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public class GameManager : MonoBehaviour
{
public int TotalItemCount => itemGoldList.Count;
private List<ItemGold> itemGoldList = new List<ItemGold>();

public void AddItem(ItemGold itemGold)

{
itemGoldList.Add(itemGold);
}
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{
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}
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using UnityEngine;

public class ItemGold : MonoBehaviour

{
/1D Zh 5
private GameManager gameManager;
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public class PlayerController : MonoBehaviour

{
()

private float firelIntervalTimer = of;
// DT
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// Spaceship DER

[SerializeField]

private Sprite[] spaceShipSprites;
[/ @®ZZ%T

/] BRAOIL—EHOEINET
private void Awake()

{
rigidbody2d = GetComponent<Rigidbody2D>();

/1 ®
playerIndex = GetComponent<PlayerInput>().playerIndex;// @

//BZIHh 5
SpriteRenderer renderer = GetComponent<SpriteRenderer>();
renderer.sprite = spaceShipSprites[playerIndex] ;
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