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Abstract

This project has the objective To study the use of Unity, C# language, Photoshop
and Aseprite via Everlasting Games To be able to make people understand the principles
of creating games, using the C# language to create.
Various design games and allows players to practice using their wits and
comprehensiveness in the game Everlasting

Everlasting game development analyzes and designs games based on anime and
novels in the MMORPG world as models that people can often see. Both in other games,
movies, cartoons, or other media using the Unity program to create games, design maps,
and place characters. Organize various monsters by using the Unity program using C#
language which is a command in the program given to you.

From the development of the game Everlasting, it was found that this game is
suitable for young players who have Interested in novels and likes playing games. The
players will have fun while practicing their cunning skills at the same time and make the

players learn how to use thoroughness in fighting monsters and bosses.
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Y9400, UTUUAE, Winduazuas visonslanwindlvidugy wu viamd@de, nsiamiluea,
nsasAMIluTIInA wratsnnseny usnanddslglalunisdasenin waznisdouain
(% Y o (% < Y v & 1
waadiunmIniulugduuuemevesiilusunsy  aglduanavedliddn  PSD  aganunse
v [ a § & 1 & @ = & § £
Janunuanuaziiviy vaalnaiduves Photoshop wu tawes, dulua, und saumslaas tudu

gﬂmwﬁ 2.8 Adobe Photoshop

2.2.1 duusznountinig Interface 983lUsinsu Adobe Photoshop wusoan ¢ail


https://th.wikipedia.org/wiki/Illustrator
https://th.wikipedia.org/wiki/%E0%B8%AD%E0%B8%B0%E0%B9%82%E0%B8%94%E0%B8%9A%E0%B8%B5_%E0%B8%AD%E0%B8%B4%E0%B8%99%E0%B8%94%E0%B8%B5%E0%B9%84%E0%B8%8B%E0%B8%99%E0%B9%8C
https://th.wikipedia.org/wiki/RGB
https://th.wikipedia.org/wiki/CMYK
https://th.wikipedia.org/w/index.php?title=Lab&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Grayscale&action=edit&redlink=1
https://th.wikipedia.org/wiki/JPG
https://th.wikipedia.org/wiki/GIF
https://th.wikipedia.org/wiki/PNG
https://th.wikipedia.org/wiki/TIF
https://th.wikipedia.org/w/index.php?title=TGA&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=PSD&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=Raster&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%AA%E0%B8%B5%E0%B8%8B%E0%B8%B5%E0%B9%80%E0%B8%9B%E0%B8%B5%E0%B8%A2
https://th.wikipedia.org/w/index.php?title=%E0%B9%82%E0%B8%A1%E0%B9%80%E0%B8%8B%E0%B8%84&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=%E0%B8%A0%E0%B8%B2%E0%B8%9E%E0%B8%9E%E0%B8%B2%E0%B9%82%E0%B8%99%E0%B8%A3%E0%B8%B2%E0%B8%A1%E0%B8%B2&action=edit&redlink=1
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gﬂmwffi 2.9 Interface Y89 Adobe Photoshop

1) 99n3UNM7 2.10 wauiyeda(Menu Bar) Wuqusiusiugaddsiilddmsuisen

'
[

Aasnee) lielgdnnisinanmusennuaenIn

Layer Type Select Filter 3D

'
o

sUn i 2.10 waulyAds(Menu Bar)

2) Mngunnil 2.11 uausadan (Options Bar Wudwildlunisuiuusainis
MuveLAInedle A9 MsmuuaruLauiidenazidsulununsedienlduee

sUAWl 2.11 uaudaiden (Options Bar)

3) nasaesasile (Toolbox) Wudwildinarsesdiofiugiulunisianuluulusunsy
aunsasenldyninseslisteslnensAanFUaUmMAENNYLAUENS
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£~ ®m MW Feather Opx

I,
.
=
.
@
'/‘
2y
o
o,
'Y
»
i
i
(=}
9.
Q

ML

B

sUnwil 2.12 ndeaA3esile (Toolbox)

4) unuFeizes (Title Bar) WudiuanstelrdnmiUaldnuey dmsulusunsy

Adobe Photoshop CS6 waudadesazisestuduuiiu (Tab)
> ®

T v k4 Auto-delect  Layer Vv Snow 1ransrorm won, rols

% AdobeStock_145722872.jpeg @ 25% (RGB/8) *

gﬂmwﬁ 2.13 uaudelies (Title Bar)

5) ngUnmA 2.14 uauanug (Status Bar) Wudiuiuansnaaudfiiedtiunin gy
¢ @ 1 L3 L3 I~ v
Woasitunluniseagvengluanin vualndanin iusy
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25% Adobe RGB (1998) (8bpc)

gﬂmwﬁ 2.14 uauaniug(Status Bar)

6) 1NFUAMNA 2.15 fudildau (Working Area) iusudildlunisasisaunsiln Tng
nsaludn wiennlvuuiiunldau vsenaninlrdasluvuiunlgau

sUn il 2.15 fiudildau (Working Area)

7) Mngunmd 2.16 wiua (Panel) Tidmsudanmiunin Tneusnaendu nanany
B wuadmsudend wuadmsuuuusannnuaing dusiu

Swatches Adjustments

5

Add an adjustment
0wl BE PV
H& (e O B
B XA

Properties

[ pocument Properties

gﬂmwﬁ 2.16 Wua (Panel)
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\sesiloveslusunsuy Adobe Photoshop disiail
M990 2.3 M159ATeeaueslusunTy Adobe Photoshop

SUA N YoLAT0ile A1a5UNY

Tdnsudenundanliveanin
Move y5afnenNluaasusadneLEy
ne

Tddmsudeniuiivunmdugy

1 pixel

Lasso T danuunimdusuunwuy

Marquee A 2anau 293 wie aendu
UOIADAN VU

dasy

TgdmsudaniunalgiSseuie

Magic Wand VUMW wsOLEEN 9Nd NlnaLABS
i

-
‘4

Crop TddnvaunIn

Slice TdauUanmSaaiausinlig
Aeae Msendn alad(Slice)
dnsuinlvasraduma

Eyedropper THaanda1ndennee vunw

Healing Brush ldnnuasausossimdlunin




A519Tt 2.3 As1aeesilovedlusunsu Adobe Photoshop (#e)

