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Abstract
The objective of this project is to create a successful Eerie Woods game. To
study the use of the Unity 3D program and C# language to determine the efficiency of
the Eerie Woods game using a satisfaction questionnaire.

In preparing a study about creating the game Eerie Woods with the Unity
3D program, after that a work plan was made using the knowledge learned to apply it
in the creation. puzzles and create a questionnaire to assess satisfaction with the
project, creating the Eerie Woods game.

Results of the satisfaction survey from the satisfaction questionnaire of 10
people. Summary of the evaluation results obtained from the questionnaire are
overall. The average satisfaction is ()?z 4.22) and the standard deviation (S.D.) is 0.56,

which the overall average is at a good level.
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https://www.wiki3.th-th.nina.az/%E0%B9%81%E0%B8%A1%E0%B8%84%E0%B9%82%E0%B8%AD%E0%B9%80%E0%B8%AD%E0%B8%AA.html
https://www.wiki3.th-th.nina.az/%E0%B9%81%E0%B8%A1%E0%B8%84%E0%B9%82%E0%B8%AD%E0%B9%80%E0%B8%AD%E0%B8%AA.html

[

2.1.1 d@uUsznauniiag Interface U89lUsHATH Unity Luseen el

gﬂmwﬁ 2.2 interface 989 Unity

2.1.2 1IngUn i 2.3 Toolbar ilunauiaieadendlidntsnnanuaenisvihaunddy

% U

ign Aude diesesdienugiudmsunisdanisyaseinmuazingnislunin egnsinaisde

N13AUANNISEUNEATIAT LA TUADY Yun1eruyagi i uaunsadfis Unity

v A

Cloud Services wagUsy¥ Unity vesqauiismynisussiiuaesiaslufianumyidilasaves

o

TUsnsUNNSALY

)y 0 0 h ¢ v Qv
gr o 9k gy urg

;sﬂmwf/'i 2.3 Toolbar



2.1.3 91n3UNMAN 2.4 Hierarchy AadiufiuendIfutu ved Object g7 eglu Scene

[
a o

1u°) Fadlnie Object WuULAET wag Object Miluuigniuds Weiinsdnnisezlsuisegefiu

[
v @ =

Object il Object Milugnuunazinisiuasundasmuludig n1sase Object #35n1sfe
a1n Object singqieglu Project wldliludiuves Hierarchy vdeann Wwavdsingingiain
910 Project 41379UU Hierarchy ﬂsﬁﬂgﬁu‘uu Scene @9 Object Ghﬂs] wiadanusaiigy/

whlv/au Taleelyl nsenuiu Object ﬁasﬁu Project

gﬂmwﬁ 2.4 Hierarchy

2.1.4 993Un M9 2.5 Inspector udiufivsveniisnmuantfsaigg 209 Object &9

a1u1303nn1sAANTRAN9Y ¥e9 Object lalunsauwes Inspector

Layer Default

Display 1

g‘lmeﬁ 2.5 Inspector



2.1.5 91n3Un il 2.6 Project Wudrudildlunisiiuninenseneg neutluasiany

W an3uvinieg Alalunisaauaudainy 3D Tuea T dudrazasniedngeneg Tuiny

¥
A a

Textures 30 NuRA199 lldides %393Ale Prefabs due)

g‘tmeﬁ 2.6 Project

2.1.6 9IngUANA 2.7 Scene Wuduiivsvenittuainfiidavineu & Object aglstng

A11509AN1T Object A199 WU NABY uas LoWa nIsluna 3 4@ lnandiudl

gﬂmwﬁ 2.7 Scene



¥

3esilavedlusunsu Unity digedl

A157197 2.1 MsaAsediarsslusinsu Unity

sUn LRIGERRHG] AN83U"Y

Juesesiodmsudnnisyunestusunsy Unity3D
drnadu middle mouse Asbiazidunisindoudneg

Pan Viewport #iann fnaty right mouse Adliay

Id a 1 . Av o
Junsinfiaudne Viewport lag As3nwgn

AUENA1DETUVBINGBY

Y 9

JueSesilodmsuusudumiauas Object viavian
Move Tu Viewport aunsaldiasesiiotllunisindoudie

Fuie X,Y,Z 19

JueSesiliodmsuusueamves Object vislu

Rotate WA XY Wy Z

JueSesilodmsuuSuruinves Object wuuen

Scale Scale lnwdsnspn Width uag Height 13

WuaseatledmiuuSurunnues Object fuU Scale

Rect Tool | wiaziUAsuudasanizan Width uag Height A1

EEE R S

Scale zfapady 1 1w

2.2 Adobe Photoshop (ﬁu’l https://teacherjaray.blogspot.com/2014/05/blog- post)
TUsun3u Photo shop Lulusunsalunsena Adobe Alddwmiunnusanindiouas

a

AN dn leeg1etiuszansain Tudagidusnusudaiun degans wazausiuiasiine

v
a v v

DNNIGIAIUNTA retouching ANLAIAINLAZNITAT 1NN e?fqﬁﬂé’qLi‘]uﬁmﬁamqqmﬂwmsﬁ
wwausaltlusunsy Photoshop Tunisaawasniw nasla Effect sing qlidunin wag
FIN9d 0 N157IAIN1A A1SVIAINE gL 0 uAT T B ANSEIAINHNSIUTY
N13 Retouch AALFIATNEN ammmsaﬁ%ﬁwmmﬁlﬁumw ANLAININ Faunnlugliuy

! 1% 1 I a a M yea | Y 1%
A Taegsdeaiy wazdanualilande nisldveanudsznauasluningie
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;s‘dmwf/'i 2.8 Adobe Photoshop

2.2.1 @ulsenauntIsg Interface va3lUsnsu Adobe Photoshop tiusean fsil

gﬂnﬂwﬁ 2.9 Interface U84 Adobe Photoshop

2.2.2 9In3UNN7 2.10 waULATES (Menu Bar) Wugasiuniugaddsilddmsusen

o o 1 ~ Y & A 1
ARG LW@I“U"\]@Iﬂ'ﬁlWﬁWi@G\ﬂLLGNﬂ'TW

File Edit Image Layer Type Select Filter 30 View Plugins Window Help

sUnW# 2.10 uauluyAds (Menu Bar)

2.2.3 n3Unmdl 2.11 waudaden (Options Bar) Wudiuildlunisusuunsdinis

o A A ] ° i U A d' A A Ay |
MnuvenAIedle A1 Matmvuaalukaudidonasiuasuluauasesdenldauet

[ | ‘ | % Feather: | 0 px Style: | Normal v Select and Mask...

gﬂmwﬁ 2.11 uausden (Options Bar)
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2.2.4 91n3Unnil 2.12 napupsesile (Toolbox) Wudwilinuiaiasdenugiulunis

haululusunsuanansaienliyaesetiegeslnunisadnguauwdeuiiyumuans

gﬂmwﬁ 2.12 naeaA3edile (Toolbox)

2.2.5 9n3Un i 2.13 waueises (Title Bar) Wudiuiiuansdolidnmiidaldnuey

dmsulusunsy Adobe Photoshop waudeisesaziSeatuduuiiy (Tab)

Unfitled-1 @ 25% (RGE/8) = nazuna-call-of-the-night-anime-4 Ipaper-uhdpaper.com-57

g‘dmwﬁ 2.13 uauiei3es (Title Bar)

2.2.6 9INFUN N 2.14 uauaniug (Status Bar) WWudiuiiuananaauifiieiiunin wu

Wosiudniseavenslwdanin aualndnin Wusu

3000 px x 3000 pax (300 ppi)

gﬂmwﬁ 2.14 wavdanue (Status Bar)
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2.2.7 1ngUn il 2.15 udildaru (Working Area) iludnwildlunisadnaaunsiin Tag

nsUalwanimieawd lwuuiun gy uianen wludasluuunuilgay

gﬂﬂ’]‘wﬁ 2.15 fiufilda (Working Area)

2.2.8 91n3Un it 2.16 wiua (Panel) Tdmsudanisiunm lnsusneeniduminany

WU WLUadSUAENE wtad mSUUSULAIAINATNe Wy

Properties

D Document

' Canvas
W 3000 px

o
H 3000 px Y

(@] &

Resolution: 300 pixels/inch

Mode RGE Color

8 Bits/Channel
Fill . White
~ Rulers & Grids

- H e

;sﬂmwf/'i 2.16 Wua (Panel)
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a v

\n309lauaslusunTy Adobe Photoshop HiRsil

A1397 2.2 M59ATeslaveslusnsy Adobe Photoshop

UM URIGERNG) Aeosuny

T msudoniunuunmdugy

Move AuAsunNay 293 vsardaniu
|

LOIADALY VWA 1 Wniwa

Todmsugenunidantiveanin
m=n Marquee windny nmlualwasusadnelduy

Tne

THaaniuNuun UL

E Lasso LUUDATY

Y o & Ay aa
ELSULa@ﬂWUV]W]EJ?ﬁigU']U‘UUﬂ’]W

JF{ Magic Wand wsaidenand Nlnaifeiu

TdnvaunIn
Crop
Tdmnuan e tuinwaniw
gog NSunn a@kad (Slice) d1nsu
Slice lva$rsduma

THaanda1ndnnge vunw

Eyedropper
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A519Tt 2.3 As1aeesilovedlusunsu Adobe Photoshop (#e)

SUN N
Y

= A A
VBLAIDIUD

A1D5U"Y

Healing Brush

Toanussausessinilunin

Brush

TtsgungasuunIn

Clone Stamp

Tgvindunnn Tnedaulniwann
USNUDY UNSEUNY HI958UNY

fUaINANY

History Brush

THs8UN18N NI INUBIT UMDY

]
a a1

LALTINIUNT NTONNVDIAD UL

a dl U = v
WuATuAnt

Eraser THaun1muredunligaanis
Gradient Tdudwuulasgaulnudnseniny
91U
Blur Toszurenwliuas
Bern Toszuneialininilnas
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A519Tt 2.4 As1ae3esilovredlusunsu Adobe Photoshop ()

UM YoLAT09ile A3 UY
Dodge Toszunaielinwaineaiu
F
Pan TtaLdunis (Path)
Horizontal Type TENuRAISNYINIOTDANUAIUU

AN

Path Selection

TddenuazUTunsisgunsvoudy

N5

Rectangle Tinagunsasnediaviogunse
dnsagy
Hand ToaougaIusig 9 vasnmn
Zoom TdgonTevenuyuueenIA

Set Foreground color

Set Background color

Tddwsunmuedldtenieveiey
314 Foreground Color was

Background Color
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2.3 blender 3d (‘ﬁm http://www.comscicafe.com/article/110/what-is-blender-3d)

1Usunsu Blender t@ulusunsu Open Source Waliinnauluaaluldauns wagsu

Y

Weulusunsursediuasuiiuiula danuaunsauinwedulusunsuadnenu 3 15 doug
rowmdenilusunsuilideAavdnsuneiidnaie uenantlusunsy Blender dudvingula

naewnannasuszuuUURnis Windows 8 7 Vista, Mac OSX, GNU/Linux Wag FreeBSD

' ' [
va a v 1A v A

wonINAMENTRTNNa1I11lUswNsY Blender dafigaaudugdnaedl Julusunsuiinu

9

N$NEINTITUULRY Nullunisindenteslaufmndeduuin lute 100 wnnzlud facadnely

wadey afenuldvainraneguuuy wasldulednlianuieguinune

;s‘Lmeﬁ 2.17 blender 3d

2.3.1 @1uUsenauntneng Interface va9lUswnsy Blender 3d kiUdaan At

g‘dm‘wﬁ 2.18 Interface U84 Blender 3d
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2.3.2 93Ul 2.19 View port tJuntsnanisineu 386 wunuiinisiinulunis

519

g‘l.lﬂ']‘wﬁ 2.19 View port

2.3.3 99n3Unmil 2.20 Tool Box Wuuauiniasiiennsqiagldlunisadislunag

sUAWl 2.20 Tool Box
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2.3.4 angunmil 2.21 Out liner duvaelunmsianising (object ) fnaq Aoglusu

