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void TraceMove()

r.:yRot = angle/130.05;

float amtRot = rotSpesd * Time.smoothDeltaTime;

Vactord dir = target.transform.position - transform.position;

float direction = Vectord.Dot (dir,transform.forvard);

Vectord pos = target.position - transform.position;
Quaternion ang = Quaternion,LockRotation(pos); il

1f(dist ¢
{

StartCoroutine("TrumyAttact”);

5f || direction < 0.5f && dist>80)

(t;ans;o*m rotation, ang, amtRot );

.S5L

CsEnumAir TraceMove()

if{direction > of && dist < 20)

state = STATE.ShootUp;

if (direction <

i

state = STATE.ReturnTrace;

if (transform.position.y < 3)

state = STATE.ShcotUp;
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void DefualtMdve () {
loat movedist ;
bool returnCheck;

cat distPetrol Vector3.Distance (transform.position, %uo*rt.transfo:m.position];
dir = Apoint.transform.position - transform.position;

float direction = Vector3.Dot (dir,transform.forward);
float amtRot = rotSpeed * Time.smoothDeltaTime;

if(direction < 0.51f) {1 2
returnCheck = trus;
else

returnCheck = false;

if (returnCheck)

i
transform.Translate (Vector3.forward * amtMove);
if (distPetrol > 60)

transform.rotation = Quaternion.Slerp(transform.rotation, ang, amtRot);

DefualtMove() }
else 1f(!returncheck)
{
transform.Translate{Vector3.forward * amtMove);
if (distPetrol > 6&0)
{
transform.rotation = Quaternion.Slerp(transform.rotation, ang, amtRot);
if (target)
movedist = Vector3.Distance (transform.position, target.transform.position);
if (movedist < 300)
state = STATE.Trace;
} }
H
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vold ReturnMove ()
StartCoroutine("ReturnTrace");
}
IEnumerator ReturnTrace(){
transform.Translate (Vector3. forward * amtMove);
if (transform.position.y < 3}
ReturnMove() .
->ReturnTrace() state = STATE.ShootUp;

}
yield return new WaitForSeconds (1); = LA =4
state = BTATE.Trace;

}
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void ShootUpMove() |
transform.Rotate (-60 * Time,smoothDeltaTime,d,0);
1f (transfom. position.y > 5)

state = STATE.Defalt;

ShootUpMove()
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public void AddPlayerTargets()

{
GameObject[] Enemy = GameObject.FindGameObjectsWithTag ("Enemy");
foreach (GameObject enemy in Enemy)
{
PlayerTargets.Add (enemy.transform); //F= & Arraylist{lf

Csldentification | AddPlayerTargets()

Tag?t EnemyQl 7ZHA] AE9] transform 3IS enemy ArrayListo] F7HA]7]
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if (Input.GetKeyDown (KeyCode .Backspace) && TargetLocked)
{

transform.GetComponent«<Ta tector> () .TargetLocked=null;

}

or GetComponent<Tazge!

if (!TargetLocked)
{

lf(tafﬁét)
{

float dist = Vector3.Distance(transform.position,target.position);

TargetDetector | TargetDetector()

if (!TempTarget)TempTarget=target;

elae

{
float TempDist = Vector3.Distance (transform.position,TempTarget.position);
if (TempDist>dist) TempTarget=target;
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void KeyEwvent ()

1
lf(Inp_t GetAxls( F Y=y}
transfovm.Rotate(' “,7# ' *Time .smoothDeltaTime) ;
else if(Input.GetaAxis("Horizontal™)<0)
transform.Rotate (0,0, 6 * Time.smoothDeltaTime) ;
if(InEut.C tAxis ("Verti - A Fes 2
transform. Rotatﬂ(f il Timg.smoothDeltaTime, R & b )
else if(Input.GetAxis | ha v ) =<=0)
transform.Rotate (60 * TlWD.SmoothDeltaTime,?, ..
if(Input.GetAxis ("LR")<0)
transform.Rotate (0, —15* Time.smoothDeltaTime, Q) ;
else if(Input.GetAxis/(' )=
transform.Rotate (0,15 * Time.smoothDeltaTime, ) ;
Of AL 2F 4y
if (Input.GetKeyvDown ("space") &scanfire)
{
StartCoroutine("fir=");
AudioScource.PlayClipAtPoint (missile, transform.position);
¥
if(Input.CetButtcn("i-:iL”) && canfireBullet)
{
StartCoroutine ("BulletFire™) ;
AudiosScurce.PlayClipAtPoint (gun, transform.position) ;
3
GetButtonDown(“"*'iﬂ”) && target)
cam.GetComponent<SmoothFollow> () .SetBullet (target) ;
LockBullTarget=true;
}
if (Input.GetButtonUp ("Fire2"))
{
LockBullTarget=false;
cam.GetComponent<SmoothFollow> () .SetDefault () ;
}
A B g S
if (Input.GetAxis ("Turkbo") I=0)
CsPlayer KeyEvent() {
if (speed«=MaxSpeed&&Input.GetAxis ("Turbo™)<0)
{
speed += 1*Time.smoothDeltaTime;

needLevelOff= false;
]

if (speed>=MinSpeed&&Input.GetAxis ("Turbo")>0)
{
speed —= 1*Time.smoothDeltaTime;
transform.Rotate (new Vector3 (Random.Range (-noise.x, noise.x),
Random.Range (-noise.y, noise.y),

Bandom.Ranqe (—noise.z, noise.z)));

{

needLevelOff= true;
}
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volid FireDamage () {

if{(hp <« 80 && hp > 50 && damageCheckNum == 0)

i
damageCount = 1;
i
else if(hp < 50 && hp > 30 && damageCheckNum == 1)
{
damageCount = 2;
i
else if(hp < 30 && damageCheckNum == Z2Z)
{
damageCount = 3;
+
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if (damageCount < 4){
switch (damageCount) {
case: 1: HE &
fireDamageMove [damageCount — 1] =
Instantiate (FireDamage0,
fireDamagePoint [damageCount — 1].transform.position,
Quaternion.identity) as Transform;
damageCheckNum = 1;
damageCount =

break;

case 2: HE 3
fireDamageMove [damageCount — 1] =
Instantiate (FireDamagel,
fireDamagePoint [damageCount - 1].transform.position,
Fﬁre[)annage() Quaternion.identity) as Transform;
. damageCheckNum = 2;
-positionMove () B
break:
case 3: HP : o &t
fireDamageMove [damageCount — 1] =
Instantiate (FireDamage2,
fireDamagePoint [damageCount — 1].transform.position,
Quaternion.identity) as Transform;
damageCheckNum = 3;
damageCount =

(damageChecklNum > 0)

for(int i = 0; i < damageCheckNum; it+)
{

fireDamageMove[i] .transform.position = fireDamagePoint[i].transform.position;
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