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Abstract

The objectives of this PLAN & FLEE game project are: 1. To create the PLAN
& FLEE game. 2. To study the use of Unity, Aseprite, Pro Motion NG and C# language.
3. To the satisfaction of PLAN & FLEE game players. 4. To find out the efficiency of the

game PLAN & FLEE
From project implementation and testing, it was found that the highest
satisfaction rating from players is in the aspect of beautiful design in the game PLANT
& FLEE, with an average value (><_) of 4.7, which is considered excellent. The lowest
rating is in the aspect of suitability of playtime in the game PLANT & FLEE, with an

average value (x) of 4.2, still at a good level. The overall average satisfaction across all

aspects (x_)is 4.54, which is considered excellent. The standard deviation (S.D.) is 0.56.
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(SMO) Turitouunsau 1999 Anders Hejlsberg tanodsiiuil oadrsnrwlvailunaidy 7
3un31 Cool Ffiurmeanas "C-like Object Oriented Language” tuiianfilasanis .NET vos
Microsoft gnirgunslufiaunsng1ay 2000 lun1suseyuveanguinimuidesidn sl

andeudeidu C# uavmanalausisuaz ASP.NET laanilieudniu C#Ypv03n191 "C Sharp”

Y Y

1
v

a & & a o | 1Y) =
HutlussussanslaunannaIssmungveanad 1aeg Sharp (#) dududsnvsveninlinveinuns
P a L ¥ & a a o v o a & ~ v Y " s
Hgnieududuluddiiiidesresnuniagu Jedagadeduaiwn Cr+ lag "++" &9
PMUEIANYDIPTIMU TS ANTUNTY WonNINTTUTRTUN W ANL8DINITRNAINAINITOVD

A9 C++

g‘i.lmwﬁ 2.8 C# Programing language



12

2.2.1 ¥llaveya (Data Type) lu C#
C# Mvuavlinvestayalivainraiesdaiioseesun1sinnistayanais
Uszinm Al

M19197 2.2 ms1viiadoyaly C#

viladoya A183U"Y
char SnusEiien Wi a
bool Amuase Wuldldaesanfe true vise false
byte SrnudiliSiedesng daus 0 89 255
int SrnufuiiinIomung faus -2147483648 f1 2147483647
uint $nuduliiiin3omng s 0 B9 4294967295

LGS mINY faus -9223372036854775808 A

long 9223372036854775807

ulong Snudillifiedeang faus 0 fe 18446744073709551615
float WU @Enedoula) wiu 3.14159

double Srunuaeiiiuanuazdenunnduaesyin

string YoAY (@eonase) WU Hello
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2.2.2 e iun1sneandinfans

U

mandunsdmsuannansadamansiumandunsildunigalunis

[%
[

WeUlUSHASUABNALADS HIANIUNITNNANAAIEASINIAUA 7 67 Aeps19malUl

A5199 2.3 FeLdUNISNIIALAFAIANS

deyanwal AaALIUNT ADEIATANNUNY
o 1 [ Y &
+ U3n (add) X =a+ b;U1A1 a vINAU b wanulilu x
o 1 [y} Y
- au (subtract) X = a - b:; #1A1 a aunu b wanulilu x
* Aad (multiply) X =a*b; 41A1 a A b udnulilu
/ 115 (divide) X = a/b; ¥1A1 a w3eae b wanulily x
% 1150LAY (modula) X = a % b; YILAYINNNITAS a a8 b
waAulilu x
++ LA X++ = LUAT X TUNTIAD
- anAn X-—- = AAA X AINLIAT

v
s v a

InaunsaalnAdnsuuaINITaANINFANTUNITRANY 9 AuInTevinuAILUS
verAild wavanunsaldiantunsiunioutunisussmadudsle uiuszinnvesdoya

PUTENARILUSUUIZADIADNAABINUNATNSN A ANNNNSUSEIIaNaYRI TN LY
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2.2.3 fedunisiseunisu

Y

iU su e uld @ s Ut AR LU NS ARSI DN UIUEDIR LN

v ! <) a

WSsuieudu naansnlaaztduaimienssng (bool) Aaianduasy (true) n3awia (false)

1 (%
)=

A nauNsUSELANIL 6 7 Aaps1esealul

a ¥ o a ) )
A13199 2.4 AILUUNSIUI UMY

deydinwal AL UIUNTS A28 19AZANNNUNY

== Wiy a == b; 1uass aelusiuds a wihdus
w3 b

> 117AN a > b; Wuase dranludinls a 11NN
w3 b

>= 1NN BYINAY a >= b; Wuass Sralududs a 1nni
WIWNAUFIWUS b

< Uyn i a < b; Wuass salududs a desnin
wUs b

<= $RUNINVSOINAU a <= b; 1Wuass drAlusiuds a deunin
WIDWINAUFILUS b

I= Talwiniu a l= b; Wuase dranludinls a ldwihdu
AlusLUs b

lunw C# ddifiunisSeuiisuannsaldiudeyaussinnduaulannUssian
sillufiadeyauuu float, double, decimal wag char lagnisiSeuisutoyauuy char Wy

aziun15uA1SIa Unicode wuSeumiieusiu
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2.2.4 MIANIUNITNNATINAERNT
M ufiun1semssnatans (Logical Operators) Wunisiifudsuioannsi
dosAnuUsTnanananssnaansaety nadnsdildaniluase (true) wiewa (false) i
Familunsuszaniuiesiadiansadszananalussdudnlasnde fudnvalvess
suiunsuandls femssioluil

A15199 2.5 FIAIUNISNIATINANERNS

deydinwal AL iung A28 19AZANNNUNY
! NOT la NAUAADINVDY a 1N a WU
(v} I3 I3 =3
NaaNWsELUUY L1
& AND A & b atiun1s AND S a Nu b
| OR a| b auilun1s OR sen3wa MU b
A XOR a N b aniiunng exclusive ¥ a AU b
&& Short-circuit AND a && b @IuUN1S AND kUU short-circuit
AND
I Short-circuit OR a || b ALtuN1s OR KUY short-circuit OR

[

2.2.5 AegUA M 2.9 1Aseainavesniy) C# Juiugulsieasiden fel
< = o Y
- vngia (1) 1Jun1358udeves namespace tlun1sfivuaveuwnliiu
Aananeq saudsldlunsdnlassadsvesdusunsuvuinlugliidudadiudnaie lnoang

'
a o

agedslumsdeulusunsupeuineindudoulaedidloulusunsuvatgau uonani n1s
Avua namespace §3retasiutlymnisistionananioninsnous g1iula
- vneway (2) Wun1sszyloves class Wlunisivupdiulsznaunag N
1lUas1e Object
< & A [ o o i S v t4 %
- vangla (3) Lunissyiuiamsuamdedieg A deulusunsudonisiy

AawTIInEITUL TR



namespace( 1)
xr

L
class({2)

e
L
static woid Maim()

ar
L8

sUnnd 2.9 Inseainsvesntwn CH

namespace HellofApp
{
class HelloC

.

k
static void Main()
I
L

System.Console.WritelLine("Hello C#");

System.Console.Readline();

SUMWAN 2.10 freeelassainavesniy C

16



17

2.3 Aseprite (https://en.wikipedia.org/wiki/Aseprite)

Aseprite WulUswnsuuilogunniiilunssudnsuasiiumasiun Fsoenuuunniiie

a s a Y] 3 (% £ o . .

MIAANLUURNaoSAkaz et dudunan Turinauul Windows, macOS wag Linux
wazdiinsosdenng q dwmsunisudlvunmuazieiiudy wu awes, sy, n15sessulng
wuy, BUMDIINYUTIIAAEY, @A3UA Lua tazdu 9 8nuInuie Wallae Igara Studio S.A.
uazilmetniwauwl David, Gaspar kag Martin Capello @unsan1iiluan Aseprite 0uns
W5 3eFUU Steam 130 Itch.io gasalAnuazluuiiues Aseprite lasunisiennsnigls

ANSn15lHU EULA n1sAnw tagansnisldaundunssudnsves Steam

3‘Umwﬁ 2.11 Aseprite Logo

2.3.1 @uUsznoUntfANg Interface 903lUHNTU Aseprite Wusaon a9l

Fle Eat Sprite Lsyer Frame Select Uiew Hew

LTI [Sprite-o001 %
(a ][5 (@) ()

g‘ﬂmwﬁ 2.12 Interface U89 Aseprite


https://en.wikipedia.org/wiki/Aseprite
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1) AagunIni 2.13 Toolbar Wuuauiaseadendlidntsnadnuarnisvineu

[

nédAgyNian Wuiiugiudmsunisdnnisawinegnelulusunsy wu File, Edit, Sprite, Layer,
Frame, Select, View, Help uazuandlwdsnenidali wiouataiiosuneanudzain Al

gllm‘wﬁ 2.13 Toolbar

2) figunnd 2.14 Color Junausesdloniliitndenisldiudvediusunsy

Tnganunsaldaudansglaaindiuil wardsaunsainavdladnaie wazaiunsaiudlanie

a ¥ o &
N19n59N code @ LUURU AU

Cr—
0] E05/ )= )0

;nlmwf/'i 2.14 Color



19

3) ﬁqgﬂmwﬁ' 2.15 Middle part Juildlunisne eenuuunn pixel VDI

TUsunsu Aseprite fsil

I
(a](+[ul=) (- T a) ()

;s‘l.lmwﬁ 2.15 Middle part

4) fagunnd 2.16 Object Wuduiluanaasodionswedlusunsy fldeiu
@ Middle part Tun1331a au Wind dreing wazdssulufianisadne Frame sngqidseglu

AUTINAIY Fall

(a](+Jul=)[- J7_O&)(a)

;nlmwf/'i 2.16 Object



\PS09ilpUalUTUATY Aseprite
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a v

&
EN[ZNID)

M990 2.6 M1T9LATORURSIUTUATY Aseprite

o a4 A °o _a
;S‘Uﬂ'l‘w UBLAIBDIUD A1B3UY
Idasramsideniiunlunmniisusiavesdviey (rectangular selection)
=S Rectangular | visenaesd@maguuunin n1sidenivilinuanunsariniunisnsesiiea o
1 1 o o o
— Marquee vuiunvnasdents, wu n1sdnaen, A, vseUsunasdiansluusnmi
Tddmsunisnauuuiinga (pixel art) nionsuAlunmAisidnvuzass
Pencil = p 4 a Xy oy oda o
g finwaonsn lneinsosdiellazasaduifivouruuiuinu x wag y 1830m
Tdieavdvsefinwananifentunin Fwhliaunsainsavdiuvenin
E Eraser PR v
WsaUTuusanmlAnINdaINIg
Tdlunsidendainamietunldlunisig, wily, vseusuusad nenn
Eyedro er 2 aa a A o 4y 9 ]
ﬁr yearopp annsaidendnedntulunimiiiethinldlunmsnevseuSuusanin
Tflunsvenuazgenn wsliinuaunsoguastdnvrasn nvsounily
Zoom drunidnilmnuiseuseanniu selunsanisasie pixel art, azvqeli
ansavhnulussiureuvesiinaala
Tlunsdng (move) w3aldauNINMMIeIngluusaziWsuuae animation.
I Move nsldin3esatvrelinuaiuisausuduniaasinguioninlaniu

sal v

#89n15 Weasansedsulmrselaniiadnsineani1slu animation

Paint Bucket

o

Tdlunsiindasuununfinueinidenlunin wselunsalnfidnmiieuiu

#30AA18AY, Paint Bucket aglindasuuiuinUasauiu

Ilunisnadunsimioidusiaiioeseningaiinunin a3 el

Line v - v
Usglonilunisasevevvesgunselunisnaaneiduuunin
Tglunsedndsunsonassuunin wselunsalues Aseprite, naasilazil

O YOUIUUNULAL X LA y VOINN. LA3Bsile Rectangle AUsylavilluns
Rectangle
A19U0UBINN, N5ATFUANS 9, viSEN3YN pixel art
TodmSunisasnaveuvegusne visemaiiinveulugusieiiiogudn
‘ Contour
Tolunsvinlinmniediuesnniuasas lasanaudavesiniga Lazyi
Blur Ianseguininaudeniidnvaeillonioveuiiuwiatu. nsldiniesile

[

U
v

Blur Hinezdudslenilunsadaeninaviorilinmgyuuia
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2.4 Storyboard (https://www.cotactic.com/blog/5-tricks-to-create-storyboard/)

= = s a o & !
MIWeuanaiuesa (Storyboard) Ais MIhizessnnaeneneenulugdiuunm

a

Taglgn1wane Amany senmnsfin Sessanududisuiiiousniansessn inlvlun1suas

v A

AMEUns Lotutu lavan wagifledus aneiuesnielvlas19doau190 N uLeY

Y
= = P = | a a | v & -:4' ° v IS 1%
doansisessilaegeilusednsain glAiunMTINYedTeT SAumanITal Yundes
wazeAUTENaUdYY vesdelaegedaau wenantldeliadsdeaunsanaaeulode
Tl wagUSuugasessnlaneunazihlunGnas
a - = o w a ! q' i a =
N13WeY Storyboard Aan1sesdidunnluaufnesni neuiazagase ¥
IS [ a o w = o Y & = d’ ! ! 1
JeusanunluainiSesdwiu 1,2,3,.... Bvhliiunmuesessnnaza) Jymdiulvgves

- a o & X a = 3 v | v o
AuRgiEAe linavtunnasslnuierusenaveslsidedldidnludng

FecoicTior: ~AT THE Z00°

The Mﬂ SI"I-IJE.', :;i‘n fwnd  dway .