VBAUIN

Light

gﬂmwﬁ 2.21 Out liner

2.3.5 9ngUnANA 2.22 Properties unounaandisne veeing wasanandfivesnu

Mswhau FeasludwinlylunisdnnisFessingg ldinavluEewesnis Ussunananineu

¥
] a k4

YBAUIT N1FATNRINNUNGS AauTAvesingidentd n1susuwss & AuR nsasieildnd

¥ v
Y

l@lauase uualeglulauiivianun

Instanciny

ion Paths

g‘lmeﬁ 2.22 Properties
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2.3.6 91N3UANT 2.23 Time line Wudrulunisadia animation

o OHHAP M

sUn il 2.23 Time line

2.3.7 9ngUn i 2.24 Cursor 1{Wugaansdeunidlunisadnagunulu

gﬂﬂﬂwﬁ 2.24 Cursor



2.3.8 9n3Unwil 2.25 Cube Wuingilusunsuasidbiondedusuldnulusunsy

;silmwﬁ 2.25 Cube

2.3.9 9MNFUAMA 2.26 Camera napafildlunisaien1ning

;nlmwf/'i 2.26 Camera

20
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2.3.10 9INFUNINTA 2.27 waU information Lﬂud’aumyﬁﬁé’whm \Wu Open ,Save ,

Import ,Export wyuSuntisinenisianusaziiylunisiien Engine #ldlunis Render

AD File Edit Render Window Help

Layout
gﬂmwﬁ 2.27 ey information

A15197 2.5 A1519UANNSYIN9IWRdlUskNSY Blender 3d

=~ = IS o a
E"Uﬂ'ﬁ/\l YDLAIBDIUD ATBZUNY

Dulnuaildlunisdanisinglunuvsasigu

|'.'I Object Mode | Msiiiuing auing LiNLawRNRIAIRRLM
L Tgenee Feazifulrunsuduiiodalusunsy
=
YU
Edit Mode Julnuaitldlsnisudlaimgidentd

q

& X aal 3 P
LUUI‘VilIﬂﬂWﬁGU‘UIlILﬂﬁﬂ?ﬁ?ﬁﬂqi‘{jUL‘ﬂﬂJBUﬂ”ﬁ

Sculpt Mode f’jugﬂa’mﬁﬁ

Vertex Paint | NM3asdn1uqn

[~ a oA o qoj 'y Qy 1
Wunsasdiianuauunvesduaiulylu

nszaniatuty

E Weight paint N33R Auves Judiuniequadduiaaiy

Texture Paint Wulnueldlunis asdiuin Texture




A15199 2.6 H1519:A5893lpva9lUsWNSY Blender 3d

22

SUAMN URIGRRNG) AosUNY
select box Jumdadening
S Cursor Jufdsimungaaseinglmd
[
S N YY) Y o
Move Juidaduing 6eing
Rotate Durdaguing nyuiua
< o U a ' [ =Y
Scale WUANEILWNE /U IR NIDTUIIU
& o U A9y 1 o
Transform Juidsildudsdiuvesing
@ o w A o a v v g v
Annotate Jumdslgumesureiudeyaildanu
< °o U w
Measure N2l Rl PEA AN TGEATE
Add cube ufdauiiugnuian

Extrude Region

\Juendeads item willou item 1Al
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A15199 2.7 A1519:A58931p909kUswNSY Blender 3d (6i9)

a o oA o a
sUnm Yoinsodile Aa5UNY
.-.... o Q.II £ ¥ } %4 14 ¥
Lﬂ Inset faces Juardaldasraduveutnsluni face
Jumddlddmsunisaumasunseyuuosing
Bevel IndlaulAsuanTuiuies
Eﬁj Loop cut \Durdslduddunesing
a
Knife Durdsinduiuduluing
E Smooth Dumdssuguvesseniidenliiseu
t}lﬂh . @ o @ ° va A A Y]
3 Shrink/fatten Wuadswa/Mingneanniaaningg
i\ 4 o U a o, oo
Shear Jumdsdeusienisiiionauinuiiinua
& o & w Y i a0
Jumdstulagpeeniiionduimauseus
g Spin \ARSIDINTEY
Fill Judanud
- Blur Jufdawiniingndenlide
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2.4 A1 C# (flan https://www.binaryprogramming.net/1-1)

w1 CH# i un el sunsuladngvinguuy Netframework Waiunlagusem
lulaswevihi uazll Anders Hejlsberg Wuimtlaseins Tnedsing uanainaw) C++ uay
Awdue (laslawizniw Delphi wag Java) Instlagduniw C# 1unwinasgiusessy
Tag ECMA waz 15O dslutiagtuldiauiuazyiuguuuures M C# ogaasanalnemis
Microsoft fiin1w C# Teglugasiaun software 8819 visual studio FsvinlmnPudifey

WLLNTY

gﬂn'lwﬁ 2.28 C# Programming Language

shAgent enemy;

Update()

enemy.SetDestination(player.position);

g'ﬂmwﬁ 2.29 AN cH
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2.4.1 v¥llavaya (Data Types) lu C#
C# mnunrilavesdayal ainnaneailaiiesessunisdaiutayanaiss Ussunm

£0y

Dee

M1919 2.8 M319vliadeyaty nwn C#

yinveya AeosUNY
Char SnasELien WU a
Bool Aruase Wululdaesrde true wse false
Byte Sunufuliifiiadeamng e 0 89 255
int Snuduiiademng saus 2,147,483 648 519 2,147,483,647
uint sruaudulifiinSoamunesiaus 0 e 4,294.967,295
long Srunuduiinsemunediue 9,223,372,036,854,775,808 3 9,223,
372,036,854,775,807
ulong SrunuduldfieSemung faus 0 f9 18,446,744,073,709,551,615
float uIse Enafeuls) wiu 3.14159
double Srunussiiiuauazdoaunnduas i
string oAU (@9nUTe) WU Hello
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2.4.2 e iun1snentinfans

X [

Yefiunisdmsuannansademansidudiandunisitlduinigalunisdeu

¥
Y

TUSHATUABLAADS HIAMIUNITNNARNANERSLNIVNA 7§72 A9p15198DLUT

M1919 2.9 m319vliadeyaty nwn C#

Jeyanwal AaALIUNT A9E19ATANNUNY
+ 2N (add) x = a + b; 111 a viniu b wdwAulilu X
- au (subtract) x = a - b; 1A a ausie 5 waniulilu x
* AR (multiply) x = a * b; 111 a pasiuan b uduAulilu X
/ 15 (divide) x = a/b 1A a ey 6 nadnsiiulilu X
% M50 NAY (Modulo) | x = a % b YNAWAINAITIIG a 918 5 WAy
ATy x
a a X P
++ WiLAN X++; WNAT x Yunilamn
- anAn X-: @NAT X BIUT9AT X

InaunadiamanTuuauIsanNAIRLEUNITNaIYY FauInsEinAufILUS
=P v oy lv o A o Y o 1 ] v
W3eA1Asle wazanunsalddidiunisiuneudunisussnmadiudsls uwivssinnvesteys

PUSENARILUSUUILADIADNAARINUNASNST ENNNNSUTEUNANAYRIINR LY
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2.4.3 gpiunisiIeuniieu

a

fnfiunsUSsUsUlTAMSULNANUBY AWUSHSAIAINIINUIUADIF NN WSEU
WUy wadnsiileazdunin1amssneg (bool) AadiAduasy (true) usawia (false)sin
AdunIsUsELANGT 6 1 fansane b

M99 2.10 FaniunsSeuigu

deyanwal AALIUNT ADEIATANNUNY
== WU a == b; 1 U5 elusiuds a wihdudinls b
> 1NN a > b; WWuase dranludinls a 11nnIsuds b
1 = (Y < a v 1 Y] 1 G [

>= PINNIMSEWINAY | a >= b; 1 Juass Manlusiwds a 11nnIvse windu
fls b

< UpyAI a < b; 1Wuas9 dralusuds a Ueenindd wls b

<= YpanIMsewinAu | a < = by 1Wuase dnenludiuus a Uesninvisewin
AufUS b

I= Talwinfiu a 1= b; 1Wuase dranludinds a ldwihduanlu é
wus b

lunw C# sdniumswseuiisuanunsaldiuteyaussnnsiaavlannuseiny
sulufstayauuu float, double, decimal uag char Ingn1silSeuliieudayanuu char Wy

az1dun1s1A1SIa Unicode wnuSeutiieusiu
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2.4.4 ISTUNITAIINANERNT
fiunisniamssnanans (Logical Operators) funisidulsudernsi aeq
AunUszanananemssnAnansetunadnsTildanduas (true) wewia (false) Wit
Lﬁumi‘ﬂizLﬂmﬁuwéhé’qmmiaﬂizmamaiuszé’uﬁmlﬁﬁﬂﬁa&Jé’cgé’ﬂwaimaﬁu ALdUNT
wansld famsssioluil

M99 2.11 FIALTEUNITATINAERS

deydnwal AIAIUNIT A28 19AZANNNUNY

! NOT la NEUAIRDINUBY a 81N a WuASe Nadnsazilu
<
19

& AND ab ALun1s OR s¥¥ing a Nu b

| OR a A b aLliung exclusive 5$1IN a iU b

A XOR a && b AMTUA1S AND UU short-circuit AND

&& Short-circuit AND a && b Aun1S AND kUU short-circuit AND

I Short-circuit OR a || b ALHuN1s OR WU short-circuit OR

2.4.5 1598519909019 C# Tuinuguiisuasden Al
IS =~ o Y o
- yueiav (1) 1Wun13seu¥eves namespaceldlunismnuaveualviiuaaia
i = Y} o 9 Y& w1 a v A
a1 adsltlunisdalassadrsveslusunsuaualngiilludadiudneie Insanizeg 198
lun1sWeulusunsumsuiianesndudeulnediyWeulusunsuvalgau uananniinsnivun
I 9 & A N aa 9 vy
namespace §atedasiulymnisastonaransemaiiaus g1iule
< - o ! ! =i )
- e (2) Wunisseydeves class Wlumsivundiuysenaunieg fasinly

#5719 Object

¥
=l = =

-nueia (3) Wunssyiunamsvaidesneg AWeulusunsudoansii

ANILABSUURA Y
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2.5 Storyboard (https://www.cotactic.com/blog/5-tricks-to-create-storyboard/)

= = s a o & !
MIWeuanaiuesa (Storyboard) As NMsiizessaeneneenulugdiuunIm

a

Taglgn1wane Amany senmnsiin Seeadududisuiiousnansessn inldlunsuan

v A

ANEURs Lotutu lavan wagifledus aneiuesnielvias19doau10uauLay

Y
= = Y 1o a a ' v & d{' o w 4 1%
doansiessnlaegaliusednsain Hgliiiunnsinveasesn ddumanisel yundes
wazerUsEnaUduY vesdeldegredaau uenanlidieligassdeaunsaneaeuloiiy
Tl wagUSuugasessnlaneunzilunGanase
a - = o w a ! q' i a =

N13WeY Storyboard Aan1sesdidunnluaufnesni neuiazagase ¥
IS I a o = o Y & = d’ ! ! 1
JeuoanunduaniBesdiiu 1,2,3,.... Favhliduainvessessniniasian Jymdulvgves

= a o & X a = 3 v | v o
AuRziEAe linavtunnesslnuierusenaveslsidedldidnludig

e Twazdon
arandautna [

ussee - 152 “uin

WUMAM : MS fviovhag Al

Aavdiasgnan

.-
RN

£l 3 =
MsiAaNNaal - AUAT -

AnA01:Eyelevel | Effect: idvadoehi

-
¥nam : Cut

YUMHM 1 MS ussew : a9 “hisTa

. P
19 lmmiuur

7 =
nmanunﬁaa » L L

And03:EyeLevel | Effect: idvaioa i

)
ouam : Cue

ussee : J5g 9%
FumAm M

0. uhiduAouas
viagnnn'h.lfhw:
S bt afiag
Wil

£l =
nmaaaunsaa RURS : -

aund0s:Eyelevel | Effect:-

N Y ] )
Location : ssia3asn 10N : Cut

gﬂmwﬁ 2.30 #79814 Storyboard
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2.5.1 wata 39119911 Storyboard
1) wafiann KEY MESSAGE Tilaulanug
- 911 RESEARCH fiunguaug dnwndulas engwinlns danuveuseaula
34 Insight n13%11 Storyboard wanflazidugeiiaesfisaudiang Video veasmmindu wy

Tawanwed K PLUS 38 FACE OFF tuwdu Insight 7iinaulnedlngliveunisiasuwdas

1% =

9naafiduae 39 wou KPLUS Tumeuiurdssy Update asalng lawan FACE OFF 34

q

= v

doansindmtmazdeuluusnunmlunmsldnudaniiowsy

- Yoy wosaug viseuoazhidfiiidssaulymisondniesludia
L3R DIFUNANGANTTH Lﬁaﬁmﬂﬁ?umﬁw Key Message Uagnau Pain Point ¥asAunlel 1
Tarwan AirPay 716§ Pain Point “Audramiiecseziaue” feqfiisosnasuAaasianls
usiFoanseaudtefaaiel Fadu Pain Point faeldvniu uag AirPay Atnauedales

