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(@ Assembly-CSharp - Scripts\first.cs* - MonoDevelop-Unity
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@ Debug | | unity Editor ~|

@ Solution loaded.
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[ Q Press 'Control+,' to search
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v [ First Project (& first » No selection g‘
n E]Assemblyﬁharp 1 using System.Collections; ~ §
» |E References 2 using System.Collections.Generic;
'w Son z using UnityEngine; Q
E o
5 E
6 public class first : MonoBehaviour { EY
7 2
8 int counter = @;
9 float x = of;
10 public GameObject player; 2
11 a
12 void Awake() { 3
13 print (“"Awake Hello"); E
14 } g
15 =
16 void Start () { ®
17 print ("It’s all began!");
18 }
19 2.
20 void Update () { =
21 if (Input.GetKey (KeyCode.UpArrow)) { a
22 transform.position = new Vector2 (transform.position.x, transform.position.y + 8.2f);
23 }
24
25 if (Input.GetKey (KeyCode.DownArrow)) {
26 transform.position = new Vector2 (transform.position.x, transform.position.y - @.2f);
27 }
28
29 if (Input.GetKey (KeyCode.LeftArrow)) {
39 transform.position = new Vector2 (transform.position.x - @.2f, transform.position.y);
31 }
32
33 if (Input.GetKey (KeyCode.RightArrow)) {
34 transform.position = new Vector2 (transform.position.x + 2.2f, transform.position.y);
35 } v

|FA Test Results |4 Errors
GUI Skin
Custom Font
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A Tenepb, AaBanNTe KOAUTDL!
 CosganTte ckpunt CH
A lNMpukpennte ero K 00bLEKTY
1 CospgaunTte aBmxeHUs ans odbbekra no CcTpen

*Ecnun Bce caenaHo => +5 exp

** A CosnaiTe:

3 CkpunT, KOTOPbIN MEHSET LiIBET 0ObEKTa No

Ha)aTuUo Ha KnaBuLK (+4 exp)
\_ / 1 [HobaBb 3apdeKTbl K CBOEMY UIPOKY
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