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velocity = Vector2(l, 0)
SPEED = 100
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if collision_info:

var obj_name = collision_info.get Llider() .name

print(obj_name)
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if collision_info:
obj_name = collision_info.get_collider().name

print(obj_name)
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extends CharacterBody2D

t var speed: float = 100.0 . - -
var speed: float = 106 raycast.is_colliding() . JU>
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if target and target.name == "Player":
player = target

if player:

var direction = (player.position - position).normalized()

velocity = direction * speed
else:

velocity = Vector2.ZERO
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