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Playeranimation.cs # X Animation.cs Player.cs
Assembly-CSharp

~ #3 Playeranimation

v Ua anim

yerAnimation MonoBehaviour {

= Animator anim;
= Rigidbody2D rb;

GameObject Character;

se, movement = false

bool stay = fals
float KickTime, move;

false, LongKick = false

anim = GetComponent<Animator>();

rb = Character.GetComponent<Rigidbody2D>();
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Update ()

move = Character.GetComponent<Player>().move;
KickTime

Character.GetComponent<Player>().KickTime;

if (Input.GetMouseButton(@) &% !LongKick &% (move==1 ||move==-1))
{
LongKick = true;
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