_He feels suliy.

gﬂmwﬁ 2.17 $9E13 Storyboard
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2.4.1 walla 3911991 Storyboard
1) mallav KEY MESSAGE Tilaulanug

- 911 RESEARCH fiunguaug 31w lules enawinlus Senuveunse
aula 34 Insight n13vh Storyboard méﬂiﬁwLﬂuﬁ;mﬁﬂaaﬁmwﬁwm@ Video v0u5131n 74U
W Tawanves K PLUS 98 FACE OFF Yumdu Insicht #i71aulnediulnalisounis
WasuwUasndsdiduiag 39 woy KPLUS Tuneutuides Update asdlng) Tawan FACE
OFF Fsdeansidsmihmazilasuluusquanlunslinudaviiouds

- Yaym veseug visauenaazlidiniidsszaulymizeadniien
Tuie 3resdunangfnssu Lﬁaﬁmmﬁ”’umﬁw Key Message uazmau Pain Point ¥83Aug)
18w Tarwan AirPay #6490 Pain Point “AudhminBengesians” wagiisnoe1nazuAves
fanils uwidesnseaudteBarieln fudu Pain Point Mweldvniu was AirPay fithiaue
fieadiu Solution IuﬂWiLLﬁﬁzywﬂﬂf

- AMALANENY N15UBNI AN wlanlmindiauduednsls Adu
Bnmile Key Message fildifupay mszddwheonunlddnunuilug foedsmnuiauls
Igunduindy wu lawanves Sunsilk § The Hair Talk fiusnians ey LGBT fiu
AsauAs 39 Sunsilk WaruwnnansluesesenasenufinudulvgAninduuusuddmsy

[
oY

NPy

e

2) STORYTELLING
- Eenamsnsalund WWunisiandes 990 110 21U 3 Und Fenis
oA Sy aa ° v v & v ° 1Y a B2
@S euuuiliivenns ilraudladlenladny A19vi Storyboard lidesAniess waan

[

Wevnvensiulildfienuraulane Nagvilirugeisnde gldau uwinailadiiodndu

4

=)

ugIune Aensansedlinutila feendlavunves Kleenex Thailand %@ Tiny Doll k4
wAdaNTEmmMANITaiUNG watiinaminauly Video Aen1sanekuy Long Take

= o L d‘ ! ! dl d’l £ 1%
- MsBeeasuis el nsiadewuull ausansylantnuluanle

[
d =)

zimeuTnesaatisuges vie duseslulinarsSeiily wmealadazdianudangulunis
@5 nedimnudasglunsfienulmivionun udazddedefedndriugedis Avevili
Auglaiinlaieniosnasdely lawan My Beautiful Woman ves Wacoal THiwnatianis

@SB UUAREdUNUlURBUNY
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3) MOOD AND TONE

- MOOD g 8153501984 Video WU @unauIu LAs1 3159 ANAY

Uszuanala 1nss

- TONE fio @nldluinle Inedvzuonanuidniianiiu dlnudunie

P v & & W v a a ' v v .
dlnufeu Favuiuindesnisazdessnunlufianielve wu deenliamly Video gayn

= v v

anla e1avzdedlddlnusouiioviilinugiantanniidingan liveedls uinduiusiesinae

9 Video $Aninnda dndu envazdedddinuduiielnidnayuiu davu
4) SHOT REFERENCES
- mATANISNY SHOT REFERENCES du@an1sidannini do
ANUnETiseeIndasuiniian tnsizasliiduwiimiafesdu wayundssnisiuuiunly
= U & o g v ¢ a = | & = v 1%
wilaudu M esualvesnimuisuld ddludiuilnuiwasanvesnindlualg a1n
Megaanduainmsideuayatuiin daduimadentu usdieyund esuasuas vinlid

D1SUUNANAUFUT

sUAW 2.18 feg1s SHOT REFERENCES 1 1
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sUn il 2.19 §1e8ne SHOT REFERENCES 7 2

- ufimsthundiu REFERENCES nMsw Shot Reference ﬁ?umsm
A9 LWt / Music Video / %114 / Filmmaker iws1241uUsgnny1s Production 9wl
ANSAAEBILET L1 Y19 L‘ﬁdﬁmﬂmmmagué’a winzuansiiudy Reference lalae
InglaifpalUAniones
5) TRANSITION #ildifinddulueu VIDEO
~ CUT femswdsuanammialugdnnmmiswuuiuiiviule Taels
THmadelag Tumsdoudenn dnvazdvsnngeeniniadunmildedonin azareven
arudAndula uenanisndaiudasine edremsdlunsen
- FADE Aamisidsunn Tnonmazunudiaasann Taons Fade o
anunsaulseanidu Fade In wag Fade Out
Fade In W wmiunmsEuduvesiessn viomnnisal
Fade Out Aenmudnazaees ansasnareiduninden
- DISSOLVE Aonsiasunin Insnmusnassqanslugdnnn laed
nswasundasiuarlildfnd uwuuriuiiidlamilounts cut Lmﬁmmiwa%’wmmidﬂﬁ
UL wazanna Tagaglfifiodonloafosm
- WIPE n5Ua Aentiiaeasiidnvazaeinisuinninidosnises
Wiy Yivasuunmiiusingey nmsld Wipe envadanuidnliauaweaiosn dedu

TngaggnldiitonusFeasinmuneeniludiue egretinau
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- DIGITAL EFFECT \Juwmaila Transition wuulvsl Muhunldiuaiud
wiuauuaularesnIw wu 9ulawan Mse Motion Graphics wallagigiiiuaauiiaula

Tvifuau vnﬂL{Jumuﬂszmmﬁﬁaqmsﬁqq}mmmaﬂaqa

2.4.2 Storyboard ¥4 Project

U 2.20 Ny

suan? 2.21 nihaeludiu



sUMWN 2.22 anguendu

sUAN? 2.23 nihweszuulowmy
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sUA M 2.24 veheagiaune

U 2.25 neeneglauyue

27
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2.5 BNEISHATIUILNNYIVD

a v

WEHFIA YIRAENRY UILHIUM UAgNT kazu1esTna auadnanisdniilasenis

v
v AAv
U

AseliilingUsrasdioasunuanudfiluily delusunsy Unity (Ghost in Dream 3D Game)

Anwimnuiianely vesinSeulseneatiednsivan awndvmeuiawesgsiainedemeaila

syeosiinanua Il Tullusialusunsy Unity (Ghost in Dream 3D Game) WaglNeunginy
aufiArluilu Aaelusunsy Unity (Ghost in Dream 3D Game) W1ulasen1susenalasinig
a a a a a s a U U ] d' Y C% a = £y a =
VTN VUTHIVTNABUNINDITINY NfusitegnlTRetnFeulsenAiednsivIdn a1
a s a a (Y a o a & A a (82 v 1
AUNIAB3TIAY Inendemalinszeat I1uu 59 Aueseslenldlunisinsgvideya laun
nNaNTAR LuRuA8lUTWATY Unity (Ghost in Dream 3D Game) WaghuuaauaIl AU
wolavasrinSeulsenatloUnsivtn a1vireuianessiia Inendumalinssyas Nsany
anuddluilusmiglusunsy Unity (Ghost in Dream 3D Game) adianldlunsiasigvideya Ao

AadRsosay ARy kazdiletuuiInggy

U 6 L4 %

AU AU N1AY A5UEINIAY kaziMIiag AUAY el

[

nnUsadALie

v

1) Warninuauifines inuvnsesneglvy 2) Anwianuiswelavesindnw 7 ddeinuaiy

a

7 599 inuvnseenaglnu ndudwing dnfinwiaivimnssureuiimesiaganuiaietiy
a 4 a [ a (% % o - A A
AONILADIAMYIAINTTUAENT UMIMEFETWAYUMIETAY F1UU 80 A LATileildly

A15398 LAWA WUUABUAUANUNINBIv9din@nw) adfiltlun1s9e Ao ARAY wavdIu

Y v

Deauusinsgrunansideaguladsd 1) lainuauifises inunsesnsaylnu Usenaunig

a s

nglunudIuiu 3 1y lnglsavinigaziveuainesiazanueniana1eiuesnil lnewnig

Ql' ' r.:l' = & S 1Y IS a
n1 FLINYNEN LasHUDUALADIAD YONUAINIU HN@J@QIULﬂNQ%LUUH@JN@Q%@\‘]uﬂﬂaV}‘Vm\‘i

N

[y

FelaineuanesIuIU 4 BiaNN1InTU Unity 3D A9 UaUALADS LOIAYU NOUALRDINU

e

(% (2 a

anewug ol wardeudu 2) YnAnwianviAInssuAsuiiinoswaza1v AT oY1y

]

ABUNILNDIAULIAINTIUAIANT UMINYIFETIUAYUMIAITAN TAIuTInalasionuauy

Fosnuneenaglulagsitegluseduiin

(% £%
[

Syna 353003305 lasenuivihduanlaeiigadasnadielusiunaaidumalulagine-
= o, ° o vaa % = a:' o o
du waziie WWukwImdmsudnlavaula desnsfnwuferiunisasiany 30 lag
1 ) 3 I~ d' o ¥ LY 3 % 1 v o
wiadudunaunisidenaimsiazdiunlyd msdnisesdusznauliguings n13vin NavMesh
1 NPC AU n1sdanisiuuaas uazadusiieswnuinediun1s optimize flny waga1d1sn

Junafnann lassuilultsesaniianmuinainudiesls



unil 3

ASNITANHUIU

[
a

lunsdnvilasenis Plant & Flee AauggInvinlaaiun1snutunauaall

AnEuasmunudayaiiAuitas

v

aanuuuinseasanu

v

Anfiunisasiany

v

auirninu

udls  fe—Tlisu @

WU
v

Uszifiupamuiionala

v

Usufiudszanian

v

Anvirstliausiaau

sUNWT 3.1 wnudauanen1saiiulasenis
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3.1 Anwwazsausudeyaiifeades

Fifumsfinuinarsurndeyaiiieadeses Taunsuiildlunisdnsilasemsluadsd
Unity Ao Tusunsuiifianuanunsavainwansldunadnany 2 finisadauny 3 fin1sada AR,
VR anansndsuonndiaduldiassu Windows, i0S wag Android anwn C# fa awdeu
TUswn3uwUY multi-paradigm Bsfigunuunmwiiened wazduguuuudduluns@eu diledidu
wazdudunwnadeulusunsuifiauaudAidunuuosuidadie Aseprite Ao TUsunsuudly
sUnmilfunssudvduasiiuvasiion feeenuuuaniiiensnaninuuufineasiinuazueiudy

Jundn Feldvinisduaideyasieg Miedes iedmnlilunisdavinlasenu

3.2 WU Storyboard
3.2.1 Storyboard 984 Project

sUMWA 3.2 A mmtiiaung



sUn M 3.3 Mguentnu

sun il 3.4 hsinsszuulomy
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sUnn? 3.5 nilsnadefiauwi

Ui 3.6 wilsinailaglauyue
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3.3 anLuulAsIEsIwnNy

3.3.1 99ALUUAIAYAT

sUnil 3.7 ganuiuuMavATUaN

Ui 3.8 98NLUU Monster #1371 1 1wt

33
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JUATWT 3.9 98nWUU Monster 6311 2 LAWEY

332 @@ﬂLLUUMﬁ’]L@JH%@QLﬂN

QuIT

SUNNA 3.10 oBNKUUNTILIY
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333 E)@ﬂLLUUEULLUUﬂ’]iLﬁIULﬂlI

sUMi 3.11 senuuuzULUUNSIEUNY

3.3.4 PnULUUTEAULAN O

+;—

&
O
o

JUAW 3.12 sanuuUsTEUULAN MY
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3.3.5 ganuuumiailoglauu

YOU DIED!

