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4 mpublic class move : MonoBehaviour
5
6 public Rigidbody2D x;
7 pubTlic float moves;
8 public float jumps;
9 private bool jump;
10
141 public Transform groundc;
12 pubTlic float grounds;
13 pubTic LayerMask ground;
14 private bool onground;
15
16 private float dir;
17
18 =] void Start()
19 {
20 X = GetComponent<Rigidbody2D=();
21 |}
22 |
23 =] void Update()
24 {
25 onground = Physics2D.0verlapCircle(groundc.position, grounds, ground);
26 if (Input.GetKey(KeyCode.LeftArrow))
27 {
28 x.velocity = new Vector2(-moves, x.velocity.y);
29 dir = 1;
30 1
31 if (Input.Getkey(kKeyCode.RightArrow))
32 {
33 x.velocity = new Vector2(moves, x.velocity.y);
34 dir = -1;
35 }
36 if (Input.GetKey(KeyCode.UpArrow))
37 if (onground) x.velocity = new Vector2(x.velocity.x, jumps);
38 if (Gump)
39
40 if (onground) x.velocity = new Vector2(x.velocity.x, jumps);
41 jump = false;
42 }
43 } GetComponent<Animator>().5etFloat("dir", dir);
44
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using UnityEngine;
zpublic class CameraFollow : MonoBehaviour

public Controller2D target;
public float verticaloffset;
public float lookAheadDstX;
public float lookSmoothTimeX;
public float verticalsmoothTime;
public vector? focusAreaSize;

private FocusArea focusArea;
private float currentLookAheadX;
private float targetLookAheadX;
private float TookAheadDirX;
private float smoothLookvelocityX;
private float smoothvelocityy;
private bool lookAheadStopped;
= private void Start()
{
focusArea = new FocusArea(target.coll.bounds, focusAreaSize);
= private void LateuUpdate()
{
focusArea.Update(target.coll.bounds);
vector2 focusPosition = focusArea.centre + VectorZ.up * verticaloffset;

if (focusArea.velocity.x != 0)

TlookAheadDirx = Mathf.sign(focusArea.velocity.x);
if (Mathf.Sign(target.playerInput.x) == Mathf.Sign(focusArea.velocity.x) && target.playerInput.x != 0)

false;
lookAheadDirX * lookAheadDstX;

lookaheadstopped
targetLookAheadX

else
3
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