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1% 3. Animator Controller
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private Rigidbody2D myRigidbody;
private Animator anim;

void Start(}{
myRigidbody = gameCbject.GetComponent{Rigidbody2D> (};
anim = gameObject.GetComponent{Animator> (};

}

void Update(){
if (Input.GetButtonDown (“Jump™)}{
myRigidbody.velocity = new Vector2 (myRigidbody.
velocity x. jumpPower);
anim.5etTrigger ("Jump”);
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void OnTriggerEnter2D(Collider2D coll} {
if(coll.gameObject.tag == "Coin") {
coinScare += 1.
Destroy (coll. gameObject):

}

void OnCollisionEnter2D(Collision2D collision} {
if (callision_collider.gameChject.tag == "Chstacle”} {
anim_5etTrigger ("Hit"};
Destroy (collision.gameObject):
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