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Boom()
{

Vector3 direction = Vector3(target.transform.position.x - transform.position.x,

0, target.transform.position.z - transform.position.z);
direction = direction.normalized * I;

target.GetComponent<Rigidbody>().AddForce(direction);

Transform fire_transform = .transform;
fire transform.forward = Vector3(0, 1, 9);
Instantiate(boom fire, fire_ transform);
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Update()
all falled = 5
for( i=0;i<=2;i+=1)

{

if(!Ball _Falled(i))
{
all falled =
break;

}




}

if(!showed&&all falled)
{

showed = ;
Instantiate(Win_Effect, Win_Transform);

Ball Falled( index)

return balls[index].transform.position.y < -0.605;




