System;
System.Collections;
System.Collections.Generic;
UnityEngine;

GameManager : MonoBehaviour

Action OnEventNotification;

Start()

StartCoroutine(TimerEvent());

[Enumerator TimerEvent()

{

yield return WaitForSeconds(5f);

Debug.Log("5#&E:@ U fo D T:E1");
OnEventNotification?.Invoke();




System.Collections;
System.Collections.Generic;
UnityEngine;
System;

Player : MonoBehaviour

[SerializeField] GameManager gameManager;

isMoveStop;

Start()

isMoveStop =

gameManager.OnEventNotification += StopMove;

Update()

it (lisMoveStop)
{

horizontal = Input.GetAxisRaw("Horizontal");
vertical = Input.GetAxisRaw("Vertical");

Vector3 move = Vector3(horizontal, vertical, Of).normalized;




transform.Translate(move * 5f * Time.deltaTime);

StopMove()

Debug.Log('Playerfih%@#1% 23 ELD & L1");
isMoveStop =




System.Collections;
System.Collections.Generic;
UnityEngine;

Enemy : MonoBehaviour

[SerializeField] GameManager gameManager;

isLogStop;

Start()

isLogStop =

gameManager.OnEventNotification += StopMove;

Update()

if (lisLogStop)
{

Debug.Log("T=72—");

StopMove()




Debug.Log("EnemyfIAV@ANZ 52 (FEXD E L 1");
isLogStop =




System;
System.Collections;
System.Collections.Generic;
UnityEngine;

GameManager : MonoBehaviour

Action<DateTime> OnEventNotification;

Start()

Update()

if (Input.GetKeyDown(KeyCode.X))
{

Debug.Log("XF—hMHE i /z");
DateTime dt = DateTime.Now;
OnEventNotification?.Invoke(dt);




System.Collections;
System.Collections.Generic;
UnityEngine;
System;

Player : MonoBehaviour

[SerializeField] GameManager gameManager;

isMoveStop;

Start()

isMoveStop =

gameManager.OnEventNotification += StopMove;

Update()

it (lisMoveStop)
{

horizontal = Input.GetAxisRaw("Horizontal");
vertical = Input.GetAxisRaw("Vertical");

Vector3 move = Vector3(horizontal, vertical, Of).normalized;




transform.Translate(move * 5f * Time.deltaTime);

StopMove(DateTime dt)

Debug.Log('Playerfih%@#1% 23 ELD & L1");
Debug.Log(dt);
isMoveStop =




System.Collections;
System.Collections.Generic;
UnityEngine;
System;

Enemy : MonoBehaviour

[SerializeField] GameManager gameManager;

isLogStop;

Start()

isLogStop =

gameManager.OnEventNotification += StopMove;

Update()

if (lisLogStop)
{

Debug.Log("TE7—");

StopMove(DateTime dt)




Debug.Log("Enemyflih%@41% 32 (FERD £ L"),
isLogStop =
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