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1[=] hsing UnityEngine;
using Svstem.Collections;
u=ing Svstem.Collections.Generic;

5[] public class LauncherScript : MonoBehaviour

List<GameChject> Enemies = new List<GameChiject>():

public
public
public

public
public

public

Gamelbject mi=zsilePrefab;
GameCbject[] mi=s=siles;
GameObject[] launchPoints;

int missileCount;
int volleys;

float cooldown:

private GameCbject _target;

private float cooldown;

private bool onCooldown = false;

wold Awake ()

{

mizziles = new GameCbject[miszszileCount * wollevsz];

wold Start ()

i

_cnnldnwn = pooldown;

wvold Update ()

i

Cooldown () ;

vold OnTriggerEnter (Collider Enemy)

{
if (Enemy.gamelbject.tag = "Enemy")
{
Enemies.Add (Enemy.gamelhiject) ;
}
}

vold OnITriggerExit (Collider Enemy)

{
if{ target = Enemy.gameCbject)
{
_target = null;
}
}

public void FireMi=zs=zsiles ()

i

if (! onCoocldown)

{

StarcCorountine ("Fire™) :
_nnCnnldnwn = true;

IEnumerator Fire ()

i

for{int n = 0; n < volleys; ntt)

{

for(int i = 0; i <€ mis=zileCount; i++)
{
FamelCbject SpawnedMissile = Instantiate (missilePrefab, launchPoints[i] .transform.position,
mis=siles[i] = SpawnedHMi=ssile;
mizzilez[i] .name = "Mizzile™;
if (Enemies.Count > 0O)

{
_target = Enemies[Random.Range (C,Enemies.Count)];

missiles[i] .GetComponent<MissileScript> () .GetTarget( target);

vield return new WaitForSeconds (0.15L);

vold Cooldown ()

i

if{ onCooldown)

{

cooldown —-= Time.deltaTlime:

if (cooldown <= 0}

{
_onCooldown = false;
cooldown = cooldown;
FAStoploroutine ("Fire")
H

public wolid IncreaseVolleys()

i

vollevs++;

gy r

A/missiles = new Gamelbject[missilelount * volleys]:

launr




