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Amd : MonoBehaviour

Amd ()
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GameOb ject bul let:

Transform muzzle;

speed = 1000:
shotCount:
Text shel ILabel:

AudioSource sound01:
AudioSource sound02:
AudioSource sound03:
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(Input. GetMouseButton (0))
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(shotCount < 1)

(Input. GetMouseButton (0))
sound02. PlayOneShot (sound02. ¢lip) :
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(shotCount > 1)

(Input. GetMouseButton (0))
sound01. PlayOneShot (sound01. clip) :
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ets = Instantiate(bullet) as Game(bject;

bject.transfo
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