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using UnityEngine;

public class SpawnPoint : MonoBehaviour

{
// WeAgudmsuseAN1S Spawn WLa%
public void SpawnPlayer(GameObject playerPrefab)

{
}

Instantiate(playerPrefab, transform.position, transform.rotation);
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using System.Collections.Generic;
using UnityEngine;

public class PlayerScript : MonoBehaviour

{
private float moveSpeed = 5f

private float rotationSpeed = 45f; // @31ai59luAITHYM (MUILDIAEDININ)
private float cooldown = 1f; // @23HULIAINNAK (ININ)

private bool isShooted = false; // &9 uA158dEN

private float maxCooldown = 1f;

void Start()
{

isShooted = false;
cooldown = maxCooldown;
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void Update()
{
float speedRight = Input.GetAxis("Horizontal")*rotationSpeed*Time.deltaTime;
float speedForward = Input.GetAxis("Vertical") * moveSpeed * Time.deltaTime;
transform.Translate(Vector3.forward * speedForward);
transform.Rotate(0, speedRight, 0);
if (Input.GetKey(KeyCode.Space)) {
if (isShooted == false) {
isShooted = true;
Debug.Log("Bang!!!");

}
}
if (isShooted == true) {// asAlrgaiunanlagAIdefealuLsazinss
cooldown -= Time.deltaTime;
if (cooldown <= 0) {
cooldown = maxCooldown;
isShooted = false;
}
}
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using UnityEngine;
public class GameMan : MonoBehaviour

{

public GameObject playerPrefab; // 7 Prefab UBQNLau

public SpawnPoint spawnPoint; // QﬂLﬂ@ﬂaﬁNLau

public float spawnDelay = 1f; // suﬂaﬂaﬂsaﬂﬂSSpawn (%u%uﬁﬂ)

prlvate void Start()

{ // \8unA Coroutine Lwaaswmau%a\imﬂLfaa'mm*ﬁuﬂ
StartCoroutlne(SpawnPlayerAfterDelay()),

}
private System.Collections.IEnumerator SpawnPlayerAfterDelay()

{ // SDLIANBNUNAIRUA
yield return new WaitForSeconds(spawnDelay);
// ANHLEN B4 9ALAR
if (spawnPoint != null && playerPrefab != null) {
spawnPoint.SpawnPlayer(playerPrefab);
Debug.Log("Player spawned successfully.");
} else {

GameMan.cs

Debug.LogError("SpawnPoint or PlayerPrefab is not assigned.");

}
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