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Starzii 9,

DStarz b TS5)LF¥—ICDDUL XY,

Assets » EatStars_Texture
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© inspector [ e
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Tag | Untagged 4 | Layer| Default :)
¥ .~ Transform &,
Position X[1 Yo 'Zo |
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© Inspector
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MasterZz{E3,
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. 6 [Master ) | [ Static ¥

Tag|Untagged 4| Layer|Default 4]
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4T LS. Command+STtE—JULZE,

1 System.Collections;

p. System.Collections.Generic;

3 UnityEngine;

4

5 Master : MonoBehaviour {

6

7 GameObject ballPrefab;

8 GameObject starPrefab;

e}
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1 Start () {

pi

3

4
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6 Update () {
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LTI Tag | Untagged + | Layer| Default 4]

Ball ¥ .~ Transform *
Star Position X0 YO Z0
Rotation X 0 Y 0 Z0
Scale X1 Y|l Z|1

v @ (Script) %,
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Dfor&fE-> T, 40D RINIEEED T,

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

Master : MonoBehaviour {

GameObject ballPrefab;
GameObject starPrefab;

Start () {
( i=0; i< 40; i++) {

Update () {

OXEERR. YEEIRE T VT LITRET et xXEFEZ ANSEH XPos) &, yEFRZANSEH
'yPos) Z2{EDET (EELEY) o

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

Master : MonoBehaviour {

GameObject ballPrefab;
GameObject starPrefab;

LCO~NOOUAEAWNERE

XPos;
yPos;

Start () {
( i=0; i<40; i++) {

Update () {
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QE#ELERH LT, xPos, yPosicRA L £3%
KELBTIRDIRUVAERLIEWD T, forXDAIBDFRICEEZET,

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

Master : MonoBehaviour {

GameObject ballPrefab;
GameObject starPrefab;

OLCO~NOOULAEAWNERE

xPos;
yPos;

Start () {

( i =0; i< 40; i++) {

Random.Range (-8f, 8f);
Random.Range (-5f, 5f);

Update () {

11



ZER NE studio

@BallDAERIEZ R U F T,

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

Master : MonoBehaviour {

GameObject ballPrefab;
GameObject starPrefab;

LoOoO~NOOULAEWNERE

xPos;
yPos;
Start () {
( i =0; i < 40; i++) {

xPos = Random.Range (-8f, 8f);
yPos = Random.Range (-5f, 5f);

Instantiate (ballPrefab, Vector2 (xPos, yPos), Quaternion.identity);

Update () {

Command+STtE—7 L5, UnitylcE->T. ETULTHAFL & S,
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OFEBROESZ IE— LT, FRBIEED T,
XPOAROASKBWEEE, BLWTLIEE W,

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

Master : MonoBehaviour {

GameObject ballPrefab;
GameObject starPrefab;

xPos;

yPos;

Start () {

(,7 ( i =0; i < 40; i++) { ﬁ‘\

Random.Range (-8f, 8f);
Random.Range (-5f, 5f);

XPos
yPos

LCoOoONOODULAWNRERFOOSOOONOUIAEAWNERE

Instantiate (ballPrefab, Vector2 (xPos, yPos), Quaternion.identity);

J

( i =0; 1< 40; i++) {

xPos = Random.Range (-8f, 8f);
yPos = Random.Range (-5f, 5f);

Instantiate (ballPrefab, Vector2 (xPos, yPos), Quaternion.identity);

Update () {

QFRBE D D—HERELF T,
i = 0;(1 < 3;)i++) {

XxPos
yPos

Random.Range (-8f, 8f);
Random.Range (-5f, 5f);

Instantiate( (starPrefab, Vector2 (xPos, yPos), Quaternion.identity);
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New Script
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System.Collections;
System.Collections.Generic;
UnityEngine;

CatControl : MonoBehaviour {

hMove;
vMove;

OLCOoO~NOOUAEAWNE

Start () {

Update () {

System.Collections;
System.Collections.Generic;
UnityEngine;
CatControl : MonoBehaviour {
hMove:

vMove;

Start () {

Update () {

hMove = Input.GetAxisRaw ("Horizontal");
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(DRigidbody2DB D ZE# Trgby Z1ED £,
OfloatB DZH Tspeed; ZED FT,
System.Collections;
System.Collections.Generic;
UnityEngine;
CatControl : MonoBehaviour {

hMove;
vMove;

Rigidbody2D rgb;
speed = 5°f;

Start () {

Update () {

hMove = Input.GetAxisRaw ("Horizontal");

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

CatControl : MonoBehaviour {

hMove;
vMove;

Rigidbody2D rgb;
speed = 5°f;

Start () {

rgb = GetComponent<Rigidbody2D> ();

Update () {

hMove = Input.GetAxisRaw ("Horizontal");




DEARHF—DANICHLT, REZ5Z 5,

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

CatControl : MonoBehaviour {

hMove;
vMove;

LoOoO~NOOULAEWNPRE

Rigidbody2D rgb;
speed = 5°F;

Start () {

rgb = GetComponent<Rigidbody2D> ();