15

sUAN
Y

d' A A
VBLAIDIUD

A5 U"Y

Clone Stamp

Tgvidtine Inedeulninain
USIUAUNITTUNY UIDTEUEA?
amany

Wy

History Bush

TgszunenmemennITunau
WUNIULT IS DNNVBIAD UL
WuATuinty

Tvaunmursdudlidaens

Eraser
Gradient THAudwuulaszaulnudnioninu
fiu
Blur Tgssuenwliiuas
Brem Tdszunaielininilngg

4

o~ Dodge Toszuneielininainedy
! )

/ Brush Tgszvrgasuunn




a1519Tt 2.3 ms1aAesdioredlusunsu Adobe Photoshop (@)
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SUA N YoLAT0ile

A1B5UY

Pen

Tgnadunis(Path)

Horizontal Type

[

ToRundIonYINItaAINUAIUY
Rt

Path Selection

—

TfFenuarysuusisgunsveuduy
W15

R Rectangle

lEnagunsauavadiavsesunse
dndagy

Hand

Tdougdiusg 9 veanm

Zoom

IgorsaveneyuvaInIm

Set Foreground Color,

Set Background Color

TgdmSummundnlsdansaveny
4199 Foreground Color way

Background Color

2.3 a1 CH# (http://www.binaryprogramming.net/1-1)

A1 CH# (C# Programming Language) \Junwilusunsuszaugs Mldszuuriindoya

LuUIANY (strongtypinguagatiuauunsWeulusunsudednds n1sWeulusunsudalsenia n1s


http://www.binaryprogramming.net/1-1
https://th.wikipedia.org/wiki/%E0%B8%A0%E0%B8%B2%E0%B8%A9%E0%B8%B2%E0%B9%82%E0%B8%9B%E0%B8%A3%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%A1%E0%B8%A3%E0%B8%B0%E0%B8%94%E0%B8%B1%E0%B8%9A%E0%B8%AA%E0%B8%B9%E0%B8%87
https://th.wikipedia.org/w/index.php?title=%E0%B8%8A%E0%B8%99%E0%B8%B4%E0%B8%94%E0%B8%82%E0%B9%89%E0%B8%AD%E0%B8%A1%E0%B8%B9%E0%B8%A5%E0%B9%81%E0%B8%9A%E0%B8%9A%E0%B8%A3%E0%B8%B1%E0%B8%94%E0%B8%81%E0%B8%B8%E0%B8%A1&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=%E0%B8%8A%E0%B8%99%E0%B8%B4%E0%B8%94%E0%B8%82%E0%B9%89%E0%B8%AD%E0%B8%A1%E0%B8%B9%E0%B8%A5%E0%B9%81%E0%B8%9A%E0%B8%9A%E0%B8%A3%E0%B8%B1%E0%B8%94%E0%B8%81%E0%B8%B8%E0%B8%A1&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B9%80%E0%B8%82%E0%B8%B5%E0%B8%A2%E0%B8%99%E0%B9%82%E0%B8%9B%E0%B8%A3%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%A1%E0%B9%80%E0%B8%8A%E0%B8%B4%E0%B8%87%E0%B8%84%E0%B8%B3%E0%B8%AA%E0%B8%B1%E0%B9%88%E0%B8%87
https://th.wikipedia.org/w/index.php?title=%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B9%80%E0%B8%82%E0%B8%B5%E0%B8%A2%E0%B8%99%E0%B9%82%E0%B8%9B%E0%B8%A3%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%A1%E0%B9%80%E0%B8%8A%E0%B8%B4%E0%B8%87%E0%B8%9B%E0%B8%A3%E0%B8%B0%E0%B8%81%E0%B8%B2%E0%B8%A8&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B9%80%E0%B8%82%E0%B8%B5%E0%B8%A2%E0%B8%99%E0%B9%82%E0%B8%9B%E0%B8%A3%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%A1%E0%B9%80%E0%B8%8A%E0%B8%B4%E0%B8%87%E0%B8%9F%E0%B8%B1%E0%B8%87%E0%B8%81%E0%B9%8C%E0%B8%8A%E0%B8%B1%E0%B8%99
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Weulusunsudailendu mMslisulusinsudanssuiuns nseulusunsuideing (luuaaia)
LazNIIREUlUSWNSUTIEINUSENOY

mwiaunBuusilaelnefievs  loadidsn (Anders  Hejlsbers)  a1nu3em
Tlasgonyi Tulwe. 2543 deundimssusedidunnsgrulaednundumesiutuwua (ECMA-
334) TuUn.e. 2545 LAZRIANTTIENINUSENATINENITUINTEIU (ISO/IEC 23270) Tutin.A. 2546
lulaswenildidasn i fundeufunendnnsudsn uagvisual  Studio udunnsdusi
Tnaawesa (closed-source) vimua osnmeuiiulalassendlifngnsusiiiulomugesa.
sounlulaswenildidad Visual  Studio  Code, Roslyn way noauinaes devavumiusesy
sy [Wurerdwisnsuazlowiuyesa uazvinnunuuaseaunanasutagiunindunsul
udgafe C# 11.0 fleanuwdeuiu NET 7.0 Tl w.a. 2565

gﬂn'lwﬁ 2.17 C# Programming Language

A1919 1-6 | ﬂﬂ~11‘lil'lﬂvl lumssunsiieuiteu

I.ﬂiﬂ»l“ﬂ&l"lﬂ AHNANY
T weswn |
e e |

_ ATMogIetosnsIMounN

AIMOEIBLINNIN0UN

ANModietiasndHSaiIAUMoU

ANodieuINnIHSaiiiun1ou

sUMNi 2.18 laseainsvesniw C

2.3.1 ¥iladeya (Data Types) lu C#
c# Amussiiavasdayal iainuaneailaiiiesessunisdaivdeyananes)

