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Random_Foot.cs* # X

Miscellaneous Files ~ 3 Random_Foot

Flusing UnityEngine;
|using System.Collections;

FElpublic class Random_Foot : MonoBehaviour {

private float Xwidth=18f;

private float Zheight = 18f;

public GameObject Food;

private GameObject InstFood;

private new Vector3 Pos;

= void Start () {

Pos =new Vector3(Random.Range(1.8f,Xwidth),8.5f, Random.Range(1.8f, Zheight));
GameObject InstFood = Instantiate(Food,Pos,Quaternion.identity) as GameObject;

1l

=) void Update () {

}

Co3gaém ckpunT.

Xwidth — wupmHa nons
Zheight — BbicoTa nons

Food — npe¢ab Hawen egpbl
InstFood — ycTaHOBeHHasA eaa

Ha nosae

Random.Range(a,b) —
reHepaLua cay4armHOro Yncaa
N3 AManasoHa a,b
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Co3zgaéem ckpunt Move gnqa aBuxkeHUs 3 ,
cs’ X MoveBody.cs* Random_Foot.
[¢#] Miscellaneous Files - oVeE
1 Fusing UnityEngine;
2 using System.Collections;
3 | using System.Collections.Géneric;
5 =] public class Move : MonoBebawiglr {
6 public float Speed=3]
7 | private float RotationSpeed = 186
8 private int Count = 9;
9 public float Shift = -1f;
10 public List<GameObject> tailObjects = new List<GameObje
11 public GameObject Body;
12 = void Start () {
13 tailObjects.Add(gameObject);
14 ]| }
15 =] void Update() {
16 transform.Translate(Vector3.forward * Speed * Time.deltaTi
17 if (Input.GetKey(KeyCode.A))
18 {
19 transform.Rotate(Vector3.down * RotationSpeed * Time.deltaTime);
20 ¥
21 if (Input.GetKey(KeyCode.D))
22 {
23 transform.Rotate(Vector3.up * RotationSpeed * Time.deltaTime);
24 ¥
25 H
26 = public void Add()
27 {
28 Vector3 Pos = tailObjects[tailObjects.Count-1].transform.position;
29 // Pos.z = Pos.z - Shift;
30 tailObjects.Add( GameObject.Instantiate(Body,Pos,Quaternion.identity) as GameObject);
31 Speed = Speed + 0.1F;
2 | 3
b

B
r
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Co3aaém ckpunT Move Body ansa aABMXXeHMS XBOCTa.

Miscellaneous Files ~ %3 MoveBody
Flusing UnityEngine;

2 |using System.Collections;

& |[_=_]public class MoveBody : MonoBehaviour

J

6 private float Speed;

7 private Vector3 NextTail;

8 public Move Snake;

9 private GameObject First;

190 [ void Start () {

11 Snake = GameObject.FindGameObjectWithTag("Snake™).GetComponent<Move>();
13 First =Snake.tailObjects[Snake.tailObjects.Count-2];

14 }

15 I8 void Update () {

16 NextTail = First.transform.position;

17 transform.LookAt(NextTail);

18 transform.position = Vector3.Lerp(transform.position,NextTail,Speed*Time.deltaTime);
9 |

20 }

21 |
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Co3aaém ckpunt Food gns nogbopa eabi.

Move.cs & . # X MoveBody.cs Random_Foot.cs
\ » [

LSS

Miscellaneous Fil ~ %3 Food
| [T]using UnityEngine;

!

]

using System.Collections;

w K e

|[T]public class Food : MonoBehaviour {
=) void Start () {

[ S TR W 2 BN+

I

7 [ }

8 = void Update () {
10 ’ ! }
11 = void OnTriggerEnter(Collider other)
| {
14 if (other.CompareTag("Snake"))
15 {
16 other.GetComponent<Move>() .Add();
17 Destroy(gameObject);
18 ¥
19
20 B| H
21 § [}
g 1

(o)
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N3meHum ckpunT Random_Foot.

love.cs # Food.cs MoveBody.cs

# Miscellaneous Files

using UnityEngine;
Tu sing System.Collections;

W K

Flpublic class Random_Foot : MonoBehaviour {

5 private float Xwidth=18f;

6 private float Zheight = 18f;
7 public GameObject Food;

g8 | private GameObject InstFood;
9 private new Vector3 Pos;

18 JE void Start () {

11§ H

12 |

13 |

14 B void Update() {

15 if (!InstFood)

16 {

17 Pos = new Vector3(Random.Range(1.8f, Xwidth), 0.5f, Random.Range(1.8f, Zheight));
18 | InstFood = Instantiate(Food, Pos, Quaternion.identity) as GameObject;
19 }

