System.Collections;
System.Collections.Generic;
UnityEngine;
GameManager_1 : MonoBehaviour
{

[SerializeField] GameObject BallPrefab;
[SerializeField] BalllnstanceCount;

Start()

Spawn();

Update()

Spawn()

StartCoroutine(CreateBall(BalllnstanceCount));

IEnumerator CreateBall(int count)

(inti=0;i<count;i++)

{

Vector2 pos = Vector2(Random.Range(-0.2f,0.2f),8f);

Instantiate(BallPrefab, pos, Quaternion.identity);

yield WaitForSeconds(0.04f);
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System.Collections;
System.Collections.Generic;
UnityEngine;
GameManager_2 : MonoBehaviour
{
[SerializeField] GameObject BallPrefab;

[SerializeField] BalllnstanceCount;
[SerializeField] Sprite[] BallSprites;

Start()

Spawn();

Update()

Spawn()

StartCoroutine(CreateBall(BallinstanceCount));

IEnumerator CreateBall(int count)

(inti=0;i<count;i++)

{

Vector2 pos = Vector2(Random.Range(-0.2f,0.2f),8f);
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GameObject ball = Instantiate(BallPrefab, pos, Quaternion.identity);

int balllD = Random.Range(0, BallSprites.Length);
ball.GetComponent<SpriteRenderer>().sprite = BallSprites[balllD];
yield return new WaitForSeconds(0.04f);
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System.Collections;
System.Collections.Generic;
UnityEngine;

Ball : MonoBehaviour

BalllD;
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System.Collections;
System.Collections.Generic;
UnityEngine;
GameManager_3 : MonoBehaviour
{
[SerializeField] GameObject BallPrefab;

[SerializeField] BalllnstanceCount;
[SerializeField] Sprite[] BallSprites;

Start()

Spawn();

Update()

Spawn()

StartCoroutine(CreateBall(BallinstanceCount));

IEnumerator CreateBall(int count)

(inti=0;i<count;i++)

{

Vector2 pos = Vector2(Random.Range(-0.2f,0.2f),8f);




GameObject ball = Instantiate(BallPrefab, pos, Quaternion.identity);

int balllD = Random.Range(0, BallSprites.Length);

ball. GetComponent<SpriteRenderer>() sprite = RallSprites[halllD];

ball.GetComponent<Ball>().BalllD = balllD;
yield return new WaitForSeconds(0.04f);
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System.Collections;
System.Collections.Generic;
UnityEngine;

GameManager_4 : MonoBehaviour
{
[SerializeField] GameObject BallPrefab;
[SerializeField] BalllnstanceCount;
[SerializeField] Sprite[] BallSprites;

isDragging;

Start()

{
Spawn();

}

Update()

(Input.GetMouseButtonDown(0))

OnDragBigin();
(Input.GetMouseButtonUp(0))
OnDragEnd();
(isDragging)

OnDragging();

OnDragBigin()
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Debug.Log("RZv 7 BIER");

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())

{
Debug.Log("---Balllchit---");

}

}
void OnDragging()

{

}
void OnDragEnd()

{
Debug.Log("kZv & #&T");
}

public void Spawn()
{

StartCoroutine(CreateBall(BallinstanceCount));

}

public [Enumerator CreateBall(int count)

{

for (inti=0;i< count;i++)

{

Vector2 pos = new Vector2(Random.Range(-0.2f,0.2f),8f);
GameObject ball = Instantiate(BallPrefab, pos, Quaternion.identity);

int balllD = Random.Range(0, BallSprites.Length);
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ball.GetComponent<SpriteRenderer>().sprite = BallSprites[balllD];
ball.GetComponent<Ball>().BalllD = balllD;
yield WaitForSeconds(0.04f);




System.Collections;
System.Collections.Generic;
UnityEngine;

GameManager_5 : MonoBehaviour

{

[SerializeField] GameObject BallPrefab;

[SerializeField] BalllnstanceCount;

[SerializeField] Sprite[] BallSprites;

[SerializeField] List<Ball> removeBalls = List<Ball>();

isDragging;

Start()
{

Spawn();
}
Update()
(Input.GetMouseButtonDown(0))
OnDragBigin();
(Input.GetMouseButtonUp(0))
OnDragEnd();
(isDragging)

OnDragging();

OnDragBigin()
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Debug.Log("FZv & RtR");

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())

