Velocity
Fire Rate
Fire Sound
Projectile
Particle

PlayerController @
350
S
S
0.2
#osfx_laserl ©
' Projectile ©
‘#FireEffect ©




Future Works
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