\Uu Solution Tunsuideymil

© AMULANGI N1SUBNTISILANES kanlmininaudusgidls Adudnuils

| @a &

Key Message ildifuteay insnzénduiesnuiladnunninlug fsadsmnuiaulaldunnty

Wity wu Tawanves Sunsilk 38 The Hair Talk fiuenianSewiu LGBT funseunds @4

Sunsilk TﬁffmmLL@ﬂmﬂuL‘%awmmaizwmﬁﬂuz‘i’guimyjﬁmﬂLﬁuLLUiuﬁﬁm%’Uﬁgﬂzﬁumﬁu
2) STORYTELLING

- @enaman1salun® Wunisianges a1n 10U 2 1Y 3 Und Jamsianises

[
aa

wuuiiidenae ldaudnlademldde nsvi Storyboard lddesineey widniemves
siuldldfanmhadlane fagvliaugersde glisu uimededioifulugiuid
Aomsandediinudile fegrslavanaes Kleenex Thailand @8 Tiny Doll #ildmadianns
iEanamnnsaiund wiiiinanssinawly Video fensieuuy Long Take

= o o A ! oA & v v
- ﬂqiLiﬂﬂaq@Ulﬁ@\ﬂ‘WN N13LALIBILLUUU mmmﬂiﬂmﬁmﬂﬂuﬂﬂ LB

v
) I

v « vy A ) v A 1 44' @V v a a 1 oA
nowneFeunlifuEes vie Auledlulinansefils weilalasinnudangulunisiases
wsedianudastlunisfinnulndvioun wislideidefediaduseslid Aezviliaugly
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Iﬁ'ﬂm‘fﬂu Eerie woods

ChangePosition

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class ChangePosition : MonoBehaviour
{
public GameObject Player;
public Transform targetPosition;
public static ChangePosition instance;
private void Awake()
{
instance = this;
}
public void OnTriggerStay(Collider other)
{
// textF.SetActive(true);
if(HealthBar.instance.isDeath == false){
iflother.gameObject.tag == "Player")

Player.transform.position = targetPosition.position;



CameraChange
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class CameraChange : MonoBehaviour
{
public GameObject FromCamera;

public GameObject ToCamera;

public int cameraNumber;
// Start is called before the first frame update
void Start()
{
cameraNumber = 1;
}
// Update is called once per frame
void OnTriggerEnter(Collider other)
{
iflother.tag == "Player"){
Debug.Log("change");
FromCamera.SetActive(false);

ToCamera.SetActive(true);

}
CameraFollow

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class CameraFollow : MonoBehaviour

{



public Transform target;
// public float rotationSpeed;
void Update()
{
if(target 1= nully{

// transform.position = target.position;

transform.LookAt(target);

// float horizontal = Input.GetAxis("Horizontal"),

// float vertical = Input.GetAxis("Vertical");

// if(horizontal I= 0 || vertical != 0){

// float targetAngle = Mathf.Atan2(horizontal, vertical) * Mathf.Rad2Deg;

// float angle = Mathf.LerpAngle(transform.eulerAngles.y, targetAngle,

rotationSpeed * Time.deltaTime);

// transform.rotation = Quaternion.Euler(0f, angle, 0f);

/1'}

}
HealthBar
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
using Inventory.Model,;
public class HealthBar : MonoBehaviour
{
public Slider Health;
public Slider EaseHealth;
public GameObject HealEff;



public float MaxHealth;
public float CurrentHealth;
public float lerpSpeed;
public float Damage;
public float ltemHeal,
public float temHeal1;
public bool GetDamage;
public bool Heal;

public bool Heall;

public bool isDeath = false;
public static HealthBar instance;

private void Awake()

{
instance = this;
}
void Start()
{

CurrentHealth = MaxHealth;
Health.GetComponent<Slider>().maxValue = MaxHealth;
Health.GetComponent<Slider>().value = CurrentHealth;
EaseHealth.GetComponent<Slider>().maxValue = MaxHealth;
// Health.maxValue = MaxHealth;

// Health.value = MaxHealth;

Damage = EnemyScript.instance.FromDamage;

// ltemHeal = ModifierData.instance.value;

[temHeal = 7;

[temHeall = 12;



void Update()
{
if(CurrentHealth/MaxHealth*100<=30)
PlayerControl.instance.isinjured = true;
}
elsef

PlayerControl.instance.isinjured = false;

if(Health.value != CurrentHealth){
Health.value = CurrentHealth;

}

if(CurrentHealth >= MaxHealth){
CurrentHealth = MaxHealth;

}

if(CurrentHealth <= 0}
isDeath = true;
CurrentHealth = 0;

}

elsef
isDeath = false;

}

// ifIlnput.GetKey(KeyCode.Space)){

// takeDamage(5);

//'}

if(Health.value != EaseHealth.value){
EaseHealth.value = Mathf.Lerp(EaseHealth.value, CurrentHealth, lerpSpeed);

}

if(GetDamage == true){



CurrentHealth -= Damage;

}

if(Heal == true){
CurrentHealth += ItemHeal;
HealEff.SetActive(true);
// AddHealth(ltemHeal);
Invoke("Healoff",3.0f);
Invoke("HealFalse",0.25f);

}

if(Heall == true){
CurrentHealth += IltemHeall;
HealEff.SetActive(true);
// AddHealth(ltemHeal);
Invoke("Healoff",3.0f);
Invoke("HealFalse",0.25f);

}

// public void takeDamage(float damage)
/7 {

// GetDamage = true;

// Invoke("GetDamagefalse",0.7f);

//'}

// private void GetDamagefalse()

/7 {

// GetDamage = false;

//'}

// public void AddHealth(float HealHealth)
/7 {

// CurrentHealth += HealHealth;



}

//'}
public void HealFalse()
{
Heal = false;
Heall = false;
}
public void Healoff()
{
HealEff.SetActive(false);

PlayerControl

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul;

public class PlayerControl : MonoBehaviour

{

public GameObject Player;

// public GameObject DeathFade;
public bool isMoving;

public bool isRunning;

public bool Backward = false;
public bool isInjured;

public bool isldle;

public bool turnBack;

bool isFacingRight = true;

private float horizontalMove;

private float verticalMove;



public int RotateSpeed;

public int MoveSpeed;

public int RunningSpeed;

public int Runcost;

private Animator Run cost;

public AudioSource Stepgrass;
public AudioSource Rungrass;
public AudioSource getDamge;
public GameObject Blood;

public static PlayerControl instance;

private void Awake()

{
instance = this;
}
void Start()
{

animator = GetComponent<Animator>();

// Quaternion targetRotation = Quaternion.Euler(0f, +180f, 0f);
}
void Update()
{

// if(HealthBar.instance.CurrentHealth <= 30)

//  isInjured = true,

//'}

// else{

// isInjured = false;

//'}

ifnput.GetKey(KeyCode.LeftShift) && Input.GetKey("s")}

turnBack = true;



isRunning = false;
}
elsef
turnBack = false;
}
iftturnBack == true){
ifisFacingRight == true){
Player.transform.Rotate (0f, 180f, 0f);
isFacingRight = lisFacingRight;
}
Invoke("ResetFlip",1.0f);
// Player.transform.rotation = Quaternion.Euler(0f, +180f, 0f);
}
iflnput.GetKey(KeyCode.LeftShift) && StaminaBar.instance.CurrentStamina > 0
&& Backward == false){
isRunning = true;
}
elsef
isRunning = false;
}
if(HealthBar.instance.GetDamage == true)
animator.Play("GetDamage");
colliderOff();
Blood.SetActive(true);
getDamge.enabled = true;
Stop();
}
if(HealthBar.instance.isDeath == true){

animator.Play("Death");



colliderOff();
// Invoke("fadeDeathScene",5.0f);
}
if(HealthBar.instance.isDeath == false){
iftWeaponControl.instance.isAiming == false){
if(HealthBar.instance.GetDamage == false){
colliderOn();
Blood.SetActive(false);

getDamge.enabled = false;

if(PickupSystem.instance.IsPickup == true){
animator.Play("Pickup");
Stop();
Invoke("DelayPickup",2.0f);

}

if(PickupSystem.instance.IsPickup == false){
ifinput.GetButton("Horizontal") || Input.GetButton("Vertical")}

isMoving = true;

iflnput.GetKey("s") && isinjured == false){
WalkGrass();
Backward = true;
animator.Play("WalkBack");
}
else{
Backward = false;
ifisRunning == false && isinjured == false){
animator.Play("Walk");
WalkGrass();



}

else if(isinjured == false){
RunGrass();
animator.Play("Run");

StaminaBar.instance.UseStamina(Runcost);

}
iflnput.GetKey("s") && isinjured == true){
WalkGrass();
animator.Play("WalkBack_Injured");
}
else if(islnjured == true && isMoving == true){
WalkGrass();
animator.Play("Walk_Injured");
}
ifisRunning == false){
verticalMove = Input.GetAxis("Vertical") * Time.deltaTime *
MoveSpeed;
}
ifisRunning == true && Backward == false && isInjured == false){
verticalMove = Input.GetAxis("Vertical") * Time.deltaTime *
RunningSpeed;
}
horizontalMove = Input.GetAxis("Horizontal") * Time.deltaTime *
RotateSpeed;
Player.transform.Rotate(0, horizontalMove, 0);
Player.transform.Translate(0, 0, verticalMove);
}

else{



isMoving = false;
isldle = true;
Stop();

}

if(isldle == true && isInjured == false){
isMoving = false;
animator.Play("ldle");

}

if(isinjured == true && isldle == true){
isMoving = false;
animator.Play("ldle_Injured");

}

isldle = false;

}

public void DelayPickup()

{
// if(Input.GetButton("Horizontal") || Input.GetButton("Vertical")}{
// PickupSystem.instance.lsPickup = false;
//'}
PickupSystem.instance.IsPickup = false;

}

// public void fadeDeathScene()}

// DeathFade.SetActive(true);

//'}

public void ResetFlip()



isFacingRight = true;
}
public void WalkGrass()
{
Stepgrass.enabled = true;
Rungrass.enabled = false;
}
public void RunGrass()
{
Stepgrass.enabled = false;
Rungrass.enabled = true;
}
public void Stop()
{
Stepgrass.enabled = false;
Rungrass.enabled = false;
}
public void colliderOff()
{
GetComponent<Rigidbody>().isKinematic = true,
GetComponent<BoxCollider>().enabled = false;
}
public void colliderOn()
{
GetComponent<Rigidbody>().isKinematic = false;

GetComponent<BoxCollider>().enabled = true;



PlayerSound

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul;

public class PlayerSound : MonoBehaviour

{
public AudioSource stepGrass;
public AudioSource runGrass;
public AudioSource getDamage;
public static PlayerSound instance;

private void Awake()

{
instance = this;
}
void update()
{
if(HealthBar.instance.GetDamage == true)
getDamage.enabled = true;
Stop();
}
if(HealthBar.instance.GetDamage == false){
getDamage.enabled = false;
}
if(PickupSystem.instance.IsPickup == true){
Stop();
}

if(PlayerControl.instance.isMoving == true || PlayerControl.instance.Backward ==

true){



WalkGrass();

}

if(PlayerControl.instance.isRunning == true){
RunGrass();

}

if(PlayerControl.instance.isMoving == false){

Stop();

}
public void WalkGrass()
{
stepGrass.enabled = true;
runGrass.enabled = false;
}
public void RunGrass()
{
stepGrass.enabled = false;
runGrass.enabled = true;
}
public void Stop()
{
stepGrass.enabled = false;

runGrass.enabled = false;



StaminaBar

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul;

public class StaminaBar : MonoBehaviour

{

public Slider Stamina;

public Slider EaseStamina;

public int MaxStamina;

public int CurrentStamina;

public float lerpSpeed;

private WaitForSeconds regenTick = new WaitForSeconds(0.1f);
private Coroutine regen;

public static StaminaBar instance;

// Start is called before the first frame update

private void Awake()

{
instance = this;
}
void Start()
{

CurrentStamina = MaxStamina;
Stamina.GetComponent<Slider>().maxValue = MaxStamina;
Stamina.GetComponent<Slider>().value = CurrentStamina;
EaseStamina.GetComponent<Slider>().maxValue = MaxStamina;
// Stamina.maxValue = MaxStamina;

// Stamina.value = MaxStamina;



void Update()

