· Move – Main Camera

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

public class Move : MonoBehaviour
{
    Vector3 lookDir;

    // Start is called before the first frame update
    void Start()
    {
        
    }

    // Update is called once per frame
    void Update()
    {
        float zz = Input.GetAxisRaw("Vertical");
        float xx = Input.GetAxisRaw("Horizontal");
        if(xx!=0 || zz!=0)
        {
            lookDir = zz * Vector3.forward + xx * Vector3.right;
            Quaternion r = Quaternion.LookRotation(lookDir);
            transform.rotation = Quaternion.RotateTowards(transform.rotation, r, 1f);
        }
    }
}










· BulletController – Main Camera
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class BulletController : MonoBehaviour
{
    public GameObject bulletPrefab;
    public float speed;

    // Start is called before the first frame update
    void Start()
    {
        
    }

    // Update is called once per frame
    void Update()
    {
        if(Input.GetMouseButtonDown(0))
        {
            GameObject bullet = Instantiate(bulletPrefab);
            bullet.transform.position = gameObject.transform.position;
            Ray r = Camera.main.ScreenPointToRay(Input.mousePosition);
            bullet.GetComponent<Rigidbody>().velocity = r.direction * speed;
        }
    }
}











· Target - Target
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Target : MonoBehaviour
{
    private void OnCollisionEnter(Collision collision)
    {
        if(collision.gameObject.tag == "Bullet")
        {
            GameObject point = GameObject.Find("Canvas");
            point.GetComponent<Point>().SetPoint(1);

            Destroy(gameObject);
        }
    }

    // Start is called before the first frame update
    void Start()
    {
        
    }

    // Update is called once per frame
    void Update()
    {
        
    }
}

· DestroyBullet – Bullet prefab
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class DestroyBullet : MonoBehaviour
{
    // Start is called before the first frame update
    void Start()
    {
        Destroy(gameObject, 1f);
    }

    // Update is called once per frame
    void Update()
    {
        
    }
}