[

Uszenn 9t


https://th.wikipedia.org/wiki/%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B9%80%E0%B8%82%E0%B8%B5%E0%B8%A2%E0%B8%99%E0%B9%82%E0%B8%9B%E0%B8%A3%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%A1%E0%B9%80%E0%B8%8A%E0%B8%B4%E0%B8%87%E0%B8%9F%E0%B8%B1%E0%B8%87%E0%B8%81%E0%B9%8C%E0%B8%8A%E0%B8%B1%E0%B8%99
https://th.wikipedia.org/w/index.php?title=%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B9%80%E0%B8%82%E0%B8%B5%E0%B8%A2%E0%B8%99%E0%B9%82%E0%B8%9B%E0%B8%A3%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%A1%E0%B9%80%E0%B8%8A%E0%B8%B4%E0%B8%87%E0%B8%81%E0%B8%A3%E0%B8%B0%E0%B8%9A%E0%B8%A7%E0%B8%99%E0%B8%81%E0%B8%B2%E0%B8%A3&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B9%80%E0%B8%82%E0%B8%B5%E0%B8%A2%E0%B8%99%E0%B9%82%E0%B8%9B%E0%B8%A3%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%A1%E0%B9%80%E0%B8%8A%E0%B8%B4%E0%B8%87%E0%B8%A7%E0%B8%B1%E0%B8%95%E0%B8%96%E0%B8%B8
https://th.wikipedia.org/wiki/%E0%B8%84%E0%B8%A5%E0%B8%B2%E0%B8%AA_(%E0%B8%84%E0%B8%AD%E0%B8%A1%E0%B8%9E%E0%B8%B4%E0%B8%A7%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C)
https://th.wikipedia.org/w/index.php?title=%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B9%80%E0%B8%82%E0%B8%B5%E0%B8%A2%E0%B8%99%E0%B9%82%E0%B8%9B%E0%B8%A3%E0%B9%81%E0%B8%81%E0%B8%A3%E0%B8%A1%E0%B9%80%E0%B8%8A%E0%B8%B4%E0%B8%87%E0%B8%AA%E0%B9%88%E0%B8%A7%E0%B8%99%E0%B8%9B%E0%B8%A3%E0%B8%B0%E0%B8%81%E0%B8%AD%E0%B8%9A&action=edit&redlink=1
https://th.wikipedia.org/w/index.php?title=%E0%B8%AD%E0%B8%99%E0%B8%B1%E0%B8%AA_%E0%B9%84%E0%B8%AE%E0%B8%A5%E0%B8%AA%E0%B9%8C%E0%B9%80%E0%B8%9A%E0%B8%B4%E0%B8%A3%E0%B9%8C%E0%B8%81&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B9%84%E0%B8%A1%E0%B9%82%E0%B8%84%E0%B8%A3%E0%B8%8B%E0%B8%AD%E0%B8%9F%E0%B8%97%E0%B9%8C
https://th.wikipedia.org/wiki/%E0%B9%80%E0%B8%AD%E0%B9%87%E0%B8%81%E0%B8%A1%E0%B8%B2%E0%B8%AD%E0%B8%B4%E0%B8%99%E0%B9%80%E0%B8%95%E0%B8%AD%E0%B8%A3%E0%B9%8C%E0%B9%80%E0%B8%99%E0%B8%8A%E0%B8%B1%E0%B8%99%E0%B9%81%E0%B8%99%E0%B8%A5
https://th.wikipedia.org/wiki/%E0%B8%AD%E0%B8%87%E0%B8%84%E0%B9%8C%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B8%A3%E0%B8%B0%E0%B8%AB%E0%B8%A7%E0%B9%88%E0%B8%B2%E0%B8%87%E0%B8%9B%E0%B8%A3%E0%B8%B0%E0%B9%80%E0%B8%97%E0%B8%A8%E0%B8%A7%E0%B9%88%E0%B8%B2%E0%B8%94%E0%B9%89%E0%B8%A7%E0%B8%A2%E0%B8%81%E0%B8%B2%E0%B8%A3%E0%B8%A1%E0%B8%B2%E0%B8%95%E0%B8%A3%E0%B8%90%E0%B8%B2%E0%B8%99
https://th.wikipedia.org/wiki/%E0%B8%94%E0%B8%AD%E0%B8%95%E0%B9%80%E0%B8%99%E0%B9%87%E0%B8%95%E0%B9%80%E0%B8%9F%E0%B8%A3%E0%B8%A1%E0%B9%80%E0%B8%A7%E0%B8%B4%E0%B8%A3%E0%B9%8C%E0%B8%81
https://th.wikipedia.org/wiki/Visual_Studio
https://th.wikipedia.org/wiki/Visual_Studio_Code
https://th.wikipedia.org/w/index.php?title=.NET_Compiler_Platform&action=edit&redlink=1
https://th.wikipedia.org/wiki/%E0%B8%94%E0%B8%AD%E0%B8%95%E0%B9%80%E0%B8%99%E0%B9%87%E0%B8%95
https://th.wikipedia.org/w/index.php?title=%E0%B8%8B%E0%B8%AD%E0%B8%9F%E0%B8%95%E0%B9%8C%E0%B9%81%E0%B8%A7%E0%B8%A3%E0%B9%8C%E0%B8%9F%E0%B8%A3%E0%B8%B5%E0%B9%81%E0%B8%A5%E0%B8%B0%E0%B9%82%E0%B8%AD%E0%B9%80%E0%B8%9E%E0%B9%88%E0%B8%99%E0%B8%8B%E0%B8%AD%E0%B8%A3%E0%B9%8C%E0%B8%AA&action=edit&redlink=1
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A1519% 2.4 31vilataya CH

PR AO5UNY
Char Tszmaduds v fidudsnase
Bool Amuase Wuldldaesande True vise False
Byte Srunuilifiedesmne daus 0 - 255
Int Tszmasuds Thauafiduarsuui
Uint Srunudlaifiieewsnesand 0 - 4,294.967,295
long THszmasiuds hiuamiduausunuiurie
Sruuase Afswaudnunndu 2 wih
ulong
float Tszmeuds hAuafiduavsiuuais
double Tszmafuds Auafiiduavsiunuass
fifisnudnmnndy 2 wihwes float
string oAU (@19nUTe) WU Hello

