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PAUGL LATeCilNopavll
oublic float startTimeBtwSpawn;
oublic float decreasaTime:
oublic float minTime = @.65f;

vold Updata()

{
i1 (timeBtwSpawn == 0)
{
int rand = Randcm.Range (@, obstacleFattarns.Length):
Instantiata(obstaclaPatterns[rand], transforry.positii
timaBtwSpawn = startTimeEtwSpawn:
if (startTimeBtwSpawn > minTima) {
startTimeBtwSpawn -— decreaceTire:
}
alse {
timeBtwSpawn == Tima.deltaTime:
}
t )

S;'ster Collections ;Ger eric;
using UnityEmgine;
using UnityEmgine.Scen=Nanaverent;

public class Restart : NonoBehaviour {

void Update()

{
if (Input.GetKeyDown(KeyCode.R)) {
SceneMznager.LoadScene({SceneManzger.GetActiveSce ui

}

} Systern.Collections;
Syster.Collections.Generic;

ler. Collections; vsing UnityEngine;

ler. Collections.Generic;
LyEngine;

public class Destroyer : MonoBehaviour

355 Obstacle : MonoBehaviour { sublic float Lifetime:

o dnt demsge = 1;
float speed; {

void Start()

Destroy(gamelbject, lifetime);
- GameObject effect; yig ] '

- GameObject sxplosionSound;
void Update()

ransform. Translate(VectorZ, left x speed * Tine.deltaTime);

void OnTriggerEnter2D(Collider2D other)

( (other.CovpareTao("Player)) (
Instantiate({explosionSound, transform.position, Quaternion.identity);

Instantiate(effect, transform.position, Quaternion.identity);
other.GetComponent<?layer>().health == damzge;

De=bug . Log (other.GetComponenteP Layers (). health);
Destrovinamebh iect ) -

using UnityEmgine;

public class Repeating®G : MonoBehaviour {

Systern.Collections;
Systern.Collections.Generic;
iing UnityEngine;
iing UnityEngine,UI;

sublic float speed;

iblic class ScoreManager : MonoBe
sublic float endx;
oublic float startx; oublic inl score;
sublic Text scoreDisplay;
void Update()
( void Update()
transform. Translate(VectorZ. left x speed * Tine.deltaTime); {
scoreDisplay.text = score.
if (transform.position.x <= endx) { }

Vector? pos = new Vector2(startx, transform.position.y);

trans fory. position = pos; void OnTriggerEnter2D(

if (other.CorpareTag("0bst
SO ME-;
D=bug.Log(score);

LUSI0g nITyEngine . Ul

pubhlic class Player : MonoBehavio

7"‘

arivate Vector? targetPos;
aublic float Yincrement;

aublic

Syster.Collections;
Syster.Collections.Generic;
using UnityEngine;

public class SpawnPoint : MonoBehaviour (

s
mi ght; I :

int health = 3; {

sublic GameObject obstacle;
void Start()

Instantiate(obstacle, transform.position, Quaternion.identi

ihlic GameOhject affect; }
ihlic Text healthDisplay;

ihlic GameObject game(ver;
ihlic GameObject jellySound;

“ivate vaid Update()
healthDisplay.text = health.ToString[);

if (health <= a) {
gamellver.SatActive(trie);
Destroy(gamedbject);

}

transform.position = Vector?.MoveTowards (transforn.position, tarpetPas, speed * Time.d=ltaTime);

if (Tnput.GetKeyDown(KeyCode.UpArrow) &5 transforn.pasition.y < maxHeight) {
Instantiate(jellySound, transfarm.position, Quaternion.identity):
Instantiateleffect, transform.position, Quaternion.identity);
targetPos = new VYectorZ? [transfarm.position.x, transform.position.y + Yincrement);

} else if (Tnput.GetKeyDown [KeyCode.DownArrow) &8 transform.position.y > minHeight) {
Tnstantiate(jellySound, transfarm.position, Quaternion.identity):
Instantiateleffect, transtorm.position, Quaternion.identity);
targetPos = new VYectorZ [transfarm.position.x, transform.position.y — Yincrement);
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