TOTAL POINT : O

DAY : 0

sUMWAN 3.13 eanuuuntsinuilomiauui

3.3.6 PRNLUUNIANlBElA UYL

PLANT & FLEE
THANK YOU

CREATED BY.
PHUCHITSA SAELI
SUPAKIT PEAMUNG

sUAN? 3.14 ganuuuvinsailodiauyuy



3.4 andun1sasiany

3.4.1 @519918yAT

® & on Laver 2
[el8 selLaver s |

UM 3.16 a3reiiazAswen

Danes
Lesss
00000
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.I.:.I.I_.I.I I.l

ame Select View Help

Tohostaseprite x|

rra—
(8] [+]n[=]{e] ] (&) ()

SEego [1]
[e[Eleslizier o (@]

JUN W 3.18 @379 Monster fafl 2 LAwis)

33 et et E

O0oD0000
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3.4.2 a3MTIYYeLNY

sUAWl 3.20 nihsyvesiny PLANT & FLEE
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3.4.3 Y1158UUN5HaULNY

W]
S

-
<
D

| udomuRuGIAzAY
nau F niauaniin @,

& neu sPACEBAR LiDTAETIN
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class player : MonoBehaviour

{
Rigidbody2D rd;
public float speed
Vector2 movement;
Animator animator;
int R = 1;
int L = 0;
private float time = 0;
private bool timeb = false;
private int water = 0;
private AudioSource AS;
public AudioClip coinget;
public int point = 0;
public int watermax = 0;
public int shop = 0;
public int imgstop = 0;
public int seedcarrot = 0;
public int seedpumpkin = 0;
public int seedpotato = 0;
private GameManager gameManager;
public float speedplayer = 0f;

0.5f;

public AudioClip moveSound;

public float moveSoundVolume = 0.5f;
private bool isMoving = false;
public int walk =0;

public int dropwater = 0;

public int dropwatermax = 0;

public int stoptab = 0;

public int animewater = 0;

public GameObject uidead;

private void Awake()

{
rd = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
AS = GetComponent<AudioSource>();

}

private void Start()

{
gameManager = GameManager.instance;

}

void Update()

{

animewater = GameManager.instance.animatorwa;

walk = GameManager.instance.walksound;

float moveX = Input.GetAxisRaw("Horizontal");

float moveY = Input.GetAxisRaw("Vertical");

movement = new Vector2(Input.GetAxisRaw("Horizontal"),
Input.GetAxisRaw("Vertical"));



if (moveX > 0)

{
transform.eulerAngles = new Vector3(0, 0, 0);
animator.SetBool("Run", true);
R=1; L =0;
walk = 1;
gameManager.Updatewalksound(walk);
}
else if (moveX < 0)
{
transform.eulerAngles = new Vector3(0, 180, 0);
animator.SetBool("Run", true);
R=0; L=1,;
walk = 1;
gameManager.Updatewalksound(walk);
}
else
{
timeb = false;
time = 0;
animator.SetBool("waterp", false);
animator.SetBool("Run", false);
walk = 0;
gameManager.Updatewalksound(walk);
}
if (R==16&8 L == 0)
{
if (moveY > 0)
{
transform.eulerAngles = new Vector3(0, 0, 0);
animator.SetBool("Run", true);
walk = 1;
gameManager . Updatewalksound(walk);
}
if (moveY < 0)
{
transform.eulerAngles = new Vector3(0, 0, 0);
animator.SetBool("Run", true);
walk = 1;
gameManager . Updatewalksound(walk);
}
}
else if (R==0 && L == 1)
{
if (moveY > 0)
{
transform.eulerAngles = new Vector3(0, 180, 0);
animator.SetBool("Run", true);
walk = 1;
gameManager.Updatewalksound(walk);
}

if (moveY < 0)
{



transform.eulerAngles = new Vector3(0, 180, 0);
animator.SetBool("Run", true);

walk = 1;

gameManager.Updatewalksound(walk);

}
}
water = GameManager.instance.animatorwa;
speed = GameManager.instance.speed;
speedplayer = GameManager.instance.speedplayer;
if(animewater == 1)

{

animator.SetBool("Run", false);
walk = 0;
gameManager.Updatewalksound(walk);
speed = 0;

}

else

{
}

// Debug.Log(time);

shop = GameManager.instance.shopstop;
imgstop = GameManager.instance.imgstop;
if(shop == 1)

{

speed = speed + speedplayer;

animator.SetBool("Run", false);
speed = 0;

walk = 0;
gameManager.Updatewalksound(walk);

}
if(imgstop == 1)
{

animator.SetBool("Run", false);

speed = 0;

walk = 0;

gameManager.Updatewalksound(walk);
}
rd.velocity = movement * speed;
point = GameManager.instance.point;
seedcarrot = GameManager.instance.seedcarrot;
seedpumpkin = GameManager.instance.seedpumpkin;
seedpotato = GameManager.instance.seedpotato;
dropwater = GameManager.instance.waterValue;
stoptab = GameManager.instance.stoptab;
dropwatermax = GameManager.instance.pumpmax;
float horizontalMovement = Input.GetAxis("Horizontal");
float verticalMovement = Input.GetAxis("Vertical");

isMoving = (horizontalMovement != 0f || verticalMovement != 0f);
if(Input.GetKeyDown(KeyCode.I))
{

animewater = 0;
gameManager.Updateanimatorwa(animewater);

}
if(Input.GetKeyDown(KeyCode.0))

point = point + 1000;
gameManager.Updatepoint(point);



}

}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.tag == "coin")
{
AS.PlayOneShot(coinget);
Destroy(collision.gameObject);
point = point + 1;
gameManager.Updatepoint(point);
}
if (collision.gameObject.tag == "pointcarrot")
{
AS.PlayOneShot(coinget);
Destroy(collision.gameObject);
seedcarrot = seedcarrot + 1;
gameManager.Updateseedcarrot(seedcarrot);
}
if (collision.gameObject.tag == "pointpumpkin")
{
AS.PlayOneShot(coinget);
Destroy(collision.gameObject);
seedpumpkin = seedpumpkin + 1;
gameManager.Updateseedpumpkin(seedpumpkin);
}
if (collision.gameObject.tag == "pointpotato")
{
AS.PlayOneShot(coinget);
Destroy(collision.gameObject);
seedpotato = seedpotato + 1;
gameManager.Updateseedpotato(seedpotato);
}
if (collision.gameObject.tag == "dropwater")
{
AS.PlayOneShot(coinget);
Destroy(collision.gameObject);
dropwater = dropwater + 5;
gameManager.UpdateWater(dropwater);
if(dropwater > dropwatermax)
dropwater = dropwatermax;
gameManager.UpdateWater(dropwater) ;
}
}
if (collision.gameObject.tag == "monster")
{
uidead.SetActive(true);
}
}

void OnCollisionEnter2D(Collision2D collision)

{
}
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using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
//using UnityEditorInternal;
using UnityEngine;

public class plant® : MonoBehaviour

{

public GameObject growthStagesl;
public GameObject growthStages2;
public GameObject growthStages3;
public GameObject growthStagesd;
public GameObject growthStages5;
public GameObject floor;

private bool isPlanting = false;
private float time = 0f;

public int water = 0;

public int point = 0;

public int seed = 0;

private bool iswater = false;
private bool stop = false;
private bool waterstop = false;
private bool grow = false;
private float timegrow = 0;
private int roundedTime = 0;
private GameObject currentPlant;
private GameManager gameManager;
public AudioClip plantsound;
public AudioClip watersound;
public AudioClip growsound;
public AudioClip plantget;
private AudioSource AS;

private Animator animator;
private float timewater;

private int animatorwater = 0;
private bool stoptime = false;
private bool stopsac = false;
public int pointm = 0;

public int rdm = 0;

public int coin = 0;

public GameObject coinPrefab;
private GameObject go;

void Start()

{
gameManager = GameManager.instance;
AS = GetComponent<AudioSource>();
animator = GetComponent<Animator>();
}

// Update is called once per frame

void Update()

{
water = GameManager.instance.waterValue;
point = GameManager.instance.point;
seed = GameManager.instance.Seedtomato;
animatorwater = GameManager.instance.animatorwa;
pointm = GameManager.instance.pointmax;



coin = GameManager.instance.cointomato;
if (Input.GetKeyDown(KeyCode.F) && isPlanting == false && seed >

{

0)

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("planttomato0"))
{
stop = false;
isPlanting = true;
Vector3 spawnPosition = collider.transform.position;
currentPlant = Instantiate(growthStagesl,
spawnPosition, Quaternion.identity);
AS.PlayOneShot(plantsound);
seed——;
gameManager.UpdateSeedtomato(seed);

}
}
}
if (isPlanting == true && water >= 0)
{

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)

{ if (collider.CompareTag("planttomato0"))
{ if (water == 0)
t waterstop = true;
ilse if (water > 0)
i waterstop = false;

if (Input.GetKeyDown(KeyCode.Space) && iswater == false && waterstop ==
false && stop == false)

water--;
iswater = true;
gameManager.UpdateWater(water);
AS.PlayOneShot(watersound);
grow = false;
timegrow = 0;
}
if (Input.GetKeyDown(KeyCode.Space) || stoptime == true){
stoptime = true;
if (iswater == true && stoptime == true && stopsac == false)
{
timewater += Time.deltaTime;
animator.SetBool("waterp", true);
animatorwater = 1;
gameManager.Updateanimatorwa(animatorwater);
if (timewater >= 1.1)
{
animator.SetBool("waterp", false);
animatorwater = 0;



gameManager.Updateanimatorwa(animatorwater);
}
}
}

if(stoptime == true)

timewater += Time.deltaTime;

}
if (timewater >= 1.3)
{
stoptime = false;
stopsac = true;
timewater = 0;
}
}
}
if (iswater == true && stop == false)
{

time += Time.deltaTime;
roundedTime = Mathf.RoundToInt(time);
// timewater += Time.deltaTime;
Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, new Color(181f / 255f, 138f /
255f, 138f / 255f));
}
if (roundedTime == 11)
{
Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);
iswater = false;
Destroy(currentPlant);
currentPlant = Instantiate(growthStages2,
currentPlant.transform.position, Quaternion.identity);
grow = true;

time = 12;
timewater = 0;
stopsac = false;

}

if (roundedTime == 22)

{

Renderer floorRenderer = floor.GetComponent<Renderer>();

SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStages3,
currentPlant.transform.position, Quaternion.identity);

grow = true;

time = 23;
timewater = 0;
stopsac = false;

}

if (roundedTime == 33)

{

Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);



currentPlant = Instantiate(growthStagest,
currentPlant.transform.position, Quaternion.identity);
grow = true;

time = 34;
timewater = 0;
stopsac = false;

}

if (roundedTime == uu)

{

stop = true;
Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);
iswater = false;
Destroy(currentPlant);
currentPlant = Instantiate(growthStages5,
currentPlant.transform.position, Quaternion.identity);
grow = true;
timewater = 0;
stopsac = false;
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("planttomato0"))
{
if (Input.GetKeyDown(KeyCode.F))
{

Destroy(currentPlant);
rdm = Random.Range(1l, 3);
seed = seed + rdm;
gameManager.UpdateSeedtomato(seed);
isPlanting = false;
time = 0;
roundedTime = 0;
pointm = pointm + coin;
gameManager.Updatepointmax(pointm);
AS.PlayOneShot(plantget);
for (int i = 0; i < coin; i++)
{
Vector2 randomOffset = new Vector2(Random.Range(-4f, uUf), Random.Range(-
uf, 4f));
Vector2 coinPosition = (Vector2)transform.position + randomOffset;
go = Instantiate(coinPrefab, coinPosition, Quaternion.identity);

}
}
}
}
}
//Debug.Log(timewater);
if (grow == true)
{
timegrow++;
if (timegrow == 10)
{
AS.PlayOneShot(growsound);
3
3

}
}

void SetColor(Renderer renderer, Color newColor)

{



renderer.material.color = newColor;

Ugnﬁmmiam

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
//using UnityEditorInternal;
using UnityEngine;

public class plantcarrot®: MonoBehaviour
{
public GameObject growthStagesl;
public GameObject growthStages2;
public GameObject growthStages3;
public GameObject growthStagesi;
public GameObject growthStages5;
public GameObject floor;
private bool isPlanting = false;
private float time = 0f;
public int water = 0;
public int point = 0;
public int seed = 0;
private bool iswater = false;
private bool stop = false;
private bool waterstop = false;
private bool grow = false;
private float timegrow = 0;
private int roundedTime = 0;
private GameObject currentPlant;
private GameManager gameManager;
public AudioClip plantsound;
public AudioClip watersound;
public AudioClip growsound;
public AudioClip plantget;
private AudioSource AS;
private Animator animator;
private float timewater;
private int animatorwater = 0;
private bool stoptime = false;
private bool stopsac = false;
public int pointm = 0;
public int rdm = 0;
public int coin = 0;
public GameObject coinPrefab;
private GameObject go;
void Start()

{
gameManager = GameManager.instance;
AS = GetComponent<AudioSource>();
animator = GetComponent<Animator>();
}

// Update is called once per frame
void Update()
{



water = GameManager.instance.waterValue;

point = GameManager.instance.point;

seed = GameManager.instance.seedcarrot;

animatorwater = GameManager.instance.animatorwa;

pointm = GameManager.instance.pointmax;

coin = GameManager.instance.coincarrot;

if (Input.GetKeyDown(KeyCode.F) && isPlanting == false && seed >

{

0)

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("plantcarrot0"))
{
stop = false;
isPlanting = true;
Vector3 spawnPosition = collider.transform.position;
currentPlant = Instantiate(growthStagesl,
spawnPosition, Quaternion.identity);
AS.PlayOneShot(plantsound);
seed——;
gameManager.Updateseedcarrot(seed);

}
}
}
if (isPlanting == true && water >= 0)
{

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)

{ if (collider.CompareTag("plantcarrot0"))
{ if (water == 0)
t waterstop = true;
ilse if (water > 0)
i waterstop = false;

if (Input.GetKeyDown(KeyCode.Space) && iswater == false && waterstop ==
false && stop == false)

water--;
iswater = true;
gameManager.UpdateWater(water);
AS .PlayOneShot(watersound);
grow = false;
timegrow = 0;

