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SpondPoint.cs 1/2
using UnityEngine;

public class SpawnPoint : MonoBehaviour

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

{
}

Instantiate(playerPrefab, transform.position, transform.rotation);




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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@ Inspector

@ v GameManager
- Tag Untagged

v A Transform

Position X 0

Rotation X 0
Scale & X 1

v B v Game Man (Script)

Script B GameMan
Player Prefab None (Game Object)
Spawn Point Mone (Spawn B2
spawn Delay
v B v Game Man (Script)
Script B GameMan

Player Prefab % Human
Spawn Point B SpondPoint (Spawn Point)

spawn Delay 1
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O Inspector

@ v Human

- Tag Untagged » Layer Default
v A Transform e 3+
Position X -0.003440 Y 0.409 Z 0.15058

Rotation X 0 Y O £Z 0
Scale & X 0.5688787 Y 0.5689787 Z 0.5699787

v B v Human Controller (Script) [ Jirls
script B HumanCaontroller
Weapon Holder None (Game Object)
Wand Prefab None (Game Object)
Sword Prefab None (Game Object)

v B v Human Controller (Script)

=Cript B HumanController
Weapon Holder T WeaponHolder
Wand Prefab W Wand

Sword Prefab W Sword




using System.Collections;
using UnityEngine;

public class HumanController : MonoBehaviour
{
public GameObject weaponHolder;
public GameObject wandPrefab;
public GameObject swordPrefab;
private float moveSpeed = 57;
private float rotationSpeed = 45f;
private GameObject currentWeapon; // 2135U99U%

HumanController.cs
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private 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.GetKeyDown(KeyCode.Alphal))

{ EquipWeapon(null);

ilse if (Input.GetKeyDown(KeyCode.Alpha2))
{ EquipWeapon(wandPrefab);

%lse if (Input.GetKeyDown(KeyCode.Alpha3))

EquipWeapon(swordPrefab);
}




if (currentWeapon != null &&
currentiWeapon.name.Contains("Wand") &&
Input.GetMouseButtonDown(0))

{
}

ShootWand();

if (currentWeapon != null &&
currentiWeapon.name.Contains("Sword") &&
Input.GetMouseButtonDown(0))

StartCoroutine(SwingSword());

HumanController.cs
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HumanController.cs 4/6
private void EquipWeapon(GameObject weaponPrefab)

{

// aud1351991iuaDA
if (currentWeapon != null)

{
}

// 81Uamp135 (weaponPrefab == null)
if (weaponPrefab == null)

{

Destroy(currentWeapon);

currentWeapon = null;
return;

¥

// a%’wmgs"imil,l,agﬁméi”’\ﬂu WeaponHolder

currentiWeapon = Instantiate(weaponPrefab, weaponHolder.transform);
currentiWeapon.transform.localPosition = Vector3.zero;
currentiWeapon.transform.localRotation = Quaternion.identity;




HumanController.cs 5/6
private void ShootWand()

{
GameObject bullet = GameObject.CreatePrimitive(PrimitiveType.Sphere);

bullet.transform.position = currentWeapon.transform.position +
currentWeapon.transform.forward;
bullet.AddComponent<Rigidbody>().AddForce(

currentiWeapon.transform.forward * 20f);
Destroy(bullet, 2f); // auASEaUNatann 2 Ju¥

}

private IEnumerator SwingSword()

{
Quaternion originalRotation = currentWeapon.transform.localRotation;
Quaternion swingRotation = Quaternion.Euler(90, 0, ©) * originalRotation;

float elapsedTime = Of;
float swingDuration = 0.3f;




HumanController.cs 6/6

while (elapsedTime < swingDuration)

{
currenthWeapon.transform.localRotation = Quaternion.Slerp(
originalRotation,
swingRotation,
elapsedTime / swingDuration);
elapsedTime += Time.deltaTime;
yield return null;
}

// AUAAAAUAILLAUILA
currentWeapon.transform.localRotation = originalRotation;
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