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1 wusing System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
i}
5 public class AI_AttackPlayer_Levell : MonoBehaviour {
6
7 GameObject player;
8 public GameObject go;
9 bool movedDown = false;
10 float playerz;
11 float myPos;
12 float maxMax = 0.0000f;
13 float minMin = 0.0000f;
14 float timerTime;
15 Vector3 cubeQuart = new Vector3(0.25f, 0.25f, 0.25f);
16 Vector3 playerPos;
17 GameController.playerStatus glitchStatus;
18
19
20 // Start is called before the first frame update
21 void Start()
22 {
23 glitchStatus = GameController.playerStatus.Empty;
24 player = GameObject.FindGameObjectWithTag("Player");
25 go = this.gameObject;
26
27 //If there's a player object, get its bounds.
28 if (player != null)
29 {
30 Collider playerCollider = player.GetComponent<Collider>();
31 playerZ = playerCollider.bounds.center.z;
32 glitchStatus = GameController.playerStatus.Unknown;
33 playerPos = player.transform.position;
34 }
35
36 //Rotate the block to a good orientation
37 switch (go.name)
38 {
39 case "Ell1CC(Clone)":
4o Rotate();
41 break;
42 case "Ell2CC(Clone)":
43 Rotate();
gy Rotate();
45 Rotate();
ue6 break;
47 case "TallCC(Clone)":
48 Rotate();
49 break;
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50 case "TeeCC(Clone)":

51 break;

52 case "ZedlCC(Clone)":

53 Rotate();

54 break;

55 case "Zed2CC(Clone)":

56 Rotate();

57 break;

58 }

59 }

60

61 // Update is called once per frame

62 void Update()

63 {

64 timerTime —-= Time.deltaTime;

65 if (player != null) {

66

67 //Get the player's bounds

68 Collider playerCollider = player.GetComponent<Collider>();

69 playerZ = playerCollider.bounds.center.z;

70 playerPos = player.transform.position;

71 glitchStatus = GameController.playerStatus.Unknown;

72 //Check above the player

73 if (glitchStatus == GameController.playerStatus.Unknown ||

glitchStatus == GameController.playerStatus.Covered)

Tu {

75 CheckAbove();

76 }

77 //If the timer is 0, move toward the player

78 if (timerTime <= 0)

79 {

80 if (glitchStatus == GameController.playerStatus.Uncovered)

81 {

82 MoveToPlayer();

83 }

8u }

85

86 }

87 else player = GameObject.FindGameObjectWithTag("Player");

88

89 }

20 //Check above the player's z position to see if there's anything there »
or not.

91 void CheckAbove()

92 {

93 Vector3 vecPlusl = new Vector3(playerPos.x, playerPos.y + 1,

playerPos.z);
oy Vector3 vecPlus2
playerPos.z);

new Vector3(playerPos.x, playerPos.y + 2,
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}

Vector3 vecPlus3 = new Vector3(playerPos.x, playerPos.y + 3,
playerPos.z);
Vector3 vecPlusu
playerPos.z);
Vector3 vecPlus5
playerPos.z);
Vector3 vecPlus6
playerPos.z);
Vector3 vecPlus?7
playerPos.z);
Vector3 vecPlus8 = new Vector3(playerPos.x, playerPos.y + 8,
playerPos.z);
Vector3 vecPlus9
playerPos.z);
Vector3 vecPlusl® = new Vector3(playerPos.x, playerPos.y + 10,

playerPos.z);

new Vector3(playerPos.x, playerPos.y + i,

new Vector3(playerPos.x, playerPos.y + 5,

new Vector3(playerPos.x, playerPos.y + 6,

new Vector3(playerPos.x, playerPos.y + 7,

new Vector3(playerPos.x, playerPos.y + 9,

if (!Physics.CheckBox(vecPlusl, cubeQuart) && !Physics.CheckBox
(vecPlus2, cubeQuart) && !Physics.CheckBox(vecPlus3, cubeQuart)

&& !Physics.CheckBox(vecPlusld, cubeQuart) && !Physics.CheckBox
(vecPlus5, cubeQuart) && !Physics.CheckBox(vecPlusé,
cubeQuart) &&

IPhysics.CheckBox(vecPlus7, cubeQuart) && !Physics.CheckBox
(vecPlus8, cubeQuart) && !Physics.CheckBox(vecPlus9,
cubeQuart) &&

IPhysics.CheckBox(vecPlus10, cubeQuart))

{
glitchStatus = GameController.playerStatus.Uncovered;
}

else glitchStatus = GameController.playerStatus.Covered;

