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J'2 RLEMES AMAotA| 9f1 O|F HME-EsH| ¢ push(){
off E(Pool)2 CfA| 7hAef Hikst= 7[E0|L. object disable;
g 7| A8Y B2 AY W EAMEZSO push object to pool;
£4 2ACKHE AY, &5 TY, 3t oF 530 }
olsl| AfA|EO{oF & ujf, 7tH[X| AAMPZ Fof M= pull(){
oA ArA|E|R] o1l H|Zd3H(Disable)std E(Poo pull object from pool:
Dol HYHL=MN AX= siE LEMET HAsHH object enable:
E(Pool)0lA CHA| 7t{et & 4 QA ECf Wty )
Of [zt 7|82 o Y dE LEME st 4 (& 1) push(), pull() &4
AHEte A|ZHE CHESIR|OF SA|0f AMASH= A|ZHE push(), pull() &+& O[&stH Z(Pool)of| 0|O] 4
SEL HEOIU= REMEZ &/d3tEnable), HIZ/J3tHDis
able)sttt.
3. Ergr bulletDestroy{
if bullet collides with player or
screen outer space
push();
if bullet life time is over
push();
}
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spawnBullet(){
for(the number of bullet to spawn){
pull():
}
}
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