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

public class NewBehaviourScript : MonoBehaviour {

/1 Use this for initialization
void Start () {

3

/1 Update is called once per frame
void Update () {

3
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Ball : MonoBehaviour {

Rigidbody rigid;
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class Player : MonoBehaviour {

float speed = 10.0f;
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1 using System.Collections;
1 ] O) 2 using System.Collections.Generic;
3 using UnityEngine;
4
5 public class Ball : MonoBehaviour {
6
7 Rigidbody rigid;
— AN} NV = s 8
ASA A —RITMNEEUEERE. AT OFD 9 /1 Use this for initialization
‘i = BB:*b\ q(—DE7 N 10 void Start () {
OnCollisionEnter & L\ D B BEIRY (CIFOHENE T, > Fiald = gameObect. GetComr N TRNILY
12 rigid.AddForce (1,4,0,ForceMode.VelocityChange);
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—— 19
EE%;E{T Lj ?Il_a_° 20 void OnCollisionEnter(Collision coll){
21 if (coll.transform.tag == "EndLine"
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Ball : MonoBehaviour {

Rigidbody rigid;
float minVel = 3;

}

/1 Use this for initialization

void Start () {
rigid = gameObject.GetComponent<Rigidbody> ();
rigid.AddForce (1,4,0,ForceMode.VelocityChange);

3

/1 Update is called once per frame
void Update () {

3

void OnCollisionEnter(Collision coll){
if (coll.transform.tag == "EndLine") {
Debug.Log ("GameOver");

} else if (coll.transform.tag == “I-Dlayer") {
if (rigid.velocity.x < minVel && rigid.velocity.x > -minVel) {
rigid.AddForce (minVel, 0, 0, ForceMode.VelocityChange);
3

5
h
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Block : MonoBehaviour {

/1 Use this for initialization
void Start () {

3

/1 Update is called once per frame
void Update () {

3

void OnCollisionEnter(Collision coll){
if (coll.transform.tag == "Ball") {
Destroy (gameObject);

3
3
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CntBlock : MonoBehaviour {
bool isClear = false;

/1 Use this for initialization
void Start () {

3

/1 Update is called once per frame
void Update () {
if (lisClear && transform.childCount == 0) {
isClear = true;
Debug.Log ("Clear!”);
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class CntBlock : MonoBehaviour {
bool isClear = false;

/1 Use this for initialization
void Start () {

3

/1 Update is called once per frame
void Update () {
if (lisClear && transform.childCount == 0) {
isClear = true;
Debug.Log ("Clear!”);

3
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if (Input.GetKeyDown (KeyCode.Escape)) {

Application.Quit ();
}
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