2.4 Aseprite (https://www.aseprite.org)

. @ = a A £ ' ‘:l' [y a s a 4
Aseprite 1UuBnuilslusunsufalznmiideutnsdeassu wyuazdumesingdunde

anuMlinsmuauasiasasad gz denanisaunkasdiulrgiutuniuidn JUswnsy

s 2 4 = o v P oV w1 =~ 1o g v v =]
Uiluaudnaslunmsesnuuudviiinisaieilademesdalaglivihlinaddeyauasiigen

ymuAuly

gﬂm‘wf/‘i 2.19 Aseprite
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gﬂmwﬁ 2.20 Interface Aseprite

1) 9ngUn7l 2.21 wauiyeda(Menu Bar) Wuqusiusiugaddsiilddmsuisen
Todmng q eenuvh

sUnW# 2.21 uauluyAda(Menu Bar)

2) 1ngun il 2.22 uauiaseadie( Tool Bar) 1ugusiusauaiesieilinng au add
LUABAIN AINLEY

r=A
1

Lad

SRR EEERES

sUawil 2.22 uauiaesile( Tool Bar)

3) 91ngUA N 2.23 waud( Color Bar) ugasiudnaziinanedlidentd
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gﬂmwﬁ 2.23 wavd( Color Bar)

4) 1ngUA g 2.24 uavefiwdu(animation Bar) nsasen1mafoulmlagnisay

Awilsviane 9 neetiaatumeanuiiadasnisihnmiaSesreiy

HE EEEEEBER
l.l.l.l.lll.l.l.l.l
I.I.I.I.l' ‘.I.I.I.I

sUn 7 2.24 upueliudu(animation Bar)

5) 91ngUn M 2.25 e Preview Wunidnsnisuansranaradiuauau [udi
M Ungfee1 veilemisMawi

Preuiew

g‘dnﬂwﬁ 2.25 Preview



A19197 2.5 AsaiATesiiaveslusunsy Aseprite
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sUa YoLA3pail Aa5UY
P Pencil Tool Tgnagunineieg
e Eraser Tdaunwadunviianain
i
¥ Eyedropper THdondandenee vunIn
Zoom Iddonsavensyuvann
Iddmsudnenundanlives
+ Move A visedhanwlulalees
wsagedulnag
] Paint Bucket Toasd
Vd Line Tgnadusingg
[ Rectangle lgnagUdmhe
& Contour Tiadualage
Fa Blur TFulinnmilauasane

Y9aIU
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2.5 Story Board (https://www.cotactic.com/blog/5-tricks-to-create-storyboard/)

ns\dyuaneiuesa (Storyboard) Ais MsiEeasnandenensenulugunuunm
Tneldamann nmene nienmnaiin Sewetwdudiduiioveniadessn dnldlunisudn
ameuns woiludu lawan wagiledu anoiueintislifaidesusanunuuazieans
Feasmldegadussaninm daeliiiunimsinvesdessn drduimgnisel yundes uaz
asfUsEnoUduY vesdoldedstniay uaﬂmﬂﬁé’waEJWQ’&%’Wqﬁaaﬂmsamaaﬂalﬁdm*"] way
Usuusazessnldnouiaztilunanade

n5deu Storyboard fanisSeadiiuninluaufnesnun neuiiasanease dadeu
ponunduaInNBesadu 1,2,3,.... sevhlidunimeesdessniiazian ‘f]a,;mdaulmjmamuﬁ%
Guvide li¥iezEunessnuiiesduseneveylsiideddiinlthg

Twandon
arsndaua =1

ussee - 15 “uiun

UMM 1 MS frievhag Avas
AovAiavgnan

AwReu”

= 3 =
MiABINNRRY - AUAS: -

wundo1:Eyelevel | Effect:idvafos

o 0 )
Location : ssiiefaa st ¥ouam : Cut

FUMAM  MS ussee : 2 “hisds

19 bnmiunr

- -
pwindoundas: - AuRT -

WndD1:EyeLevel | Effect: idvafoei

)
ouam : Cwm

ussew : 158 %1
FumeM 1 MS

0. uAduAIuRs
16;1911:!5:1\15:-.%:
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AANUIN N.

Source Code



AnimationStrings.cs

using System;

using System.Collections.Generic;

using System.Ling;

using System.Text;

using System.Threading.Tasks;

class AnimationStrings

{
internal static string isMoving = "isMoving";
internal static string isGrounded = "isGrounded";
internal static string yVelocity = "yVelocity";
internal static string jump = "jump";
internal static string isOnWall ="isOnWall";
internal static string isOnCeiling ="isOnCeiling";
internal static string attack ="attack®;
internal static string canMove = "canMove",
internal static string hasTarget = "hasTarget";
internal static string isAlive = "isAlive",
public static string IsHit = "isHit";
internal static string hit = "hit";
internal static string lockVelocity = "lockVelocity";

}

Attack.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class Attack : MonoBehaviour

{
public int attackDamage = 10;



}

public Vector2 knockback = Vector2.zero;
Collider2D attackCollider;
// Start is called before the first frame update
void Start()
{

attackCollider = GetComponent<Collider2D>();

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

}

private void OnTriggerEnter2D(Collider2D collision)

{
/1l
Damageable damageable = collision.GetComponent<Damageable>();
if(damageable != null)

{
//ansng

bool gotHit = damageable Hit(attackDamage, knockback);

if(gotHit)

Debug.Log(collision.name + " hit for " + attackDamage);

Boss.cs

using System;

using System.Collections;



using System.Collections.Generic;

using UnityEngine;

[RequireComponent(typeof(Rigidbody2D), typeof(TouchingDirection),
typeof(Damageable))]
public class Boss : MonoBehaviour
{
public float walkSpeed = 3f;
public float walkStopRate = 0.05f;
public DetectionZone attackZone;
Rigidbody2D rb;
TouchingDirection touchingDirection;
Animator animator;
Damageable damageable;
public bool hasTarget = false;
public bool hasTarget
{
get { return hasTarget; }
private set
{
_hasTarget = value;

animator.SetBool(AnimationStrings.hasTarget, value);

public bool CanMove
{

get

{

return animator.GetBool(AnimationStrings.canMove);



