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< BossBattle®
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—lpublic class MyB @ MonoBehawiour
{
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public float Speed;

A4 Btart is called before the first frame update
void Start ()
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private void OnTriggerEnter2D{Collider?D col)
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if (col.zgameObject . tag == “eneny™)
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Destroy(col .zameOhject);
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Destroy (zameObiect ) ;

i{f (col.gameObiect .tag == "Boss™)
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; Destroy (gameObiect 13
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AF Update is called once per frame
\Eoid Update ()
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transform.position += new Yector3(0, Speed, 0) % Tine.deltaTime;
A4 BIE _EFICEA - SR IEE
if (transform.position.y »>= 4.0f)

Destroy (zameObiect 3
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Normal Speed

Bullet Prefab
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public float Speed;

Jf Start is called before the first frame update
= \u{'nid Start ()
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= private vold OnTrigeerEnter2D(Callider2D col)

ST ST
= i{f {col.ganethject .tag == “Plaver”)
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Destroy (ganeChiect ) ;
}

// Update is called once per frame
= \Eoid Update(
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transform.position -= new Yector3(O, Speed, 0) * Tine.deltaTime:
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= if (transform.position.y <= -10.0f}

Destroy (gameOhject )
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public GameChject Bosshulletprefah;
private Yector? pos;

public int num = 1;

int HitCount;

private float step_tine;

private float shot_tine = 0;

/f Blarl is called hefore the firsl frane update
void Start()

sten_time = 0.0f;
JF Update is called ance per frane
void Update(}
if (shot_tine % 350 == 0)
Instant iate Bosshul leterefah, transforn.position, Quaternion.ident ity);//BISE4E M

chat _time 4= 1;

step_time += Tine.deltaTine;
i{f (sten_tine »= B.0f)
pos = transform.position;

transforn.Translate(transforn.right * Tine.deltaline * 3 % nun);

i{f {pos.x > 8)
= -1;

]
i{f fpos.x ¢ -8)

?rivate void OnTrigzerEnter2D(0ollider?d col)

if (col.zanelbject tag == "Shat”)
|

+Hlithount 5
Debuz.Log(HitCount )

i{f (HitCount >= 28)
[

shot _time += 103

if (HitCount = 80)

Scenellanager .LoadScene ("hosual okaina”);

Instant iate (Bossbulletprefab, transform.position, Quaternion.ident ity);//BIS4 M
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