{
Stamina.GetComponent<Slider>().value = CurrentStamina;
if(Stamina.value != EaseStamina.value){
EaseStamina.value = Mathf.Lerp(EaseStamina.value, CurrentStamina,
lerpSpeed);
}
if(CurrentStamina >= MaxStamina){
CurrentStamina = MaxStamina;
}
}
public void UseStamina(int amount)
{
if(CurrentStamina - amount >= 0}
CurrentStamina -= amount;
Stamina.value = CurrentStamina;
if(regen = null){
StopCoroutine(regen);
}
regen = StartCoroutine(RegenStamina());
}
}

private IEnumerator RegenStaminal()
{
yield return new WaitForSeconds(1.5f);
while(CurrentStamina < MaxStamina){
CurrentStamina += MaxStamina/50;
Stamina.value = CurrentStamina;

yield return regenTick;



}

regen = null;

}
StartP
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class StartP : MonoBehaviour
{
private Animator animator;
public GameObject Player;
public GameObject PlayerAnim;
public GameObject CamStart;
public GameObject ToCam;
public GameObject uii;
// public GameObject edge;
// public GameObject edgeAnim;
void Start()
{
animator = GetComponent<Animator>();
Player.SetActive(false);
ToCam.SetActive(false);
uii.SetActive(false);
// edgeAnim.SetActive(false);
// edge.SetActive(true);
}
void Update()
{



animator.Play("Start");
// Invoke("edgefade",6.4f);
Invoke("gameStart",9.5);
Invoke("Ulfade",10.0f);

}

// public void edgefade()

/7 {

// edge.SetActive(false);

// edgeAnim.SetActive(true);

//'}

public void gameStart()

{
Player.SetActive(true);
CamStart.SetActive(false);
PlayerAnim.SetActive(false);
ToCam.SetActive(true);

}

public void Ulfade()

{

uii.SetActive(true);

}
WeaponControl
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class WeaponControl : MonoBehaviour
{
public GameObject Player;



public GameObject inventory;

public GameObject woodStick;

public GameObject axe;

public GameObject pickaxe;

public GameObject sword;

public AudioSource attacks;

// public List<GameObject> weaponObjectList;
public float attackDamage;

public bool isAiming = false;

public bool isAttack;

public bool weaponReady;

public bool AttackEnemy;

private float horizontalMove;

public int attackCost;

private Animator animator;

public static WeaponControl instance;

private void Awake()

{
instance = this;
}
void Start()
{

animator = GetComponent<Animator>();

// weaponObjectList = new List<GameObject>();

// weaponObjectList. Add(new GameObject("woodStick"));
// weaponObjectList. Add(new GameObject("axe"));
attackS.enabled = false;

woodStick.SetActive(false);

axe.SetActive(false);



}
void Update()
{
// DeactivateObject();

if( woodStick.activeSelf || laxe.activeSelf || pickaxe.activeSelf || Isword.activeSelf

ifinventory.activeSelf{

weaponReady = false;

}
iftwoodStick.activeSelf || axe.activeSelf || pickaxe.activeSelf || sword.activeSelf ){
if(linventory.activeSelf{

weaponReady = true;

}
iftwoodStick.activeSelf{
attackDamage = 2,

}

iflaxe.activeSelf){
attackDamage = 4;

}

if(pickaxe.activeSelf){
attackDamage = 6;

}

if(sword.activeSelf){
attackDamage = 8;

}

if(HealthBar.instance.isDeath == false){

iflweaponReady == true)



ifInput.GetMouseButtonDown(1)){
iflaxe.transform.rotation.eulerAngles.z = -112f)}
axe.transform.Rotate(0f, Of, -112f);
Debug.Log("rotate");
}
if(pickaxe.transform.rotation.eulerAngles.z I= 90f){
pickaxe.transform.Rotate(0f, 0f, 90f);
Debug.Log("rotate");
}
if(sword.transform.rotation.eulerAngles.z |= 0f}
sword.transform.Rotate(0f, Of, Of);
Debug.Log("rotate");
}
PlayerControl.instance.Stop();
isAiming = true;
animator.Play("Prefigure");
}
ifInput.GetMouseButtonUp(1)X
// isAiming = false;
animator.Play("UnPrefigure");
Invoke("resetRotate",0.1);
Invoke("unAim",1.0f);
}
if(isAiming == true){
iflnput.GetButton("Horizontal")){
horizontalMove = Input.GetAxis("Horizontal") * Time.deltaTime *
PlayerControl.instance.RotateSpeed;

Player.transform.Rotate(0, horizontalMove, 0);



}

iflnput.GetMouseButtonDown(0) && isAiming == true){
isAttack = true;
Debug.Log("attack");
animator.Play("Attack");

}

iflnput.GetMouseButtonUp(0) && isAiming == true){
Invoke("ResetAttack",1.0f);

}
public void OnTriggerStay(Collider other)
{
iflisAttack == true){
StaminaBar.instance.UseStamina(attackCost);
iflother.GetComponent<Collider>().tag == "Enemy"){
Invoke("enemyGetdamage",0.5f);

Invoke("resetGetdamage",1.0f);

}
public void unAim()
{
isAiming = false;
}
public void ResetAttack()

{
isAttack = false;



animator.Play("UnPrefigure");
// Invoke("resetRotate",0.1f);
Invoke("unAim",0.5f);

}

public void resetRotate()

{
axe.transform.Rotate(0f, Of, 112f);
pickaxe.transform.Rotate(0f, 0f, 0f);
sword.transform.Rotate(0f, Of, 90f);
Debug.Log("rotatee");

}

public void enemyGetdamage()

{
// EnemyScript.instance.getDamge = true;
AttackEnemy = true;
attackS.enabled = true;

}

public void resetGetdamage()

{
// EnemyScript.instance.getDamge = false;
AttackEnemy = false;

attackS.enabled = false;

}

LadderDown

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;



public class LadderDown : MonoBehaviour
{

public AudioSource ladderSound1,

public AudioSource ladderSoundz2;

void Start()

{
StartCoroutine(ladderup());
soundOFF();

}

IEnumerator ladderup()

{
yield return new WaitForSeconds(1.5f);
soundON();
yield return new WaitForSeconds(0.5f);
soundOFF();
yield return new WaitForSeconds(2.0f);
soundON();
yield return new WaitForSeconds(0.5f);
soundOFF();
yield return new WaitForSeconds(2.0f);
soundON();
yield return new WaitForSeconds(0.5f);
soundOFF();
yield return new WaitForSeconds(2.5);
ladderSound1l.enabled = true;
SceneManager.UnloadScene("DownLadderScene"),
Debug.Log("return");

}

public void soundOFF()



ladderSoundl.enabled = false;
ladderSound2.enabled = false;
}
public void soundON()
{
ladderSoundl.enabled = true;

ladderSound2.enabled = true;

}
LadderUp
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class LadderUp : MonoBehaviour
{
public AudioSource ladderSound1;
public AudioSource ladderSound2;
void Start()
{
StartCoroutine(ladderup());
soundOFF();
}
IEnumerator ladderup()
{
yield return new WaitForSeconds(1.5f);
soundON();

yield return new WaitForSeconds(0.5f);



soundOFF();
yield return new WaitForSeconds(2.0f);
soundON();
yield return new WaitForSeconds(0.5f);
soundOFF();
yield return new WaitForSeconds(2.0f);
soundON();
yield return new WaitForSeconds(0.5f);
soundOFF();
yield return new WaitForSeconds(2.5f);
ladderSoundl.enabled = true;
SceneManager.UnloadScene("UplLadderScene");
Debug.Log("return");

}

public void soundOFF()

{
ladderSound1.enabled = false;
ladderSound2.enabled = false;

}

public void soundON()

{
ladderSound1.enabled = true;

ladderSound2.enabled = true;



MoveObjectLadder

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

public class MoveObjectLadder : MonoBehaviour

{

public Transform safeTarget;
public Transform Target;
public GameObject Player;
public string Scenename;
// public GameObject textF;
public GameObject CanvaOff;
public static MoveObjectLadder instance;
private void Awake()
{
instance = this;
}
// void Start({
// textF.SetActive(false);
//'}
public void OnTriggerStay(Collider other)
{
// textF.SetActive(true);
if(HealthBar.instance.isDeath == false){
iflother.gameObject.tag == "Player"){
ifinput.GetKey("f")}
CanvaOff.SetActive(false);

SceneManager.LoadScene(Scenename,LoadSceneMode.Additive);



MoveObjectToSafe();
Invoke("MoveObjectToTaget",10.0f);

}

// public void OnTriggerExit(Collider other)

/7 {

//  textF.SetActive(false);

//'}

// void Update()

/7 {

// iflnput.GetKey("x")){

// MoveObjectsToTaget()

/)

//'}

public void MoveObjectToSafe()

{
Player.transform.position = safeTarget.position;

}

public void MoveObjectToTaget()

{
// Vector3 currentPosition = Character.transform.position;
Player.transform.position = Target.position;
CanvaOff.SetActive(true);

StaminaBar.instance.CurrentStamina += 500;



KeySystem
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class KeySystem : MonoBehaviour
{
public GameObject KeyBedroom;
public bool keyltemBedroom = false;
public GameObject KeySecondFloor;
public bool keyltemSecondFloor = false;
public static KeySystem instance;
private void Awake()
{
instance = this;
}
void Start()
{
}
void Update()
{
if(KeyBedroom == null}{
Debug.Log("destroy"),
keyltemBedroom = true;
}
elsef
keyltemBedroom = false;
}
if(KeySecondFloor == null}{
Debug.Log("destroy");



keyltemSecondFloor = true;
}
elsef

keyltemSecondFloor = false;

}
LockDoor
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class LockDoor : MonoBehaviour
{
public GameObject door;
public AudioSource doorSound;
void Start()
{
StartCoroutine(cannotOpenDoor());
}
IEnumerator cannotOpenDoor()
{
yield return new WaitForSeconds(1.0f);
door.GetComponent<Animator>().Play("DoorlLock");
yield return new WaitForSeconds(0.4f);
doorSound.Play();
yield return new WaitForSeconds(0.9f);
doorSound.Play();

yield return new WaitForSeconds(2.5f);



SceneManager.UnloadScene("LockDoorScene");

}
MoveObjectLockDoor
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class MoveObjectLockDoor : MonoBehaviour
{

public Transform safeTarget;

public Transform Target;

public Transform returnTarget;

public GameObject Player;

// public GameObject textF;

public GameObject ColLock;

public GameObject ColOpen;

public GameObject CanvaOff;

public static MoveObjectLockDoor instance;

private void Awake()

{

instance = this;
}
void Start({
ColOpen.SetActive(false);
}
public void OnTriggerStay(Collider other)

{
// textF.SetActive(true);



if(HealthBar.instance.isDeath == false){
iflother.gameObject.tag == "Player")}
ifnput.GetKey("f"){
if(KeySystem.instance keyltemBedroom == true){
CanvaOff.SetActive(false);
SceneManager.LoadScene("OpenDoorScene",LoadSceneMode. Additive);
MoveObjectToSafe();
Invoke("MoveObjectToTaget",8.5f);
}
if(KeySystem.instance keyltemBedroom == false){
CanvaOff.SetActive(false);
SceneManager.LoadScene("LockDoorScene",L.oadSceneMode.Additive);
MoveObjectToSafe();
Invoke("MoveObjectToreturnTaget",6.5f);

}
}
}
}
}
public void MoveObjectToSafe()
{

Player.transform.position = safeTarget.position;
}
public void MoveObjectToTaget()
{
Player.transform.position = Target.position;
CanvaOff.SetActive(true);
StaminaBar.instance.CurrentStamina += 500;

ColLock.SetActive(false);



ColOpen.SetActive(true);

}

public void MoveObjectToreturnTaget()

{
Player.transform.position = returnTarget.position;
CanvaOff.SetActive(true);

StaminaBar.instance.CurrentStamina += 500;

}
MoveObjectLockDoor1
using System.Collections;
using System.Collections.Generig;
using UnityEngine;
using UnityEngine.SceneManagement;
public class MoveObjectLockDoorl : MonoBehaviour
{
public Transform safeTarget;
public Transform Target;
public Transform returnTarget;
public GameObject Player;
// public GameObject textF;
public GameObject ColLock;
public GameObject ColOpen;
public GameObject CanvaOff,
public static MoveObjectLockDoor1 instance;
private void Awake()
{

instance = this;



void Start(){
ColOpen.SetActive(false);
}
public void OnTriggerStay(Collider other)
{
// textF . SetActive(true);
if(HealthBar.instance.isDeath == false){
iflother.gameObject.tag == "Player"){
ifinput.GetKey("f")X
if(KeySystem.instance keyltemSecondFloor == true){
CanvaOff.SetActive(false);
SceneManager.LoadScene("OpenDoorScene”,L oadSceneMode. Additive);
MoveObjectToSafe();
Invoke("MoveObjectToTaget",8.5f);
}
if(KeySystem.instance keyltemSecondFloor == false){
CanvaOff.SetActive(false);
SceneManager.LoadScene("LockDoorScene",LoadSceneMode.Additive);
MoveObjectToSafe();