Update () {
hMove = Input.GetAxisRaw ("Horizontal");:

rgb.velocity = Vector2 (hMove * speed, 0f);

Tl RITUTHKL & Do
EE¥—Z#H LT Cath’@ hEBEHIHTHET,
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DAssetsETDBall 7L /\T7Z#IRL T, Is TriggerzF v 79 %,
[ #9Pivot | @Local | > | Il || [@colab - | [ ] [Account ~ | [Layers - | [Layour - |

& .= HScene € Game 8 Animator += © inspector | &=
| Shaded v/ |20 || % | <) | I I7| | Gizmos " QarAll .\‘  [Ball (] Static ¥ :
= v Tag | Untagged 4+ | Layer| Default :]
¥ .~ Transform 3%,
Position X 0 Y 0 Z0
Rotation X 0 YO0 Z0
Scale X 05 Y 0.5 Z|1
) |2 [V Sprite Renderer %,
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¥ .~ Transform %,
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Materi Mane (Physics Mate ©
Is Trigger
USed By Eifecto -
[ console .
E a0
Assets » 0327

Is

l Ball CatControl EatStars_Tex... main Master m

EITULTHFRL &S,
Ball&Starz 9 DiRIF B LS ICHBNIE. HINTY,

20



ZERC/ONE studio

CatDfihREREZT %,
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OIRHRERD 28100 - fREL T,

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

CatControl : MonoBehaviour {

hMove;
vMove;

Rigidbody2D rgb;
speed = 5°;

Start () {

rgb = GetComponent<Rigidbody2D> ();

Update () {

hMove = Input.GetAxisRaw ("Horizontal");
vMove = Input.GetAxisRaw ("Vertical");

rgb.velocity = Vector2 (hMove * speed, vMove * speed);

EITUTHFTL & 56
ETICBBESHLEN?
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QFRBEIDZE'IML KT,

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

CatControl : MonoBehaviour {

hMove;
vMove;

OLOOoO~NOOULAEWNERE

Rigidbody2D rgb;
speed = 5f;

Start () {

rgb = GetComponent<Rigidbody2D> ();

Update () {

Input.GetAxisRaw ("Horizontal");
Input.GetAxisRaw ("Vertical");

hMove
vMove

rgb.velocity = Vector2 (hMove * speed, vMove % speed);

(hMove > 0Of) {

transform.eulerAngles Vector3 (of, of, of);
(hMove < 0f) {

transform.eulerAngles Vector3 (of, of, 180f);
(vMove > 0f) {

transform.eulerAngles Vector3 (of, of, 90f);
(vMove < 0f) {

transform.eulerAngles Vector3 (of, of, 270f);

EITLTHFRL &S,
CatomENEDL D XL ?
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Update () {

hMove = Input.GetAxisRaw ("Horizontal");
vMove = Input.GetAxisRaw ("Vertical");

rgb.velocity = Vector2 (hMove * speed, vMove * speed);

(hMove > 0f) {

transform.eulerAngles Vector3 (of, of, of);
(hMove < 0f) {

transform.eulerAngles Vector3 (of, of, 180f);
(vMove > 0f) {

transform.eulerAngles Vector3 (of, of, 90f);
(vMove < 0f) {

transform.eulerAngles Vector3 (of, of, 270f);

OnTriggerEnter2D (Collider2D col) {
Destroy (col.gameObject);
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MTag (&4L) =D XTI, HYEGameObject% &R L CUntaggedz 27U v 7 LE T,

© Inspector | o =
| ' Ball (] static ¥ -
' — —
Taﬁumagged ¢ ) Layer| Default :
Prefab | Select | Revert | Apply |
¥ .~ Transform £,
Position X 0 YO Z0
Rotation X O YO Z0
Scale X 0.5 Y 0.5 Z|1
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@Add TagZz:EIRU £ 9,

© Inspector
* ¥ Ball | [ Static ¥

Tag v Untagged iDefault &)
Prefab Respawn
Finish
EditorOnly
MainCamera
Player
GameController

@+zv Vv ULET,
© Inspector
@ Tags & Layers @ =,

¥ Tags

l List is Empty
+

b Sorting Layers
b Layers

@New Tag NameZ% Ball; &U. Savez27 Uy o ULET,
© Inspector

Q} Tags & Layers

¥V Tags

List is Empty

GRU &SI, +227 Y v %o U, New Tag Name% Star; & U. SavezZ27 U v 2o LET,

© Inspector
se| oAl ) lﬁ Tags & Layers *
WV Tags
Tag 0 Ball
New Tag Name Stal +
[ Save
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®7LN\TILBalz2 )y o LED,

© Inspector
w v

Respawn
Finish
EditorOnly
MainCamera

Player
GameController

© Inspector
Star

g v Untagged
Respawn
Finish
EditorOnly
MainCamera
Player
GameController
Ball
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OnTriggerEnter2DOFHZ TDO LS ICESHZ X T,

OnTriggerEnter2D (Collider2D col) {
(col.tag == "Ball") {
Destroy (col.gameObject);

(col.tag == "Star") {
Destroy (col.gameObject);
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