{
Debug.Log("---BalllZhit---");

Ball ball = hit.collider.GetComponent<Ball>();
AddRemoveBall(ball);
isDragging = true;
5
}
void OnDragging()
{

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())
{

Debug.Log("BalllchitL7z&k!");

Ball ball = hit.collider.GetComponent<Ball>();
AddRemoveBall(ball);
}

}
void OnDragEnd()

{

int removeCount = removeBalls.Count;
for (inti = 0; i < removeCount; i++)
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Destroy(removeBalls[i].gameObject);

}

removeBalls.Clear();
Debug.Log("RSv I #&T");
isDragging = false;

}

void AddRemoveBall(Ball ball)
{

if (removeBalls.Contains(ball) == false)

{

removeBalls.Add(ball);

}
}

public void Spawn()
{

StartCoroutine(CreateBall(BallinstanceCount));

}

public [Enumerator CreateBall(int count)

{

for (inti = 0;i < count; i++)

{

Vector2 pos = new Vector2(Random.Range(-0.2f,0.2f),8f);
GameObject ball = Instantiate(BallPrefab, pos, Quaternion.identity);

int balllD = Random.Range(0, BallSprites.Length);
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ball.GetComponent<SpriteRenderer>().sprite = BallSprites[balllD];
ball.GetComponent<Ball>().BalllD = balllD;
yield WaitForSeconds(0.04f);




System.Collections;
System.Collections.Generic;
UnityEngine;

GameManager_6 : MonoBehaviour

{
[SerializeField] GameObject BallPrefab;
[SerializeField] BalllnstanceCount;
[SerializeField] Sprite[] BallSprites;
[SerializeField] List<Ball> removeBalls = List<Ball>();

isDragging;
Ball currentDraggingBall;

Start()

{
Spawn();

}
Update()
(Input.GetMouseButtonDown(0))
OnDragBigin();

(Input.GetMouseButtonUp(0))

OnDragEnd();

(isDragging)

OnDragging();
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void OnDragBigin()
{
Debug.Log("RFZv o BtA");

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())

{
Debug.Log("---Balllhit-—-");

Ball ball = hit.collider.GetComponent<Ball>();
AddRemoveBall(ball);
isDragging = true;

currentDraggingBall = ball;

}

}
void OnDragging()

{

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())

{
Ball ball = hit.collider.GetComponent<Ball>();

if (ball.BalllD == currentDraggingBall.BalllD)
{

float distance = Vector2.Distance(ball.transform.position,currentDraggingBall.transform.position);
if (distance < 1.5)
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{
AddRemoveBall(ball);

currentDraggingBall = ball;

}
}

OnDragEnd()

removeCount = removeBalls.Count;

(removeCount >= 3)

{

(inti = 0;i< removeCount; i++)

{

Destroy(removeBalls[i].gameObject);

}
}

removeBalls.Clear();
Debug.Log("RZv & #T");
isDragging = ;

AddRemoveBall(Ball ball)

(removeBalls.Contains(ball) ==

removeBalls.Add(ball);
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public void Spawn()
{

StartCoroutine(CreateBall(BallinstanceCount));

}

public [Enumerator CreateBall(int count)

{

for (inti=0;i< count; i++)

{
Vector2 pos = new Vector2(Random.Range(-0.2f,0.2f),8f);

GameObject ball = Instantiate(BallPrefab, pos, Quaternion.identity);

int balllD = Random.Range(0, BallSprites.Length);
ball.GetComponent<SpriteRenderer>().sprite = BallSprites[balllD];
ball.GetComponent<Ball>().BalllD = balllD;

yield return new WaitForSeconds(0.04f);




System.Collections;
System.Collections.Generic;
UnityEngine;

GameManager_7 : MonoBehaviour

{
[SerializeField] GameObject BallPrefab;
[SerializeField] BalllnstanceCount;
[SerializeField] Sprite[] BallSprites;
[SerializeField] List<Ball> removeBalls = List<Ball>();

isDragging;
Ball currentDraggingBall;

Start()

{
Spawn();

}
Update()
(Input.GetMouseButtonDown(0))
OnDragBigin();

(Input.GetMouseButtonUp(0))

OnDragEnd();

(isDragging)

OnDragging();




void OnDragBigin()
{
Debug.Log("RFZv o BtA");

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())

{
Debug.Log("---Balllhit-—-");

