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Start()
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Update()
if (Input.GetKey(KeyCode.RightArrow))
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if (Input.GetKey(KeyCode.DownArrow))

{
GetComponent<Rigidbody>().AddForce(@f, ©f, -Speed);

OnCollisionEnter(Collision Hit)

GameObject obj = Hit.gameObject;

if(obj.CompareTag("Item")){
Destroy(obj);

}
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Assets > Gamecontroller.cs > % Gamecontroller
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using UnityEngine;

public class Gamecontroller : MonoBehaviour

¢ GameObject Item;

ic Vector3 ItemPosition;

d Start()

Instantiate(Item,ItemPosition,Quaternion.Euler(e,e,0));
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using UnityEngine;

ss Gamecontroller : MonoBehaviour

GameObject Item;

Vector3[] ItemPosition;

oid Start()

for(int i = @;i < ItemPosition.Length;i++)

{

Instantiate(Item,ItemPosition[i],Quaternion.Euler(0,0,0));
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