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void OnDisable

public void AddTeSafeZone(GameObject player

foreach (var player in playersInRange

playersInSateZone.Add (player);
Debug.Log($"ARIOS 1 ¥ —[CHft (£2#%F) : {player.name}”);

if (player == null) continue;

if (!playersInSafeZone.Contains(player))
{

public void RemoveFromSafeZone(GameObject player

Debug.Log($" 7 L 1 " —IC{attackData.damage} 5 X —/[1] (AcERSHE/SMADHHER) );
var playerStatus = player.GetComponent<PlayerStatus>
if (playerstatus != null

playersInSafeZone.Remove(player);
Debug.Log($"AfIO 517 ¥ —h SEEEE (LEHbEREER) : {player.name}”);

>

playerStatus.TakeDamage( (int)attackData.damage);

}

else

{

public void AddToRange(GameObject player

playersInRange.Add(player);
) _ _ Debug.Log($ #0514 —["¥&8d: {player.name}”);
Debug.Log($" 7L "—{player.name} IFAREITS 1 ¥F—ICHERL TV RHI A—JEH");

}

public void RemoveFromRange(GameObject player

playersInRange.Clear();
playersInSafeZone.Clear

playersInRange.Remove(player);
Debug.Log($ AR5 ¥ — M SEERR: {player.name}”);

3




ﬂg L v oL v BB
l ﬂﬂ’%ﬂ EnemyUK33  Playerl K33
+ N7 A Uny.
[ Trialslnleashed

EnemyAttackController
PlayerMovement

+EnemyAttackDatal] attacks SkillManager

Transfi ttackOrigi +float moveSpeed
+Transform attackOrigin
float[] cooldownTi : +float jumpForce +Skill[] skills
O oo Ter +Transform cameralransform +TargetController targetController

-EnemyThreatManager threatManager e
+void ExecuteAttack(EnemyAttackData, Transform) y
/,

v

‘ ¥ EnemyAoETriggerExcept [ \
’ S EnemyThreatManager +EnemyAttackData attackData A
-HashSet<GameObject> playersinRange

-List<ThreatEntry> threatList TargetController
EnemyAttackData s -HashSet<GameObject> playersinSafeZone +string skillName x

+void AddThreat(GameObject, float)
+void RegisterPlayer(GameObject, float)
+GameObject GetHighestThreatPlayer()

float ld E Status C tTe i
+void AddToSafeZone(GameObject) *iioat cootdown AR L LTS

+void RemoveFromSafeZone(GameObject) +void Activate(GameObject, GameObject)
+void AddToRange(GameObject) i1
+void RemoveFromRange(GameObject)
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ThreatEnt: E Stat

SRy EnemyAoEOuterZone EnemyAoESafeZone WeaponSkill — us
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+GameObject player

+int maxHp
+float threat

-EnemyAoETriggerExcept parentTrigger -EnemyAoETriggerExcept parentTrigger +float Range i
+int currentHp

v
PlayerStatus

+void TakeDamage(int)
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v' ) —bORIREList<T>%RAL cpin .
v' BPM. LPB (Lines Per Beat) % ZMEERH1U

Ryt B & KR

%L, JSON:—

Y

/

» 1 < noteNum: i++

= 60 (inputlson.BPM * (float)inputls notes[i].LPB);
= interval * (float)inputlso es[i ] LPB;

= (beatSec * input]scn.nﬁtes:i_.num tloat)inputlson.notes[i].LPB) + inputJson.offse

otesTime.Add(time);
ane um.Add{inputhon.nﬂtes:i:.blﬂck)J
NoteType.Add(inputls otes[i].type);

t z - NotesTime[i] * NotesSpeed;
= Instantiate(noteObj, new

NotesObj.Add(note) ;
Destroy(note, 8.8f + GManager
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