}

private void Awake()

{
rb = GetComponent<Rigidbody2D>();
touchingDirection = GetComponent<TouchingDirection>();
animator = GetComponent<Animator>();
damageable = GetComponent<Damageable>();

}

void Update()

{
hasTarget = attackZone.detectedColliders.Count > 0;

}

private void FixedUpdate()

{

}
public void OnHit(int damage, Vector2 knockback)

{

rb.velocity = new Vector2(knockback.x, rb.velocity.y + knockback.y);

}

Damageable.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Events;

using UnityEngine.Ul;

public class Damageable : MonoBehaviour



public UnityEvent<int, Vector2> damageableHit;
public UnityEvent<int, int> healthChange;
public Slider healthBar;
Animator animator;
[SerializeField]
private int _maxHealth;
public GameObject lootDrop;
public GameManagerScript gameManager;
public int maxHealth
{

get

{

return _maxHealth;
}

set

{

_maxHealth = value;

public int _health = 100;
public int Health
{

get

{

return _health;

set



_health = value;
healthChange?.Invoke(_health, maxHealth);
//andentpeninvseilu 0 fazAsazany

if (_health <= 0)

{
IsAlive = false;
Instantiate(lootDrop, transform.position, Quaternion.identity);
}
}
}
[SerializeField]

private bool isAlive = true;
[SerializeField]

private bool isinvincible = false;

public bool IsHit { get
{

return animator.GetBool(AnimationStrings.IsHit);

}

private set

{

animator.SetBool(AnimationStrings.IsHit, value);

private float timeSinceHit = 0;

public float invincibilityTimer = 0.25f;

public bool IsAlive
{



get

{
return _isAlive;

}

set

{
_isAlive = value;
animator.SetBool(AnimationStrings.isAlive, value);

Debug.Log("IsAlive set " + value);

}
private void Awake()
{
animator = GetComponent<Animator>();
}
public void Update()
{
if(_health <= 0 && IsAlive == false){
Cursor.visible = true;
gameManager.gameOver();
Debug.Log("dead");
}
if (isinvincible)
{
if(timeSinceHit > invincibilityTimer)
{
//au |-Frame
isinvincible = false;

timeSinceHit = 0O;



timeSinceHit += Time.deltaTime;
}
healthBar.value = Health;
}
public bool LockVelocity
{
get
{

return animator.GetBool(AnimationStrings.lockVelocity);

set

animator.SetBool(AnimationStrings.lockVelocity, value);

public bool Hit(int damage, Vector2 knockback)
{
if(lsAlive && lisinvincible)
{
Health -= damage;
isinvincible = true;
animator.SetTrigger(AnimationStrings.hit);
LockVelocity = true;
damageableHit?.Invoke(damage, knockback);
CharacterEvent.characterDamaged.Invoke(gameObject, damage);

return true;



}

//akdla

return false;
}
public void Heal(int healthRestore)
{

if (IsAlive) {

Health += healthRestore;

CharacterEvent.characterHealed(gameObject, healthRestore);

}

FadeRemove.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

//a9@ Sprite vinliAoyaly
public class FadeRemove : StateMachineBehaviour
{

public float fadetime = 0.5f;

private float timeElapsed = 0Of;

SpriteRenderer spriteRenderer;

GameObject objToRemove;

Color startColor;

// OnStateEnter is called when a transition starts and the state machine

starts to evaluate this state



override public void OnStateEnter(Animator animator, AnimatorStatelnfo

statelnfo, int layerindex)
{
timeElapsed = 0f;
spriteRenderer = animator.GetComponent<SpriteRenderer>()
startColor = spriteRenderer.color;

objToRemove = animator.cameObject;

// OnStateUpdate is called on each Update frame between
OnStateEnter and OnStateExit callbacks
override public void OnStateUpdate(Animator animator,
AnimatorStatelnfo statelnfo, int layerindex)
{
timeElapsed += Time.deltaTime;
float newAlpha = startColor.a * (1 - (timeElapsed / fadetime)),

spriteRenderer.color = new Color(startColor.r, startColor.g,

startColor.b, newAlpha);

ifttimeElapsed > fadetime)
{

Destroy(objToRemove);

// OnStateExit is called when a transition ends and the state machine
finishes evaluating this state

//override public void OnStateExit(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)

!



//
//}

// OnStateMove is called right after Animator.OnAnimatorMove()

//override public void OnStateMove(Animator animator,
AnimatorStatelnfo statelnfo, int layerindex)

/A

// // Implement code that processes and affects root motion

//}

// OnStatelK is called right after Animator.OnAnimatorlK()
//override public void OnStatelK(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)
/4
// // Implement code that sets up animation IK (inverse kinematics)
//}
}
FlyingBook.cs
using System;
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class FlyingBook : MonoBehaviour

{
public float flightSpeed = 2f;
public float waypointReachedDistance = 0.1f;
public DetectionZone biteDetectionZone;
public List<Transform> waypoints;

Animator animator;



Rigidbody2D rb;
Damageable damageable;
Transform nextWayPoint;

int waypointNum = 0;

public bool hasTarget = false;

public bool HasTarget
{

get
{
return _hasTarget;
}
private set
{
_hasTarget = value;
animator.SetBool(AnimationStrings.hasTarget, value);
}

}
public bool CanMove

{
get
{

return animator.GetBool(AnimationStrings.canMove);

}
private void Awake()
{
animator = GetComponent<Animator>();

rb = GetComponent<Rigidbody2D>();



damageable = GetComponent<Damageable>();
}
private void Start()
{
nextWayPoint = waypoints[waypointNum];
}
void Update()
{
HasTarget = biteDetectionZone.detectedColliders.Count > 0;
}
private void FixedUpdate()
{
if (damageable.IsAlive)
{
if (CanMove)
{
Flight();
}
else

{

rb.velocity = Vector3.zero;

private void Flight()
{
// Guluymdnaly
Vector2 directionToWaypoint = (nextWayPoint.position -

transform.position).normalized,;



