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Elpublic class PlatformMove : MonoBehaviour {

[SerializeField] private float speed;

B void Start ()
{

}

void FixedUpdate ()
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= void FixedUpdate ()
1
= if (Input.GetKey(KeyCode.RightArrow))
{
transform.Translate(new Vector3(speed, @, 9));
| }
= else if (Input.GetKey(KeyCode.LeftArrow))
{
transform.Translate(new Vector3(-speed, @0, 9));
¥
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IE]public class PlatformMove : MonoBehaviour {

SerializeField] private float speed;

private float leftboard;
private float rightoard;
private float xPlatform;
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void Start ()

{
var renderer = GetComponent<SpriteRenderer>();
leftboard = Camera.main.ViewportToWorldPoint(new Vector2(@, 0)).x;
rightoard = Camera.main.ViewportToWorldPoint(new Vector2(1l, 0)).x;
}
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void Start ()
{

var renderer = GetComponent<SpriteRenderer>();

leftboard = Camera.main.ViewportToWorldPoint(new Vector2(@, 0)).x;
rightoard = Camera.main.ViewportToWorldPoint(new Vector2(1l, ©)).x;

xPlatform = renderer.bounds.size.x;
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void FixedUpdate ()

{

if (transform.position.x + xPlatform > leftboard)

{

if (transform.position.x - xPlatform < rightoard)

{

if (Input.GetKey(KeyCode.RightArrow))

{
transform.Translate(new Vector3(speed, 0, 0));
}
else if (Input.GetKey(KeyCode.LeftArrow))
{

transform.Translate(new Vector3(-speed, @, 0));
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void FixedUpdate ()
{

if (transform.position.x + xPlatform > leftboard)

{

if (transform.position.x - xPlatform < rightoard)

t if (Input.GetKey(KeyCode.RightArrow))
¢ transform.Translate(new Vector3(speed, @, 9));
ilse if (Input.GetKey(KeyCode.LeftArrow))
; transform.Translate(new Vector3(-speed, 0, 0));
¥

else
transform.position = new Vector3(leftboard, -4.54f, 0);
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{
if (Input.GetKey(KeyCode.RightArrow))
{
transform.Translate(new Vector3(speed, @, 0));
}
else if (Input.GetKey(KeyCode.LeftArrow))
{
transform.Translate(new Vector3(-speed, @, 0));
¥
¥
else

transform.position = new Vector3(leftboard, -4.54f, @);

else
transform.position = new Vector3(rightoard, -4.54f, 0);
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Epublic class BallCollision : MonoBehaviour {

[SerializeField] float impulse;
private Rigidbody2D rbody;

void Start ()
{

¥
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Elpublic class BallCollision : MonoBehaviour {

NMuwem Kopg

[SerializeField] float impulse;
private Rigidbody2D rbody;

void Start ()

{

rbody = GetComponent<Rigidbody2D>();
}
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void Start ()

{
}

rbody = GetComponent<Rigidbody2D>();

private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject.name == "Platform")
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Slpublic class BallCollision : MonoBehavj

[SerializeField] float imp
private Rigidbody2D rbod

ﬁrivate Vector2 direction;

= void Start ()
1
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private void OnCollisionEnter2D(Collision2D collision)

{

if (collision.gameObject.name == "Platform”)

direction = new Vector2(Random.Range(-1, 1), Random.Range(3, 5));
rbody.AddForce(direction * impulse, ForceMode2D.Impulse);
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v ¥ Text (Script)

Text
New Text
Character
Font .+ Arial C)
Font Style _Normal 1)
Font Size 14
Line Spacing 1
Rich Text
Paragraph
Alignment
Align By Geometr| |

Best Fit

Min Size

Max Size
Color
Material None (Material)
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Flusing System.Collections;
using System.Collections.Generic;
using UnityEngine;

usini Unit‘Eniine.UI;

Elpublic class Score : MonoBehaviour {

[SerializeField] private int score;
[SerializeField] private Text scoreText;

public int GameScore
{

get

{

return score;

score = value;
scoreText.text = "Score:

"

+ score;
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Epublic class BallCollision : MonoBehaviour {

[SerializeField] float impulse;
private Rigidbody2D rbody;
private Vector2 directi

private Score score;
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private Score score;

void Start ()

{

rbody = GetComponent<Rigi#Dody2D>();

score = Camera.main.GetConﬁanent<Score>§‘;
5
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private void OnCellisionEnter2D(Collision2D collision)

{
if (collision.gameObject.name == "Platform’
{
direction = new Vector2(R nge(-1, 1), Random.Range(3, 5));
rbody.AddForce(directi pulse, ForceMode2D.Impulse);
score.GameScore += 1;
}
}
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