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OcTaHOBKa BpeMeHM

MeHI0 May3bl MOABNAETCA U
McyesaeT Mo HAXXaTUK KHOMOK?
OTNMNYHO!

Tenepb Mbl peanmayemM OCTaHOBKY
BpeMeHW BO BpeMda nay3bl, UTOOb
UIPOK MOr B 1to6oe BpeMs
OTB/1€YbCH OT UTPbI, HE TEePAa CBOW
nporpecc

PaboTa Co BpeMEHEM — OYEHDb
NnpocTa B Unity

Bpems He
OCTaHOBNEHO

Bpewms
OCTaHOBNEHO

MpoaomknTe Urpy

Hauartk 3aHoro

@ B rnaeHoe MeHio
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OcTaHOBKa BpeMeHM

3anycTuTe Urpy 1 npoBepbTe
pe3ynbrar.

Bbl TaK)Ke MOYKeTe
mcrnonb3oBaTb timeScale He
TONMbKO A4 May3bl B MEHI0, HO
M 3aMenNnsaTb/ycKopsaTb eé oT
6OHYCOB, Bparos M T.A.




[laBanTe oTAOXHEM!



PecTapT YPOBHSA

Cnepytollee, YTo Mbl cerogH4
choenaeM — 3To akTUBUMPYEM
KHOMKY pecTapTa Urpbl, YTOObI
B JIIOB6OM MOMEHT UFPOK MOT
HavyaTb MPOXOXKAeHWe YPOBHS
3aHOBO

N kak MmHe

oTcioa

[lopon B Urpax nrpok BbIGpaTbCs?

nonagaeT B 6€3BbIXOAHYO
CUTYaLUIO, UK YKe coBeplLUaeT
OLLMNOKY M3-3a KOTOpOW byaeT
ObICTpEEe HayaTb YPOBEHb C
Hyng




PecTapT ypoBHSA

[nsa peleHmna stom
Npo6eMbl Mbil
MNOOKTOUYMM KHOMKY
«HayaTb 3aHOBO»
(Restart) MPonomKUTL Urpy

HauaTtk 3aHoro

B rnasHoe mMeHo
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PecTapT YPOBHSA

Kak 3aKoH4YMTe, MpoBepbTE,
paboTaeT N PyHKLMA
pecTapTa




rmaBHoe M@HIo

TaK »e,
CaMOCTOATEeJ1bHO
nonpobynTe coenaTb
aKTUBHOWM KHOMKY «B MpomomkuT urpy
MNMaBHOE MEHIO»,
KoTopaa ébynet Haats 3aHoro
OTKPbIBATb MaBHOE
MEHHIKO MO Ha>XXaTHntro B rnasHoe MeHIo




dononHuUutTenbHoOe 3ajaHMe

BbimonHWNWM BCe 3agaHnNg?
[MonpobynTe CaMOCTOATENTbHO
CO30aTb TabMUKY MO HaLLUM
MHCTPYKLMNAM!

Ccbl/IKa Ha AOMNONTHUTENbHbIN

MaTepnall

https://drive.google.com/drive/folders/1V3X8IPZFtNZ
OKE4PCOgFkueoSfrHILWU?usp=sharing




