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if (OVRInput.GetUp(OVRInput.RawButton.A))
{ if (shotCount > 0)
{
shotCount -= 1;
GameObject
ball =  (GameObject)Instantiate(ballPrefab,
transform.position, Quaternion.identity);
Rigidbody
ballRb =
ballRb.AddForce(transform.forward * shotSpeed);
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Destroy(ball, 10.0f);

ball. GetComponent<Rigidbody>();

}
elseif
(OVRInput.GetDown(OVRInput.RawButton.B))
{shotCount = 1;}
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void Start()
{count = 0; }
// Update is called once per frame
void Update()
{
if
(OVRInput.GetDown(OVRInput.RawButt
on.X))
{ count++; }
if (count==1) //Z @ if X % B
{ SceneManager.LoadScene(0);}
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