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using TMPro;

using UnityEngine;

// V10000000000

public class UIManager : MonoBehaviour
{
// 000000000

[SerializeField]

private TextMeshProUGUI scoreText;

// GameManage r(000000000000000

public void SetScore(int score)

{




scoreText.text = $"SCORE: {score}";

}

}
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// 00000

public class GameManager : MonoBehaviour
{
// 000000000

[SerializeField]

private BallShooter ballShooter;

// 00000

private int _lives;

// 000000

private int blockCount;

// 000

private int _score;

// 0000

(1] BlockDestroyed [TTTITTTTITTI

// 000000000000000

public void BlockDestroyed()
{
// 10000000

_score += 100;

_blockCount--;
if (_blockCount == 0)
{

// 000000000000C0000000




Debug. Log("000000") ;
ballShooter.enabled = false;
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// 00000
public class GameManager : MonoBehaviour
{

// 000000000

[SerializeField]

private BallShooter ballShooter;

// 000000000000000

[SerializeField]

private UIManager uiManager;

// 0000

T Ul UlManager [T

// 000000000000D00
public void BlockDestroyed()

{
// 106000000
_score += 100;
// UIg0d
uiManager.SetScore( score);
// 0000
}
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// V10000000000
public class UIManager : MonoBehaviour
{

// 000000000

[SerializeField]

private TextMeshProUGUI scoreText;

// 00000

[SerializeField]

private GameObject [] playerImages;
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// GameManage r(00000000000000

public void SetlLives(int lives)

{
// 0000000001 00000000
for (int i = 0; i < playerImages.Length; i++)
{
// i00000000000000
bool isAlive = i < lives;
playerImages[i].SetActive(isAlive);
}
}

AINRRANNNNRRANNNRNRRNEN SetLives [T

private void Start()

{
_lives = 3; // 300000

uiManager.SetLives( lives);

// 00000000000000000

public void BallDestroyed()

{
// 00000
~lives--;
uiManager.SetLives(_ lives);
if (_lives == 0)

{

// 0000000000000
Debug. Log ("0000000") 5

// 00000000000
ballShooter.enabled = false;
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