//Move toward the player
void MoveToPlayer()

{

minMin = 0.0000f;
maxMax = 0.0000f;
foreach (Transform child in transform)

{

Collider myCollider = child.GetComponent<Collider>();
float myMax = myCollider.bounds.max.z;

float myMin = myCollider.bounds.min.z;

//Set the block's min and max bounds

if (maxMax != 0.0000f)

{
maxMax = myMax;
}
else if (myMax > maxMax)
{

maxMax = myMax;
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}
if (minMin == 0.0000f)
{
minMin = myMin;
}
else if (myMin < minMin)
{
minMin = myMin;
}
//print("playerz: " + playerZ + " minMin: " + minMin + "
maxMax: " + maxMax);
}
if (playerZ < minMin)
{
MoveLeft();
}
else if (playerZ > maxMax)
{
MoveRight();
}
else if (playerZ >= minMin && playerZ <= maxMax)
{
if (!movedDown)
{
MoveDown() ;
movedDown = true;
Destroy(this);
}
}

timerTime = Random.Range(0.2f, 0.6f);
glitchStatus = GameController.playerStatus.Unknown;
}
void MoveRight()
{
switch (go.name)
{
case "BlokCC(Clone)":
gameObject.GetComponent<Blok_Movement>().MoveRight();
break;
case "EL11CC(Clone)":
gameObject.GetComponent<Ell1l_Movement>().MoveRight();
break;
case "Ell2CC(Clone)":
gameObject.GetComponent<E1l1l2_Movement>().MoveRight();
break;
case "TallCC(Clone)":
gameObject.GetComponent<Tall_Movement>().MoveRight();
break;
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case "TeeCC(Clone)":
gameObject.GetComponent<Tee_Movement>().MoveRight();
break;

case "ZedlCC(Clone)":
gameObject.GetComponent<Zedl_Movement>().MoveRight();
break;

case "Zed2CC(Clone)":
gameObject.GetComponent<Zed2_Movement>().MoveRight();
break;

}

void MoveLeft()
{
switch (go.name)
{

case "BlokCC(Clone)":
gameObject.GetComponent<Blok_Movement>().MoveLeft();
break;

case "Ell1CC(Clone)":
gameObject.GetComponent<Ell1l_Movement>().MoveLeft();
break;

case "Ell2CC(Clone)":
gameObject.GetComponent<E1l1l2_Movement>().MoveLeft();
break;

case "TallCC(Clone)":
gameObject.GetComponent<Tall_Movement>().MoveLeft();
break;

case "TeeCC(Clone)":
gameObject.GetComponent<Tee_Movement>().MoveLeft();
break;

case "ZedlCC(Clone)":
gameObject.GetComponent<Zedl_Movement>().MoveLeft();
break;

case "Zed2CC(Clone)":
gameObject.GetComponent<Zed2_Movement>().MoveLeft();
break;

}

void MoveDown()
{
switch (go.name)
{
case "BlokCC(Clone)":
gameObject.GetComponent<Blok_Movement>().MoveDown();
break;
case "ELl1CC(Clone)":
gameObject.GetComponent<Ell1l_Movement>().MoveDown();
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break;

case "Ell2CC(Clone)":
gameObject.GetComponent<El1l2_Movement>().MoveDown();
break;

case "TallCC(Clone)":
gameObject.GetComponent<Tall_Movement>().MoveDown();
break;

case "TeeCC(Clone)":
gameObject.GetComponent<Tee_Movement>().MoveDown();
break;

case "ZedlCC(Clone)":
gameObject.GetComponent<Zedl_Movement>().MoveDown();
break;

case "Zed2CC(Clone)":
gameObject.GetComponent<Zed2_Movement>().MoveDown();
break;

void Rotate()

switch (go.name)

}
}
{

{

}
}

case "ELl1CC(Clone)":
gameObject.GetComponent<Elll_Movement>().Rotate();
break;

case "Ell2CC(Clone)":
gameObject.GetComponent<Ell2_Movement>().Rotate();
break;

case "TallCC(Clone)":
gameObject.GetComponent<Tall_Movement>().Rotate();
break;

case "TeeCC(Clone)":
gameObject.GetComponent<Tee_Movement>().Rotate();
break;

case "ZedlCC(Clone)":
gameObject.GetComponent<Zedl_Movement>().Rotate();
break;

case "Zed2CC(Clone)":
gameObject.GetComponent<Zed2_Movement>().Rotate();
break;