}

if (Input.GetKeyDown(KeyCode.Space) || stoptime == true)
{

stoptime = true;
if (iswater == true && stoptime == true && stopsac == false)
{
timewater += Time.deltaTime;
animator.SetBool("waterp", true);



animatorwater = 1;
gameManager.Updateanimatorwa(animatorwater);
if (timewater >= 1.1)
{
animator.SetBool("waterp", false);
animatorwater = 0;

gameManager.Updateanimatorwa(animatorwater) ;
}
}
}

if (stoptime == true)

timewater += Time.deltaTime;

}
if (timewater >= 1.3)
{
stoptime = false;
stopsac = true;
timewater = 0;
}
}
}
if (iswater == true && stop == false)
{

time += Time.deltaTime;
roundedTime = Mathf.RoundToInt(time);
// timewater += Time.deltaTime;
Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, new Color(181f / 255f, 138f /
255f, 138f / 255f));
}
if (roundedTime == 11)
{
Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);
iswater = false;
Destroy(currentPlant);
currentPlant = Instantiate(growthStages2,
currentPlant.transform.position, Quaternion.identity);
grow = true;

time = 12;
timewater = 0;
stopsac = false;

}

if (roundedTime == 22)

{

Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);
iswater = false;
Destroy(currentPlant);
currentPlant = Instantiate(growthStages3,
currentPlant.transform.position, Quaternion.identity);

grow = true;
time = 23;
timewater = 0;
stopsac = false;

}

if (roundedTime == 33)



Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStagesu,

currentPlant.transform.position, Quaternion.identity);

grow = true;

time = 34;
timewater = 0;
stopsac = false;

}

if (roundedTime == u44)

{

stop = true;

Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStages5,

currentPlant.transform.position, Quaternion.identity);

grow = true;
timewater = 0;
stopsac = false;
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("plantcarrot@"))
{
if (Input.GetKeyDown(KeyCode.F))

Destroy(currentPlant);

isPlanting = false;

time = 0;

roundedTime = 0;

pointm = pointm + coin;
gameManager.Updatepointmax(pointm);
AS.PlayOneShot(plantget);

for (int i = 0; i < coin; i++)

{

Vector2 randomOffset = new Vector2(Random.Range(-4f, uUf), Random.Range(-

uf, uf));

Vector2 coinPosition = (Vector2)transform.position + randomOffset;
go = Instantiate(coinPrefab, coinPosition, Quaternion.identity);

}
}
}
3
3
//Debug.Log(timewater);
if (grow == true)
timegrow++;
if (timegrow == 10)
AS.PlayOneShot(growsound);
3
3



void SetColor(Renderer renderer, Color newColor)

{
}

renderer.material.color = newColor;

Ugnﬁﬂﬂnwm

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
//using UnityEditorInternal;
using UnityEngine;

public class plantkin@ : MonoBehaviour
{
public GameObject growthStagesl;
public GameObject growthStages2;
public GameObject growthStages3;
public GameObject growthStagesi;
public GameObject growthStages5;
public GameObject floor;
private bool isPlanting = false;
private float time = 0f;
public int water = 0;
public int point = 0;
public int seed = 0;
private bool iswater = false;
private bool stop = false;
private bool waterstop = false;
private bool grow = false;
private float timegrow = 0;
private int roundedTime = 0;
private GameObject currentPlant;
private GameManager gameManager;
public AudioClip plantsound;
public AudioClip watersound;
public AudioClip growsound;
public AudioClip plantget;
private AudioSource AS;
private Animator animator;
private float timewater;
private int animatorwater = 0;
private bool stoptime = false;
private bool stopsac = false;
public int pointm = 0;
public int rdm = 0;
public int coin = 0;
public GameObject coinPrefab;
private GameObject go;
void Start()

{
gameManager = GameManager.instance;
AS = GetComponent<AudioSource>();
animator = GetComponent<Animator>();
}

// Update is called once per frame



void Update()
{
water = GameManager.instance.waterValue;
point = GameManager.instance.point;
seed = GameManager.instance.seedpumpkin;
animatorwater = GameManager.instance.animatorwa;
pointm = GameManager.instance.pointmax;
coin = GameManager.instance.coinpumpkin;
if (Input.GetKeyDown(KeyCode.F) && isPlanting == false && seed >

{

0)

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("plantpumpkin®"))
{
stop = false;
isPlanting = true;
Vector3 spawnPosition = collider.transform.position;
currentPlant = Instantiate(growthStagesl,
spawnPosition, Quaternion.identity);
AS.PlayOneShot(plantsound);
seed——;
gameManager.Updateseedpumpkin(seed);

}
}
}
if (isPlanting == true && water >= 0)
{

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)

{ if (collider.CompareTag("plantpumpkin®"))
{ if (water == 0)
t waterstop = true;
ilse if (water > 0)
i waterstop = false;

if (Input.GetKeyDown(KeyCode.Space) && iswater == false && waterstop ==
false && stop == false)
{
water—--;
iswater = true;
gameManager.UpdateWater(water);
AS .PlayOneShot(watersound);
grow = false;
timegrow = 0;
}
if (Input.GetKeyDown(KeyCode.Space) || stoptime == true)
{

stoptime = true;
if (iswater == true && stoptime == true && stopsac == false)

{



timewater += Time.deltaTime;
animator.SetBool("waterp", true);
animatorwater = 1;
gameManager.Updateanimatorwa(animatorwater);
if (timewater >= 1.1)
{
animator.SetBool("waterp", false);
animatorwater = 0;

gameManager.Updateanimatorwa(animatorwater);
}
}
}

if (stoptime == true)

timewater += Time.deltaTime;

}
if (timewater >= 1.3)
{
stoptime = false;
stopsac = true;
timewater = 0;
}
}
}
if (iswater == true && stop == false)
{

time += Time.deltaTime;
roundedTime = Mathf.RoundToInt(time);
// timewater += Time.deltaTime;
Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, new Color(181f / 255f, 138f /
255f, 138f / 255f));
}

if (roundedTime == 11)
{
Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);
iswater = false;
Destroy(currentPlant);
currentPlant = Instantiate(growthStages2,
currentPlant.transform.position, Quaternion.identity);
grow = true;

time = 12;
timewater = 0;
stopsac = false;

3

if (roundedTime == 22)

{

Renderer floorRenderer = floor.GetComponent<Renderer>();

SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStages3,
currentPlant.transform.position, Quaternion.identity);

grow = true;

time = 23;

timewater = 0;

stopsac = false;



}

if (roundedTime == 33)

{

Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStagesu,

currentPlant.transform.position, Quaternion.identity);

}

grow = true;
time = 34;
timewater = 0;
stopsac = false;

if (roundedTime == 44)

{

stop = true;

Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStages5,

currentPlant.transform.position, Quaternion.identity);

Vector2 randomOffset

uf, uf));

grow = true;

timewater = 0;

stopsac = false;

foreach (Collider2D collider in colliders)

{
if (collider.CompareTag("plantpumpkin®"))
{

if (Input.GetKeyDown(KeyCode.F))

{
Destroy(currentPlant);
isPlanting = false;
time = 0;
roundedTime = 0;
pointm = pointm + coin;
gameManager.Updatepointmax(pointm);
AS.PlayOneShot(plantget);
for (int i = 0; i < coin; i++)
{

new Vector2(Random.Range(-uf, uf), Random.Range(-

Vector2 coinPosition = (Vector2)transform.position + randomOffset;
go = Instantiate(coinPrefab, coinPosition, Quaternion.identity);

}
}
}

3
3
//Debug.Log(timewater);
if (grow == true)
{

timegrow++;

if (timegrow == 10)

{

AS.PlayOneShot(growsound);



}
}

void SetColor(Renderer renderer, Color newColor)

{
}

renderer.material.color = newColor;

Ugnﬁnﬁuﬂ%’a

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
//using UnityEditorInternal;
using UnityEngine;

public class plantpotato® : MonoBehaviour
{
public GameObject growthStagesl;
public GameObject growthStages2;
public GameObject growthStages3;
public GameObject growthStagesi;
public GameObject growthStages5;
public GameObject floor;
private bool isPlanting = false;
private float time = 0f;
public int water = 0;
public int point = 0;
public int seed = 0;
private bool iswater = false;
private bool stop = false;
private bool waterstop = false;
private bool grow = false;
private float timegrow = 0;
private int roundedTime = 0;
private GameObject currentPlant;
private GameManager gameManager;
public AudioClip plantsound;
public AudioClip watersound;
public AudioClip growsound;
public AudioClip plantget;
private AudioSource AS;
private Animator animator;
private float timewater;
private int animatorwater = 0;
private bool stoptime = false;
private bool stopsac = false;
public int pointm = 0;
public int rdm = 0;
public int coin = 0;
public GameObject coinPrefab;
private GameObject go;
void Start()
{

gameManager = GameManager.instance;
AS = GetComponent<AudioSource>();
animator = GetComponent<Animator>();



// Update is called once per frame
void Update()
{

water = GameManager.instance.waterValue;

point = GameManager.instance.point;

seed = GameManager.instance.seedpotato;

animatorwater = GameManager.instance.animatorwa;

pointm = GameManager.instance.pointmax;

coin = GameManager.instance.coinpotato;

if (Input.GetKeyDown(KeyCode.F) && isPlanting == false && seed >

{

0)

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("plantPotato0"))
{
stop = false;
isPlanting = true;
Vector3 spawnPosition = collider.transform.position;
currentPlant = Instantiate(growthStagesl,
spawnPosition, Quaternion.identity);
AS.PlayOneShot(plantsound);
seed——;
gameManager.Updateseedpotato(seed);

}
}
}
if (isPlanting == true && water >= 0)
{

Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("plantPotato0"))

{ if (water == 0)
t waterstop = true;
ilse if (water > 0)
i waterstop = false;

if (Input.GetKeyDown(KeyCode.Space) && iswater == false && waterstop ==
false && stop == false)
{
water—--;
iswater = true;
gameManager.UpdateWater(water);
AS .PlayOneShot(watersound);
grow = false;
timegrow = 0;
}
if (Input.GetKeyDown(KeyCode.Space) || stoptime == true)
{

stoptime = true;



if (iswater ==

true && stoptime == true && stopsac == false)

{
timewater += Time.deltaTime;
animator.SetBool("waterp", true);
animatorwater = 1;
gameManager.Updateanimatorwa(animatorwater);
if (timewater >= 1.1)
{
animator.SetBool("waterp", false);
animatorwater = 0;

gameManager.Updateanimatorwa(animatorwater);

}

}
}
}
if (stoptime == true)
{
timewater += Time.deltaTime;
}
if (timewater >= 1.3)
{
stoptime = false;
stopsac = true;
timewater = 0;
}

}

if (iswater == true && stop == false)

{

time += Time.deltaTime;

roundedTime = Mathf.RoundToInt(time);

// timewater += Time.deltaTime;

Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, new Color(181f / 255f, 138f /

255f, 138f / 255f));
}

if (roundedTime == 11)

{

Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStages2,

currentPlant.transform.position, Quaternion.identity);

}

grow = true;
time = 12;
timewater = 0;
stopsac = false;

if (roundedTime == 22)

{

Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStages3,

currentPlant.transform.position, Quaternion.identity);

grow
time

true;
23;



timewater = 0;
stopsac = false;
}
if (roundedTime == 33)
{

Renderer floorRenderer = floor.GetComponent<Renderer>();

SetColor(floorRenderer, Color.white);

iswater = false;

Destroy(currentPlant);

currentPlant = Instantiate(growthStagesu,
currentPlant.transform.position, Quaternion.identity);

grow = true;

time = 34;

timewater = 0;

stopsac = false;

if (roundedTime == u4)
{
stop = true;
Renderer floorRenderer = floor.GetComponent<Renderer>();
SetColor(floorRenderer, Color.white);
iswater = false;
Destroy(currentPlant);
currentPlant = Instantiate(growthStages5,
currentPlant.transform.position, Quaternion.identity);
grow = true;
timewater = 0;
stopsac = false;
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("plantPotato0"))

{
if (Input.GetKeyDown(KeyCode.F))
{

Destroy(currentPlant);
isPlanting = false;
time = 0;
roundedTime = 0;
pointm = pointm + coin;
gameManager.Updatepointmax(pointm);
AS.PlayOneShot(plantget);
for (int i = 0; i < coin; i++)
{
Vector2 randomOffset = new Vector2(Random.Range(-4f, uUf), Random.Range(-
uf, uf));
Vector2 coinPosition = (Vector2)transform.position + randomOffset;
go = Instantiate(coinPrefab, coinPosition, Quaternion.identity);

}
}

3
3
//Debug.Log(timewater);
if (grow == true)
{
timegrow++;
if (timegrow == 10)
{

AS .PlayOneShot(growsound);



}
}
}
void SetColor(Renderer renderer, Color newColor)
{
renderer.material.color = newColor;
}
}
Juun

using System.Collections;

using System.Collections.Generic;
using System.Drawing;

using System.Reflection;

using UnityEngine;

public class punp : MonoBehaviour

{
// Start is called before the first frame update
private GameManager gameManager;
public int water = 15;
public float time = 5;
private bool timetrue = false;
public int pump = 0;
private AudioSource AS;
public AudioClip soundpump;
private bool sp = false;
public int max = 0;
void Start()

{
gameManager = GameManager.instance;
AS = GetComponent<AudioSource>();
//AS.clip = soundpump;

