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enemyChildCount = Enemy. transform.
childCount;

int enemy = GameManager. instance. EnemyCount;

for (int i = 0; i < enemyChildCount;

i++) {

Enemy. transform. GetChild (i). gameObject.
SetActive (false) ;
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for (int i = 0; i < enemy; i++){

Enemy. transform. GetChild (i). gameObject.
SetActive (true) ;

}
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var P1 = controller. transform. position;

var P2 = DropPoint. transform. position;

var distance = P2.x — Pl.x;

var P3 = new Vector2(Pl.x + 0.33f =*
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var time = (P3.x — Pl.x) / (controller. speed
/ Time. fixedDeltaTime) ;
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