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private void OnCollisionEnter2D(Collision2D collision)

{

is field = true;
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private void OnCollisionEnter2D(Collision2D collision)

{
if(collision.gameObject. tag == "Enemy”)
{
//5E8
}

is field = true;
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private void OnCollisionEnter2D(Collision2D collision)

{
if(collision.gameObject. tag == "Enemy”)
{
Destroy(gameObject);
}
is field = true;
}
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private void OnCollisionEnter2D(Collision2D collision)

{
if(collision.gameObject. tag == "Enemy”)
{
if (/xEDNDBEALDED D*/)
{
Destroy(collision.gameObject);
} else
{
Destroy(gameObject);
}
}
is field = true;
}
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private void OnCollisionEnter2D(Collision2D collision)
{
if(collision.gameObject.tag == "Enemy”)
{
ContactPoint2D contact face = collision.contacts[0];
Debug. Log(contact face.normal.y);
if (contact face.normal.y >= 0.7f)

{
Destroy(collision.gameObject);
} else
{
Destroy(gameObject);
}
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public class EnemyController : MonoBehaviour

{
Rigidbody2D rb;
void Start()
{
rb = GetComponent<Rigidbody2D>();
}
void FixedUpdate()
{
if(rb.velocity.x > -2)
{
rb. AddForce(new Vector2(-50, 0));
}
}
}
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Vector3 last pos;

int vector pm = -1;

void FixedUpdate()

{
if (last _pos == transform.position)
{
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this. transform. localScale = new Vector3(this. transform. localScale.x * -1,

vector pm *= -1;
}
else
{
last pos = this.transform.position;

}
Debug. Log(vector pm);

if(Math.Abs(rb.velocity.x) < 2)
{
rb. AddForce(this. transform. right*-50%vector pm);
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private void OnCollisionEnter2D(Collision2D collision)
{
ContactPoint2D contact face = collision.contacts[0];
if (collision.gameObject.tag == "Enemy”)
{
Debug. Log(contact face.normal.y);
if (contact face.normal.y >= 0.7f)
{
this.StepOnEnemy(collision);
} else
{
this.Die();
}
} else if(collision.gameObject.tag == "Goal”)
{
//T— LA

SceneManager. LoadScene(”"ResultScene”);

private void OnCollisionStay2D(Collision2D collision)

8/10

]:

2025/06/16



no4 2025/06/16

{
ContactPoint2D contact face = collision.contacts[0];
Debug. Log(contact face.normal.y);
if (contact face.normal.y >= 0.5f)
{
is field = true;
}
}
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private void OnCollisionEnter2D(Collision2D collision)

{
if(collision.gameObject.tag == "Enemy”)
{
ContactPoint2D contact face = collision.contacts[0];
Debug. Log(contact face.normal.y);
if (contact face.normal.y >= 0.7f)
{
Destroy(collision.gameObject);
} else
{
Destroy(gameObject);
}
} else if(collision.gameObject.tag == "Goal”)
{
// T—ILIRH
}
is field = true;
}
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