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using System. Col lections;
using System. Col lections. Generic;
using UnityEngine;

Rigidbody rb;

// Use this for initialization
void Start()

{

rb = this. GetComponent<Rigidbody> () ;

float force x = Random.Range (-10, 10);
Vector3 force = new Vector3(force_x, 10, 0);
rb.velocity = force;

& d // Update is called once per frame
Lj] void Update ()
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NzkFayZJ&kOwyJ9 3 void Start ()

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

{

if (Input.GetKey (KeyCode.D) || Input. GetKey (KeyCode. RightArrow))
{

transform. position += new Vector3 (10, 0, 0) * Time.deltaTime;
}
else if (Input.GetKey (KeyCode.A) || Input.GetKey (KeyCode. LeftArrow))
{

transform. position += new Vector3(-10, 0, 0) * Time.deltaTime;
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using System. Col lections;
using System. Col lections. Generic;
using UnityEngine;

public class Bar : MonoBehaviour {
Imit_area = new
float bar_width;
void limit_area_over ()

{

Vector3 pos = transform.position;
if (this.transform. position.x — bar_width < limit_area[0])

{

pos.x = |limit_area[0] + bar_width;
transform. position = pos;

J

else if (this.transform.position.x + bar_width > limit_areal[1])

{

pos.x = limit_area[1] — bar_width;
transform. position = pos;
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// Use this for initialization
void Start()

{

GameOb ject. Find ("wall_left”™). transform. position. x;
GameOb ject. Find ("wal |l _right”). transform. position. x;

limit_areal0]
limit_areall]

bar_width = this. gameOb ject. transform. localScale.y;

}

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

{
if (Input.GetKey (KeyCode.D) || Input.GetKey (KeyCode. RightArrow))

{

}
else if (Input.GetKey (KeyCode.A) || Input.GetKey (KeyCode. LeftArrow))

{

transform. position += new Vector3(10, 0, 0) * Time.deltaTime;

transform. position += new Vector3(-10, 0, 0) * Time.deltaTime;

limit_area_over () ;

J
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using System. Collections;
using System. Col lections. Generic;
using UnityEngine;

public class Create Blocks : MonoBehaviour {
public GameUbJect ;
GameOb ject block;
float block_width;
float block_height;
int create_count_x = 8;
int create_count_y = 3;
float[] create_range x
float distance_x;
float[] create_range_y
float distance_y;




// Use this for initialization
void Start () {
block_width = pretabs|0]. transtorm. [ocalScale. x;
block_height = prefabs[0]. transform. localScale.y;
distance_x = (Mathf. Abs (create_range_x[0] — create_range_x[1]) - create_count_x * block_width) / create_count_x;
distance_y = (Mathf. Abs (create_range_y[0] - create_range_y[1]) — create_count_y * block_height) / create_count_y;

int prefabs_number = 0;
Vector3 pos = prefabs[prefabs_number]. transform. position;
for (int i =0; i <3; i++) {
for (int j =0; j <8, j+v) {
block = GameOb ject. Instantiate (prefabs[prefabs_number], pos, Quaternion. identity) ;
pos. X += block_width + distance_x;
}
pos. x = prefabs[prefabs_number]. transform. position. x;
pos.y —= block_height + distance_y;
prefabs_number += 1;

J

// Update is called once per frame
void Update () |

J
J
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using System. Col lections; j°|:| QEAila_(ilﬁ:h\hﬁL\h§

using System. Col lections. Generic;

using UnityEngine; F?gii&% 7& rOnCoIIisionEnTer()J 2 thﬂtl/\t
Lo AEBERFICHELTIMGVLDOTES !

public class Block : MonoBehaviour {
void OnCol |l isionEnter (Collision other) {
Destroy (this. gameObject) ;
}
// Use this for initialization
void Start () |

J

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

J
J
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