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~~  MOVEMENT

speed = 138
velocity = Vector?.ZERD Lf Input.is_action pressedi"ui_down"):
velocity.y += 1

iy war anumation tree

Lf velocity [= Vectorl.ZBERD:

velocity = velocity.normalized{ ) * speed
: . : nove _and slide{welocity)
physics processidelta): :
welocity = VectorZ.ZERD
Lf Input.is_action_just pressed{"Attack"):
velocity.x -=1
animation_tree.setf " parameters/Idle/blend position”, welocity)
Lf Input.is_ac n_| ("ui_left"): animation_tree.set{"parameters/Idlefactive”, true) |
velocity.x = 1 else:
' . animation_tree.setl " parameters/Idlefactive”, false]
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Lf Inmput. i pressed "ul_right" ):

velocity.x += 1

Lf Inmput. i {ul up"):

|
o' |
-

velocity.y = 1
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_ _ extends KinematicBodyZD -
1 ) - . ‘ -
* _ : : var attackSprite: AnimatedSprite .
: : | » var isAttacking = false ¥ : »
r - .‘

w func _rE:ldy'lJ: "

) attackSprite = $AnimationSprite

= func _process{delta):
¥ # Mpwsep: obpaboTKa HaEKaTHR KNIBEMLA QNA ZaMyCKa aTaKK

w3 L Imput.is_action_just_pressed|"attack") and not isAttacking:
»o» o attack( )

« func attack{):
“ isAttacking = true
» o # JanycKae aHMMaUME 3TaKe
attackSprite.play( "attak_1")

= func _on_attack_animation_finished{):
isAttacking = false
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extends AnimatedSprite . - ' ‘ T

8 war health : int = 188

9~ func takelamageldamagefmount: int) -= void:
health -= damagefAmount
i By if health = @:

diel )
i
gdﬁ « func heal{healdmount: imt) -= void:
:Hi health = clamp{health + healdAmount, @, 188
¥
~|f

9« func diel )] = woid:
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