TurretBody *» EJ CountdownToDeath ()
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using UnityEngine;
using Syvstem.Collections;

public cla=ss TurretBody @ MonoBehaviour

{
public int damage:
public float attackSpeed;
public float aimSpeed;
public float lifeSpan;
public GameCbject target:
private float s lifeSpan;
A/ Use this for i1nitialization
vold Start()
{
5 lifeSpan = lifeSpan;
}
/4 Update 15 called once per frame
vold Update ()
{
CheckTargetStatus() ;
CountdownToDeath() ;
}
vold OnTriggerStay (Collider enemy)
{
if{'target)
{
if(enemy.collider.gameChject.tag == "Enemv"™)
{
target = enemy.gamelbject;
}
}
}
vold OnTriggerExit (Collider enemy)
{
if{target = enemy.gamelbject)
{
OnTargetLoss();
}
}
viold CheckTargetStatus()
{
if(target)
{
if(!'target.activeSelf)
{
CnTargetLoss () :
X
}
}
vold CountdownToDeath()
{
lifeSpan — Time.deltaTime;
if{(lifeSpan <= 0)
{
Destrovy(this.gamelObject) ;
}
}
vold CnTargetLoss()
{
target = null;
}
X



