State.cs
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

/] State FAZeA
public abstract class State : MonoBehaviour

{

s

public abstract void DoAction(MyState state);

/1 &E QB LolA SHA
//public interface State

I

// void DoAction();

/1};

ConcreteStateStand.cs
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

// ConcreteState 24 : A7|
public class ConcreteStateStand : State {

public override void DoAction(MyState state)
{
Debug.Log("Stand !1!1");
StartCoroutine(HandleStand(state));

IEnumerator HandleStand(MyState state)

{
transform.eulerAngles = new Vector3(0, 90, 0);
transform.position = new Vector3(0, 1.0f, 0);
yield return null;

ConcreteStateJump.cs

[N=l e« T e L I = Iy =

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

// ConcreteState S~ : Hdx
public class ConcreteStateJump : State

{

float gravity = 0.0f; // =&
Vector3 velocity; /1 7
const int MAX_CHARGE = 20;

gy



12 public override void DoAction(MyState state)

13 {

14 Debug.Log("Jump !11");

15 velocity = transform.position;

16 StartCoroutine(HandleJump(state));

17 }

18

19 IEnumerator HandleJump(MyState state)

20 {

21 gravity = 0.7f;

22

23 while (true)

24 {

25 if (state == MyState.STATE_DIVING)
26 {

27 break;

28 }

29

30 velocity.y = velocity.y + gravity;
31

32 transform.position = velocity;

33

34 if (velocity.y < 1.0f)

35 {

36 break;

37 1

38

39 gravity = gravity - 0.1f;

40

41 yield return new WaitForSeconds(0.05f);
42 }

43

44 gravity = 0.0f;

45 velocity.y = 1.0f;

46 transform.position = velocity;

47 GetComponent<MyAction8>().setActionType(MyState.STATE_STANDING);
48 /12 I oA = § N Q= MH otUE O 2 =% QT
49 [/state = STATE.STATE_STANDINGZ2;

50

51 yield return null;

52 }

53 1%

ConcreteStateDown.cs

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

// ConcreteState SeiA @ HL2|7|
public class ConcreteStateDown : State {

int chargeTime = 0;
const int MAX_CHARGE = 10;

W0~ O LN s W N

—
=



11 public override void DoAction(MyState state)

12 {

13 Debug.Log("Down !11");

14 /] HER|7|

15 StartCoroutine(HandleDown(state));

16 /712 o7

17 StartCoroutine(HandleSkill());

18 }

19

20 IEnumerator HandleDown(MyState state)

21 {

22 transform.Rotate(Vector3.right = 90.01);
23 transform.position = new Vector3(e, 0.5, 0);
24 yield return null;

25 1

26

27 IEnumerator HandleSkill()

28 {

29 chargeTime = 0;

30 while (true)

31 {

32 chargeTime++;

33 if (chargeTime > MAX_CHARGE)

34 {

35 chargeTime = 0;

36 [l Ad 2E;

37 GetComponent<MyAction8>().setActionType(MyState.STATE_SKILL);
38 yield return null;

39 }

49

41 yield return new WaitForSeconds(0.1f);
42 ks

43 }

44

45 1

ConcreteStateAttack.cs

1 using System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4

5 [/ ConcreteState 2aeliA : WHeH# 7|

6  public class ConcreteStateAttack : State {

7

8 public override void DoAction(MyState state)
9 {

10 Debug.Log("Down Attack !!11");

11 StartCoroutine(HandleAttack(state));
12 }

13

14 IEnumerator HandleAttack(MyState state)
15 {



16
17
18
19
20
21
22
23
24
25
26
27
28

transform.position = new Vector3(0, 0.2f, 0);
yield return new WaitForSeconds(0.1f);
transform.position = new Vector3(e, 1.2f, 0);
yield return new WaitForSeconds(0.1f);
transform.position = new Vector3(0, 0.2f, 0);
yield return new WaitForSeconds(0.1f);

transform.position = new Vector3(e, 1.0f, 0);

GetComponent<MyAction8>().setActionType(MyState.STATE_STANDING);
//state = STATE.STATE_STANDING;

ConcreteStateSkill.cs

[N=lie o R =2 2 S A 'S Ry NS Ty ]
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

// ConcreteState SeljA : 7| 22 &
public class ConcreteStateSkill : S

—+

d

P

public override void DoAction(MyState state)

{
Debug.Log("Forward Attack !!1");
StartCoroutine("HandleSkill");

b

IEnumerator HandleSkill()

{
transform.eulerAngles = new Vector3(@, 90, 0);
transform.position = new Vector3(e, 1.0f, 0);
transform.Translate(Vector3.forward = 3.07);
yield return new WaitForSeconds(0.1f);
transform.Translate(Vector3.bhack = 1.07);
yield return new WaitForSeconds(0.1f);
transform.Translate(Vector3. forward * 1.07);
yield return new WaitForSeconds(0.1f);
transform.position = new Vector3(@, 1.0f, 0);
GetComponent<MyAction8>() .setActionType(MyState.STATE_STANDING);

b



MyAction8.cs
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bising unityEngine;
using System.Collections;

public enum MyState

{
STATE_STANDING,
STATE_JUMPING,
STATE_DUCKING,
STATE_DIVING,
STATE_SKILL

}

public class MyAction8 : MonoBehaviour {
private MyState state;

// Concrete2eflAS2 A4 2dA)

private State myState;

[l SEf SeHA Wet. ..

public void setActionType (MyState state) {

[ A SE HE
this.state = state;

// CHSt HEf S0 08 AS 740 & X RE0 g
Il =8 2HAE HEZE offM 7t 20
Component ¢ = gameObject.GetComponent<State>() as Component;

if (c = null) {
Destroy(c);

switch (state)
{
case MyState.STATE_STANDING:
myState = gameObject.AddComponent<ConcreteStateStand>();
myState.DoAction(state);
break;
case MyState.STATE_JUMPING:
myState = gameObject.AddComponent<ConcreteStatelump>();
myState.DoAction(state);
break;
case MyState.STATE_DUCKING:

myState = gameObject.AddComponent<ConcreteStateDown>();
myState.DoAction(state);
break;

case MyState.STATE_DIVING:
myState = gameObject.AddComponent<ConcreteStateAttack>();
myState.DoAction(state);
break;
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case MyState.STATE_SKILL:

myState = gameObject.AddComponent<ConcreteStateSkill>();

myState.DoAction(state);

break;
default:
break;
b
¥
void Start ()
{
setActionType(MyState.STATE STANDING);
}
void Update()
{
switch (state)
{
case MyState.STATE_STANDING:
if (Input.GetKeyDown(KeyCode.Space))
{
setActionType(MyState.STATE_JUMPING);
¥
else if (Input.GetKeyDown(KeyCode.DownArrow))
{
setActionType(MyState.STATE_DUCKING);
}
break;
case MyState.STATE_JUMPING:
if (Input.GetKeyDown(KeyCode.DownArrow))
{
setActionType(MyState.STATE_DIVING);
}
break;
case MyState.STATE_DUCKING:
if (Input.GetKeyUp(KeyCode.DownArrow))
{
setActionType(MyState.STATE STANDING);
}
break;
default:
break;
}