//Bpdeansedy
float distance = Vector2.Distance(nextWayPoint.position,
transform.position);
rb.velocity = directionToWaypoint * flightSpeed,;
UpdateDirection();
/I ieaAsuges
if(distance <= waypointReachedDistance)
{
//Lﬂgaua;m
waypointNum++;
iftwaypointNum >= waypoints.Count)
{
//ugunduluiigausn
waypointNum = 0;
}

nextWayPoint = waypoints[waypointNum];

private void UpdateDirection()
{
Vector3 locScale = transform.localScale;
ifttransform.localScale.x > 0)
{
//9UIN
if(rb.velocity.x > 0)
{
//W@n
transform.localScale = new Vector3(-1 * locScale.x, locScale.y,

locScale.z);



}
else
{
//Rutng
if(rb.velocity.x < 0)
{
transform.localScale = new Vector3(-1 * locScale.x, locScale.y,

locScale.z);

}

}

GameManagerScript.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class GameManagerScript : MonoBehaviour
{
public GameObject gameOverUl;
// Start is called before the first frame update
void Start()
{

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



}

public void gameOver()

{

gameOverUl.SetActive(true);

}
HealthBar.cs

using System;

using System.Collections;

using System.Collections.Generic;
using TMPro;

using UnityEngine;

using UnityEngine.Ul;

public class HealthBar : MonoBehaviour

{
public Slider healthSlider;
Damageable playerDamageable;
public TMP_Text healthBarText;

private void Awake()

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

if(player == null)
{
Debug.Log("linugiau 9I18iuvin Player w3alal");



playerDamageable = player.GetComponent<Damageable>();

}
void Start()

{
healthSlider.value =
CalculateSliderPercentage(playerDamageable.Health,
playerDamageable.maxHealth);

healthBarText.text = "HP " + playerDamageable.Health;

private void OnEnable()

{
playerDamageable.healthChange.AddListener(OnPlayerHealthChange);

private void OnDisable()
{

playerDamageable.healthChange.Removelistener(OnPlayerHealthChange);
}

private float CalculateSliderPercentage(float currentHealth, float

maxHealth)

{

return currentHealth / maxHealth;

private void OnPlayerHealthChange(int newHealth, int maxHealth)
{



healthSlider.value = CalculateSliderPercentage(newHealth,
maxHealth);

healthBarText.text = "HP " + newHealth;

}

HealthPickup.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class HealthPickup : MonoBehaviour

{
public int healthRestore = 400;

AudioSource pickupSource;

private void Awake()

{

pickupSource = GetComponent<AudioSource>();

void Start()
{

private void OnTriggerEnter2D(Collider2D collision)
{

Damageable damageable = collision.GetComponent<Damageable>();

if (damageable)



damageable.Heal(healthRestore);
if (pickupSource)
AudioSource.PlayClipAtPoint(pickupSource.clip,
gameObject.transform.position, pickupSource.volume);

Destroy(gameObject);

}
HealthText.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

public class HealthText : MonoBehaviour
{
public Vector3 moveSpeed = new Vector3(0, 75 ,0);
public float timeToFade = 1f;
RectTransform textTransform;
TextMeshProUGUI textMeshPro;
private float timeElapsed = 0Of;
private Color startColor;
public void Awake()
{
textTransform = GetComponent<RectTransform>();
textMeshPro = GetComponent<TextMeshProUGUI>();

startColor = textMeshPro.color;



// Update is called once per frame
private void Update()
{
textTransform.position += moveSpeed * Time.deltaTime;
timeElapsed += Time.deltaTime;
if(timeElapsed < timeToFade)
{
float fadeAlpha = startColor.a * (1 - (timeElapsed / timeToFade));
textMeshPro.color = new Color(startColor.r,startColor.g,startColor.b,
fadeAlpha);
}
else
{
Destroy(gameObject);

}

JumpBehavior.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class JumpBehavior : StateMachineBehaviour

{

private float timer;
public float minTime;

public float maxTime;



private Transform playerPos;

public float speed;

override public void OnStateEnter(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)
{
playerPos =
GameObject.FindGameObjectWithTag("Player").GetComponent<Transform>()

timer = Random.Range(minTime, maxTime);

override public void OnStateUpdate(Animator animator,

AnimatorStatelnfo statelnfo, int layerindex)

{
if (timer <= 0)
{
animator.SetTrigger("idle");
}
else
{
timer -= Time.deltaTime;
}

Vector? target = new Vector2(playerPos.position.x,
animator.transform.position.y);

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

}



override public void OnStateExit(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)

{

}

PlayerController.cs

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.InputSystem;

[RequireComponent(typeof(Rigidbody2D),
typeof(TouchingDirection),typeof(Damageable))]
public class PlayerController : MonoBehaviour
{
public float walkSpeed = 5f;
AudioSource audioSource;
Vector2 movelnput;
TouchingDirection touchingdirection;
Damageable damageable;
[SerializeField]
private bool isMoving = false;
public bool IsMoving
{
get
{



return _isMoving;

}
private set
{
_isMoving = value;
animator.SetBool(AnimationStrings.isMoving, value);
}

Rigidbody2D rb;
Animator animator;

SpriteRenderer spriterenderer;

bool facingRight = true;
public float jumplmpulse = 10f;

private void Awake()

{
rb = GetComponent<Rigidbody2D>();
animator = GetComponent<Animator>();
spriterenderer = GetComponent<SpriteRenderer>(),
touchingdirection = GetComponent<TouchingDirection>();
damageable = GetComponent<Damageable>();

audioSource = GetComponent<AudioSource>();

// Start is called before the first frame update
void Start()
{



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

}
private void FixedUpdate()
{
if ({damageable.LockVelocity)
rb.velocity = new Vector2(movelnput.x * walkSpeed, rb.velocity.y);
float move = Input.GetAxisRaw("Horizontal");
animator.SetFloat(AnimationStrings.yVelocity, rb.velocity.y);
if (move < 0 && facingRight)
{
flip0);
}
else if (move > 0 && !facingRight)
{
flip0);

}

public void onMove(InputAction.CallbackContext context)

