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#animator:Animator//Z1E

#spriteRenderer: SpriteRenderer/FE5

#ourrGrid: Gird BRI FrERtE
#planiType:PlantType/fEs2ER

-Hp:float!!IM&Ehp
+ZombieCanEat boolBFEESINE
-offset- Vector2/iEFTFITERES
+MaxHp:float' i &

#attackCD: float/TE230
#attackValue:int/ToE5h0
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#InitForAl():void AEREIEL
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ZombieBase

-Hp: int

-speed: float

- attack\alue: float
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+ attack()
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+ die()
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+HpStateEvent() :void// B &3 1=
+OnDead|() :void//BI % =5k
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+HpStateEvent() :void// B HF 1=
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+InitZombieHpState() :void//# 4 L{EF
+HpStateEvent() :void// B S 1=
+OnDead() :void// B 323 =Sk
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+HpStateEvent() :void//B B3 1=
+OnDead() :void//BI 3T = Fik

EunZombie

+InitZombieHpState() :void//# a1 {EF
+HpStateEvent() :void// B S 1=
+OnDead() :void//B32FE - 5iE




= LawnCleaner
= Damaged Shovel = HelpPanel Instance;
lawnCleaner;
damagedShovel helppanel, iattackVal ;
speed ;
Show () Show() isRun;
Awake()
Start()
Update()
KillZombie()
CheckWhetherZombielsClose()
Destroy()
= LVInfoPanel =] LVStartEF
dayNumText; . =
stageNumText; animator; VakersPane!
Awake() makerspanel;
Awake() Update()
UpdateDayNum() Show() Show()
Update StageNum(i)
- SelectLevel -
= OverPanel = SetPanel
- Instance;
image, Iv;
panel;
Show(bool IsShow)
Awake() BackMainS
g?;% ReturnToHome() Di%acl?mawiglz(ge(}
PanelColorEF() Enter(int L) Soundclose()
DoBackMainScene() Quit()
= UlPlantCard
maskimg;
E Shovel iImage,
wantSunText
Instance; WantSunNum;
shovelmg; CDTime;
isShove; currTimeForCd;
150K, canPlace;
IsShave prefab;
wantPlace;
Awake() plant;
OnPaointerClick()
OnPointerEnter{) Start()
OnPointerExit() Update()
Start() CancelPlace()
Update() ) OnlLVStartAction()
O_n LVSta_rtActlon() CheckState()
KillZombie() CDEnter()
CalCD()
OnPointerExit()
OnPointerClick()
EH A

10



GridManager

LVManager

-pointList: List<Vector2>

AudioManager
-au: AudioSource
+Start()
-Awake()

+PlayEFAudio(AudioClip clip)
+sound_contral()

-GridList: List<Grid>

-currLVState: LVState
-isOver: bool
-isUpdateZombie: bool

-Awake()

+Start()

-Update()

-CreatGridsBaseColl()
-CreatGridsBasePointList()
-CreatGridsBaseGird()
+GetGridPointByMouse()
+GetGridPointByWorldPos(Vector2 wordIPos)
+GetGridByWorldPos(Vector2 wordIPos)

+GetGridByMouse()
+GetGridByVerticalNum(int verticalNum)

-currLV: int
-stagelnLV: int
-LVStartAction: UnityAction

+Awake()

+Start()

+StartLV(int Iv)

-Update()

+FSM()

-LVStartCameraBackAction()
-UpdateZombie(float delay, int zombieNum)

GameManager

+GameConf: GameConf

+AddLVStartActionLinstener(UnityAction action)
-OnAllZombieDeadAction()

-Awake()

+GameOver()
PlantManager
PlayerManager
-Awake() -sunNum: int
+GetPlantByType(PlantType type) -SunNumUpdateAction: UnityAction
-Awake()

+AddSunNumUpdateActionListener(UnityAction action)

SkySunManager

StartSceneManager

UlManager

-createSunPosY: float
-createSunMaxPosX: float
-createSunMinPosX: float
-sunDownMaxPosY: float
-sunDownMinPosY: float

+slider: Slider

-setpanel: SetPanel
-makerspanel: MakersPanel
+helppanel: HelpPanel
+isAutoPickSun: bool

+isShovelAttack: bool

-sunNumText: Text
-maimPanel: GameObject
-currCard: UlPlantCard
-LVStarEF: LVStartEF
-LViInfoPanel: LVInfoPanel
-SetPanel: SetPanel
-OverPanel: OverPanel
+isAutoPicksun: bool
+isShovelAttack: bool

-Awake()
+StartCreatSun(float delay) -Awake()
+StopCreatSun() +GoEndLess()
+CreateSun() -DoGoEndLess()
+Quit()
+Volume()
+ShowSetpanel()
+ShowMakersPanel()
+ShowHelpPanel()
+AutoPickSun()
+ShovelAttack()
WelcomeSceneManager ZombieManager
-zombies: List<ZombieBase>
+GoStar) -currOrderNum: int
-DoGoStart() -creatMaxX: float

-Awake()
+UpdateSunNum(int num)
+GetSunNumTextPos()
+SetMainPanelActive(bool isShow)
+Showl VStartEF()
+UpdateDayNum(int day)
+UpdateStageNum(int stage)
+ShowSetPanel()
+GameOver()
+AutoPicksun()
+ShovelAttack()

Grid

+Point: Vector2
+Position: Vector2

-creatMinX +HavePlant: bool

-AllZombieDeadAction: UnityAction -currPlantBase: PlantBase

-Awake() +Grid(Vector2 point, Vector2 poistion, bool havePlant)
-Start()

+UpdateZombie(int zombieNum, ZombieType zombieType)
+ClearZombie()

-GetPosXRangeForCreatZombie()

+CreatStandZombie(int lineNum, Vector2 pos)
+CreatStandoCZombie(int lineNum, Vector2 pos)
+CreatStandLionDanceZombie(int lineNum, Vector2 pos)
+CreatStandNewspaperZombie(int lineNum, Vector2 pos)
-CretaZombie(int lineNum, ZombieType zombieType)
+AddZombie(ZombieBase zombie)
+RemoveZombie(ZombieBase zombie)
+GetZombieByLineMinDistance(int lineNum, Vector3 pos)
+GetZombieByLineMinDistanceOfMouse(int lineNum, Vector3 pos)
+GetZombieByLineMinPosOfMouse(int lineNum, Vector3 pos)
+GetZombies(int lineNum, Vector2 targetPos, float dis)
+GetZombies(Vector2 targetPos, float dis)
+ZombieStartMove()

-CheckAllZombieDeadForl V()
+AddAllZombieDeadAction(UnityAction action)
+RemoveAllZombieDeadAction(UnityAction action)

-Groan()
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