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ObjectDeletor.cs Bullet.cs Enemy_1_Controll.cs R X CameraControll.cs CharacterCTRL.cs
gﬁAssembly-CSharp - ‘I;Enemy_‘I_ControII

Blpublic class Enemy_1 Controll : MonoBehaviour

{
Transform Bull_Pos_Left;
Transform Bull_Pos_Right;
Transform Player;
GameObject Bullet;
float Fire_Speed;

bool RightShooting;

void Start()

{
StartCoroutine(FireShooting(3f));
Rightshooting = false;

}

void Update()
{

}

IEnumerator FireShooting(float time)

{

yield return new WaitForSeconds(time};

if(Rightshooting)
{

chooting Richt

GameObject tempBulletleft = Instantiate(Bullet, new Vector3(Bull_Pos_Left.position.x, Bull Pos_Left.position.y,
Rigidbody tempRigibodyBulletlLeft = tempBulletlLeft.GetComponent<Rigidbody>();
tempRigibodyBulletlLeft.AddForce(-(tempRigibodyBulletLeft.transform.forward * Fire_Speed));
StartCoroutine(FireShooting(3f));

RightShooting = true;

yield break;
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GameObject tempBulletRight = Instantiate(Bullet, new Vector3(Bull_Pos_Right.position.x, Bull Pos_ Right.position.y, Bull Pos_Right.
Rigidbody tempRigibodyBulletRight = tempBulletRight.GetComponent<Rigidbody>();
tempRigibodyBulletRight.AddForce(- (tempRigibodyBulletRight.transform.forward * Fire_Speed));
StartCoroutine(FireShooting(3f));

RightShooting = false;
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yield break;
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