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1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;
4 using UnityEngine.UI;|
5
6 public class Master : MonoBehaviour {
7
8 public GameObject applePrefab;
9 public GameObject orangePrefab;

10
11 int numberApple;
12 int numberOrange;
13

14 float xPos;
15 float yPos;

16

17 public GameObject result;

18

19 // Use this for initialization

20 void Start () {

21 //DARTEHDARDERE S VT LICRD D,

22 numberApple = Random.Range (1, 10);
23 numberOrange = Random.Range (1, 10);
24
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58 }

59

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

}
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public void Button@() {

|
}
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// Update is called once per frame
void Update () {

}
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public void Button@() {
if (numberApple > numberOrange) {

}
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46 // Update is called once per frame
47 void Update () {

48

49 }
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51 //ME &R IR DNE

52 public void Button@() {

53 if ( > e) {
54 result.GetComponent<Text> ().text = "Collect";)

55 }
56 }

57

58
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60 }
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45

46 // Update is called once per frame

47 void Update () {

48

49 }

50

51 //IRG B IRFDOUE

52 public void Button@() {

53 if (numberApple > numberOrange) {

54 esult.GetComponent<Text> ().text = "Collect";
56
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58 }

59
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61

62 }

63
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46 // Update is called once per frame

47 void Update () {

48

49 }

50

51 [/ ERURFONE

52 public void Button@() {

53 if (numberApple > numberOrange) {

54 result.GetComponent<Text> ().text
55 } else {

56 result.GetComponent<Text> ().text
57 }

58 }
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46 // Update is called once per frame
47 void Update () {

49 }

51 [/ >V ZU IR DALE

52 public void Button@() {

53 if (numberApple > numberOrange) {

54 result.GetComponent<Text> ().text
55 } else {

56 result.GetComponent<Text> ().text = "Incorrect";

"Collect";
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45

46 // Update is called once per frame

47 void Update () {

48

49 }

50

51 [/ ERU RO NE

52 public void Button@() {

53 if (numberApple > numberOrange) {

54 result.GetComponent<Text> ().text = "Collect";
55 } else {

56 result.GetComponent<Text> ().text = "Incorrect";
57 }

58

59 public void Buttonl() {

60 if (numberApple == numberOrange) {

61 result.GetComponent<Text> ().text = "Collect";
62 } else {

63 result.GetComponent<Text> ().text = "Incorrect";
64 }

65 }

66

67

68

69

70

71}

72
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45

46 // Update is called once per frame

47 void Update () {

48

49 }

50

51 //IRNY V&R U IcRDNE

52 public void Button@() {

53 if (numberApple > numberOrange) {

54 result.GetComponent<Text> ().text
55 } else {

56 result.GetComponent<Text> ().text
57 }

58 }

59 public void Buttonl() {

60 if (numberApple == numberOrange) {

61 result.GetComponent<Text> ().text
62 } else {

63 result.GetComponent<Text> ().text
64 }

65 ‘\\‘;

66 ublic void Button2() {

67 if (numberApple < numberOrange) {

68 result.GetComponent<Text> ().text
69 } else {

70 result.GetComponent<Text> ().text
71 }

72 }

73 }

74
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