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GITHUB COMMITS

Commit:

Implemented audio source =2

. GabbiePurch committed 3 hours ago

Implemented a level two and a new monster in level two =2

. GabbiePurch committed 3 hours ago

Commits on Dec 4, 2024

Implemented health and health slider, along with speed text, speed boost and once you die it loads the died scene =2

Commits on Nov 25, 2024

Implemented sprites and player movement =

Added all Scenes and Started the Gameplay Scene =
. GabbiePurch committed 2 weeks ago

ddc@das

Initial commit




CODE EXPLANATION

Enemy ment.cs Playercs X

Assets > Scripts > Player.cs » %8 Player

1g UnityEngine;

: MonoBehaviour

at turnSpeed = 6f;
float moveSpeed 6f;
TextMeshProUGUI speedText;

CoinPickUp coins;

1 isGameOne;

nl isGameTwo = false;

spriteRenderer = GetComponent<SpriteRenderer>();
coins = GetComponent<CoinPickUp>();
scenelLoader = FindObjectOfType<SceneLoaders>();

at turnAmount = Input.GetAxis(“Horizontal™) * turnSpeed * Time.deltaTime;
at moveAmount Input.GetAxis("Vertical™) * moveSpeed * Time.deltaTime;

(Collider2D other)
other.tag == "Boost”
moveSpeed += 2;
Destroy(other.gameObject);
speedText.text = "Speed: " + moveSpeed;
other.tag == "Enemyl” && moveSpeed >= 4

moveSpeed -= 2;
speedText.text = "Speed: " + mowveSpeed;

f(other.tag == "Enemy2” &% moveSpeed >= 4

moveSpeed -= 3;

speedText.text = "Speed: " + moveSpeed;
other.CompareTag("Finished") && coins.GetCount() >=
Debug.Log("You have” + coins.GetCount());
sceneloader. LoadLevelTwo();
other.CompareTag("Finished") && coins.GetCount() >=

sceneloader. LoadGameOver();

5 && isGameOne &% !isGameTwo

10 &% lisGameOne &E& isGameTwo
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