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void Update()

FireController

if(Input.GetKeyDown(KeyCode.LeftShift)) m
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it (player.transform. localScale X >=0.0) {
direction = 1;

} else {
direction = -1;
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Debug.Log("Player direction is");
Debug.Log(direction);
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Debug.Log("Player localScale x is ");
Debug.Log(player.transform.localScale.x);

[*)]

~l

-
£
-
£
-
£
>
>
>
>
>
>
>
>
>
3

(Yol ]

Vector2 pl = this.player.transform.position;
Vector2 p2 = new Vector2(pl.x+1, pl.y);

if (direction == 1) {
p2 = new Vector2(pl.x+1l, pl.y);
BulletPrefab.transform.localScale = new Vector3(1, 1, 1); }
it (direction == -1) {
p2 = new Vector2(pl.x-1, pl.y);
BulletPrefab.transform.localScale = new Vector3(-1, 1, 1); }
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Instantlate(BulletPrefab p2, transform.rotation);




Fire->Inspectordh - G015
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@ Inspector
J v Fire | [J Static »
-
Tag [Untagged #] Layer [ Default =]
¥ . Transform -
Position X[-0.4741773 |v[0.5330589 z[-0.1164235 |
Rotation X0 Y 0 'Z 0 ]
Scale X1 Y1 'z ]
v . ¥ Fire Controller (Script) a8,
Script ~ « FireController |
Bullet Prefab W BulletPrefab |
[ Add Component
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using U

nityEngine;

class Bulletcontroller : MonoBehaviour

this.delta += Time.deltaTime;

if (this.delta » this.span) (
this.delta = @;

i

if (this.gameObject.transform.localScale.x == 1) {

this.gameObject.transform.Translate(Bullet speed *Time.deltaTime*1, @, @);

}

if (this.gameObject.transform.localScale.x == -1) {
this.gameObject.transform.Translate(Bullet speed *Time.deltaTime*-1, @, 0);

}

if ((transform.position.x >= 8) | (transform.position.x <= -8)) {
Destroy(gameObject);

}

BulletController
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BulletPrefab.transform.localScale = new Vector3(1, 1, 1); }
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BulletPrefab.transform.localScale = new Vector3(-1, 1, 1); }
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