}

// Update is called once per frame
void Update()
{
water = GameManager.instance.waterValue;
pump = GameManager.instance.pumpwater;
max = GameManager.instance.pumpmax;
Collider2D[] colliders =
Physics2D.0OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)

{

if (collider.CompareTag("watermm"))

{
if (Input.GetKey(KeyCode.Space) && timetrue == false)
{
if (water < max)
{
timetrue = true;
time = GameManager.instance.waterValue;
sp = true;
}
}

if (timetrue == true)



time += Time.deltaTime * 2;
gameManager.UpdateWater((int)time);
pump = 1;
gameManager.Updatepumpwater(pump);

if (time >= max)

{
timetrue = false;
pump = 0;
gameManager.Updatepumpwater(pump);
AS.Stop();
}
}
}
}
if(sp == true)
{
AS.PlayOneShot(soundpump);
sp = false;
}

//Debug.Log(time);
}
private void OnTriggerEnter2D(Collider2D collision)

{

if (collision.gameObject.tag == "box")
{
timetrue = false;
pump = 0;
gameManager .Updatepumpwater(pump);
AS.StopQ);

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class pumpani : MonoBehaviour

{

// Start is called before the first frame update
Animator animator;
private bool time =
public int pump = 0;
void Start()

{

}

false;

animator = GetComponent<Animator>();

// Update is called once per frame

void Update()

{
pump = GameManager.instance.pumpwater;
if(pump == 1)
{

time = true;



if(pump == 0)
{

time = false;
if(time == true)
t animator.SetBool("waterpump", true);
if (time == false)
: animator.SetBool("waterpump", false);

niuan item
using UnityEngine;

public class ShopEntrance : MonoBehaviour
{

public GameObject shopPanel;

public int numF = 0;

private GameManager gameManager;

public int stopf = 0;

public GameObject uiplayer;

private AudioSource AS;

public AudioClip soundui;

private void Start()

{
gameManager = GameManager.instance;
AS = GetComponent<AudioSource>();

}

private void Update()

{

numF = GameManager.instance.shopstop;
stopf = GameManager.instance.starttrade;
Collider2D[] colliders =
Physics2D.OverlapCircleAll(transform.position, 1f);
foreach (Collider2D collider in colliders)
{
if (collider.CompareTag("shop"))
{
if (Input.GetKeyDown(KeyCode.F) && stopf == 0)
{
numF++;
AS .PlayOneShot(soundui);
3
if(numF == 0)
{
uiplayer.SetActive(true);

if(numF == 1)

{
shopPanel.SetActive(true);
gameManager.Updateshopstop(numF);
uiplayer.SetActive(false);



}

if CnhumF == 2)

{
shopPanel.SetActive(false);
numfF = 0O;
gameManager.Updateshopstop(numF);
}

private void OpenShop()

{

// shopPanel.SetActive(true);

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class seedsound : MonoBehaviour

{
public

GameObject button;

private AudioSource AS;

public
public
public
public
public
public

AudioClip click;

bool soundstop = false;
int time = 0;

int numF = 0;

bool soundstat = false;
int timeF = 0;

void Start()

{
}

AS

= GetComponent<AudioSource>();

// Update is called once per frame
void Update()
{

numF = GameManager.instance.shopstop;
ifCnumF == 1 && soundstat == false)

{

}
if
{

}

timeF++;
AS.enabled = false;

(timeF == 10)
soundstat = true;

timeF = 0;
AS.enabled = true;

if(!button.activeSelf && soundstop == false)

{
}

time++;

if(button.activeSelf) {

soundstop = false;



}

if(time == 5) {

soundstop = true;
time = 0;
AS.PlayOneShot(click);

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class upsound : MonoBehaviour

{
public

GameObject button;

private AudioSource AS;

public
public
public
public
public
public

AudioClip click;

bool soundstop = false;
int time = 0;

int numF = 0;

bool soundstat = false;
int timeF = 0;

void Start()

{
}

AS

= GetComponent<AudioSource>();

// Update is called once per frame
void Update()
{

numF = GameManager.instance.shopstop;

if
{

}
if
{

}

if (!button.activeSelf && soundstop ==

{

}
if
{

}
if
{

(humF == 1 && soundstat == false)

timeF++;
AS.enabled = false;

(timeF == 10)
soundstat = true;

timeF = 0;
AS.enabled = true;

time++;
(button.activeSelf)
soundstop = false;
(time == 5)
soundstop = true;

time = 0;
AS.PlayOneShot(click);

false)



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class keysound : MonoBehaviour

{

public

GameObject button;

private AudioSource AS;

public
public
public
public
public
public

AudioClip click;

bool soundstop = false;
int time = 0;

int numF = 0;

bool soundstat = false;
int timeF = 0;

void Start()

{
}

AS = GetComponent<AudioSource>();

// Update is called once per frame

void Update()
{

numF = GameManager.instance.shopstop;
(numF == 1 && soundstat == false)

if
{

}
if
{

}

if (!button.activeSelf && soundstop ==

{

}
if
{

}
if
{

timeF++;
AS.enabled = false;

(timeF == 10)
soundstat = true;

timeF = 0;
AS.enabled = true;

time++;
(button.activeSelf)
soundstop = false;
(time == 5)
soundstop = true;

time = 0;
AS.PlayOneShot(click);

false)



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class soundkeyparts : MonoBehaviour

{
public GameObject buyredkey;
public GameObject buybluekey;
public GameObject buypinkkey;
public GameObject iteml;
public GameObject item2;
public GameObject item3;
public GameObject itemd;
private AudioSource AS;
public AudioClip click;

public bool soundstopl = false;
public bool soundstop2 = false;
public bool soundstop3 = false;
public bool soundstopd = false;
public bool soundstop5 = false;
public bool soundstop6 = false;
public bool soundstop7 = false;

1

public int timel
public int time2
public int time3
public int timed
public int time5
public int time6
public int time7
public int numF = 0;

public bool soundstat = false;
public int timeF = 0;

void Start()

{

}

1

[cNoNoNoNoNoNo]

1
1
1
1
1

AS = GetComponent<AudioSource>();

// Update is called once per frame
void Update()

{
if (!buyredkey.activeSelf && soundstopl == false)
{
timel++;
}
if(timel == 5)
{
timel = 0;
soundstopl = true;
AS.PlayOneShot(click);
}
if (!buybluekey.activeSelf && soundstop2 == false)
{
time2++;
}
if (time2 == 5)
{

time2 = 0;



soundstop2 = true;
AS.PlayOneShot(click);

if (!buypinkkey.activeSelf && soundstop3 == false)

{
time3++;
}
if (time3 == 5)
{
time3 = 0;
soundstop3 = true;
AS.PlayOneShot(click);
}
if (!iteml.activeSelf && soundstopd == false)
{
timel++;
}
if (timed == 5)
{
timed = 0;
soundstopd = true;
AS.PlayOneShot(click);
}
if (litem2.activeSelf && soundstop5 == false)
{
time5++;
}
if (time5 == 5)
{
time5 = 0;
soundstop5 = true;
AS.PlayOneShot(click);
}
if (!item3.activeSelf && soundstop6 == false)
{
time6++;
}
if (time6 == 5)
{
time6 = 0;
soundstop6 = true;
AS.PlayOneShot(click);
}
if (litemd.activeSelf && soundstop7 == false)
{
time7++;
}
if (time7 == 5)
{
time7 = 0;
soundstop7 = true;
AS.PlayOneShot(click);
}

using System.Collections;
using System.Collections.Generic;



using UnityEngine.UI;
using UnityEngine;

public class carrotminus : MonoBehaviour

{

private Button myButton;

private GameManager gameManager;
public int numbercarrot = 0;
private void Start()

{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
gameManager = GameManager.instance;
}
private void OnButtonClick()
{
numbercarrot = GameManager.instance.carrotnum;
numbercarrot--;
gameManager.Updatecarrotnum(numbercarrot);
if (numbercarrot < 0)
{
numbercarrot = 0;
gameManager.Updatecarrotnum(numbercarrot);
}
}

void Update()

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Sseed : MonoBehaviour

{

private Button myButton;
private AudioSource AS;
public AudioClip sound;
private void Start()

{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

}

private void OnButtonClick()

{

AS.PlayOneShot(sound);
}

using System.Collections;
using System.Collections.Generic;



using UnityEngine.UI;
using UnityEngine;

public class carrotplus : MonoBehaviour
{
private Button myButton;
private GameManager gameManager;
public int numbercarrot = 0;

private void Start()

{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
gameManager = GameManager.instance;

}

private void OnButtonClick()

{
numbercarrot = GameManager.instance.carrotnum;
numbercarrot++;
gameManager.Updatecarrotnum(numbercarrot);

private void Update()
{

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Sseed : MonoBehaviour
{
private Button myButton;
private AudioSource AS;
public AudioClip sound;
private void Start()
{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

}

private void OnButtonClick()
{

}

AS.PlayOneShot(sound);

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UI;



public class pumpkinminus : MonoBehaviour

{

private Button myButton;

private GameManager gameManager;

public int numberpumpkin = 0;

private void Start()

{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
gameManager = GameManager.instance;

}

private void OnButtonClick()

{
numberpumpkin = GameManager.instance.pumpkinnum;
numberpumpkin——;
gameManager . Updatepumpkinnum(numberpumpkin);
if (numberpumpkin < 0)

numberpumpkin = 0;
gameManager . Updatepumpkinnum(numberpumpkin);

}

}

void Update()

{

}

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Sseed : MonoBehaviour
{
private Button myButton;
private AudioSource AS;
public AudioClip sound;
private void Start()
{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

}

private void OnButtonClick()
{

}

AS.PlayOneShot(sound);

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;



public class potatominus : MonoBehaviour

{

private Button myButton;

private GameManager gameManager;

public int numberpotato = 0;

private void Start()

{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
gameManager = GameManager.instance;

}

private void OnButtonClick()

{
numberpotato = GameManager.instance.potatonum;
numberpotato—-;
gameManager . Updatepotatonum(numberpotato);
if (numberpotato < 0)

numberpotato = 0;
gameManager.Updatepotatonum(numberpotato);

}

}

void Update()

{

}

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Sseed : MonoBehaviour
{
private Button myButton;
private AudioSource AS;
public AudioClip sound;
private void Start()
{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

}

private void OnButtonClick()
{

}

AS.PlayOneShot(sound);

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;



public class potatoplus : MonoBehaviour
{
private Button myButton;
private GameManager gameManager;
public int numberpotato = 0;
private void Start()
{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
gameManager = GameManager.instance;

}

private void OnButtonClick()

{
numberpotato = GameManager.instance.potatonum;
numberpotato++;
gameManager . Updatepotatonum(numberpotato);

}

void Update()

{

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Sseed : MonoBehaviour
{
private Button myButton;
private AudioSource AS;
public AudioClip sound;
private void Start()
{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

}

private void OnButtonClick()
{

}

AS.PlayOneShot(sound);

using System.Collections;
using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;
using UnityEngine.UI;
public class buttonbuy : MonoBehaviour
{
private Button myButton;
private GameManager gameManager;
public int point = 0;



public int pricecarrot = 0;
public int pricepumpkin = 0;
public int pricepotato = 0;
public int numcarrot = 0;
public int numpumpkin = 0;
public int numpotato = 0;
private int sumcarrot = 0;
private int sumpumpkin = 0;
private int sumpotato
public int seedcarrot ;
public int seedpumpkin = 0;
public int seedpotato
public int totalprice
public int numF = 0;
public GameObject uishop;
public int start = 0;
public bool buy = false;
private AudioSource AS;
public AudioClip error;

;
0.