{

movelnput = context.ReadValue<Vector2>();
if (IsAlive)
{

IsMoving = movelnput |= Vector2.zero;



else

{
IsMoving = false;
}
}
void flip()
{

facingRight = IfacingRight;
transform.Rotate(0, 180f, 0);

public void OnJump(linputAction.CallbackContext context)
{

if (context.started && touchingdirection.isGrounded)

{
animator.SetTrigger(AnimationStrings.jump);

rb.velocity = new Vector2(rb.velocity.x, jumplmpulse);

}
public void OnAttack(InputAction.CallbackContext context)

{

if (context.started)

{

animator.SetTrigger(AnimationStrings.attack);

}
public bool IsAlive

{
get



return animator.GetBool(AnimationStrings.isAlive);

public void OnHit(int damage, Vector2 knockback)
{

rb.velocity = new Vector2(knockback.x, rb.velocity.y + knockback.y);

}

PlayOneShotBehavior.cs

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class PlayOneShotBehavior : StateMachineBehaviour
{
public AudioClip sountToPlay;
public float volume = 1f;
public bool playOnEnter = true, playOnExit = false, playAfterDelay =

false;

public float playDelay = 0.25f;

private float timeSinceEnter = 0;

private bool hasDelayedSoundPlay = false;

// OnStateEnter is called when a transition starts and the state machine
starts to evaluate this state

override public void OnStateEnter(Animator animator, AnimatorStatelnfo

statelnfo, int layerindex)



if (playOnEnter)
{
AudioSource.PlayClipAtPoint(sountToPlay,
animator.gameObject.transform.position, volume);
}
timeSinceEnter = 0f;

hasDelayedSoundPlay = false;

// OnStateUpdate is called on each Update frame between
OnStateEnter and OnStateExit callbacks
override public void OnStateUpdate(Animator animator,
AnimatorStatelnfo statelnfo, int layerindex)
{
if (playAfterDelay && hasDelayedSoundPlay)
{
timeSinceEnter += Time.deltaTime;
if (timeSinceEnter > playDelay)
{
AudioSource.PlayClipAtPoint(sountToPlay,
animator.gameObject.transform.position, volume);

hasDelayedSoundPlay = true;

// OnStateExit is called when a transition ends and the state machine

finishes evaluating this state



override public void OnStateExit(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)
{
if (playOnExit)
{
AudioSource.PlayClipAtPoint(sountToPlay,
animator.gameObject.transform.position, volume);

}

}

SceneController.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;
public class SceneController : MonoBehaviour
{

public static SceneController instance;

private void Awake()

{

if (instance == null)

{
instance = this;
DontDestroyOnlLoad(gameObject);

}

else

{

Destroy(gameObject);



}
public void NextLevel()

{

SceneManager.LoadSceneAsync(SceneManager.GetActiveScene().buildindex
+ 1);

}

public void LoadScene(string sceneName)

{

SceneManager.LoadSceneAsync(sceneName);

}

SetBoolBehaviour.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class SetBoolBehaviour : StateMachineBehaviour
{

public string boolname;

public bool updateOnState;

public bool updateOnStateMachine;

public bool valueOnEnter, valueOnExit;

// OnStateEnter is called before OnStateEnter is called on any state
inside this state machine

override public void OnStateEnter(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)

{

if (updateOnState)



animator.SetBool(boolname, valueOnEnter);

// OnStateUpdate is called before OnStateUpdate is called on any state
inside this state machine

//override public void OnStateUpdate(Animator animator,
AnimatorStatelnfo statelnfo, int layerindex)

/4

!/

//}

// OnStateExit is called before OnStateExit is called on any state inside
this state machine

//override public void OnStateExit(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)

//

//

//}

// OnStateMove is called before OnStateMove is called on any state
inside this state machine
override public void OnStateMove(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)
{
if (updateOnState)
{

animator.SetBool(boolname, valueOnExit);



// OnStatelK is called before OnStatelK is called on any state inside this
state machine

//override public void OnStatelK(Animator animator, AnimatorStatelnfo
statelnfo, int layerindex)

/A

//

//}

// OnStateMachineEnter is called when entering a state machine via its
Entry Node

override public void OnStateMachineEnter(Animator animator, int
stateMachinePathHash)

{
iflupdateOnStateMachine)

animator.SetBool(boolname, valueOnEnter);

// OnStateMachineExit is called when exiting a state machine via its Exit
Node
override public void OnStateMachineExit(Animator animator, int
stateMachinePathHash)
{
iflupdateOnStateMachine)

animator.SetBool(boolname, valueOnExit);

}

Teleporter.cs

using System;



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

using UnityEngine;

public class Teleporter : MonoBehaviour

{
[SerializeField] GameObject Portal, Player;
[SerializeField] float tpTime;

private void OnTriggerEnter2D(Collider2D other)
{
iflother.cameObject.tag == "Player")

{
StartCoroutine(Teleport());

}
IEnumerator Teleport()
{
yield return new WaitForSeconds(tpTime);
Player.transform.position = new Vector2(Portal.transform.position.x,
Portal.transform.position.y);
}
}
TouchingDirection.cs
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class TouchingDirection : MonoBehaviour

{



public ContactFilter2D castFilter;
public float groundDistance = 0.05f;
public float wallDistance = 0.2f;
public float ceilingDistance = 0.05f;
CapsuleCollider2D touchingCol;
Animator animator;
RaycastHit2D[] groundHits = new RaycastHit2D[5];
RaycastHit2D[] wallHits = new RaycastHit2D[5];
RaycastHit2D[] ceilingHits = new RaycastHit2D[5];
[SerializeField]
private bool _isGrounded;
public bool isGrounded { get
{
return _isGrounded,;
}
private set
{
_isGrounded = value;

animator.SetBool(AnimationStrings.isGrounded, value);

}
[SerializeField]
private bool isOnWall;
public bool isOnWall
{

get

{

return _isOnWall;

}

private set



_isOnWall = value;

animator.SetBool(AnimationStrings.isOnWall, value);

}

[SerializeField]

private bool isOnCeiling;

private Vector2 wallCheckDirection => gameObject.transform.localScale.x

> 0 ? Vector2.right : Vector2.left;

public bool isOnCeiling
{
get
{
return _isOnCeiling;
}
private set
{
_isOnCeiling = value;

animator.SetBool(AnimationStrings.isOnCeiling, value);

private void Awake()