20 else

21 § {

22 return;

23 T

24 || 13

25

26 B
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Co3aaanM 3aBepLUEHME Urpbl, 415 3TOFO M3MEHUM cKpunT Move.

vecs

Food.cs MoveBody.cs* # X Random_Foot.cs

Miscellaneous Files - ﬁ; MoveBody Enter(Collid

I

4 FElpublic class MoveBody : MonoBehaviour {

using UnityEngine;
using System.Collections;

public float Speed;
private Vector3 NextTail;
public Move Snake;
private GameObject Eis
private int 1i;

public bool die=false;
void Start () {

=<

Snake = GameObject.FindGameObjectWithTag("Snake").GetComponent<Move>();
i = Snake.tailObjects.IndexOf(gameObject);

Speed = Snake.Speed + 3.5f;

First =Snake.tailObjects[Snake.tailObjects.Count-2];

H
void Update () {
NextTail = First.transform.position;
transform.LookAt(NextTail);
transform.position = Vector3.Lerp(transform.position,NextTail,Speed*Time.deltaTime);
b
void OnTriggerEnter(Collider other)
{
if ((other.CompareTag("Snake")) && (i > 3))
{

die = true;

Ecan ronosa 3menkun nonajaet
B T€/10 M 3TOT Y4aCTOK 4 U Aaniee,

} nepemeHHas die CTaHOBUTCA NpaBAOoW.
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Tak>xe usmeHum ckpunt Move.

public class Move : MonoBehaviour {
public float Speed=3;
orivate float RotationSpeed = 180;
private int Count = 0;
public List<GameObject> tailObjects = new List<GameObject>();
public GameObject Body;
oid Start () {
tailObjects.Add(gameObject);
3
oid Update() {
transform.Translate(Vector3.forward * Speed * Time.deltaTime);
if (Input.GetKey(KeyCode.A))
{
transform.Rotate(Vector3.down * RotationSpeed * Time.deltaTime);
¥
if (Input.GetKey(KeyCode.D))
{
transform.Rotate(Vector3.up * RotationSpeed * Time.deltaTime);

by
1lic void Add()

Vector3 Pos = tailObjects[tailObjects.Count-1].transform.position;
tailObjects.Add( GameObject.Instantiate(Body,Pos,Quaternion.identity)
Speed = Speed + 0.1f;
¥
oid OnTriggerEnter(Collider other)
{
if ((other.tag == "DangerZone")| | (other.GetComponent<MoveBody>().die))
{
Application.LoadLevel(Application‘loadedLevel)j
b

as GameObject);

DangerZone — Ha3BaHue Tera KOTOPbIM
HeobXoAMMO MOMECTUTb Ha CTEHbI YPOBHS,

nepemMeHHas die HaxoguTcs B ckpmnte MoveBody.
B pe3yabTaTe nponcxoanT nepesarpyska ypoBHS.
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U n ity C Kp M nTbI N3meHum ckpmunT Move.

Food.cs MoveBody.cs Random_Foot.cs -

[#] Miscellaneous Files - *3 Move ~ ©_ Update()
Fusing UnityEngine;

1

2 using System.Collections;

using System.Collections.Generic;

4 | |using UnityEngine.UT;

4 = public class Move : MonoBehaviour {

6 public float Speed=3;

7 private float RotationSpeed = 180;

8 private int Count = 0;

9 public List<GameObject> tailObjects = new List<GameObject>();

10 public GameObject Body;

11 public Text ScoreTXT;

12 private int ScoreINT = 0;

13 = void Start () {

14 tailObjects.Add(gameObject);

15 }

16 [  void Update() {

17 transform.Translate(Vector3.forward * Speed * Time.deltaTime);

18 if (Input.GetKey(KeyCode.A))

19 {

20 transform.Rotate(Vector3.down * RotationSpeed * Time.deltaTime);
21 }

22 if (Input.GetKey(KeyCode.D))

23 {

24 transform.Rotate(Vector3.up * RotationSpeed * Time.deltaTime);
25 by

26 ScoreTXT.text = ScoreINT.ToString() ;|

27 H

28 = public void Add()

29 {

30 Vector3 Pos = tailObjects[tailObjects.Count-1].transform.position;
31 tailObjects.Add( GameObject.Instantiate(Body,Pos,Quaternion.identity) as GameObject);
32 Speed = Speed + 90.1F;

33 ScoreINT++;

34 ¥

35 |E  void OnTriggerEnter(Collider other) i

89% -~
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