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EnemyController.cs - GetChasePosition() 25

private Vector3 GetChasePosition()

{
float radian = m_SpawnSerial * k_GoldenAngle * Mathf.Deg2Rad;
Vector3 offset = new Vector3(Mathf.Cos(radian), 0.0f, Mathf.Sin(radian)) * m_Config.AttackRange;
return m_Player.position + offset;
}
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for (int i = @; i < count; i++)

{
if (m_HitTargets.Count >= maxHits)
break;

RaycastHit hit = m_Hits[i];
endPoint = hit.point;

IDamageable target = hit.collider.GetComponent<IDamageable>();
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BossController.cs - DoSlam() Y%

float diameter = m_SlamRadius * 2.0f;
m_SlamTelegraph.localScale = new Vector3(diameter, k_TelegraphHeight, diameter);

Vector3 toPlayer = m_Player.position - transform.position;
toPlayer.y = 0.0f;

bool hit = toPlayer.magnitude <= m_SlamRadius;
if (hit)

DamagePlayer(m_SlamDamage, DamageSource.BossSlam);
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enemy.OnDied -= HandleEnemyDied;

m_AliveCount--;
m_KillCount++;

OnKillCountChanged?.Invoke(m_KillCount);

m_ExplosionSystem.TryExplode(enemy.transform.position, source);
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private void QueueKeyboard()

{
Key[] keys = new Key[m_HeldKeys.Count + m_TapKeys.Count];
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