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// BridgeController.cs sl 2%l
private void OnCollisionEnter2D(Collision2D collision) {
if (collision.gameObject.CompareTag("Player")) {
StartCoroutine(EnableGravityAfterDelay(3f)); // 3&X Tj7] & 45}

[Enumerator EnableGravityAfterDelay(float delay) {
yield return new WaitForSeconds(delay);
rigid2D.bodyType = RigidbodyType2D.Dynamic; // =2] B} W7
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void Update()
{

Al
// GameDirector.cs Yol& 248 212

if (isGameOver) return:

this.time -= Time.deltaTime;




if (this.time > 50)
this.generator.GetComponent<FireBallGenerator>().SetParameter(3.0f):

else if (this.time > 40)
this.generator.GetComponent<FireBallGenerator>().SetParameter(2.5f);

else if (this.time > 30)
this.generator.GetComponent<FireBallGenerator>().SetParameter(2.0f);

else if (this.time > 20)
this.generator.GetComponent<FireBallGenerator>(). SetParameter(1.5f);

else if (this.time > 10)
this.generator.GetComponent<FireBallGenerator>(). SetParameter(1.0f):

else
this.generator.GetComponent<FireBallGenerator>().SetParameter(0.6f);

"Time +

this.timerText.GetComponent<TextMeshProUGUI>().text
this.time. ToString("F1"):

if (this.time <= 0)

{
TriggerGameOver():
t
}
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// BGMPlayer.cs A=2& ¢
void Awake() {
if (instance == null) {
instance = this;
DontDestroyOnLoad(gameObject); // % A&+ A] uty] HHX]
} else {
Destroy(gameObject); // 2 A4 HX]

)
}
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