Ball ball = hit.collider.GetComponent<Ball>();
AddRemoveBall(ball);
isDragging = true;

currentDraggingBall = ball;

}

}
void OnDragging()

{

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())

{
Ball ball = hit.collider.GetComponent<Ball>();

if (ball.BalllD == currentDraggingBall.BalllD)
{

float distance = Vector2.Distance(ball.transform.position,currentDraggingBall.transform.position);
if (distance < 1.5)




{
AddRemoveBall(ball);

currentDraggingBall = ball;
}
}
}
}
void OnDragEnd()

{

int removeCount = removeBalls.Count;

if (removeCount >= 3)

{

for (inti= 0;i < removeCount; i++)

{

Destroy(removeBalls[i].gameObject);

1
StartCoroutine(CreateBall(removeCount));

§

removeBalls.Clear();
Debug.Log("RSv & #&T");
isDragging = false;

}

void AddRemoveBall(Ball ball)
{

if (removeBalls.Contains(ball) == false)

{

removeBalls.Add(ball);

}
}
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public void Spawn()
{

StartCoroutine(CreateBall(BallinstanceCount));

}

public [Enumerator CreateBall(int count)

{

for (inti = 0;i < count; i++)

{
Vector2 pos = new Vector2(Random.Range(-0.2f,0.2f),8f);
GameObject ball = Instantiate(BallPrefab, pos, Quaternion.identity);

int balllD = Random.Range(0, BallSprites.Length);
ball.GetComponent<SpriteRenderer>().sprite = BallSprites[balllD];

ball.GetComponent<Ball>().BalllD = balllD;
yield return new WaitForSeconds(0.04f);




System.Collections;
System.Collections.Generic;
UnityEngine;

GameManager_8 : MonoBehaviour

{
[SerializeField] GameObject BallPrefab;
[SerializeField] BalllnstanceCount;
[SerializeField] Sprite[] BallSprites;
[SerializeField] List<Ball> removeBalls = List<Ball>();

isDragging;
Ball currentDraggingBall;

Start()

{
Spawn();

}
Update()
(Input.GetMouseButtonDown(0))
OnDragBigin();

(Input.GetMouseButtonUp(0))

OnDragEnd();

(isDragging)

OnDragging();




void OnDragBigin()
{
Debug.Log("RFZv o BtA");

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())

{
Debug.Log("---Balllhit-—-");

Ball ball = hit.collider.GetComponent<Ball>();
AddRemoveBall(ball);
isDragging = true;

currentDraggingBall = ball;

}

}
void OnDragging()

{

Vector2 mousePosition = Camera.main.ScreenToWorldPoint(Input.mousePosition);
RaycastHit2D hit = Physics2D.Raycast(mousePosition, Vector2.zero);

if (hit && hit.collider.GetComponent<Ball>())

{
Ball ball = hit.collider.GetComponent<Ball>();

if (ball.BalllD == currentDraggingBall.BalllD)
{

float distance = Vector2.Distance(ball.transform.position,currentDraggingBall.transform.position);
if (distance < 1.5)




{
AddRemoveBall(ball);

currentDraggingBall = ball;
}
}
}
}
void OnDragEnd()

{

int removeCount = removeBalls.Count;

if (removeCount >= 3)

{

for (inti= 0;i < removeCount; i++)

{

Destroy(removeBalls[i].gameObject);

}

StartCoroutine(CreateBall(removeCount));

}

for (int i = 0;i < removeCount; i++)

{

removeBalls[i].transform.localScale = Vector3.one;

}

removeBalls.Clear();
Debug.Log("RZv & #T");
isDragging = false;

}

void AddRemoveBall(Ball ball)
{
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if (removeBalls.Contains(ball) == false)

{

removeBalls.Add(ball);

ball.transform.localScale = Vector3.one * 1.4f;

}
}

public void Spawn()
{

StartCoroutine(CreateBall(BallinstanceCount));

}

public [Enumerator CreateBall(int count)

{

for (inti = 0;i < count; i++)

{
Vector2 pos = new Vector2(Random.Range(-0.2f,0.2f),8f);
GameObject ball = Instantiate(BallPrefab, pos, Quaternion.identity);

int balllD = Random.Range(0, BallSprites.Length);
ball.GetComponent<SpriteRenderer>().sprite = BallSprites[balllD];
ball.GetComponent<Ball>().BalllD = balllD;

yield return new WaitForSeconds(0.04f);
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