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public class Projectile : MnoBehavi our {

public float ProjectileSpeed;

publ i ¢ Gane(hj ect Expl osi onPr ef ab;
private TransformnyTransform
private Eneny eneny;

oo (B L
voi d OnTri gger Enter (@l | i der ot her (bj ect) {
i f(other(oj ect.tag = "eneny") {
I nstanti at e( Expl osi onPref ab, eneny. transformposition, eneny.transformrotation);
eneny. Set Posi ti onAndSpeed() ;
Dest r oy( gane(hj ect ) ;

}
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public class Player : MnoBehaviour {
public float P ayerSpeed;
publ i c Gane(hj ect Projectil ePrefab;
public float shiplnvisibleTine;
publ i c Gane(hj ect Expl osi onPr ef ab;
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void OnTrigger Enter (@l lider other@ject) {
i f(otherhject.tag = "eneny") {
I nst ant i at e( Expl osi onPr ef ab, eneny. transformposition, eneny.transformrotation);
eneny. Set Posi t i onAndSpeed() ;
Sart Goroutine("DestroyShip");
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private Sate state = Sate. P ayi ng;
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if (other(pject.tag == "eneny" & state = Sate. H ayi ng)
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vhile (...) {

gane(pj ect . render er. enabl ed = ! gane(yj ect . r ender er . enabl ed;
yield return new Vit For Seconds(0. 1f ) ;
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/1 P ayer.cs
usi ng Uhi t yEngi ne;
usi ng System Qol | ecti ons;

public class Player : MnoBehaviour {
Lo (B8
enumSate {
F ayi ng, Explosion, Invincible

private Sate state = Sate. Pl aying;
private float blinkRate=0. 1f;

private int nunber G Ti nesToB i nk = 10;
private int blinkGount=0;

voi d OnTri gger Enter (@l | i der ot her (bj ect) {
if (other(hject.tag == "eneny" & state = Sate. P aying) {
Instanti at e( Expl osi onPref ab, eneny.transformposition, eneny.transformrotation);
eneny. Set Posi t i onAndSpeed() ;
SartGorouti ne("DestroyShip");

| Ehunerator DestroyShip() {
st at e=St at e. Expl osi on;
gane(j ect . render er . enabl ed = fal se;
yield return new Vi t For Seconds( shi pl nvi si bl eTi ne) ;
transformposition = new Vect or3(0.0f, transformposition.y, transformposition.z);
gane(pj ect . renderer. enabl ed = true;

state=State. | nvi nci bl e;

vhil e (blinkGunt < nunber & Ti nesToB i nk) {
gane(hj ect . render er . enabl ed = ! gane(hj ect . r ender er . enabl ed;
if (gameChj ect.renderer.enabl ed = true) blinkGount ++;

yield return new Vdi t For Seconds(bl i nkRat €) ;

}
bl i nkGount =0;
state=S ate. A ayi ng;
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