Invoke("MoveObjectToreturnTaget",6.5f);

}
}
}
}
}
public void MoveObjectToSafe()
{

Player.transform.position = safeTarget.position;



public void MoveObjectToTaget()

{
Player.transform.position = Target.position;
CanvaOff.SetActive(true);
StaminaBar.instance.CurrentStamina += 500;
ColLock.SetActive(false);
ColOpen.SetActive(true);

}

public void MoveObjectToreturnTaget()

{
Player.transform.position = returnTarget.position;
CanvaOff.SetActive(true);

StaminaBar.instance.CurrentStamina += 500;

}
MoveObjectLockDoorr
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class MoveObjectlLockDoorr : MonoBehaviour
{
public Transform safeTarget;
public Transform Target;
public Transform returnTarget;
public GameObject Player;
// public GameObject textF;
public GameObject ColLock;
// public GameObject ColOpen;



public GameObject CanvaOff;
public static MoveObjectLockDoorr instance;
private void Awake()
{
instance = this;
}
void Start({
// ColOpen.SetActive(false);
}
public void OnTriggerStay(Collider other)
{
// textF.SetActive(true);
if(HealthBar.instance.isDeath == false){
iflother.gameObject.tag == "Player")}
ifnput.GetKey("f"){
// if(KeySystem.instance keyltemBedroom == true){
// CanvaOff.SetActive(false);
//
SceneManager.LoadScene("OpenDoorScene",L oadSceneMode. Additive);
// MoveObjectToSafe();
// Invoke("MoveObjectToTaget",8.5f);
//'}
if(KeySystem.instance.keyltemBedroom == false){
CanvaOff.SetActive(false);
SceneManager.LoadScene("LockDoorScene",LoadSceneMode.Additive);
MoveObjectToSafe();

Invoke("MoveObjectToreturnTaget",6.5f);



}

public void MoveObjectToSafe()

{
Player.transform.position = safeTarget.position;

}

public void MoveObjectToTaget()

{
Player.transform.position = Target.position;
CanvaOff.SetActive(true);
StaminaBar.instance.CurrentStamina += 500;
CollLock.SetActive(false);
// ColOpen.SetActive(true);

}

public void MoveObjectToreturnTaget()

{
Player.transform.position = returnTarget.position;
CanvaOff.SetActive(true);

StaminaBar.instance.CurrentStamina += 500;

}

MoveObjects

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;
public class MoveObjects : MonoBehaviour

{



public Transform safeTarget;
public Transform Target;
public GameObject Player;
// public GameObject textF;
public GameObject CanvaOff;
public static MoveObjects instance;
private void Awake()
{
instance = this;
}
// void Start({
//  textF.SetActive(false);
/7'}
public void OnTriggerStay(Collider other)
{
// textF.SetActive(true);
if(HealthBar.instance.isDeath == false){
iflother.gameObject.tag == "Player")
ifinput.GetKey("f"){
CanvaOff.SetActive(false);
SceneManager.LoadScene("DoorScene”,LoadSceneMode.Additive);
MoveObjectToSafe();

Invoke("MoveObjectToTaget",7.0f);

}
// public void OnTriggerExit(Collider other)

/74



//  textF.SetActive(false);

//'}

// void Update()

/74

// ifllnput.GetKey("x")){

// MoveObjectsToTaget()

/Y

/7'}

public void MoveObjectToSafe()

{
Player.transform.position = safeTarget.position;

}

public void MoveObjectToTaget()

{
// Vector3 currentPosition = Character.transform.position;
Player.transform.position = Target.position;
CanvaOff.SetActive(true);

StaminaBar.instance.CurrentStamina += 500;

}
OpenDoor
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class OpenDoor : MonoBehaviour
{
public GameObject door;

public AudioSource doorOpen;



public AudioSource doorClose;

void Start()

{
StartCoroutine(DoorOpening());
}
IEnumerator DoorOpening()
{

yield return new WaitForSeconds(0.3f);
doorOpen.Play();
door.GetComponent<Animator>().Play("Door");
yield return new WaitForSeconds(5.5f);
doorClose.Play();

yield return new WaitForSeconds(1.5f);

SceneManager.UnloadScene("DoorScene");

}
OpenLockDoor
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class OpenLockDoor : MonoBehaviour
{
public GameObject door;
public AudioSource doorOpen;
public AudioSource doorClose;
void Start()
{
StartCoroutine(DoorOpening());



}

IEnumerator DoorOpening()

{
yield return new WaitForSeconds(2.0f);
doorOpen.Play();
door.GetComponent<Animator>().Play("Door");
yield return new WaitForSeconds(6.0f);
doorClose.Play();
yield return new WaitForSeconds(1.5f);

SceneManager.UnloadScene("OpenDoorScene");

}
BossScript
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Al;
using UnityEngine.SceneManagement;
public class BossScript : MonoBehaviour
{
public GameObject Enemy;
public NavMeshAgent navmeshEnemy;
public Transform player;
public GameObject hitBox;
public GameObject blood;
public GameObject SlainUl;
public AudioSource DeathS;
public AudioSource SlainS;
public bool getDamge;



public bool attackPlayer;

public bool enemyDeath = false;
public float MaxEnemyHealth;
public float CurrentEnemyHealth;
public float FromDamage;

public static BossScript instance;

private void Awake()

{
instance = this;
}
void Start()
{

CurrentEnemyHealth = MaxEnemyHealth;
SlainUl.SetActive(false);
DeathS.enabled = false;
SlainS.enabled = false;
}
void Update()
{
navmeshEnemy.SetDestination(player.position);
iftenemyDeath == false){
if(cetDamge == true){
PauseAi();
Debug.Log("EnemyHurt");
Enemy.GetComponent<Animator>().Play("Enemy GetDamage");
blood.SetActive(true);
CurrentEnemyHealth -= WeaponControl.instance.attackDamage;

Invoke("ResumeAi", 1.5f);



iftattackPlayer == false){
iflgetDamge == false){
Enemy.GetComponent<Animator>().Play("Enemy Walk"),
blood.SetActive(false);

}

if(CurrentEnemyHealth <= 0){
enemyDeath = true;

}

iftenemyDeath == true){
DeathS.enabled = true;
Invoke("beenSlain",2.0f);
Invoke("DeathEnd",10.0f);
Debug.Log("EnemyDeath");
PauseAi();
Enemy.GetComponent<Animator>().Play("Enemy Death");
GetComponent<Rigidbody>().iskinematic = true,
GetComponent<BoxCollider>().enabled = false;

// Destroy(gameObject,3.0f);

}
public void OnTriggerStay(Collider other)
{
iftenemyDeath == false)}
if(cetDamge == false){
iflother.GetComponent<Collider>().tag == "Player"){
attackPlayer = true;

Enemy.GetComponent<Animator>().Play("Enemy Attack"),



PauseAi();
Invoke("delayattack",0.5f);
Invoke("delayGetDamage",1.0f);
Invoke("delayhitbox",2.0f);

Invoke("ResumeAi",2.5f);

}
iflother.GetComponent<Collider>().tag == "HitBox"){
if(WeaponControl.instance. AttackEnemy == true){
getDamge = true;
}
iftWeaponControl.instance. AttackEnemy == false){

getDamge = false;

}

public void delayattack()

{
HealthBar.instance.GetDamage = true;
hitBox.SetActive(false);

}

public void delayhitbox()

{
hitBox.SetActive(true);
attackPlayer = false;

}

public void delayGetDamage()

{



HealthBar.instance.GetDamage = false;
}
public void PauseAi()
{
navmeshEnemy.isStopped = true;
}
public void ResumeAi()
{
navmeshEnemy.isStopped = false;
}
public void DeathEnd()
{
SceneManager.LoadScene("CutSceneEnd");
}
public void beenSlain()
{
SlainUl.SetActive(true);

SlainS.enabled = true;

}
EnemyScript
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Al;
public class EnemyScript : MonoBehaviour
{
public GameObject Enemy;

public NavMeshAgent navmeshEnemy;



public Transform player;

public GameObject hitBox;

public GameObject blood;

// public AudioSource Enemys;
public AudioSource EnDeathS;
public bool getDamge;

public bool attackPlayer;

public bool enemyDeath = false;
public float MaxEnemyHealth;
public float CurrentEnemyHealth;
public float FromDamage;

public static EnemyScript instance;

private void Awake()

{
instance = this;
}
void Start()
{

CurrentEnemyHealth = MaxEnemyHealth;
EnDeathS.enabled = false;
}
void Update()
{
// Invoke("enemySound",7.0f);
navmeshEnemy.SetDestination(player.position);
iflenemyDeath == false){
if(getDamge == true){
PauseAi();

Debug.Log("EnemyHurt");



Enemy.GetComponent<Animator>().Play("Enemy GetDamage");
blood.SetActive(true);
CurrentEnemyHealth -= WeaponControl.instance.attackDamage;
Invoke("ResumeAi",1.5f);

}

iftattackPlayer == false){
iflcetDamge == false){

Enemy.GetComponent<Animator>().Play("Enemy Walk"),

blood.SetActive(false);

}

if(CurrentEnemyHealth <= 0){
enemyDeath = true;

}

iftenemyDeath == true){
EnDeathS.enabled = true;
Debug.Log("EnemyDeath");
PauseAi();
Enemy.GetComponent<Animator>().Play("Enemy Death");
GetComponent<Rigidbody>().iskinematic = true,
GetComponent<BoxCollider>().enabled = false;
// EnemyS.enabled = false;
// Destroy(gameObject,3.0f);

}
public void OnTriggerStay(Collider other)

{
iflenemyDeath == false){



iftgetDamge == false){
iflother.GetComponent<Collider>().tag == "Player"){

attackPlayer = true;
Enemy.GetComponent<Animator>().Play("Enemy_Attack"),
PauseAi();
Invoke("delayattack",0.5f),
Invoke("delayGetDamage",1.0f);
Invoke("delayhitbox",2.0f)

Invoke("ResumeAi",2.5f);

}
iflother.GetComponent<Collider>().tag == "HitBox"){
if(WeaponControl.instance. AttackEnemy == true){
getDamge = true;
}
iftWeaponControl.instance. AttackEnemy == false){

getDamge = false;

}
public void delayattack()

{
HealthBar.instance.GetDamage = true;
hitBox.SetActive(false);

}

public void delayhitbox()

{
hitBox.SetActive(true);



attackPlayer = false;
}
public void delayGetDamage()
{
HealthBar.instance.GetDamage = false;
}
public void PauseAi()
{
navmeshEnemy.isStopped = true;
}
public void ResumeAi()
{
navmeshEnemy.isStopped = false;
}
// public void enemySound()
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// EnemyS.enabled = true;
//'}
}
FollowScript
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class FollowScript : MonoBehaviour
{
public Transform targetObyj;
public int moveSpeed;
void Update()
{



transform.position = Vector3.MoveTowards(this.transform.position,
targetObj.position, moveSpeed * Time.deltaTime);
}
}
CutScene
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class CutScene : MonoBehaviour
{
public string SceneName;
public float times;
void Update()
{
Invoke("changeScene" times);
}
public void changeScene()
{

SceneManager.LoadScene(SceneName);

}

MainMenu

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;
public class MainMenu : MonoBehaviour

{



public void PlayGame()
{
SceneManager.LoadScene("CutScenel");
}
public void ExitGame()
{
Application.Quit();

}
[temParameterSo
using System.Collections;
using System.Collections.Generig;
using UnityEngine;
namespace Inventory.Model
{
[CreateAssetMenu]
public class ltemParameterSo : ScriptableObject
{
[field: SerializeField]
public string ParameterName {get; private set;}
}
}
CharacterStatHealthModifierSo
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
[CreateAssetMenul]
public class CharacterStatHealthModifierSo : CharacterStatModifierSo
{



public static CharacterStatHealthModifierSo instance;
private void Awake()
{
instance = this;
}
public override void AffectCharacter(GameObject character, float val)
{
Debug.Log("heal");
HealthBar.instance.Heal = true;
// HealthBar health = character.GetComponent<HealthBar>();
// if(health = null){
// health.AddHealth(val);
//'}

}
CharacterStatHealthModifierSo1
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
[CreateAssetMenul]
public class CharacterStatHealthModifierSo1 : CharacterStatModifierSo
{
public static CharacterStatHealthModifierSo1 instance;,
private void Awake()
{
instance = this;
}

public override void AffectCharacter(GameObject character, float val)

