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using UnityEngine;
using Svstem.Collections;

public cla=ss EnemyStats @ MonoBehaviour

i

S/ Public

public HavMeshigent agent;
public GameChject target;

public GameChject healthPowerup;

public int health;

public int damage;

public int PowerPoints:
public int healthDropChance;

public float =peed;

public float attackSpeed;
public float attackRange;
public float hearingRange;
public float alertPhaseTimer;
public float blindChaseTimer;

public enum State

{
Idle,
Searching,
Chasing,
Alert,
Attacking
}

public S5tate curState;

/) Private
private int staticHealth;
private int healthDropRollOne;

private int healthDropRollTwo;

private float m playerDist:

private float m staticAlertPhaseTimer;
private float m staticBlindChaseTimer;
private float m staticAttack3peed;

private bool m inRayLos = false;
private bool m inVisionCone = false:
private bool m playerVisible = false:
private bool m inPlayerRange = false:;
private bool m blindChase = false;
private bool m recentlyChased = false;
private bool m alerted = false;
private bool m isPlayerFiring = false:

private Vector3 m forward;
private Vector3 m playerPos;
private Vector3 m playerDotFos;
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volid Start ()

Fu

{
agent = GetComponent<NavMeshigent> ()
target = GameCbhbject.Find ("Flaver™):;
curState = State.Idle;
_staticHealth = health;
m statichlertPhaseTimer = alertPhaseTimer;
m staticBElindChaseTimer = blindChaseTimer;
m staticAttackSpeed = attack3peed;
agent.speed = speed;
agent.stoppinglDiztance = attackBange - 0.5L;
}
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wvold Update ()
{

Fa Toarmi =1 =y
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CheckLife {():
CheckState ()
EnemyBehavior ()
if('target.GetComponent<p Stats> () .dead)
{

LineQfSight ():

LiztenForPlaver ()

wvold LineCfSight ()

{

m forward = transform.TransformDirection (Vector3.forward):;
m_playerPus = target.transform.po=zition - transform.po=sition;
m_playerDDtPus = (target.transform.position - transform.position) ..normalized;
m:playerﬂist = WVector3.Distance (Cransform.position, target.transform.position):
RavcastHit LoSRay;
if (Physics.Raycast (transform.position, m playerPos, ocut LoSRay, 10))
{

if (LoSRay.collider.tag == "Plaver")

{

m inRayLos = true:

}

else

{

m_inRayLos = false;

X
}
if (Vector3.Dot (m forward, m playerDotPos) < 0.5L)
{

m inVisionCone = false;
}
if (Vector3.Dot (m forward, m playverDotPos) >= 0.5f)
{

m inVisionCone = true;
}
if (m_inVisionCone && m_inRayLos)
{

m plaverVi=zible = true;

ﬁ:recentlyChased = true;
X
el=se
{

m playerVisible = false;
}

}

wvold EnemyBehavior ()

{

if {(curState == 5State.Chasing)

{
JA/Debug.Log ("Chasing") :
ChasePlayer ():

X

if (curState == State.Attacking)

{
//Debug.Log ("Attacking") :
AttackPlaver():

X

if (curS5tate == State.Searching)

{
A /Debug.Log ("Searching") :
SearchForPlaver():;
ElindTimer ()

X

if (curState == State.flert)

{
A/Debug. Log ("Al=ert") :
ABlertTimer ()

}

if ({curState == State.ldle)

{
f/sD0ebug. Log ("Idl=e") ;

}

if (curState !'= State.Attacking)

i
attackSpeed = m staticAttack3peed;

X

}

vold CheckState ()

{
if (m playerVisible && m playerDist > attackRange)
{
resetTimer=s () ;
curState = State.Chasing;
}
glse if (m playerVisible && m playerDist <= attackRange)
{
curState = State.Attacking:
}
if (!m playerVisible && m recentlyChased)
{
curState = State.Searching:
m recentlyChased = false;
}
}

vold AlertTimer ()

{
alertPhaseTimer —-= Time.deltaTime;
if (alertPhaseTimer <= 0)
{
curState = State.Idle;
alertPhaseTimer = m statichAlertPhaseTimer;
H
H

vold BlindTimer ()

{
blindChaseTimer —= Time.deltaTime;
if (blindChaseTimer <= 0)
{
curState = State.hlert;
agent.Stop () :
blindChaseTimer = m staticBlindChaseTimer;
H
}

vold resetTimers|()

{
alertPhaseTimser = m;statichlertPhaseTimEr;
PlindChaseTimer = m;staticﬂlindChaseTimEr;

wvold ChasePlaver ()

{
if (gamelCbiject.activeSelf)
{
agent.SetDestination(target.transform.position)
X
}

vold AttackPlaver()

{
transform. LookAr (Carget.transform.position) ;
attackSpeed —= Time.deltaTime:;
if(attackSpeed <= )
{
target.GetComponent<p Stats> () .health -= damage;
attackSpeed = m staticAttackSpeed;
}
}

volid SearchForPlaver()

{
if (gameCbhject.activeielf)
{
agent.SetDestination(target.transform.position) ;
}
}

public wvoid CheckLife ()

{
if (health <= 0)
{
target.GetComponent<p Stats>().IncreaseCounter (PowerPolnts):
EollForHealthDrop ()
gamelbject.Sethctive ([(fal=se):;
A /Destroy {gam=Cbject)
H
}

vold ListenForPlayer|()

{
if(Vector3.Distance (transform.position, target.transform.position) <= hearingRange && target.GetComponent<p Stats>().p Firing)
{
curState = State.Chasing:;
}
}

vold RollForHealthDrop ()

{
_healthDropRollOne = Random.Range (0, healthDropChance):
_healthDropRollTwo = Random.Range (0, healthDropChance):;
if{ healthDropRollOne == healthDropRollTwo)
{
FameChbject healthDrop = Instantiate (healthPowerup, transform.position, transform.rotation) as Gamelbject;
}
H

public wvoid EReset()

i
health = staticHealth;
m inRayLos = false;
m inVisionCone = false;
m playerVisible = false;
m inPlayerRange = false;
m blindChase = false;
m recentlyChased = false;
m alerted = false:

curState = State.Idle;



