"‘“"’*“‘* ao mmt"ﬁ'-— O
s IS schedvle & Z
g:p\an aeg B— (7 :pw;udtaﬁm-. ?

heloe Softwdre 8 £ Ssoetuare 1)

mOJBCT a\ia;::“ :fg: 2 glans
=y AMANAGENE

information d\ocumn‘ta’cion

==, Mereger M2NPoWLY

lopmm

e i mans’cruc’cun §5 risk

R% _D; deslgn 3 'iL £ % monaq)ing

sch




Introduction
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Difference between Original and Final
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How to and Will do

'S
i

@

[Sltree_pink

Sprite Editor

Copyright©




How to and Will do

Project 2t — Powerup Prefabs AEH
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How to and Will do
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PlatformerJumpPad.cs & X PlatformerSpeedPad.cs
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UnityEngine;
Platformer .Mechanics;

PlatformerJumpPad : MonoBehaviour

verticalVelocity;

OnTriggerEnter2D(Col I ider2D other)

rb = other .attachedRigidbody;
if (rb = ) return;

player = rb.GetComponent<PlayerController>();
if (player == ) return;
AddVelocity(player);

AddVelocity(PlayerController player)

player .velocity.y = verticalVelocity;

I Copyright©
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How to and Will do
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PlatformerSpeedPad.cs # X
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System.Col lections;
UnityEngine;
Platformer .Mechanics;

. MonoBehaviour
maxSpeed;

[Range (0, 5)]
duration = 1f;

OnTriggerEnter2D(Collider2D other){
rb = other .attachedRigidbody;
if (rb == ) return;
player = rb._GetComponent<PlayerController>();
if (player == ) return;
player .StartCoroutine(PlayerModifier(player, duration));

h

IEnumerator PlayerModifier(PlayerController player, lifetime){
initialSpeed = player .maxSpeed;
player .maxSpeed = maxSpeed;
yield return WaitForSeconds( lifetime);
player .maxSpeed = initialSpeed;
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Future works
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