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LNC ityEngine;
ng UnityEngine.SceneManagement;

lass Control : Mon aviour KOA

rigidbody.velocity = new Vector2 (Random.Range (2.0f, 4

@ /IBnxeHue wapnka

ter2D(Collision2D col)

if(col.gameObject.CompareTag(“”Lose"))
{
@ Pa3pywenue b1oKoB

yceneManager.LoadScene ("Lose");

}

if(col.gameObject.CompareTag("Block"))
{

Destroy(col.gameObject);
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@ Bowmrpbiw

H

if(a == 0)
{

SceneManager.LoadScene("Win");

} @ [lpourpbiw
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= System.Collections;
SceneManager.LoadScene("3"); System.Collections.Generic;
sing UnityEngine;
010 lvlﬂ() =] Patnfouﬂ :- w"‘én‘o-ééhévicur
{
: [SerializeField]
SceneManager.LoadScene("4"); [Range(16€,100€)]
at speed = 5f;
‘LV‘LS() CoobuyeHue Unit
] .e = D1C .()
® Bbibop ypoBHei {
SCzyqer-1ggjag;el\_Loadscene(”S"); transform.Translate(speed * Vector3.right * Input.GetAxi
r }l transform.position = new Vector3 (Mathf.Clamp(transform.
L : }
D »}
= u id lvle() |
v { .
YnipaB/ieH1e nnathopmoit o aas Busing System.Collections;
' p p SceneManager.LoadScene("6"); sing UnityEngine.SceneManagement;
i ¥ System.Collections.Generic;
Ccounoc O using UnityEngine;
= bli id Wvl7() UnityEngine.UI;
{ . . :
SceneManager —— S -xpunT Unity {cceinok Ha pecypcs: 2) | Ceoinok: €
Bb|X0ﬂ' N3 Mrpb| SceneManager.LoadScene("7"); Bpublic class Button : MonoBehaviour
. {
i Lvls() = {, blic void On_Click_Button()
SceneManager.LoadScene("lvl menu");
SceneManager.LoadScene("8"); } -
B! public void Exit()
oid 1v19() {
Application.Quit();
}
SceneManager.LoadScene("9"); B!

vlie()
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Wrpa BbITNSIAUT CKYYHO 11 HEKPacHBO Mbl MOXEeM HabI0AaTb KAK B JIyYLLIYIO
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My3bika

Moit BbIbOp

Steinberg Cubase

FL Studio (6} [porpamMmbl A1

Mad Tracker G}

Pro Tools G}

(g

CO31aHNA

MY3bIKK

(6} Adobe Audition

G} Presonus Studio One

@} Sound Forge Pro

G} Ardour
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