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(https://sketchfab.com/3d-models/naval-cannon-
3407164113c2487€9391aa8d2b3902c2)
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public GameObject spawnPrefab
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Vector3 spawnPosition

Quaternion spawnRotation
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spawnPosition = transform.position + new Vector3(-1.2f, 1.8f, Of)

spawnRotation = Quaternion.Euler(-10f, -90f, Of)
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while(true) {

GameObject cannonBall = Instantiate(spawnPrefab, spawnPosition,
spawnRotation, null);

yield return new WaitForSeconds(3);

}
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StartCoroutine("shoot");
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if(Input. GetKeyDown(KeyCode.S)) StopCoroutine("shoot");

if(Input. GetKeyDown(KeyCode.R)) StartCoroutine("shoot");

2707 E{REFEL. Unity editoriCBBEIL T, 22 F TCEZINT-XZ VT
FEFELTHAEL £,

FhHh, FNIEF. COHWNFa1—FUTILDE=HDTRTTTIFATZFNAH A T-
IO EZFE->-TWETIL v Hh !

https://www.francescomilanese.com/ja/jap-tutorials/jap-tutorials-all/351-jap-tut-unity/407 36-jap-unity-coroutines.html?tmpl=component&print=1&la... 4/4



