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System.Collections;

System.Collections.Generic;

UnityEngine;
Diver : MonoBehaviour {

Rigidbody2D rb;

Start () {

Update () {
hori = Input.GetAxis ("Horizontal");

Input.GetAxis ("Vertical");
Vector2 (hori, vert);

vert
rb.velocity =

(hori < ) {

GetComponent<SpriteRenderer> (). flipX
(hori > 0) {

GetComponent<SpriteRenderer> ().flipX

@1=7«—ICRE> 7. Rigidbody2DZ X7 ) 7~kDBARIcEY FLET,

v~* Rigid 2D @ = %
Body Type | Dynamic 3]
Material None (Physics Mate ©
Simulated v
Use Auto Mass -
Mass 1
Linear Drag 0
Angular Drag 0.05
Gravity Scale 0
Collision Detection |\ Discrete $)
Sleeping Mode [tart Awake ol
Interpolate [ None 3]
» Constraints
> Info
v « [¥ Diver (Script) X [ = =
Script Diwer (o]
Rb < Divér (Rigidbody ©
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System.Collections;

System.Collections.Generic;
UnityEngine;

Fish : MonoBehaviour {

Start () {
GetComponent<Rigidbody2D> ().velocity = Vector2.right x 4f;

Update () {

EITUTHFTL &S0
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System.Collections;
System.Collections.Generic;
UnityEngine;
Fish : MonoBehaviour {
speed;

Start () {
GetComponent<Rigidbody2D> ().velocity = Vector2.right *(speed;

Update () {

OnCollisionEnter2D (Collision2D collision) {
GetComponent<SpriteRenderer> ().flipX = !GetComponent<SpriteRenderer> ().flipX;
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@Rigidbody2D & CircleCollider2D% 74 v F L& 9,

@AY YT rFish#7%vF LT, SpeedzXREL X T,
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@Diver@ A7) 7hZRELE T,
System.Collections;

System.Collections.Generic;
UnityEngine;

Diver : MonoBehaviour {

Rigidbody2D rb;
GameObject finish;

Start () {
finish.SetActive (

Update () {
hori nput.GetAxis ("Horizontal");
vert nput.GetAxis ("Vertical");
rb.velocity = Vector2 (hori, vert);

=1
=1

(hori < 0) {

GetComponent<SpriteRenderer> ().flipX
(hori > 0) {

GetComponent<SpriteRenderer> ().flipX

OnTriggerEnter2D (Collider2D collision) {
(collision.tag == "Fish") {
finish.SetActive ( )
Time.timeScale = 0f;
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System.Collections;
System.Collections.Generic;
UnityEngine;

Gift : MonoBehaviour {
bring;

GameObject player;

Start () {

Update () {
(bring) {
transform.position = player.transform.position;

(player.transform.position.y > 5f && bring) {
bring = -

rnd = Random.Range (-6f, 6f);
Vector3 pos = Vector3 (rnd, —-4f, 0f);
transform.position = pos;

OnTriggerEnter2D (Collider2D collision) {
(!'bring) {
bring =
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