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void Update()
{

this.delta +=Tine,deltaTine;
1f (this.deltaythis, span)

{
this.delta = 0;

GameObiject go = Instantiate(arronPrefab) as Gamelbject;
int px = UnityEngine.Random. Range(-6, 4);
go.transform.position = new Vector3(px, 7, );
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float px = UnityEngine.Random, Range(0.6f, 100.6f);
1 (px <= 10.0f)
{

countText. text = "ASE0(")';

count = count + 10000,

¢ = count,
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cText.text

— C + ||Fq!|5
script.attak =

count;

¥

else if (px >= 11.8f && px <= 58.0f)

1
countText.text = "HZ0D (A",

count = count + 1008,

Cc = count;
cText.text = ¢ + "A";
script.attak = count;
}
else
{
countText.text = "/ AL (20%)";
count = count;
Cc = count;
cText.text = ¢ + "AH";
script.attak = count;
}
}
}
}
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