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(&l Materials

s playerController : MonoBehaviour {

Rigidbody rb;
loat speed = 7.0f;

art () {
rb = GetComponent<Rigidbody>();

edupdate () {
it moveHorizontal = Input.GetAxis("Horizontal");
t moveVertical = Input.GetAxis("Vertical");

Vector3 movement = new Vector3(moveHorizontal, ©.0f, moveVertical);
rb.AddForce(movement * speed);
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TriggeredDoor : MonoBehaviour {
Transform door;
Vector3 openDoorPosition = Vector3(@.0f,5.0f,3.0f);
Vector3 closeDoorPosition = new Vector3(e.0f,2.5f,3.0f);
t openSpeed = 5.0f;

open;

(O

0 {
f (open)

door.position = Vector3.Lerp(door.position, openDoorPosition, Time.deltaTime * openSpeed);

door.position = Vector3.Lerp(door.position, closeDoorPosition, Time.deltaTime * openSpeed);

if(other.tag == "Player")

TriggerOpen();

if(other.tag == "Player")

{
TriggerClose();

public void TriggerOpen()

open = true;
void TriggerClose()

open = false;
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(Collider other)

AudioSource audio = GetComponent<AudioSource>();
(other.tag == "Player")

TriggerOpen();
audio.Play();

(Collider other)

AudioSource audio = GetComponent<AudioSource>();
(other.tag == "Player")

TriggerClose();
audio.Stop();
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5S BounceLevel : MonoBehaviour {

int sceneIndex;

Enter(Collider other)

it (other.tag == "Player")

SceneManager.LoadScene(scenelndex);
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NPCMove
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[ Create and Add ]

System.Collections;
System.Collections.Generic;

using UnityEngine;
Blpublic class NPCMove : MonoBehaviour {
ic Transform ObjectToMove;
lic Vector3 rightPosition = new Vector3(23.0f, 1.0f, 0.0f);
blic Vector3 leftPosition = new Vector3(-23.e0f, 1.0f, 0.0f);

npcSpeed = 50.0f;
movelLeft true

te () {
(movelLeft)

MoveLeftNPC();

MoveRightNPC();




id MoveLeftNPC()

ObjectToMove.position = Vector3.Lerp(leftPosition, ObjectToMove.position, Time.deltaTime * npcSpeed);
(ObjectToMove.position == leftPosition)
{
moveLeft =
moveRight =
}

id MoveRightNPC()

ObjectToMove.position = Vector3.Lerp(rightPosition, ObjectToMove.position, Time.deltaTime * npcSpeed);
if (ObjectToMove.position == rightPosition)

{

L

moveRight = f
moveLeft =

}
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Left Position X -23 Y|1 Z 0
Npc Speed 50
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