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Elpublic class 581 Start : MoncBehaviour {
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_ Flusing UnityEngine;
using System.Collections;
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Epublic class S@1_Start : MonoBehaviour {

= void OnGUI()

{
if (GUI.Button(new Rect(Screen.width - 1208, Screen.height - 48, 1ee, 20), "A45— RR&2"))
1
SceneManager.LoadScene("stage");
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. [Husing UnityEngine;
using System.Collections;

Blpublic class 582 Ball : MonoBehaviour {

=] vold Start () {

transform.GetComponent<Rigidbody>(}.velocity = new Vector3(le.ef, 1a.ef, a.a8f);
¥
=] wvold OnGUI()
1
GUI.Label({new Rect(@,8,28@,28),""+transform.GetComponent<Rigidbody>().velocity);
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4 BlockKuzushi.CSharp ~[ #3 502_Bar
. [Eusing UnityEngine;
using System.Collecticns;

vV v v v v Y

[?public class 582 _Bar : MoncBehaviour {
= vold Update()

{ if (Input.Getkey(KeyCode.LeftArrow))
! transform.position += Vector3.left * 18 * Time.deltaTime;
ilse if (Input.GetkKey(KeyCode.RightArrow))
! transform.position += Vector3.right * 18 * Time.deltaTime;
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[Flusing UnityEngine;

rSOZ_BarJ %Fﬂﬁ < |_u5ir1g System.Collections;

Ellp-ublic class 582_Bar : MonoBehaviour {
11— RZE{ZLE = void Update()

1
if (Input.GetkKey(KeyCode.LeftArrow))

1S 72 DB {

vV v v Vv

if (transform.position.x > -18.5f)

1

transform.position += Vector3.left * 18 * Time.deltaTime;

1

> ENEN/\—DxH }

else if (Input.GetkKey(KeyCode.RightArrow))

1
° '18.54: Dj(%b\ if (transform.position.x < 18.5T)

1
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transform.position += Vector3.right * 18 * Time.deltaTime;
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[c#] Miscellaneous Files
Flusing UnityEngine;
using System.Collections;

Fpublic class 582 Stage : MonoBehaviour {
public GameObject[] prefab;

h

N Tprefab&E VWD ERZEBEEHAELTD
— 1272 U CUnityDEE (CR S
HierarchydGameRoot®DInspectorZ fd <

© Inspector |
. ¥ 'GameRoot
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File Edit Assets GameObject Component Window Help

(ORA S [l [=center] @iocal |
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Ball vl s02_stage (Script) @
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[c#] Miscellaneous Files -I %3 502_Stage
Flusing UnityEngine;
using System.Collections;
Fpublic class 582 Stage : MonoBehaviour {
public GameObject[] prefab;
= void Start()
1
for{int 1 = 8; 1 < 4; i++)
1
GameObject block rightl = GameObject.Instantiate(prefab[@]) as GameObject;
GameObject block right2 = GameObject.Instantiate(prefab[1l]) as GameObject;
GameObject block right3 = GameObject.Instantiate(prefab[2]) as GameObject;
GameObject block leftl = GameObject.Instantiate(prefab[@]) as GameObject;
GameObject block left2 = GameObject.Instantiate(prefab[1]) as GameObject;
GameObject block left3 = GameObject.Instantiate(prefab[2]) as GameObject;
block_rightl.transform.positicn = new Vector3(3.8f + (5 * i), 19.8f, @.ef);
block _right2.transform.positicn = new Vector3(3.8f + (5 * i), 21.ef, @.ef);
block_right3.transform.positicn = new Vector3(3.8f + (5 * i), 23.8f, @.ef);
block leftl.transform.position = new Vector3({-3.8f - (5 * i), 19.8f, @.ef);
block left2.transform.position = new Vector3({-3.8f - (5 * i), 21.ef, @.ef);
block left3.transform.position = new Vector3({-3.8f - (5 * i), 23.8f, @.ef);
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_ Hlusing UnityEngine;
using System.Collections;

» [Assets] — [Create] — [C# Script]

Elpublic class 582 Block : MonocBehaviour {

%_ﬁ\-ﬁ(j: rSOZ_BlOCkJ = vold OnCollisionEnter(Cocllision other)
. 1
—DJOUS LhZEEL ‘

Gamelbiect.Destroy(this.gameObject);
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