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110 BallHitSound[TTTTTTTTITTTTTTTTTTTT]

o [ITITITIT] Inspector [TT1T]

e [T1T] ( OnCollisionEnter2D )IITITITIII

o [TTTTIITITITIIIIN AudioSource.PlayClipAtPoint() [TIIIT]
// 00000000000000000

public class BallHitSound : MonoBehaviour

{

// 000000000

[SerializeField]

private AudioClip clip;

void OnCollisionEnter2D(Collision2D other)

{
// 0000Ballg?
// 00000000000
if (other.gameObject.CompareTag("Ball"))
AudioSource.PlayClipAtPoint(clip, transform.position);
}
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// 00000000000000

public class BallDestroy : MonoBehaviour
{
// BallShooter00000
[SerializeField]

private BallShooter ballShooter;
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// GameManage rJ000000
[SerializeField]

private GameManager gameManager;

// 0000000000000
[SerializeField]

private AudioClip clip;

// 00000000000C00
private void OnTriggerEnter2D(Collider2D other)

{

// I00000000000000000O

Destroy(other.gameObject);

// 000000

AudioSource.PlayClipAtPoint(clip, transform.position);

// 0000000000000
ballShooter.BallDestroyed();

gameManager.BallDestroyed();
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