{
touchingCol = GetComponent<CapsuleCollider2D>();
animator = GetComponent<Animator>();

}

void Start()



// Update is called once per frame
void FixedUpdate()
{
isGrounded = touchingCol.Cast(Vector2.down, castFilter, groundHits,
groundDistance) > 0;
isOnWall = touchingCol.Cast(wallCheckDirection, castFilter, wallHits,
wallDistance) > 0;
isOnCeiling = touchingCol.Cast(Vector2.up, castFilter, ceilingHits,
ceilingDistance) > 0;
}
}
using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class TouchingDirection : MonoBehaviour

{
public ContactFilter2D castFilter;
public float groundDistance = 0.05f;
public float wallDistance = 0.2f;
public float ceilingDistance = 0.05f;
CapsuleCollider2D touchingCol;
Animator animator;
RaycastHit2D[] groundHits = new RaycastHit2D[5];
RaycastHit2D[] wallHits = new RaycastHit2D[5];
RaycastHit2D[] ceilingHits = new RaycastHit2D[5];



[SerializeField]
private bool isGrounded;

public bool isGrounded { get

{
return _isGrounded,;
}
private set
{
_isGrounded = value;
animator.SetBool(AnimationStrings.isGrounded, value);
}
}
[SerializeField]

private bool isOnWall;
public bool isOnWall
{
get
{
return _isOnWall;
}
private set
{
_isOnWall = value;

animator.SetBool(AnimationStrings.isOnWall, value);

}

[SerializeField]

private bool _isOnCeiling;

private Vector2 wallCheckDirection => gameObject.transform.localScale.x

> 0 ? Vector2.right : Vector2.left;



public bool isOnCeiling

{
get
{
return _isOnCeiling;
}
private set
{
_isOnCeiling = value;
animator.SetBool(AnimationStrings.isOnCeiling, value);
}
}

private void Awake()

{
touchingCol = GetComponent<CapsuleCollider2D>();
animator = GetComponent<Animator>();

}

void Start()

{

// Update is called once per frame
void FixedUpdate()
{
isGrounded = touchingCol.Cast(Vector2.down, castFilter, groundHits,

groundDistance) > 0;



isOnWall = touchingCol.Cast(wallCheckDirection, castFilter, wallHits,
wallDistance) > 0;
isOnCeiling = touchingCol.Cast(Vector2.up, castFilter, ceilingHits,
ceilingDistance) > 0;
}
}
UIManager.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using TMPro;
using UnityEngine.InputSystem;

public class UlManager : MonoBehaviour

{
public GameObject damageTextPrefab;

public GameObject HealthTextPrefab;

public Canvas gameCanvas;

private void Awake()

{
gameCanvas = FindObjectOfType<Canvas>();

private void OnEnable()
{
CharacterEvent.characterDamaged += (CharacterTookDamage);

CharacterEvent.characterHealed += (CharacterHealed);



private void OnDisable()
{
CharacterEvent.characterDamaged -= (CharacterTookDamage);

CharacterEvent.characterHealed -= (CharacterHealed);

public void CharacterTookDamage(GameObject character, int
damageReceived)
{
Vector3 spawnPosition =

Camera.main.WorldToScreenPoint(character.transform.position);

TMP_Text tmpText = Instantiate(damageTextPrefab, spawnPosition,
Quaternion.identity, gameCanvas.transform).GetComponent<TMP_Text>();

tmpText.text = damageReceived.ToString();

public void CharacterHealed(GameObject character, int healthRestored)
{

Vector3 spawnPosition =

Camera.main.WorldToScreenPoint(character.transform.position);

TMP_Text tmpText = Instantiate(damageTextPrefab, spawnPosition,
Quaternion.identity, gameCanvas.transform).GetComponent<TMP_Text>();

tmpText.text = healthRestored.ToString();

public void OnExitGame(InputAction.CallbackContext context)
{



if (context.started)
{
#if (UNITY EDITOR || DEVELOPMENT BUILD)
Debug.Log(this.name + " : " + this.GetType() + ": " +
System.Reflection.MethodBase.GetCurrentMethod().Name);
#endif

#if (UNITY_EDITOR)
UnityEditor.EditorApplication.isPlaying = false;
#elif (UNITY_STANDALONE)
Application.Quit();
#elif (UNITY WEBGL)
SceneManager.LoadScene("QuitScene");
#endif
}






o/

ANNlASINIS

UsLIRES
Y

=

U8 u78ﬂ§ﬂ§WUQW@Q

=4

\inkilaTuil 12 Weu Jquieu w.a. 2546

=

'ﬁagj 31/39 %y 7 A.NE? 2.WANEM 2.9UNUT

9

MGAUNIAN 097-306-2544
E-Mail : nattagorn789@gmail.com

n13Anen
Fuvspoudne anlsudsutanussiaWyanitam)
Fuseudnwnoudu 1nlsadeuinnuestaUyanius)
fuvsemadedarindn mninedomadaduns

vauztimaadnueglutuusenmatednsinIndugaiimedemeaiadunys

]



Qs Y o

UszdRgdniilasenis

A

¥o UITTING gsviun
AowdloTudl 14 Wew unsau w.a. 2547
o7 102 n.3olval 0.15l09 9.uny3
wneavInsAng 084-514-9455
E-Mail : wachirawitsuranan@gmail.com
A5AN®N
Fulszaudne 9nlsaSeusiuieing

U = 6

YU UANYINDUAY 91NLSISIUBIUILING WAL

Qe

a W =

FJUUSENARYUANTIVITIN ININYIBYNATATUNUS

]

Qe

(% 1% 1%

N o o = ) N U a A o aa 1Y) a o =
ﬂ«!g‘l,Jﬂ']ENﬁfﬁ%ﬂaEqﬂu%u‘di%ﬂqﬁuaUmiamqsﬂwsﬂuaﬂﬂaﬂﬁqaﬂLV]@U?‘H]‘UV]‘U?

Y q

=]