{



Debug.Log("heal1");

HealthBar.instance.Heall = true;

// HealthBar health = character.GetComponent<HealthBar>();
// if(health = null){

// health.AddHealth(val);

//'}

}
CharacterStatModifierSo
using System.Collections;
using System.Collections.Generig;
using UnityEngine;
public abstract class CharacterStatModifierSo : ScriptableObject
{
public abstract void AffectCharacter(GameObject character, float val);
}
EdibleltemSo
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using System;
namespace Inventory.Model
{
[CreateAssetMenul]
public class EdibleltemSo : ItemSo, IDestroyableltem, lltemAction
{
[SerializeField]
private List<ModifierData> modifiersData = new List<ModifierData>();

public string ActionName => "Use";



[field: SerializeField]
public AudioClip actionSFX {get; private set;}
public bool PerformAction(GameObject character, List<ltemParameter> itemState
= null)

{

foreach (ModifierData data in modifiersData)

{

data.statModifier.AffectCharacter(character, data.value);
}

return true;

}
public interface IDestroyableltem
{
}
public interface IitemAction
{
public string ActionName {get;}
public AudioClip actionSFX {get;}
bool PerformAction(GameObject character, List<ltemParameter> itemState);
}
[Serializable]
public class ModifierData
{
public CharacterStatModifierSo statModifier;
public float value;
public static ModifierData instance;
private void Awake()

{



instance = this;

}
}
EquippableltemSo
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
namespace Inventory.Model
{
[CreateAssetMenu]
public class EquippableltemSo : ItemSo, IDestroyableltem, litemAction
{
public string ActionName => "Equip";
[field: SerializeField]
public AudioClip actionSFX {get; private set;}
public bool PerformAction(GameObject character, List<ltemParameter> itemState
= null)
{
AgentWeapon weaponSystem = character.GetComponent<AgentWeapon>();
iflveaponSystem = null){
weaponSystem.SetWeapon(this, itemState == null ? DefaultParametersList :
itemState);
return true;
}

return false;



InventorySo
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using System;
using System.Ling;
namespace Inventory.Model
{
[CreateAssetMenul]
public class InventorySo : ScriptableObject
{
[SerializeField] private List<inventoryltem> inventoryltems;
[field: SerializeField] public int Size {get; private set; } = 10;
public event Action<Dictionary<int, inventoryltem>> OnlnventoryUpdated;
public void Initialize()
{
inventoryltems = new List<inventoryltem>();
for(int i = 0; i < Size; i++){

inventoryltems.Add(inventoryltem.GetEmptyltem());

}
public int Additem(ltemSo item, int quantity, List<ltemParameter> itemState =
null)
{
if(item.IsStackable == false){
for(int i = 0; i < inventoryltems.Count; i++){
while(quantity > 0 && IsinventoryFull() == false)

quantity -= AdditemToFirstFreeSlot(item, 1, itemState);



InformAboutChange();
return quantity;
// if(inventoryltemslil.IsSEmptyX

// inventoryltems[i] = new inventoryltem

/A

// item = item,

// quantity = quantity
/L

//  return;

//'}

}
quantity = AddStackableltem(item, quantity);
InformAboutChange();
return quantity;
}
public int AddltemToFirstFreeSlot(ltemSo item, int quantity, List<ltemParameter>
itemState = null)
{
inventoryltem newltem = new inventoryltem
{
item = item,
guantity = quantity,
itemState = new List<ltemParameter>(itemState == null ?
item.DefaultParametersList : itemState)
2
for(int i = 0; i < inventoryltems.Count; i++){
iflinventoryltems[i].IsEmpty){

inventoryltemsl[i] = newltem;



return quantity;

}
return 0;
}
public bool IsinventoryFull()
=> inventoryltems.Where(item => item.IsEmpty).Any() == false;
public int AddStackableltem(ltemSo item, int quantity)
{
for(int i = 0; i < inventoryltems.Count; i++){
iflinventoryltemslil.IsEmptyX
continue;
}
iflinventoryltemslil.item.ID == item.ID){
int amountPossibleToTake = inventoryltems]il.item.MaxStackSize -
inventoryltemsli].quantity;
if(quantity > amountPossibleToTake){
inventoryltemsli] =
inventoryltemslil.ChangeQuantity(inventoryltemslil.item.MaxStackSize);
quantity -= amountPossibleToTake;
}
elsef
inventoryltemsli] =
inventoryltemslil.ChangeQuantity(inventoryltemslil.quantity + quantity);
InformAboutChange();

return 0;



}

while(quantity > 0 && IsinventoryFull() == false){
int newQuantity = Mathf.Clamp(quantity, 0, item.MaxStackSize);
quantity -= newQuantity;
AddltemToFirstFreeSlot(item, newQuantity);

}

return quantity;

public Dictionary<int, inventoryltem> GetCurrentinventoryState()

{

Dictionary<int, inventoryltem> returnValue = new Dictionary<int,

inventoryltem>();

}

for(int i = 0; i < inventoryltems.Count; i++)
ifinventoryltems[il.IsEmpty){
continue;
}
returnValue[i] = inventoryltems]il;

}

return returnValue;

public inventoryltem GetltemAt(int itemindex)

{

}

return inventoryltems[itemindex];

public void Additem(inventoryltem item)

{

}

Additem(item.item, item.quantity);

public void Removeltem(int itemindex, int amount)

{



iflinventoryltems.Count > itemIndex)
// if(inventoryltems[itemindex].IsEmpty){
//  return;
//'}
int reminder = inventoryltemslitemIndex].quantity - amount;
if(reminder <= 0){
inventoryltems[itemindex] = inventoryltem.GetEmptyltem();
}
elsef
inventoryltems[itemIndex] =
inventoryltems[itemIndex].ChangeQuantity(reminder);
}
InformAboutChange();

}

public void Swapltems(int itemindex_1, int itemIndex_2)

{
inventoryltem item1 = inventoryltems[itemIndex_1];
inventoryltems[itemindex_1] = inventoryltems[itemIndex_2];
inventoryltems[itemindex 2] = item1;
InformAboutChange();

}

public void InformAboutChange()

{
OnlInventoryUpdated?.Invoke(GetCurrentinventoryState());

}
[Serializable]

public struct inventoryltem



public int quantity;
public ltemSo item;
public List<ltemParameter> itemState;
public bool IsEmpty => item == null;
public inventoryltem ChangeQuantity(int newQuantity)
{
return new inventoryltem
{
item = this.item,
quantity = newQuantity,

itemState = new List<ltemParameter>(this.itemState)

}
public static inventoryltem GetEmptyltem()
=> new inventoryltem
{
item = null,
quantity = 0,

itemState = new List<ltemParameter>()

2
}
}
ltemSo

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using System;

namespace Inventory.Model



{
public abstract class ItemSo : ScriptableObject
{
public int MyProp {get; set;}
[field: SerializeField] public bool IsStackable {get; set;}
public int ID => GetInstancelD();
[field: SerializeField] public int MaxStackSize {get; set;} = 1;
[field: SerializeField] public string name {get; set;}
[field: SerializeField]
[field: TextArea] public string description {get; set;}

[field: SerializeField] public Sprite ItemImage {get; set;}

[field: SerializeField] public List<ltemParameter> DefaultParametersList {get; set;}

}
[Serializable]
public struct ItemParameter : IEquatable<itemParameter>
{
public ltemParameterSo itemParameter;
public float value;
public bool Equals(itemParameter other)
{

return other.itemParameter == itemParameter;



KeyltemSo

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

namespace Inventory.Model

{

[CreateAssetMenu]

// public class KeyltemSo : ScriptableObject
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// [field: SerializeField]

// public bool IsStackable {get; set;}

// public int ID => GetInstancelD();

// [field: SerializeField]

// public int MaxStackSize {get; set;} = 1;

// [field: SerializeField]

// public string Name {get; set;}

// [field: SerializeField]

// [field: TextArea]

// public string description {get; set;}

// [field: SerializeField]

// public Sprite Iltemlmage {get; set;}

//'}

public class KeyltemSo : ltemSo, IDestroyableltem, IlltemAction

{
public string ActionName => "Keyltem";
[field: SerializeField]
public AudioClip actionSFX {get; private set;}
public bool PerformAction(GameObject character, List<ltemParameter> itemState

= null)



AgentWeapon weaponSystem = character.GetComponent<AgentWeapon>(),
iflweaponSystem = null){
// weaponSystem.SetWeapon(this, itemState == null ? DefaultParametersList
: itemState);
return true;
}

return false;

}
}
ltem
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using Inventory.Model,;
public class Item : MonoBehaviour
{
[field: SerializeField] public ltemSo inventoryltem {get; private set;}
[field: SerializeField] public int Quantity {eet; set;} = 1;
[SerializeField] public AudioSource PickupSound;
[SerializeField] public float duration = 0.3f;
// public GameObject Txtpickup;
public static Item instance;
internal void Destroyltem()
{
GetComponent<Collider>().enabled = false;

StartCoroutine(AnimateltemPickup());



public void Awake()
{
instance = this;
}
public void OnTriggerEnter(Collider other)
{
// if(other.tag == "Player"}
// Txtpickup.SetActive(true);
//'}
}
public void OnTriggerExit(Collider other)
{
// Txtpickup.SetActive(false);
}
public IEnumerator AnimateltemPickup()
{
yield return new WaitForSeconds(0.5f);
PickupSound.Play();
Vector3 startScale = transform.localScale;
Vector3 endScale = Vector3.zero;
float currentTime = 0;
while (currentTime < duration){
currentTime += Time.deltaTime;
transform.localScale = Vector3.Lerp(startScale, endScale, currentTime /
duration);
yield return null;
}
transform.localScale = endScale;

Destroy(gameObject);



}
PickupSystem
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using Inventory.Model;
public class PickupSystem : MonoBehaviour
{
[SerializeField] public InventorySo InventoryData;
// public GameObject Txtpickup;
[SerializeField] public bool IsPickup ;
public GameObject inventoryFull;
public static PickupSystem instance;
public void Awake()
{
instance = this;
}
public void OnTriggerStay(Collider other)
{
// ltem.instance. Txtpickup.SetActive(false);
iflother.gameObject.tag == "ltem"){
iflnput.GetKey(KeyCode.F){
IsPickup = true;
ltem item = other.GetComponent<item>();
if(item 1= null{
int reminder = InventoryData.Addltem(item.inventoryltem,
item.Quantity);

if(reminder == 0){



}

item.Destroyltem();

}

else{
item.Quantity = reminder;
inventoryFull.SetActive(true);

Invoke("DelaylnvFull",3.0f);

}
public void DelaylnvFull()

{

inventoryFull.SetActive(false);

Continue

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

public class Continue : MonoBehaviour

{

public static Continue instance;
private void Awake()
{

instance = this;

}
public GameObject notpass;



void Start()

{
GetComponent<UnityEngine.Ul.Button>().onClick. AddListener(ContinueBtn);
}
public void ContinueBtn()
{
if(PuzzleSys.instance.Pass == true){
Debug.Log("Con");
SceneManager.UnloadScene("PuzzleScene");
PuzzleScreen.instance.CanvaOff.SetActive(true);
PuzzleScreen.instance.MoveObjectToTarget1();
}
if(PuzzleSys.instance.Pass == false){
Debug.Log("NOtCon");
notpass.SetActive(true);
Invoke("npdel",1.0f);
}
}
public void npdel()
{
notpass.SetActive(false);
}
}
DragDrop

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class DragDrop : MonoBehaviour

{



Vector3 offset;
public string destinationTag = "DropArea";

void OnMouseDown()

{
offset = transform.position - MouseWorldPosition();
transform.GetComponent<Collider>().enabled = false;
}
void OnMouseDrag()
{
transform.position = MouseWorldPosition() + offset;
}
void OnMouseUp()
{
var rayOrigin = Camera.main.transform.position;
var rayDirection = MouseWorldPosition() - Camera.main.transform.position;
RaycastHit hitinfo;
if(Physics.Raycast(rayOrigin, rayDirection, out hitinfo)){
if(hitinfo.transform.tag == destinationTag){
transform.position = hitinfo.transform.position;
}
}
transform.GetComponent<Collider>().enabled = true;
}
Vector3 MouseWorldPosition()
{

var mouseScreenPos = Input.mousePosition;
mouseScreenPos.z = Camera.main.WorldToScreenPoint(transform.position).z;

return Camera.main.ScreenToWorldPoint(mouseScreenPos);



}

ExitPuzzleScene

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;

public class ExitPuzzleScene : MonoBehaviour

{

public static ExitPuzzleScene instance;

private void Awake()

