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using UnityEngine;
using System.Collections;
using UnityEngine.SceneManagement;

public class Tank : MonoBehaviour {

GameObject goshell = null;
bool action = false;

i

public Rigidbody2D rb;

// Use this for initialization
N void Start () {
@ Project O consol .. goshell =
= roje: | onsole - - “l' \FindChild("tama").gameObject;
reate | qoshell.SetActive(false);
BT AUUE R fssets > Scaak rb = GetComponent<Rigidbody2D>();
1
B \

.

// Update is called once per

frame
void Update () {
if (Input.GetMouseButton(0))
V& Assets Core {
& Scripts
& Sprites

Vector2 tapPoint =
Camera,main.ScreenToWorldPoint(Input.mo
usePosition);
Callider2D collition2d =
Physics2D.OverlapPoint(tapPaint);

if (collition2d)
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o using UnityEngine.SceneManagement;
public class Tank : MonoBehaviour {
GameObject goshell = null;
bool action = false;
public Rigidbody2D rb;
// Use this for initialization
void Start () {
@ Project gHdle -
r— — L4[% [ * \FindChild("tama").gameObject;

goshell Setactive(false);
rb = GetComponent<Rigidbody2D >();
}

// Update is called once per
frame

void Update () {
if (Input.GetMouseButton(0))
{
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Camera.main.ScreenToWorldPoint(Input.mo
usePosition);

Callider2D collition2d =

Physics2D.OverlapPoint(tapPoint);
if (collition2d)
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