:@;
:@;

void Start()

{
gameManager = GameManager.instance;
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS= GetComponent<AudioSource>();
}
private void OnButtonClick()
{
if (point >= totalprice && buy == true)
{
buy = false;
point = point - totalprice;
gameManager.Updatepoint(point);
totalprice = 0;
gameManager.Updatetotalprice(totalprice);
uishop.SetActive(false);
numfF = 0;
gameManager.Updateshopstop(nhumF);
start = 1;
gameManager.Updatestarttrade(start);
}
else
{
AS.PlayOneShot(error);
}
}
void Update()
{

point = GameManager.instance.point;

numcarrot = GameManager.instance.carrotnum;
numpumpkin = GameManager.instance.pumpkinnum;
numpotato = GameManager.instance.potatonum;
totalprice = GameManager.instance.totalprice;
seedcarrot = GameManager.instance.seedcarrot;

seedpumpkin = GameManager.instance.seedpumpkin;

seedpotato = GameManager.instance.seedpotato;
numF = GameManager.instance.shopstop;



start = GameManager.instance.starttrade;
sumcarrot = numcarrot * pricecarrot;

sumpumpkin = numpumpkin * pricepumpkin;
sumpotato = numpotato * pricepotato;

totalprice = sumcarrot + sumpumpkin + sumpotato;
gameManager.Updatetotalprice(totalprice);

if (totalprice > 0)

{

buy = true;
}
else
{

buy = false;
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class redkey : MonoBehaviour

{

private Button myButton;

private AudioSource AS;

public AudioClip buy;

private GameManager gameManager;
public int point = 0;

public int price = 0;

public int key = 0;

public GameObject unlock;

void Start()

{
myButton = GetComponent<Button>();
AS = GetComponent<AudioSource>();
gameManager = GameManager.instance;
myButton.onClick.AddListener(OnButtonClick);
}

void Update()
{

point = GameManager.instance.point;
key = GameManager.instance.redkey;
}
private void OnButtonClick()
{

if(point >= price)

{
point = point - price;
key = 1;
gameManager.Updatepoint(point);
gameManager.Updateredkey(key);
gameObject.SetActive(false);
unlock.SetActive(false);



using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class bluekey : MonoBehaviour

{

private Button myButton;

private AudioSource AS;

public AudioClip buy;

private GameManager gameManager;
public int point
public int price
public int key = 0;
public GameObject unlock;
void Start()

{

1

;

myButton = GetComponent<Button>();

AS = GetComponent<AudioSource>();
gameManager = GameManager.instance;
myButton.onClick.AddListener(OnButtonClick);

void Update()
{

point = GameManager.instance.point;
key = GameManager.instance.bluekey;
}
private void OnButtonClick()
{
if (point >= price)
{
point = point - price;
key = 1;
gameManager.Updatepoint(point);
gameManager.Updatebluekey(key);
gameObject.SetActive(false);
unlock.SetActive(false);
}
}

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

using static Unity.Collections.AllocatorManager;

public class pinkkey : MonoBehaviour

{

private Button myButton;
private AudioSource AS;
public AudioClip buy;



}

private GameManager gameManager;
public int point = 0;

public int price = 0;

public int key = 0;

public GameObject unlock;

void Start()

{
myButton = GetComponent<Button>();
AS = GetComponent<AudioSource>();
gameManager = GameManager.instance;
myButton.onClick.AddListener(OnButtonClick);
}
void Update()
{
point = GameManager.instance.point;
key = GameManager.instance.pinkkey;
}
private void OnButtonClick()
{
if (point >= price)
point = point - price;
key = 1;
gameManager.Updatepoint(point);
gameManager.Updatepinkkey(key);
gameObject.SetActive(false);
unlock.SetActive(false);
}
}

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UI;

public class battery : MonoBehaviour

{

private Button myButton;
private GameManager gameManager;
public int point =
public int price =
public int item = 0;
void Start()

0;
;

{
myButton = GetComponent<Button>();
gameManager = GameManager.instance;
myButton.onClick.AddListener(OnButtonClick);
}

void Update()
{

point = GameManager.instance.point;
item = GameManager.instance.iteml;
}
private void OnButtonClick()

{



if (point >= price)

{
point = point - price;
item = 1;
gameManager.Updatepoint(point);
gameManager.Updateiteml(item);
gameObject.SetActive(false);

}

}

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UI;

public class wheel : MonoBehaviour

{
private Button myButton;
private GameManager gameManager;
public int point = 0;
public int price = 0;
public int item = 0;
void Start()
{
myButton = GetComponent<Button>();
gameManager = GameManager.instance;
myButton.onClick.AddListener(OnButtonClick);
void Update()
{
point = GameManager.instance.point;
item = GameManager.instance.item2;
}
private void OnButtonClick()
{
if (point >= price)
point = point - price;
item = 1;
gameManager.Updatepoint(point);
gameManager.Updateitem2(item);
gameObject.SetActive(false);
}
}
}

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UI;

public class petrol : MonoBehaviour

{

private Button myButton;



}

private GameManager gameManager;
public int point =
public int price =
public int item = 0;
void Start()

{

;
o;

myButton = GetComponent<Button>();
gameManager = GameManager.instance;
myButton.onClick.AddListener(OnButtonClick);

void Update()
{

point = GameManager.instance.point;
item = GameManager.instance.item3;

}
private void OnButtonClick()
{
if (point >= price)
point = point - price;
item = 1;
gameManager.Updatepoint(point);
gameManager.Updateitem3(item);
gameObject.SetActive(false);
}
}

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine.UI;

public class gear : MonoBehaviour

{

private Button myButton;
private GameManager gameManager;
public int point =
public int price =
public int item = 0;
void Start()

0;
;

{
myButton = GetComponent<Button>();
gameManager = GameManager.instance;
myButton.onClick.AddListener(OnButtonClick);

}

void Update()

{
point = GameManager.instance.point;
item = GameManager.instance.itemd;

}

private void OnButtonClick()

{

if (point >= price)

point = point - price;
item = 1;



gameManager.Updatepoint(point);
gameManager.Updateitemd(item);
gameObject.SetActive(false);

}

//using System;
using System.Collections;
using System.Collections.Generic;
//using Unity.VisualScripting;
using UnityEngine;
using UnityEngine.UI;
public class bk : MonoBehaviour
{
private Button myButton;
public GameObject key;
public GameObject paets;
public GameObject buttinpart;
void Start()
{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
}

private void OnButtonClick()
{
key.SetActive(true);
paets.SetActive(false);

buttinpart.SetActive(true);
gameObject.SetActive(false);
}
void Update()
{

}

//using System;
using System.Collections;
using System.Collections.Generic;
//using Unity.VisualScripting;
using UnityEngine;
using UnityEngine.UI;
public class bp : MonoBehaviour
{
private Button myButton;
public GameObject key;
public GameObject paets;
public GameObject buttonkey;
void Start()
{
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
}

private void OnButtonClick()



}

key.SetActive(false);
paets.SetActive(true);

buttonkey.SetActive(true);
gameObject.SetActive(false);

}
void Update()
{

using System.Collections;

using System.Collections.Generic;
using System.Net.NetworkInformation;
using UnityEngine;

using UnityEngine.UI;

public class waterup : MonoBehaviour

{

private GameManager gameManager;
private Button myButton;

public Text textprice;

public Text textup;

public Text textmax;

public int price = 16;

public int num = 0;

public int point = 0;

public bool max = false;

public int maxpump = 0;

private bool upl = false;
private bool up2 = false;
private bool up3 = false;
private bool upd = false;
private bool up5 = false;

private AudioSource AS;
public AudioClip soundbuy;
public AudioClip soundmax;
private void Start()

{
gameManager = GameManager.instance;
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

}

private void OnButtonClick()
{
point = GameManager.instance.point;
maxpump = GameManager.instance.pumpmax;
if (max == false)
{
if (point >= 16 && num == 0)
{
num++;
AS.PlayOneShot(soundbuy);

else if (point >= 25 && num == 1)



num++;
AS.PlayOneShot(soundbuy);

else if (point >= 44 && num == 2)

num-++;
AS.PlayOneShot(soundbuy);
}
else if (point >= 60 && num == 3)
{
num-++;
AS.PlayOneShot(soundbuy);
}
else if (point >= 76 && num == 4)

num++;
AS.PlayOneShot(soundbuy);
max = true;

}
else
{
AS.PlayOneShot(soundmax);
}
if Cnum == 1)
{
if (point >= 16 && upl == false)
point = point - 16;
gameManager.Updatepoint(point);
price = 25;
maxpump = maxpump + 5;
gameManager.Updatepumpmax(maxpump) ;
textprice.text = "" + price;
upl = true;
}
}
if (Cnum == 2)
{
if (point >= 25 && up2 == false)
{
point = point - 25;
gameManager.Updatepoint(point);
price = 4u;
maxpump = maxpump + 5;
gameManager.Updatepumpmax(maxpump) ;
textprice.text = "" + price;
up2 = true;
3
3
if (num == 3)
{

if (point >= duU && up3 == false)

point = point - udd;
gameManager.Updatepoint(point);
price = 60;

maxpump = maxpump + 7;
gameManager . Updatepumpmax(maxpump) ;



textprice.text = "" + price;
up3 = true;

}
}
if (num == 1)
{
if (point >= 60 && upd == false)
{
point = point - 60;
gameManager.Updatepoint(point);
price = 76;
maxpump = maxpump + 7;
gameManager.Updatepumpmax(maxpump) ;
textprice.text = "" + price;
upd = true;
}
}
if (num == 5)
{
if (point >= 76 && up5 == false)
point = point - 76;
gameManager.Updatepoint(point);
maxpump = maxpump + 11;
gameManager . Updatepumpmax(maxpump) ;
textprice.text = "";
textmax.text = "MAX";
up5 = true;
}
}
}
textup.text = "" + num;

}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class runup : MonoBehaviour
{
private GameManager gameManager;
private Button myButton;
public Text textprice;
public Text textup;
public Text textmax;
public int price = 35;
public int num = 0;
public int point = 0;
public bool max = false;
public float speed = 0;

private bool upl = false;
private bool up2 = false;
private bool up3 = false;
private bool upd = false;

private bool up5 = false;
private AudioSource AS;



public AudioClip soundbuy;
public AudioClip soundmax;
private void Start()

{

}

gameManager = GameManager.instance;

myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

private void OnButtonClick()

{

point = GameManager.instance.point;
speed = GameManager.instance.speedplayer;
if (max == false)

{

if (point >= 28 && num == 0)
num++;
AS.PlayOneShot(soundbuy);

}

else if (point >= 56 && num == 1)

{
num++;
AS.PlayOneShot(soundbuy);

}

else if (point >= 80 && num == 2)

num++;
AS.PlayOneShot(soundbuy);

else if (point >= 118 && num == 3)

num++;
AS.PlayOneShot(soundbuy);
}
else if (point >= 160 && num == 4)
{
num++;
AS.PlayOneShot(soundbuy);
max = true;
}

else

{
AS.PlayOneShot(soundmax);

if Cnum == 1)

{

if (point >= 28 && upl == false)

{
point = point - 28;
gameManager.Updatepoint(point);
price = 56;
speed = speed+ 0.2f;
gameManager.Updatespeedplayer(speed);
textprice.text = "" + price;
upl = true;

}



if Cnum == 2)

{
if (point >= 56 && up2 == false)
{
point = point - 56;
gameManager.Updatepoint(point);
price = 80;
speed = speed + 0.5f;
gameManager.Updatespeedplayer(speed);
textprice.text = "" + price;
up2 = true;
}
}
if (num == 3)
{
if (point >= 80 && up3 == false)
{
point = point - 80;
gameManager.Updatepoint(point);
price = 118;
speed = speed + 0.5f;
gameManager.Updatespeedplayer(speed);
textprice.text = "" + price;
up3 = true;
}
}
if Cnum == 4)
{
if (point >= 118 && upld == false)
{
point = point - 118;
gameManager.Updatepoint(point);
price = 160;
speed = speed + 0.7f;
gameManager.Updatespeedplayer(speed);
textprice.text = "" + price;
upd = true;
}
}
if (num == 5)
{
if (point >= 160 && up5 == false)
point = point - 160;
gameManager.Updatepoint(point);
speed = speed + 0.7f;
gameManager.Updatespeedplayer(speed);
textprice.text = "";
textmax.text = "MAX";
up5 = true;
}
}
}
textup.text = "" + num;

using System.Collections;



using System.Collections.Generic;
using UnityEngine;
using UnityEngine.UI;

public class coinup : MonoBehaviour

{

private GameManager gameManager;
private Button myButton;
public Text textprice;
public Text textup;

public Text textmax;

public int price = 35;
public int num = 0;

public int point = 0;
public bool max = false;
public int coincarrot = 0;
public int coinpumpkin = 0;
public int coinpotato = 0;
public int cointomato = 0;

private bool upl = false;
private bool up2 = false;
private bool up3 = false;
private bool upd = false;
private bool up5 = false;

private AudioSource AS;
public AudioClip soundbuy;
public AudioClip soundmax;
private void Start()

{

}

gameManager = GameManager.instance;

myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

private void OnButtonClick()

{

point = GameManager.instance.point;
coincarrot = GameManager.instance.coincarrot;
coinpumpkin = GameManager.instance.coinpumpkin;
coinpotato = GameManager.instance.coinpotato;
cointomato = GameManager.instance.cointomato;
if (max == false)
{

if (point >= 30 && num == Q)

{

num++;
AS.PlayOneShot(soundbuy);

3

else if (point >= 63 && num == 1)

num++;
AS.PlayOneShot(soundbuy);
3
else if (point >= 100 && num == 2)
{
num++;
AS.PlayOneShot(soundbuy);



else if (point >= 150 && num == 3)

num++;

AS.PlayOneShot(soundbuy);

else if (point >= 240 && num == 4)

num++;

AS.PlayOneShot(soundbuy);

= true;

AS.PlayOneShot(soundmax);

if Cnum == 1)

{
}
max
}
else
{
}
{
}
}
if Cnum
{
{
}
}
if Cnum
{

if (point >= 30 && upl == false)
{

point = point - 30;
gameManager.Updatepoint(point);

price = 63;

coincarrot = coincarrot + U4;

coinpumpkin = coinpumpkin + 4;

coinpotato = coinpotato + 4;
gameManager.Updatecoincarrot(coincarrot);
gameManager.Updatecoinpumpkin(coinpumpkin);
gameManager.Updatecoinpotato(coinpotato);
cointomato = cointomato + 4;
gameManager.Updatecointomato(cointomato);
textprice.text = "" + price;

upl = true;

== 2)

if (point >= 63 && up2 == false)

point = point - 63;
gameManager.Updatepoint(point);

price = 100;

coincarrot = coincarrot + 7;

coinpumpkin = coinpumpkin + 7;

coinpotato = coinpotato + 7;
gameManager.Updatecoincarrot(coincarrot);
gameManager.Updatecoinpumpkin(coinpumpkin);
gameManager.Updatecoinpotato(coinpotato);
cointomato = cointomato + 7;
gameManager.Updatecointomato(cointomato);
textprice.text = "" + price;

up2 = true;

