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-lusing System.Collections;
using System.Collections.Generic;
using UnityEngine;

Q pt Unity | 0 références
?public class GenerateLevel : MonoBehaviour
{
public GameObject[] section;
public int zPos = 50;
public bool creatingSection = false;
public int secNum;

D M e Unity | 0 références
void Update()
{

if (creatingSection == false)

{

creatingSection = true;
StartCoroutine(GenerateSection());

}

1 référence
IEnumerator GenerateSection()

{

secNum = Random.Range(0, 3);

Instantiate(section[secNum], new Vector3(ef,ef,zPos), Quaternion.identity);
ZPos += 50;

yield return new WaitForSeconds(2);

creatingSection = false;
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