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

Master : MonoBehaviour {

GameObject ballPrefab;
GameObject starPrefab;

XxPos;
yPos;

manageTimer;

Start () {
( i=0; i< 40; i++) {
xPos = Random.Range (-8f, 8f);
yPos = Random.Range (-5f, 5f);
Instantiate (ballPrefab, Vector2 (xPos, yPos), Quaternion.identity);

( i=0; i<3; i++) {

xPos Random.Range (-8f, 8f);
yPos = Random.Range (-5f, 5f);
Instantiate (starPrefab, Vector2 (xPos, yPos), Quaternion.identity);

Update () {

manageTimer += Time.deltaTime;
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System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.UI;

Master : MonoBehaviour {

GameObject ballPrefab;
GameObject starPrefab;

xPos;
Vi H

manageTimer;
remainTime;

Text timeText;

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

xPos = Random.Range (-8f, 8f);
yPos = Random.Range (-5f, 5f);
Instantiate (ballPrefab, Vector2 (xPos, yPos), Quaternion.identity);

( i =0; 1< 3; i++) {
xPos = Random.Range (-8f, 8f);

yPos = Random.Range (-5f, 5f);
Instantiate (starPrefab, Vector2 (xPos, yPos), Quaternion.identity);

Update () {
manageTimer += Time.deltaTime;

remainTime = 90 — ( )manageTimer;

timeText.text = "®&D" + remainTime.ToString () + "#";
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Master : MonoBehaviour {

GameObject ballPrefab;
GameObject starPrefab;

XxPos;
yPos;

manageTimer;
remainTime;
Text timeText;

gameOver;

Start () {
( i =0; 1< 40; i++) {
xPos Random.Range (-8f, 8f);
yPos = Random.Range (-5f, 5f);
Instantiate (ballPrefab, Vector2 (xPos, yPos), Quaternion.identity);

( i=0; i<3; i++) {
xPos = Random.Range (-8f, 8f);

yPos = Random.Range (-5f, 5f);
Instantiate (starPrefab, Vector2 (xPos, yPos), Quaternion.identity);

Update () {

manageTimer += Time.deltaTime;

remainTime = 90 — ( )manageTimer;

timeText.text = "#&D" + remainTime.ToString () + "#";

(remainTime <= 0) {
gameOver = 7

(remainTime <= 0) {
gameOver =
Time.timeScale
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CatControl : MonoBehaviour {

hMove;
vMove;
Rigidbody2D rgb;
speed = 5f;

AudioSource soundl;

Start () {
rgb = GetComponent<Rigidbody2D> ();

Update () {

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

rgb.velocity = Vector2 (hMove * speed, vMove

(hMove > 0f) {

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

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

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

transform.eulerAngles Vector3 (of, of,

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

soundl.Play ();

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