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using UnityEngine;

// 0000000000000

public class BallShooter : MonoBehaviour

{
// Unityd00on0o00000
[SerializeField]

private GameObject ballPrefab;
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void Update()
{

// 000000000000000--
if (Input.GetMouseButtonDown(0))

{
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// OInstantiate[00000000CO00000000000CO
// newBallJ0000000CO000COO

var newBall = Instantiate(ballPrefab);
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// 0000BallMove[0000000OCO
void Update()

{
// 00000000000000000000C0O
// 0000000000speed0000000O00
var velocity = rigidbody.linearVelocity;
// 00000000000000000000C0C0000
velocity.Normalize();
// 00000000s peedd0000
velocity *= speed;
// 00000000
_rigidbody.linearVelocity = velocity;
}
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// BallShooter[UpdateO00
void Update()

{

// 000000000000000--
if (Input.GetMouseButtonDown(0))

{
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// OInstantiateJ00000000000C0CO000CO0L

// newBallJ00000000C0000CO

var newBall = Instantiate(ballPrefab);

// 000000000000ODOOD000000O
// 00000000000

var position = transform.position;
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// 00000000
position.y += 0.5f;

// 000000000

newBall.transform.position = position;
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using UnityEngine;

// 0000000000000

public class BallShooter : MonoBehaviour
{
// Unityd00000000000

[SerializeField]

GameObject ballPrefab;

// 000000000000

private int ballCounter;

void Update()
{

// 00000000000000--

// 0000

// 0000000000000

if (Input.GetMouseButtonDown(0) && ballCounter < 1)
{

// OInstantiate(000000000C000CCOCOOCOCO

// newBall000000000000C000

var newBall = Instantiate(ballPrefab);



// 00000000000000000C000000
// 00000000000

var position = transform.position;

// 00000000
position.y += 0.5f;

// 000000000

newBall.transform.position = position;

// 0000000

_ballCounter++;
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using UnityEngine;

// 00000000000000

public class BallDestroy : MonoBehaviour
{
// BallShooter[00000
[SerializeField]

private BallShooter ballShooter;

// 0000000000000

private void OnTriggerEnter2D(Collider2D other)

{
//  000000000000000000
Destroy(other.gameObject);

// 0000000000000
ballShooter.BallDestroyed();
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using UnityEngine;

// 0000000000000

public class BallShooter : MonoBehaviour
{
// 0000000000

// 00000000000000000

// 000000000000000000Cpub i 00000000000
public void BallDestroyed()

{

// 000000000000000
if (_ballCounter > 0)

{

// 00000
_ballCounter--;

void Update()

{
// 0000000000
}
}
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