{
instance = this;
}
void Start()
{

GetComponent<UnityEngine.Ul.Button>().onClick. AddListener(ExitBtn);
}
public void ExitBtn()
{
Debug.Log("dsa");
SceneManager.UnloadScene("PuzzleScene");
PuzzleScreen.instance.CanvaOff.SetActive(true);
PuzzleScreen.instance.MoveObjectToTarget();
}
// void Update()
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// if(ISceneManager.GetSceneByName("PuzzleScene").isLoaded){
// Debug.Log("Exit");
/)



//'}
}
KeyPuzzleSystem
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class KeyPuzzleSystem : MonoBehaviour
{
public GameObject puzzleP1;
public bool keyltemPuzzlel = false;
public GameObject puzzleP2;
public bool keyltemPuzzle2 = false;
public GameObject puzzleP4;
public bool keyltemPuzzled = false;
public GameObject puzzleP6;
public bool keyltemPuzzle6 = false;
public GameObject puzzleP9;
public bool keyltemPuzzle9 = false;
public static KeyPuzzleSystem instance;
private void Awake()
{
instance = this;
}
void Update()
{
if(puzzleP1 == null}
keyltemPuzzlel = true;
}
if(puzzleP2 == null}



keyltemPuzzle2 = true;
}
if(puzzlePd == null}
keyltemPuzzled = true;
}
if(puzzleP6 == null){
keyltemPuzzle6 = true;
}
if(puzzleP9 == null)

keyltemPuzzle9 = true;

}
PuzzleScreen
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class PuzzleScreen : MonoBehaviour
{
public Transform safeTarget;
public Transform Target;
public Transform Target1;
public GameObject Player;
// public GameObject textF;
public GameObject CanvaOff,
public static PuzzleScreen instance;
private void Awake()

{



instance = this;
}
public void OnTriggerStay(Collider other)
{
// textF . SetActive(true);
if(HealthBar.instance.isDeath == false){
iflother.gameObject.tag == "Player"){
ifnput.GetKey("f"){
CanvaOff.SetActive(false);
SceneManager.LoadScene("PuzzleScene",LoadSceneMode.Additive);
MoveObjectToSafe();
// Invoke("MoveObjectToTarget",7.5f);

}
}

}
}
public void MoveObjectToSafe()
{

Player.transform.position = safeTarget.position;
}
public void MoveObjectToTarget()
{

Player.transform.position = Target.position;

// CanvaOff.SetActive(true);

// StaminaBar.instance.CurrentStamina += 500;
}
public void MoveObjectToTarget1()
{

Player.transform.position = Target1.position;



// CanvaOff.SetActive(true);

// StaminaBar.instance.CurrentStamina += 500;

}
PuzzleSys
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class PuzzleSys : MonoBehaviour
{
public GameObject puzzlel;
public GameObject puzzle2;
public GameObject puzzled,
public GameObject puzzleé;
public GameObject puzzle9;
public Transform target1;
public Transform target2;
public Transform target4,
public Transform target6;
public Transform target9;
public bool Pass = false;
private bool exitPuzzle = false;
public static PuzzleSys instance;
private void Awake()
{
instance = this;
}
void Start(}{



if(KeyPuzzleSystem.instance keyltemPuzzle1 == true){
puzzlel.SetActive(true);

}

if(KeyPuzzleSystem.instance.keyltemPuzzle2 == true){
puzzle2.SetActive(true);

}

if(KeyPuzzleSystem.instance.keyltemPuzzled == true){
puzzled.SetActive(true);

}

if(KeyPuzzleSystem.instance.keyltemPuzzle6 == true){
puzzle6.SetActive(true);

}

if(KeyPuzzleSystem.instance.keyltemPuzzle9 == true){

puzzled.SetActive(true);

}
}
void Update()
{
if(puzzlel.transform.position == target1.position &&
puzzle2.transform.position == target2.position &&
puzzled.transform.position == targetd.position &&
puzzle6.transform.position == target6.position &&
puzzle9.transform.position == target9.position
i
Pass = true;
}
elsef
Pass = false;



}
SoundTrigger
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class SoundTrigger : MonoBehaviour
{
public GameObject trigger;
public GameObject model,
public AudioSource soundFx;
void Start()
{
soundFx.enabled = false;
model.SetActive(false);
}
public void OnTriggerStay(Collider other)
{
iflother.cameObject.tag == "Player"){
model.SetActive(true);
soundFx.enabled = true;
trigger.SetActive(false);
// Invoke("FadeModel",0.5f);

}
public void FadeModel()

{

model.SetActive(false);



}
Trigger
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class Trigger : MonoBehaviour
{
public GameObject trigger;
public GameObject model,
void Start()
{
model.SetActive(false);
}
public void OnTriggerStay(Collider other)
{
iflother.cameObject.tag == "Player"){
model.SetActive(true);

trigger.SetActive(false);

}

AgentWeapon

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using System;

using Inventory.Model,;

public class AgentWeapon : MonoBehaviour

{



public GameObject weaponinHand1;
public GameObject weaponinHand2;
public GameObject weaponinHand3,;
public GameObject weaponinHand4,
[SerializeField]
private EquippableltemSo weapon;
[SerializeField]
private InventorySo inventoryData;
[SerializeField]
private List<ltemParameter> parametersToModify, itemCurrentState;
// void Update()
/7 {
// EquippableltemSo.instance.weaponEquipable = weaponinHand;
//'}
public void SetWeapon(EquippableltemSo weaponltemSo, List<ltemParameter>
itemState)
{
// iflweapon == baseweapon1)
// Debug.Log("Equiped");
// weaponinHand.gcameObject.SetActive(true);
//'}
// string weaponName = weapon.itemName;
// Debug.Log("Weapon Name: " + weaponName);
// iflweapon.Equals(baseweapon 1))
//'}
iftveapon = null){
inventoryData.Additem(weapon, 1, itemCurrentState);
}

this.weapon = weaponltemSo;



this.itemCurrentState = new List<ltemParameter>(itemState);

ModifyParameters();

iflweapon.name == "StickWood"){
Debug.Log("Equiped");
weaponinHand1l.eameObject.SetActive(true);
weaponlnHand2.eameObject.SetActive(false);
weaponlnHand3.gameObject.SetActive(false);
weaponlnHand4.gameObject.SetActive(false);

}

iflweapon.name == "Axe"{
Debug.Log("Equiped");
weaponlnHand1.gameObject.SetActive(false);
weaponlnHand2.eameObject.SetActive(true);
weaponlinHand3.eameObject.SetActive(false);
weaponlnHand4.gameObject.SetActive(false);

}

iflweapon.name == "Pickaxe"){
Debug.Log("Equiped");
weaponlnHand1.gameObject.SetActive(false);
weaponlnHand2.gameObject.SetActive(false);
weaponlnHand3.gameObject.SetActive(true);
weaponinHand4.eameObject.SetActive(false);

}

iflweapon.name == "Sword"){
Debug.Log("Equiped");
weaponinHandl.gameObject.SetActive(false);
weaponinHand2.gameObject.SetActive(false);
weaponinHand3.gameObject.SetActive(false);

weaponlinHand4.gameObject.SetActive(true);



}
private void ModifyParameters()
{
// Debug.Log("Equiped");
foreach (var parameter in parametersToModify){
iflitemCurrentState.Contains(parametern)){
int index = itemCurrentState.IndexOf(parameter);
float newValue = itemCurrentState[index].value + parameter.value;
itemCurrentState[index] = new ItemParameter{
itemParameter = parameter.itemParameter,
value = newValue
17
}
}
}
}
InventoryController

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using System.Text;

using Inventory.Ul;

using Inventory.Model,;

namespace Inventory

{

public class InventoryController : MonoBehaviour
{

public static InventoryController instance;



private void Awake()
{

instance = this;
}
[SerializeField] private UlinventoryPage inventoryUl;
[SerializeField] private InventorySo inventoryData;
[SerializeField] private AudioClip dropClip;
[SerializeField] private AudioSource audioSource;
public GameObject inventoryFade;
public AudioSource inventoryOpen;
public AudioSource inventoryClose;
public bool isOpeninv = false;
public bool canClose = false;
public List<inventoryltem> initialltems = new List<inventoryltem>();
public void Start()
{

PrepareUl();

PreparelnventoryData();
}
public void PreparelnventoryData()
{

inventoryData.Initialize();

inventoryData.OninventoryUpdated += UpdatelnventoryUl;

foreach(inventoryltem item in initialitems)

{

if(item.IsSEmpty)
continue;
}

inventoryData.AddItem(item);



}

public void UpdatelnventoryUl(Dictionary<int, inventoryltem> inventoryState)
{
inventoryUl.ResetAllltem();
foreach(var item in inventoryState){
inventoryUl.UpdateData(item.Key, item.Value.item.ltemimage,
item.Value.quantity);
}
}
public void PrepareUl()
{
inventoryUl.InitializelnventoryUl(inventoryData.Size);
this.inventoryUl.OnDescriptionRequested += HandleDescriptionRequest;
this.inventoryUl.OnSwapltems += HandleSwapltem:s;
this.inventoryUl.OnStartDragging += HandleDragging;
this.inventoryUL.OnltemActionRequested += HandleltemActionRequest;
}

public void HandleDescriptionRequest(int itemIndex)

{

inventoryltem inventoryltem = inventoryData.GetltemAt(itemindex);
ifinventoryltem.IsEmpty){
inventoryUl.ResetSelection();
return;
}
ItemSo item = inventoryltem.item;
string description = PrepareDescription(inventoryltem);

inventoryUl.UpdateDescription(itemIndex, item.ltemimage, item.name,

description);



}
private string PrepareDescription(inventoryltem inventoryltem)
{
StringBuilder sb = new StringBuilder();
sb.Append(inventoryltem.item.description);
sb.AppendLine();
for(int i = 0; i < inventoryltem.itemState.Count; i++){
sb.Append($"{inventoryltem.itemStatelil.itemParameter.ParameterName}" +
$": {inventoryltem.itemStatelil.value} / " +
$"{inventoryltem.item.DefaultParametersList[i].value}");
}
return sb.ToString();
}
public void HandleSwapltems(int itemindex 1, int itemindex 2)
{
inventoryData.Swapltems(itemindex 1, itemindex_2);
}
public void HandleDragging(int itemindex)
{

inventoryltem inventoryltem = inventoryData.GetltemAt(itemIndex);
ifinventoryltem.IsEmpty){
return;
}
inventoryUl.CreateDraggeditem(inventoryltem.item.ltemimage,
inventoryltem.quantity);
}

public void HandleltemActionRequest(int itemindex)

{

inventoryltem inventoryltem = inventoryData.GetltemAt(itemindex);



ifinventoryltem.IsEmpty){
return;
}
lltemAction itemAction = inventoryltem.item as llitemAction;
ifitemAction = null)}
inventoryUl.ShowltemAction(itemIndex);
inventoryUl.AddAction(itemAction.ActionName, () =>
PerformAction(itemindex));
Debug.Log("action");
}
IDestroyableltem destroyableltem = inventoryltem.item as IDestroyableltem;
if(destroyableltem != null){
inventoryUl.AddAction("Drop",()=> Dropltem(itemIndex,
inventoryltem.quantity));
}
}
public void Dropltem(int itemindex, int quantity)
{
inventoryData.Removeltem(itemindex, quantity);
inventoryUl.ResetSelection();
audioSource.PlayOneShot(dropClip);
}
public void PerformAction(int itemindex)
{
inventoryltem inventoryltem = inventoryData.GetltemAt(itemindex);
ifinventoryltem.IsEmpty){
return;
}

IDestroyableltem destroyableltem = inventoryltem.item as IDestroyableltem;



if(destroyableltem != null){
inventoryData.Removeltem(itemindex,1);

}

lItemAction itemAction = inventoryltem.item as litemAction;

ifitemAction = null)} //\Gitem
itemAction.PerformAction(gameObject, inventoryltem.itemState);
audioSource.PlayOneShot(itemAction.actionSFX);
// Debug.Log("equip");
iflinventoryData.GetltemAt(itemIndex).IsEmpty){

inventoryUl.ResetSelection();

}
void Update()
{
if(HealthBar.instance.isDeath == false){
iflnput.GetKey(KeyCode.Tab) && isOpeninv == false && canClose == false){
isOpenlnv = true;
inventoryOpen.Play();
inventoryFade.SetActive(true);
StartCoroutine(InvControl());
}
iflnput.GetKey(KeyCode.Tab) && isOpeninv == true && canClose == true){
isOpeninv = false;
inventoryClose.Play();
inventoryFade.SetActive(true);