== 3)

if (point >= 100 && up3 == false)

point = point - 100;
gameManager.Updatepoint(point);



price = 150;
coincarrot = coincarrot + 11;
coinpumpkin = coinpumpkin + 11;
coinpotato = coinpotato + 11;
gameManager.Updatecoincarrot(coincarrot);
gameManager.Updatecoinpumpkin(coinpumpkin);
gameManager.Updatecoinpotato(coinpotato);
cointomato = cointomato + 11;
gameManager.Updatecointomato(cointomato);
textprice.text = "" + price;
up3 = true;
}
}
if (num == 1)
{
if (point >= 150 && upd == false)
{
point = point - 150;
gameManager.Updatepoint(point);
price = 2U0;
coincarrot = coincarrot + 17;
coinpumpkin = coinpumpkin + 17;
coinpotato = coinpotato + 17;
gameManager.Updatecoincarrot(coincarrot);
gameManager.Updatecoinpumpkin(coinpumpkin);
gameManager.Updatecoinpotato(coinpotato);
cointomato = cointomato + 17;
gameManager.Updatecointomato(cointomato);
textprice.text = "" + price;
upd = true;
}
}
if (num == 5)
{
if (point >= 240 && up5 == false)
{

point = point - 240;
gameManager.Updatepoint(point);
coincarrot = coincarrot + 23;

coinpumpkin = coinpumpkin + 23;
coinpotato = coinpotato + 23;
gameManager.Updatecoincarrot(coincarrot);
gameManager.Updatecoinpumpkin(coinpumpkin);
gameManager.Updatecoinpotato(coinpotato);
cointomato = cointomato + 23;
gameManager.Updatecointomato(cointomato);
textprice.text = "";

textmax.text = "MAX";

up5 = true;

}
}

textup.text = "" + num;

using System.Collections;
using System.Collections.Generic;



using UnityEngine;
using UnityEngine.UI;

public class teleportwater : MonoBehaviour

{

private GameManager gameManager;
private Button myButton;
public Text textprice;
public Text textup;

public Text textmax;
public int price = 140;
public int num = 0;

public int point = 0;
public bool max = false;
private bool upl = false;
private AudioSource AS;
public AudioClip soundbuy;
public AudioClip soundmax;
public int water = 0;
private void Start()

{
gameManager = GameManager.instance;
myButton = GetComponent<Button>();
myButton.onClick.AddListener(OnButtonClick);
AS = GetComponent<AudioSource>();

}

private void OnButtonClick()

{
point = GameManager.instance.point;
water = GameManager.instance.itemwater;

if (max == false)
{
if (point >= price && num == 0)
{
num++;
AS.PlayOneShot(soundbuy);
max = true;
}
else
{

AS.PlayOneShot(soundmax);

if Cnum == 1)

{
if (point >= price && upl == false)
{
point = point - price;
gameManager.Updatepoint(point);
water = 1;
gameManager.Updateitemwater(water);
textprice.text = "" + price;
upl = true;
textprice.text = "";
textmax.text = "MAX";
}
}

}

textup.text = "" + num;



using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class boxstart : MonoBehaviour

{

private GameManager gameManager;
Animator animator;

public int startbox = 0;

public bool box = false;

public float time = 0;

public bool drop = false;

public int seedcarrot = 0;

public int seedpumpkin = 0;
public int seedpotato = 0;

public GameObject coincarrot;
public GameObject coincarpumpkin;
public GameObject coincarpotato;
private GameObject gol;

private GameObject go2;

private GameObject go3;

private Collider2D boxCollider2D;
public int startdrop = 0;

void Start()

{
gameManager = GameManager.instance;
animator = GetComponent<Animator>();
boxCollider2D = GetComponent<Collider2D>();
}

// Update is called once per frame
void Update()
{

startbox = GameManager.instance.startbox;
seedcarrot = GameManager.instance.carrotnum;
seedpumpkin = GameManager.instance.pumpkinnum;
seedpotato = GameManager.instance.potatonum;
startdrop = GameManager.instance.startdrop;

if (startbox == 1)

{
box = true;
//boxCollider2D.isTrigger = false;

}

if (box == true)

{
//animator.SetBool("box", true);
time += Time.deltaTime;

}

if (time >= 1.5 && drop == false)

{

for (int i = 0; i < seedpumpkin; i++)
{
Vector2 randomOffset = new Vector2(Random.Range(-3f,

Random.Range(-u4f, 0f));

3f),



Vector2 coinPosition = (Vector2)transform.position +
randomOffset;

gol = Instantiate(coincarpumpkin, coinPosition,
Quaternion.identity);

for (int i = 0; i < seedpotato; i++)
{
Vector2 randomOffset = new Vector2(Random.Range(-3f, 3f),

Random.Range(-Uf, 0f));
Vector2 coinPosition = (Vector2)transform.position +

randomOffset;
go2 = Instantiate(coincarpotato, coinPosition,
Quaternion.identity);

for (int i = 0; i < seedcarrot; i++)
{
Vector2 randomOffset = new Vector2(Random.Range(-3f, 3f),

Random.Range(-4f, 0f));
Vector2 coinPosition = (Vector2)transform.position +

randomOffset;
go3 = Instantiate(coincarrot, coinPosition,
Quaternion.identity);

seedpotato = 0;

seedcarrot 0;

seedpumpkin = 0;

startdrop = 1;
gameManager.Updatestartdrop(startdrop);
gameManager.Updatecarrotnum(seedcarrot);
gameManager.Updatepotatonum(seedpotato);
gameManager . Updatepumpkinnum(seedpumpkin);
drop = true;

}

if(time >= 2)

{
boxCollider2D.isTrigger = true;
startbox = 0;
gameManager.Updatestartdrop(startbox);

}

if (time >= 3.1)

{
time = 0;
//animator.SetBool("box", false);
box = false;
drop = false;

}

LUDUARNDIAIN 1

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

public class spawn : MonoBehaviour

{



private GameManager gameManager;
public int setspawn = 0;

public int spawnmonster = 0;
public float time = 0;

public float settime = 0;
public int setnight = 0;

public bool spawnstart = false;
public bool stopspawn = false;
public bool one = false;

public int respawn = 0;

private AudioSource AS;

public AudioClip soundwait;
public bool sound = false;
public bool soundplay = false;

public float timesound = 0;

void Start()

{

}

gameManager = GameManager.instance;
AS = GetComponent<AudioSource>();

void Update()

{

setspawn = GameManager.instance.setspawnmonster;
spawnmonster = GameManager.instance.spawnmonster;
setnight = GameManager.instance.night;

respawn = GameManager.instance.respawn;
if(setnight == 1)

{
spawnstart = true;

else

{
sound = false;
soundplay = false;
spawnstart = false;
stopspawn = false;
one = false;
respawn = 0;
gameManager.Updaterespawn(respawn);
spawnmonster = 0;
gameManager.Updatespawnmonster(spawnmonster);
setspawn = 0;
gameManager.Updatesetspawnmonster(setspawn);
time = 0;
settime = 0;

}

if (spawnstart == true && stopspawn == false)

{

time += Time.deltaTime;
if (time >= 30)

{
setspawn = Random.Range(1l, 4);
gameManager.Updatesetspawnmonster(setspawn);
time = 0;

}

if(setspawn == 1 && stopspawn ==false)
{

sound = true;



time = 0;
settime += Time.deltaTime;
if(settime >= 14)
{
sound = false;
soundplay = false;
stopspawn = true;
settime = 0;

}
}

if(stopspawn == true && one == false)

one = true;

spawnmonster = Random.Range(l, 3);

gameManager.Updatespawnmonster(spawnmonster);
}

if (respawn == 1)

soundplay
stopspawn
one = false;

respawn = 0;
gameManager.Updaterespawn(respawn);
spawnmonster = 0,
gameManager.Updatespawnmonster(spawnmonster);
setspawn = 0;
gameManager.Updatesetspawnmonster(setspawn);

false;
false;

}
if(sound == true && soundplay ==false)

{
AS.PlayOneShot(soundwait);
soundplay = true;

using System.Drawing;
using UnityEngine;

public class MonsterController : MonoBehaviour

{

public GameObject uidead;
public float speed = 5f;
private Transform player;
private GameManager gameManager;
private Transform door;
public int home = 0;
public bool dead = false;
private Transform respawn;
public int spawn = 0;
private Collider2D myCollider;
private AudioSource AS;
public AudioClip sounddoor;
public AudioClip playerdead;
void Start()
{

player = GameObject.FindGameObjectWithTag("Player").transform;



door = GameObject.FindGameObjectWithTag("door").transform;
respawn = GameObject.FindGameObjectWithTag("Respawn").transform;
gameManager = GameManager.instance;

myCollider = GetComponent<Collider2D>();

AS = GetComponent<AudioSource>();

}
void Update()

home = GameManager.instance.home;
spawn = GameManager.instance.respawn;
ifChome == 0 && dead == false) {

if (player != null)

{

Vector3 direction = player.position - transform.position;

transform.position =
Vector2.MoveTowards(transform.position, player.position, speed *
Time.deltaTime);

if (direction.x < 0)

{
transform.eulerAngles = new Vector3(0, 180, 0);
}
else
{
transform.eulerAngles = new Vector3(0, 0, 0);
}
}
}
ifChome == 1 && dead == false)
{

if (door != null)
{
Vector3 direction = door.position - transform.position;
transform.position =
Vector2.MoveTowards(transform.position, door.position, speed *
Time.deltaTime);
if (direction.x < 0)

{
transform.eulerAngles = new Vector3(0, 180, 0);
}
else
{
transform.eulerAngles = new Vector3(0, 0, 0);
}
}
}
if(dead == true)
{
if (respawn != null)
{

Vector3 direction = respawn.position - transform.position;

transform.position =
Vector2.MoveTowards(transform.position, respawn.position, speed *
Time.deltaTime);

if (direction.x < 0)

{
}

else

transform.eulerAngles = new Vector3(0, 180, 0);



transform.eulerAngles = new Vector3(0,

}
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.tag == "door")
{
dead = true;
AS.PlayOneShot(sounddoor);

if (collision.gameObject.tag == "Player")
{
Destroy(collision.gameObject);
AS.PlayOneShot(playerdead);
uidead.SetActive(true);

}
if (collision.gameObject.tag == "Respawn")
{
Destroy(gameObject);
spawn = 1;
gameManager.Updaterespawn(spawn);
dead = false;
}
if (collision.gameObject.tag == "boxmonster")
{
myCollider.isTrigger = true;
}

}

s o
UDUEALNDININ 2

using Pathfinding;
using UnityEngine;
using UnityEngine.Experimental.GlobalIllumination;

public class MonsterController2 : MonoBehaviour
{
public AIController targetplayer;
public setaiplayer setplayer;
public targetbox tarbox;
public setaibox setbox;
public targethome tarhome;
public setaihome sethome;
private AudioSource AS;
public AudioClip sound;
public AudioClip playerdead;
public AudioClip soundmonsterl;
public AudioClip soundmonster2;
public AudioClip soundmonster3;
public AudioClip soundmonsteru;
public GameObject uidead;
public int night = 0;
public int home =0;
public float time = 0;
public float timesound = 0;



public bool
public int
void Start(
{
AS = Ge
targetp
setplay
tarbox
setbox
tarhome
sethome

}
void Update

night =
home =
if(nigh
{
tim
if(
{

stopsound = false;
rndsound =

)

0;

tComponent<AudioSource>();

layer = GetComponent<AIController>();
er = GetComponent<setaiplayer>(Q);

= GetComponent<targetbox>();

= GetComponent<setaibox>();
GetComponent<targethome>();
GetComponent<setaihome>();

O

GameManager.instance.night;
GameManager.instance.home;
t==1)

e += Time.deltaTime;
time >= 5)

timesound += Time.deltaTime;
/* if (I1AS.isPlaying)
{
AS.clip = sound;
AS.Play(Q);
3/
if (stopsound == false)

stopsound = true;
AS.PlayOneShot(soundmonsterl);

}
if (timesound >= 12)
{
timesound = 0;
rndsound = Random.Range(l, 3);
if(rndsound == 1)
{
rndsound = 0;
AS.PlayOneShot(soundmonster2);
}
if (rndsound == 2)
{
rndsound = 0;
AS.PlayOneShot(soundmonster3);
}
if (rndsound == 3)
{
rndsound = 0;
AS.PlayOneShot(soundmonsterd);
}
}
home == 1)

tarbox.enabled true;
setbox.enabled = true;
targetplayer.enabled = false;



= false;
false;
false;

tarhome.enabled

setplayer.enabled
sethome.enabled =

if( home == 0)

tarbox.enabled = false;
setbox.enabled = false;
targetplayer.enabled = true;
setplayer.enabled = true;
tarhome.enabled = false;
sethome.enabled = false;

else

time = 0;

tarbox.enabled = false;
setbox.enabled = false;
targetplayer.enabled = false;
setplayer.enabled = false;
tarhome.enabled = true;
sethome.enabled = true;

}
}
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.tag == "Player")
{
Destroy(collision.gameObject);
AS.PlayOneShot(playerdead);
uidead.SetActive(true);

