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using UnityEngine;
using System.Collections;

public class PlayerController : MonoBehaviour {
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public float speed =

void Start(){
}

void Update ()

{
float x = Input.GetAxis| );
float z = Input.GetAxis );
Rigidbody rigidbody = GetComponent<Rigidbody>();
figidbody;AddForce(x * speed, 9, z x speed);
}

}
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Quaternion irot =
Quaternion.Euler (new Vector3 (0.0f, 0.0f

, 0.07));

//items[1i]%, #ER(UM-ipos - ¥IERA-1rotT, —2ICECELU 9.
Instantiate (items[i], ipos, irot);
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