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using System.Collections; 
using System.Collections.Generic; 
using UnityEngine; 
using System.Linq; 
 
public class ObjectPooler : MonoBehaviour 
{ 
    [SerializeField] 
    private List<Pool> pools; 
 
    private void Start() 
    { 
        Initialize(); 
    } 
 
    private void Initialize() 
    { 
        for (int i = 0; i < pools.Count; i++) 
        { 
            for (int j = 0; j < pools[i].size; j++) 
            { 
                var tmp = Instantiate(pools[i].platform); 
                tmp.transform.parent = transform; 
                tmp.transform.localScale = transform.localScale; 
                tmp.transform.rotation = transform.rotation; 
                tmp.gameObject.SetActive(false); 
                pools[i].objects.Add(tmp); 
            } 
        } 
    } 

 
    public GameObject GetObjectFromPool(int poolNumber) 
    { 
        var freeObject = pools[poolNumber].objects.Where(item => item.activeSelf == 
false).FirstOrDefault(); 
        if (freeObject == null) 
        { 
            var tmp = Instantiate(pools[poolNumber].platform); 
            tmp.transform.parent = transform; 
            tmp.transform.localScale = transform.localScale; 
            tmp.transform.rotation = transform.rotation; 
            tmp.gameObject.SetActive(false); 
            pools[poolNumber].objects.Add(tmp); 
            return tmp; 
        } 
        return freeObject; 
    } 
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[System.Serializable] 
public class Pool 
{ 
    public GameObject platform; 
    public int size; 
    public List<GameObject> objects; 
}           
 
 
using System.Collections; 
using System.Collections.Generic; 
using UnityEngine; 
using UnityEngine.EventSystems; 
 
public class PlatformManager : MonoBehaviour, IDragHandler 
{ 
    [SerializeField] 
    private GameObject obstackles; 
    [SerializeField] 
    private GenerateLevel generator; 
    [SerializeField] 
    private PlayerController player; 
     
    private static List<Transform> platforms = new List<Transform>(); 
 
    private void Start() 
    { 
        player.onPlayerBreakPlatform += RefreshPlatformsList; 
        RefreshPlatformsList(); 
    } 
 
    private void RefreshPlatformsList() 
    { 
        platforms = generator.GetActivaPlatforms(); 
    } 
 
    public void OnDrag(PointerEventData eventData) 
    { 
        foreach (Transform g in platforms) 
        { 
            g.Rotate(0, -eventData.delta.x, 0); 
        } 
    } 
}
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using System.Collections; 
using System.Collections.Generic; 
using UnityEngine; 
using UnityEngine.SceneManagement; 
 
public class PlayerController : MonoBehaviour 
{ 
    public delegate void PlayerThroughPlatformHandler(); 
    public event PlayerThroughPlatformHandler onPlayerBreakPlatform; 
 
    [SerializeField] 
    private float jumpVelocity = 10f; 
 
    private Rigidbody rigidBody; 
    private int comboCounter; 
 
 
    private void Awake() 
    { 
        comboCounter = 0; 
        rigidBody = gameObject.GetComponent<Rigidbody>(); 
    } 
 
    private void OnCollisionEnter(Collision collision) 
    { 
        if (collision.collider.tag == "Finish") 
        { 
            SceneManager.LoadScene("Level"); 
            return; 
        } 
        if (comboCounter > 2) 
        { 
            Destroy(collision.transform.parent.gameObject); 
            onPlayerBreakPlatform?.Invoke(); 
            rigidBody.velocity = Vector3.up * jumpVelocity; 
            comboCounter = 0; 
            return; 
        } 
        if (collision.collider.tag == "Obstacle") 
        { 
            rigidBody.velocity = Vector3.up * jumpVelocity; 
        } 
        if (collision.collider.tag == "DangerZone") 
        { 
            SceneManager.LoadScene("Level"); 
        } 
        comboCounter = 0; 
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} 
 
    private void OnTriggerEnter(Collider other) 
    { 
        onPlayerBreakPlatform?.Invoke(); 
        comboCounter++; 
        Destroy(other.gameObject);  
    } 
} 
 
 
using System.Collections; 
using System.Collections.Generic; 
using UnityEngine; 
 
public class GenerateLevel : MonoBehaviour 
{ 
    [SerializeField] 
    private List<GameObject> prefabs; 
    [SerializeField] 
    private PlayerController player; 
    [SerializeField] 
    private ObjectPooler pooler; 
    [SerializeField] 
    private int startPosY, distanceY; 
 
    private int endposY; 
 
    [SerializeField] 
    private Transform parent; 
 
    private List<Transform> activePlatforms = new List<Transform>(); 
 
    private void Awake() 
    { 
        Init(); 
        player.onPlayerBreakPlatform += ReturnPlatformToPool; 
    } 
 
    private void Init() 
    { 
        endposY = startPosY - distanceY; 
        for (int i = 0; i < 6; i++) 
        { 
            SetNextPlatform(); 
        } 
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    } 
 
    private void ReturnPlatformToPool() 
    { 
        var tmp = activePlatforms[0]; 
        activePlatforms.RemoveAt(0); 
        tmp.gameObject.SetActive(false); 
        SetNextPlatform(); 
    } 
 
    private void SetNextPlatform() 
    { 
        var platform = pooler.GetObjectFromPool(Random.Range(0, 4)); 
        platform.transform.position = new Vector3(0, endposY, 0); 
        platform.SetActive(true); 
        platform.transform.Rotate(new Vector3(0, Random.Range(-180f, 180f), 0)); 
        activePlatforms.Add(platform.transform); 
        endposY -= distanceY; 
    } 
 
 
    public List<Transform> GetActivaPlatforms() 
    { 
        return activePlatforms; 
    } 
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