}
if (collision.gameObject.tag == "Respawn")
{
AS.Stop();
stopsound = false;
timesound = 0;
}

using UnityEngine;
using Pathfinding;

public class AIController : MonoBehaviour
{

public Transform target;

private Seeker seeker;
private AIPath aiPath;

void Start()

{
seeker = GetComponent<Seeker>();
aiPath = GetComponent<AIPath>();
if (seeker == null || aiPath == null)



Debug.LogError("Seeker or AIPath not found on " +
gameObject.name);

if (target == null)
Debug.LogError("Target not assigned to " + gameObject.name);

if (seeker.IsDone())

{
seeker.StartPath(transform.position, target.position,
OnPathComplete);

}
}
private void OnPathComplete(Path p)
{
if (!p.error)
{
aiPath.SetPath(p);
}
}
void Update()
{
if (aiPath.desiredVelocity.x > 0.01f)
{
transform.eulerAngles = new Vector3(0, 0, 0);
}
else if (aiPath.desiredVelocity.x < -0.01f)
{
transform.eulerAngles = new Vector3(0, 180, 0);
}
}

using UnityEngine;
using System.Collections;

namespace Pathfinding
[UniqueComponent(tag = "ai.destination")]
public class setaibox : VersionedMonoBehaviour
t public Transform target;

IAstarAl ai;

void OnEnable()

{

ai = GetComponent<IAstarAI>();

if (ai != null) ai.onSearchPath += Update;
}
void OnDisable()
{

if (ai != null) ai.onSearchPath -= Update;
}

void Update()



{
if (target != null && ai != null) ai.destination =
target.position;

}

using UnityEngine;
using Pathfinding;

public class targetbox : MonoBehaviour
{

public Transform target;

private Seeker seeker;
private AIPath aiPath;

void Start()
{
seeker = GetComponent<Seeker>();
aiPath = GetComponent<AIPath>();
if (seeker == null || aiPath == null)
Debug.LogError("Seeker or AIPath not found on " +
gameObject.name);

if (target == null)
Debug.LogError("Target not assigned to " + gameObject.name);

if (seeker.IsDone())

{
seeker.StartPath(transform.position, target.position,
OnPathComplete);

}
private void OnPathComplete(Path p)
{
if (!p.error)
aiPath.SetPath(p);
}
}

void Update()
{

if (aiPath.desiredVelocity.x > 0.01f)

{
transform.eulerAngles = new Vector3(0, 0, 0);
}
else if (aiPath.desiredVelocity.x < -0.01f)
{
transform.eulerAngles = new Vector3(0, 180, 0);
}

using UnityEngine;



using Pathfinding;

public class targethome : MonoBehaviour
{

public Transform target;

private Seeker seeker;
private AIPath aiPath;

void Start()
{
seeker = GetComponent<Seeker>();
aiPath = GetComponent<AIPath>();
if (seeker == null || aiPath == null)
Debug.LogError("Seeker or AIPath not found on " +
gameObject.name);

if (target == null)
Debug.LogError("Target not assigned to " + gameObject.name);
if (seeker.IsDone())

{
seeker.StartPath(transform.position, target.position,
OnPathComplete);

}
private void OnPathComplete(Path p)
{
if (!p.error)
aiPath.SetPath(p);
}
}

void Update()
{

if (aiPath.desiredVelocity.x > 0.01f)

t transform.eulerAngles = new Vector3(0, 0, 0);
ilse if (aiPath.desiredVelocity.x < -0.01f)
t transform.eulerAngles = new Vector3(0, 180, 0);
) }
}
Ju ESC

using UnityEngine;

public class uiesc : MonoBehaviour
{
private bool isPaused = false;
public GameObject ui;
public GameObject uistat;
public int num = 0;



void Update()
{

if (Input.GetKeyDown(KeyCode.Escape))

{
num++;
if Cnum == 1)
{
ui.SetActive(true);
uistat.SetActive(false);
}
else
{
ui.SetActive(false);
uistat.SetActive(true);
num = 0;
}
}

using UnityEngine;
using UnityEngine.UI;
using UnityEngine.SceneManagement;

public class RestartButton : MonoBehaviour
{

private Button restartButton;

private GameManager gameManager;

void Start()

{
restartButton = GetComponent<Button>();
gameManager = FindObjectOfType<GameManager>();
restartButton.onClick.AddListener(RestartGame);
}

void RestartGame()
{
Time.timeScale = 1f;
gameManager.RestartGame();
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex,
LoadSceneMode.Single);

}
}

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class remenu : MonoBehaviour



private GameManager gameManager;

private Button restartButton;

public string targetSceneName = "Menu";

void Start()

{
restartButton = GetComponent<Button>();
gameManager = FindObjectOfType<GameManager>();
restartButton.onClick.AddListener(RestartGame);

}
void RestartGame()
{
Time.timeScale = 1f;
gameManager.RestartGame();
SceneManager.LoadScene(targetSceneName);
}
}
Ui bar

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class bar : MonoBehaviour

{

public int pointshop = 0;
public int seedtomato = 0;
public int pointui = 0;

public int seedcarrot = 0;
public int seedpumpkin = 0;
public int seedpotato = 0;
public int pointmax = 0;
public Text textpointshop;
public Text textpointui;
public Text texttomato;

public Text textpotato;

public Text textcarrot;

public Text textpumpkin;
public Text textuideadpointmax;
public Text textuiwinpointmax;

private GameManager gameManager;
void Start()
{

}

gameManager = GameManager.instance;

void Update()
{

pointshop = GameManager.instance.point;
seedtomato = GameManager.instance.Seedtomato;
pointui = GameManager.instance.point;
seedcarrot = GameManager.instance.seedcarrot;
seedpumpkin = GameManager.instance.seedpumpkin;
seedpotato = GameManager.instance.seedpotato;



pointmax = GameManager.instance.pointmax;

textpointui.text = "" + pointui;
textcarrot.text = "" + seedcarrot;
textpumpkin.text = "" + seedpumpkin;
textpotato.text = "" + seedpotato;
textpointshop.text = "" + pointshop;
texttomato.text = "" + seedtomato;

textuideadpointmax.text = "TOTAL POINT: " + pointmax;
textuiwinpointmax.text = "TOTAL POINT: " + pointmax;

GameManager

//using UnityEditor.ShaderGraph.Internal;
using UnityEngine;
using UnityEngine.SceneManagement;

public class GamelManager : MonoBehaviour
{
public GameObject main;
public static GameManager instance;
public int waterValue = 15;
public int point = 0;
public int Seedtomato

1

public int animatorwa = 0;
public int pointmax = 0;
public int cointomato = 7;

public int pumpwater = 0;

public int seedpumpkin = 0;
public int seedcarrot = 0;
public int seedpotato = 0;
public int seedbeans = 0;
public int coinpumpkin = 23;
public int coincarrot = 13;
public int coinpotato = 36;

public int coinbeans = 20;
public int shopstop = 0;
public int redkey = 0;
public int bluekey = 0;
public int pinkkey = 0;
public int imgstop = 0;
public int carrotnum = 0;
public int pumpkinnum = 0;
public int potatonum = 0;
public int totalprice =
public int starttrade =
public int startbox = 0;
public int pumpmax = 15;
public float speed = 3.0f;
public float speedplayer = 0f;
public int startdrop = 0

1

public int iteml = 0;
public int item2 = 0;
public int item3 = 0;
public int itemd = 0;

public int itemwater = 0;
public int spawnwater = 0;
public int tab = 0;



public int stoptab

:Q;
public int walksound =

CH

public int setspawnmonster = 0;
public int spawnmonster = 0;
public int night = 0;

public int home = 0;

public int respawn = 0;

private void Awake()

{
if (instance == null)
{
instance = this;
DontDestroyOnLoad(gameObject);
}
}

public void UpdateWater(int newWater)
{

}
public void Updatepoint(int newpoint)
{

}
public void UpdateSeedtomato(int newSeedtomato)

{
}

public void Updateanimatorwa(int newanimatorwa)

{
}

public void Updatepointmax(int newpointmax)

{
}

public void Updatepumpwater(int newpumpwater)

{

waterValue = newWater;

point = newpoint;

Seedtomato = newSeedtomato;

animatorwa = newanimatorwa;

pointmax = newpointmax;

pumpwater = newpumpwater;

public void Updateseedpumpkin(int newseedpumpkin)

{
}

public void Updateseedcarrot(int newseedcarrot)

{

}
public void Updateseedpotato(int newseedpotato)

{
}

public void Updateseedbeans(int newseedbeans)

{

}
public void Updateshopstop(int newshopstop)

{

seedpumpkin = newseedpumpkin;

seedcarrot = newseedcarrot;

seedpotato = newseedpotato;

seedbeans = newseedbeans;

shopstop = newshopstop;



}
public void Updateredkey(int newredkey)

{

}
public void Updatebluekey(int newbluekey)

{

}
public void Updatepinkkey(int newpinkkey)
{

redkey = newredkey;

bluekey = newbluekey;

pinkkey = newpinkkey;

public void Updateimgstop(int newimgstop)
{

imgstop = newimgstop;

public void Updatecarrotnum(int newcarrotnum)

{
}

public void Updatepumpkinnum(int newpumpkinnum)

{

carrotnum = newcarrotnum;

pumpkinnum = newpumpkinnum;

public void Updatepotatonum(int newpotatonum)

{

}
public void Updatetotalprice(int newtotalprice)

{
}

public void Updatestarttrade(int newstarttrade)

{
}

public void Updatestartbox(int newstartbox)

{
}

public void Updatepumpmax(int newpumpmax)

{

potatonum = newpotatonum;

totalprice = newtotalprice;

starttrade = newstarttrade;

startbox = newstartbox;

pumpmax = newpumpmax;

public void Updatespeed(float newspeed)
{

}
public void Updatespeedplayer(float newspeedplayer)

{

speed = newspeed;

speedplayer = newspeedplayer;

public void Updatecoincarrot(int newcoincarrot)

{
}

public void Updatecoinpumpkin(int newcoinpumpkin)

{

coincarrot = newcoincarrot;



coinpumpkin = newcoinpumpkin;
}

public void Updatecoinpotato(int newcoinpotato)

{
}

public void Updatecointomato(int newcointomato)

{

}
public void Updatestartdrop(int newstartdrop)

{

coinpotato = newcoinpotato;

cointomato = newcointomato;

startdrop = newstartdrop;

;ublic void Updateiteml(int newiteml)
t iteml = newiteml;
;ublic void Updateitem2(int newitem2)
t item2 = newitem2;
;ublic void Updateitem3(int newitem3)
t item3 = newitem3;
;ublic void Updateitemd(int newitemd)
i itemd = newitemd;

public void Updatewalksound(int newwalksound)

{
}

public void Updateitemwater(int newitemwater)

{
}

public void Updatespawnwater(int newspawnwater)

{

walksound = newwalksound;

itemwater = newitemwater;

spawnwater = newspawnwater;

;ublic void Updatetab(int newtab)

t tab = newtab;

;ublic void Updatestoptab(int newstoptab)
: stoptab = newstoptab;

public void Updatesetspawnmonster(int newsetspawnmonster)

{
}

public void Updatespawnmonster(int newspawnmonster)

{

setspawnmonster = newsetspawnmonster;

spawnmonster = newspawnmonster;

public void Updatenight(int newnight)



{
night = newnight;

;ublic void Updatehome(int newhome)

t home = newhome;

;ublic void Updaterespawn(int newrespawn)
{ respawn = newrespawn;

%ublic void RestartGame()

DestroyPlayerCharacter();
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex,
LoadSceneMode.Single);

}

void DestroyPlayerCharacter()

{
GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
{

Destroy(player);

GameObject tradel = GameObject.FindGameObjectWithTag("shop");
if (tradel != null)
{

}

GameObject UI = GameObject.FindGameObjectWithTag("uiall");
if (UI !'= null)

{

Destroy(tradel);

Destroy(UI);

GameObject waterpump =
GameObject.FindGameObjectWithTag("waterpumpdel™);
if (waterpump != null)
{
Destroy(waterpump);

GameObject box = GameObject.FindGameObjectWithTag("boxdel");
if (box != null)
{

Destroy(box);

GameObject Ghostl = GameObject.FindGameObjectWithTag("monster");
if (Ghostl != null)
{

}
waterValue
point = 0;
Seedtomato
animatorwa
pointmax =
cointomato = 7;
pumpwater = 0;
seedpumpkin = 0;
seedcarrot = 0;

Destroy(Ghostl);

15;
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seedpotato = 0;
seedbeans = 0;
coinpumpkin =
coincarrot = 13;
coinpotato = 36;
coinbeans = 20;
shopstop = 0;
redkey = 0;
bluekey
pinkkey
imgstop
carrotnum 0;
pumpkinnum = 0;
potatonum = 0;
totalprice =
starttrade =
startbox = 0;
pumpmax = 15;
speed = 3.0f;
speedplayer = 0f;
startdrop = 0;

23;

0
0.
0

1
1
1

iteml = 0;
item2 = 0;
item3 = 0;
itemd = 0;

itemwater = 0;
spawnwater = 0;
tab = 0;
stoptab

:0;
walksound =

0;

setspawnmonster =
spawnmonster = 0;
night = 0;

home = 1;

respawn = 0;

o;
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