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1| if (ground && ControllerInput.l == false){

2 playerPos = transform.position;

3 if (vRTest.v > 0.05f && (vRTest.x>0.05f]|

vRTest.y>0.05f)){

4 vrik.enabled = false;

5 transform.rotation =vRTest.head.transform.
rotation;

6 transform.position =new Vector3( vRTest.
head.transform.position.x,0, vRTest.
head.transform.position.z);

7 J/EDBT A= avERE

8 animator.SetBool("Running", true);

9 }elsed{

10 animator.SetBool("Running", false);

11 vrik.enabled = true;

12 }if (vRTest.w>0.05f && (vRTest.x > 0.05f ||

vRTest.y > 0.05f)){

13 transform.rotation = vRTest.head.transform
.rotation;

14 transform.position = new Vector3(vRTest.
head.transform.position.x, 0, vRTest.
head.transform.position.z);

15 vrik.enabled = false;

16 //thrustDRIEIF EHICAD DD

17 rb.AddForce(transform.up * thrust);

18 if (rb.velocity.magnitude > 0)

19 //RENMETWESHIAE ERICAD DD S

20 rb.AddForce((transform.forward * thrust) +

(transform.up * thrust));

21 }
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