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7 public class master : MonoBehaviour {
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public
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GameObject ballpf;
GameObject cubepf;
static int score;

Text scoreText;

int count = 3;
AudioSource ballAudio;
GameObject retryButton;
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17 // Use this for initialization

18 void Start () {

19 retryButton.SetActive (false):;

20 for (Int ] = 0; ] < 4; J++) {

21 for (int 1 =0; 1 < 5; i++) {

22 intx=1 - 2;

23 inty =33

24 Instantiate (cubepf, new Vector3 (x, y, @), Quaternion.identity);
25 }

26 }

27 }

28
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29 // Update is called once per frame

30 void Update () {

31 if (Input.GetMouseButtonDown (@) && count > 0) {

32 Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
33 Vector3 dir = ray.direction.normalized;

34 GameObject ball = (GameObject)Instantiate (ballpf,

35 Camera.main.transform.position, Quaternion.identity);
36 ball.GetComponent<Rigidbody> ().velocity = dir *x 50f;
37

38 count—-;

39 ballAudio.Play ():

40

41 3

42 if (count <= @) {

43 retryButton.SetActive (true);

44 }

45

46 scoreText.text = “score:” + score.ToString ():

47

48 }

49
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;
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// Update is called once per frame
void Update () {
if (Input.GetMouseButtonDown (0) && count > 0) {
Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
Vector3 dir = ray.direction.normalized;
GameObject ball = (GameObject)Instantiate (ballpf,
Camera.main.transform.position, Quaternion.identity);
ball.GetComponent<Rigidbody> ().velocity = dir x 50f;

count—-;
ballAudio.Play ():

}

if (count <= 0) {
retryButton.SetActive (true);

}

scoreText.text = “score:" + score.ToString ();

}

public void Retry() {
retryButton|. SetActive (false);
SceneManager.LoadScene (0);
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