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Optimized Code

B oublic i DealDamage()

2 i

s2D.0ver lapCircleAl | (attackPoint .position, StatsManager.|nstance.weaponRange, enemvliaver);

Col | -derif[] enemies = Phy

lider2D enemy in enemies)

= e
if (enemy.isTrigger) continue; // Eg|H&= 2 ELIC
ealth enemyHealth = enemy.GetComponent<Eneny_Heal
P y_Knockback knockback = enemy.Get Component <Eneny_Knockback
= f (enenyHealth != null)
{
enemyHealth. ChangeHealth(-Stat sManager . I nstance. damage) ;
}
= f (knockback != null)
{
knockback. Knockback(transform, StatsManager.|nstance.knockbackForce, Statsianager.Instance.knockbackTime, StatsManager.lInstance.stunTime);
}
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o 5l Z "t (Solution)

if (enemy.isTrigger) continue; 22 F7t5}0]
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Enemy Knockbackcs _Enemy Heathcs o jeskieecs  PlyerBoncs SISO Avowcs  Plajer Sdisots  Plyeriehc  Swblics  SkiVansgercs e
= Evemy Moverent B =
Vo1 FITDL m
facingDirection 2= -1
transfora. localScale = nev Vectord(transforn. localScale.x » -1, transforn. localScale.y, transforn. localScale.2);

oid CheckForPlayer()

Col lider2DI] hits = Physics:

). OverlaCireledl | (detectionPoint position. plaverletectRange, plaverLaver);
if (hits.Length > 0)
1

olaver = hits(o].transforn:

/& oh ofsia|olx| eto|n BChEo| EHIZH HEtE
i (Vector2.Distance(transforn.position, player.position) <= attackRange & attackCooldownT iner <= 0)
{

attackCool downTiser = attackCooldonn;
ChangeState(EnenyState Attacking);
}
else if (Yector2.Distance(transforn.position, player.pesition) > attackRane 84 enenyState |= EnemyState.ttacking)

ChangeState(EnenyState Chasing)

b
else
{

rb.velocity = Vector2.zero;
CrangsState(EnsayState. [dle);
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