StartCoroutine(InvControl());



}
IEnumerator InvControl(){
yield return new WaitForSeconds(0.25f);
if(isOpeninv == true){
inventoryUl.Show();
foreach(var item in inventoryData.GetCurrentinventoryState()){
inventoryUl.UpdateData(item.Key,
item.Value.item.ltemIimage,
item.Value.quantity
);
}
yield return new WaitForSeconds(0.25f);

inventoryFade.SetActive(false);

}

elsef
inventoryUl.Hide();

}

yield return new WaitForSeconds(0.25f);
inventoryFade.SetActive(false);
if(isOpeninv == true)}{

canClose = true;
}
elsef

canClose = false;



ltemActionPanel
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
using System;
namespace Inventory.Ul
{
public class ItemActionPanel : MonoBehaviour
{
[SerializeField]

private GameObject buttonPrefab;

public void AddButton(string name, Action onClickAction)
{
GameObject button = Instantiate(buttonPrefab, transform);
button.GetComponent<Button>().onClick.AddListener(() => onClickAction());
button.GetComponentinChildren<TMPro. TMP_Text>().text = name;
}
internal void Toggle(bool val)
{
iftval == true){
RemoveOldButtons();
}
gameObject.SetActive(val);
}
public void RemoveOldButtons()
{

foreach(Transform transformChildObject in transform){



Destroy(transformChildObject.cameObject);

}
}

MouseFollower
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
using Inventory.Model,;
using Inventory.Ul;
public class MouseFollower : MonoBehaviour
{
[SerializeField] private Canvas canvas;
[SerializeField] private Ulinventoryltem item;
public void Awake()
{
canvas = transform.root.GetComponent<Canvas>(),

item = GetComponentinChildren<UlInventoryltem>();

}
public void SetData(Sprite sprite, int quantity)
{
item.SetData(sprite, quantity);
}
void Update()
{

Vector2 position;

RectTransformUtility.ScreenPointTolLocalPointinRectangle(



}

(RectTransform)canvas.transform,
Input.mousePosition,
canvas.worldCamera,
out position
);
transform.position = canvas.transform.TransformPoint(position);
}
public void Toggle(bool val)
{
Debug.Log($"ltem toggled {val}");

gameODbject.SetActive(val);

UlinventoryDescription

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul;

using TMPro;

namespace Inventory.Ul

{

public class UlinventoryDescription : MonoBehaviour

{

[SerializeField] private Image itemImage;
[SerializeField] private TMP_Text title;
[SerializeField] private TMP_Text description;
[SerializeField] private TMP_Text titleDurability;
[SerializeField] private TMP_Text durability;

[SerializeField] private Slider durabilityBar;



public void Awake()
{
ResetDescription();
}
public void ResetDescription()
{
this.itemlmage.gameObject.SetActive(false);
this.title.text = "";
this.description.text = "
this.titleDurability.text = "";
this.durability.text = "
this.durabilityBar.gameObject.SetActive(false);
}
public void SetDescription(Sprite sprite, string itemName, string itemDescription)
{
this.itemlmage.gameObject.SetActive(true);
this.itemimage.sprite = sprite;
this.title.text = itemName;

this.description.text = itemDescription;

}

}

Ulinventoryltem

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Ul;

using TMPro;

using System;



using UnityEngine.EventSystems;
namespace Inventory.Ul
{
[DisallowMultipleComponent]
public class Ullnventoryltem : MonoBehaviour,
IPointerClickHandler, IBeginDragHandler, [EndDragHandler, IDropHandler,
IDragHandler
{
[SerializeField]
private Image itemimage;
[SerializeField]
private TMP_Text quantityTxt;
[SerializeField]
private Image borderlmage;
public event Action<UlInventoryltem> OnltemClicked,
OnltemDroppedOn, OnltemBeginDrag, OnltemEndDrag,
OnRightMouseBtnClick;
private bool empty = true;

public void Awake()

{
iftemimage == null}
return;
}
ifitemlmage = nullX{
ResetData();
Deselect();
}
}

public void ResetData()



iflitemimage == null}
return;

}

ifittemimage 1= null}
itemimage.cameObject.SetActive(false);

empty = true;

}
}
public void Deselect()
{
ifitemlmage == null}
return;
}
ifitemlmage = nullX{
borderlmage.enabled = false;
}
}

public void SetData(Sprite sprite, int quantity)
{
iftemimage == null}
return;
}
ifitemlmage = nullX{
itemlmage.gameObject.SetActive(true);
itemImage.sprite = sprite;

quantity Txt.text = quantity + ™

empty = false;



}
public void Select()

{
ifitemimage == null}{
return;
}
iflitemimage 1= null){
borderimage.enabled = true;
}
}

public void OnPointerClick(PointerEventData pointerData)

{
if (pointerData.button == PointerEventData.InputButton.Right)

{
OnRightMouseBtnClick?.Invoke(this);

else

OnltemClicked?.Invoke(this);

}
public void OnEndDrag(PointerEventData eventData)

{
OnltemEndDrag?.Invoke(this);
}
public void OnBeginDrag(PointerEventData eventData)
{
if (empty)

return;



OnltemBeginDrag?.Invoke(this);
}
public void OnDrop(PointerEventData eventData)
{
OnltemDroppedOn?.Invoke(this)
}
public void OnDrag(PointerEventData eventData)
{
}

}

UlinventoryPage

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Ul;

using System;

namespace Inventory.Ul

{

public class UlinventoryPage : MonoBehaviour

{
[SerializeField] private Ulinventoryltem itemPrefab;
[SerializeField] private RectTransform contentPanel;
[SerializeField] private UlinventoryDescription itemDescription;
[SerializeField] private MouseFollower mouseFollower;
List<UlInventoryltem> listofUlltems = new List<Ulinventoryltem>();
// public Sprite image, image2;
// public int quantity;
// public string title, description;



public event Action<int> OnDescriptionRequested,
OnltemActionRequested,
OnStartDragging;
public event Action<int, int> OnSwapltems;
private int currentlyDraggeditemindex = -1;
[SerializeField] private ItemActionPanel actionPanel;
private void Awake()
{
// Hide();
mouseFollower.Toggle(false);
itemDescription.ResetDescription();
}
public void InitializelnventoryUl(int inventorysize)
{
for(int i = 0; i< inventorysize; i++)
Ulinventoryltem uiltem = Instantiate(itemPrefab, Vector3.zero,
Quaternion.identity);
uiltem.transform.SetParent(contentPanel);
listofUlltems.Add(uiltem);
uiltem.OnltemClicked += HandleltemSelection;
uiltem.OnltemBeginDrag += HandleBeginDrag;
uiltem.OnltemDroppedOn += HandleSwap;
uiltem.OnltemEndDrag += HandleEndDrag;

uiltem.OnRightMouseBtnClick += HandleShowltemActions;

}
public void ResetAllltem()

{

foreach(var item in listofUlltems){



item.ResetData();

item.Deselect();

}
public void UpdateData(int itemindex, Sprite itemimage, int itemQuantity)

{
if(listofUlltems.Count > itemindex)

{

listofUlltems[itemIndex].SetData(itemlimage, itemQuantity);

}
private void HandleltemSelection(Ulinventoryltem inventoryltemUl)
{
// itemDescription.SetDescription(image, title, description);
int index = listofUlltems.IndexOf(inventoryltemUl);
ifindex == -1){
return;
}
// listofUlltems[0].Select();
OnDescriptionRequested?.Invoke(index);
}
private void HandleBeginDrag(Ulinventoryltem inventoryltemUI)
{
int index = listofUlltems.IndexOf(inventoryltemUl);
iflindex == -1){
return;
}
currentlyDraggeditemindex = index;

HandleltemSelection(inventoryltemUl);



OnStartDragging?.Invoke(index);
// mouseFollower.Toggle(true);
// mouseFollower.SetData(index == 07 image : image2, quantity);
}
public void CreateDraggedltem(Sprite sprite, int quantity)
{
mouseFollower.Toggle(true);
mouseFollower.SetData(sprite, quantity);
}
private void HandleSwap(Ulinventoryltem inventoryltemUl)
{
int index = listofUlltems.IndexOf(inventoryltemUl);
ifindex == -1){
// mouseFollower.Toggle(false)
// currentlyDraggedltemindex = -1;
return;
}
// listofUlltems[currentlyDraggedltemindex]
// SetData(index == 0 ? image : image2, quantity);
// listofUlltems[index]
// .SetData(currentlyDraggedltemindex == 0 ? image : image2, quantity);
// mouseFollower.Toggle(false);
// currentlyDraggeditemindex = -1,
OnSwapltems?.Invoke(currentlyDraggedltemindex, index);
HandleltemSelection(inventoryltemUl);
}

private void HandleEndDrag(Ulinventoryltem inventoryltemUl)

{
ResetDraggedltem();



// mouseFollower.Toggle(false);
}
private void HandleShowltemActions(Ulinventoryltem inventoryltemUI)
{
int index = listofUlltems.IndexOf(inventoryltemUl);
iflindex == -1){
return;
}
OnltemActionRequested?.Invoke(index);
}
private void ResetDraggedItem()
{
mouseFollower.Toggle(false);
currentlyDraggedlitemindex = -1,
}
public void Show()
{
gameObject.SetActive(true);
// itemDescription.ResetDescription();
ResetSelection();
// \istofUlltems[0].SetData(image, quantity);
// \istofUlltems[1].SetData(image?2, quantity);
}
public void Hide()
{
actionPanel.Toggle(false);
gameObject.SetActive(false);

ResetDraggedltem();



public void ResetSelection()
{
itemDescription.ResetDescription();
DeselectAllitem();
}
public void AddAction(string actionName, Action performAction)
{
actionPanel. AddButton(actionName, performAction);
}
public void ShowltemAction(int itemindex)
{
actionPanel.Toggle(true);
actionPanel.transform.position = listofUlltems[itemIndex].transform.position;
}
public void DeselectAllitem()

{
foreach(Ulinventoryltem item in listofUlltems)
{
item.Deselect();
}

actionPanel.Toggle(false);
}
public void UpdateDescription(int itemindex, Sprite itemlmage, string name, string
description)
{
itemDescription.SetDescription(itemimage, name, description);
DeselectAllltem();

listofUlltems[itemIndex].Select();



}
}
DeathScene
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
using UnityEngine.SceneManagement;
public class DeathScene : MonoBehaviour
{
public static DeathScene instance;
private void Awake()
{
instance = this;
}
public GameObject imageBG;
public GameObject deathFade;
public GameObject youdied,;
public GameObject btnRe;
public AudioSource udied;
void Start()
{
deathFade.SetActive(false);
imageBG.SetActive(false);
youdied.SetActive(false);
btnRe.SetActive(false);
udied.enabled = false;
}
void Update()



if(HealthBar.instance.isDeath == true){

StartCoroutine(DeathScreen());

}

IEnumerator DeathScreen()

{
yield return new WaitForSeconds(3.0f);
udied.enabled = true;
deathFade.SetActive(true);
yield return new WaitForSeconds(0.5f);
imageBG.SetActive(true);
youdied.SetActive(true);
yield return new WaitForSeconds(1.5f);
btnRe.SetActive(true);

}

public void RestartBtn(){

SceneManager.LoadScene("MainScene"),

}
restartBtn
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class restartBtn : MonoBehaviour
{
void Start()
{



GetComponent<UnityEngine.Ul.Button>().onClick.AddListener(RestartBtn);
}
public void RestartBtn(){

// SceneManager.UnloadScene("MainScene");

SceneManager.LoadScene("MainScene",LoadSceneMode.Single);

}
EndScene
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
public class EndScene : MonoBehaviour
{
public GameObject ContinueBtn;
void Start()
{
ContinueBtn.SetActive(false);
}
void Update()
{
Invoke("conTrue",24.0f);
}
public void conTrue()
{
ContinueBtn.SetActive(true);
}
public void BtnCon()
{



SceneManager.LoadScene("MainMenuScene");

}
PauseGame
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.Ul;
using UnityEngine.SceneManagement;
public class PauseGame : MonoBehaviour
{
public bool isPause = false;
public GameObject pauseMenu;
void Update()

{
iflnput.GetKeyDown(KeyCode.Escape))
ifisPause == true)
Resumegame();
}
elsef
Pausegame();
}
}
}

public void Pausegame()
{
Time.timeScale = 0f;
isPause = true;

pauseMenu.SetActive(true);



}
public void Resumegame()
{
Time.timeScale = 1f;
isPause = false;
pauseMenu.SetActive(false);
}
public void returntoMainMenu()
{
Resumegame();

SceneManager.LoadScene("MainMenuScene");
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