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T8 A& - EnemyManager.cs

Jf G B

Text score.
public static int Mum:

private void Start()

{
Num = 00 /7 AlSF A EHa
score = Gamelbject .Find( “score” ), GetComponent <Text=(
1
public woid UnregisterEnemy EnemyControl ler enemyk il led )
public woid Updatel ) { _ _ o o _ o
! int enemiesBemaininaMotification = numberOfEnemiesBemaining — 1.
score.text = "score o 7+ Num _
) if {onRemoveEnemy !'= noll)
e t

onRemoveEnemy . |rvokel enemnyki | led, enemiesRemainingMot ification )

R SR

Mum += 100; A/ S0 HHES scored| 1002 &7

Aforemoves the enemy from the list, so that we can keep track of how many are left on the map
enemies ., Renovel enemyk i | ed )

. | . g | . g
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-/Fg 'E':HZQ - BossMove.cs

void Updatef )

{
float rightMay = 65.0F; /F E=E 0|=7=TF ZH4F wPos += Time.deltaTime + =Moveipeed
Float leftMax = 45.0F; // 22 0|S7}5E 4Lt If (#Pos == rightMax)
float upMax = 0.0F: // 212 0|5 7Hsat ZHzr { L
Float downMax = -7.75F; // OIHE 0| 7HS3F EH e
Float xPos: A/ BHIH =2&| } Aris = Fanthas,
Float wPos, 7/ TITH w2|E| -
se if (xPos <= |eftM
Float sMoveSpeed = 5.0 // w2f 0|E&5 £ (rPos <= lefthax)
float wMovelpeed = 1.0f; /7 vil OS5 «Movespeed += -1
#Pos = |eftMax.
i
. AfEIN RIR[(x or w2} 0| SPHSE ZH 2D 2 HLE 20 =S EH 15 &
woid Start( ) J/HHHE 0|S517, SHINLE|I2 BHHD| 0|S7Hsst HHto s 2
{ wPos += Tine.deltaTime + yMoveipeed:
wPos = transform,position. If (wPos »= upMax)
vPos = transform. position.ys { ,
1 YMovespeed += -1,
wPos = upMax;
i
else if (wPos <= downMax)
{
YMovespeed += -1,
wPos = downMax.
'

transform.position = new Yector3(xPos, vPos, 16,75 )
. AEIH IR B
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