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GameOverManager [T Show([TTT1T] Hide[TTTITITITID Show

// GameOve r[0J000000

public class GameOverManager : MonoBehaviour
{
// 0000000000000

[SerializeField]

private Animator animator;

// 00
public void Show()

{
// 000000000000

// 000000000000
gameObject.SetActive(true);

animator.Play("ShowGameOver");

// 000
public void Hide()

{
animator.StopPlayback();
gameObject.SetActive(false);

[111] GameManager [IT]

// 00000

public class GameManager : MonoBehaviour

{



// 000000000
[SerializeField]

private BallShooter ballShooter;

// I00000000000000

[SerializeField]

private UIManager uiManager;

// 000000000000000

[SerializeField]

private GameOverManager gameOverManager;

// 0000

private void Start()

{
_lives = 3; // 300000
uiManager.SetLives( lives);
// 0000000000
gameOverManager.Hide();
}
// 00000000000000000
public void BallDestroyed()
{
// 00000
~lives--;

uiManager.SetLives( lives);
if (_lives == 0)
{

// 0000000000

gameOverManager.Show();

// 00000000000
ballShooter.enabled = false;



}
// 000000000000000
public void BlockDestroyed()
{
// 10600000
_score += 100;
// 01000
uiManager.SetScore( _score);
_blockCount--;
if (_blockCount == 0)
{
// 0000000000
gameOverManager.Show() ;
ballShooter.enabled = false;
}
}
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Button [T] GameManager [TTTTTTIITITIT] public[TTTTTIT] (1111
GameManager [T

// 00000000000

public void OnGameRestart()

{

SceneManager.LoadScene("Game");

// 00000000000
public void OnGameEnd()

{
// 00000000000
Application.Quit();
// Unity[0000o000
EditorApplication.ExitPlaymode();
}
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