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void OnCollisionEnter(Collision other)
{
if(lrigidbody.hingejoint)
{
gameObject AddComponent("Hingeoint");
rigidbody.hingejoint.connectedBody = otherrigidbody;
rigidbody.hingejoint.axis = Vector3.zero;
rigidbody.hingejoint.anchor = Vector3.zero;
j
)
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