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1t (collision.gameUbject.name == "Plattorm”)
{

direction = new Vector2(Random.Range(-1, 1), Ran
rbody .AddForce(direction * impulse, ForceMode2D.
score.GameScore += 1;
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private void OnTriggerEnter2D(Collider2D collision)

if (collision.gameObject.name == "Ground")

{

score.GameScore
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Fpublic class StarMove : MonoBehaviour {

[SerializeField] private GameObject star;
[SerializeField] private float TimeStars;

GameObject[] Stars;
public int numberOfStars;
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void Start()
{

Stars =

0
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new GameObject[numberOfStars];




L ?
i HanucaHue ckpunTa O /

IEnumerator SpawnNyushes()
{

for (int i = @; 1 < numberOfStars; i++)
1

¥
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IEnumerator SpawnNyushes()
{

for (int i = @; i < numberOfStars; i++)
{

Stars[i] = Instantiate(star, new Vector3(), Quaternion.identity);
yield return new WaitForSeconds(TimeStars);
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2s()

¢ numberOfStars; i++)

tantiate(star, new Vector3(Random.Ranie‘-9f| 10f=i Random.RanieSGfI 10f), @), Quaternion.identity);
2w WaitForSeconds(TimeStars),
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IEnumerator SpawnNyushes()

{
for (int i = @; i < numberOfStars; i++)
{
Stars[i] = Instantiate(star, new Vector3(Random.Range(-9f, 10f), Random.Range(6f, 10f),
yield return new WaitForSeconds(TimeStars);

while (true)

{

for (int 1 = @; i < numberOfStars; i++)
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IEnumerator SpawnNyushes()

{
for (int i = @; i < numberOfStars; i++)
{
Stars[i] = Instantiate(star, new Vector3(Random.Range(-9f, 10f), Random.Ra 6f, 10f), @), Quaterni
yield return new WaitForSeconds(TimeStars);
¥
while (true)
{
for (int i = @; i < numberOfStars; i++)
Stars[i].transform.position = new Vector3(Random.Range(-9f, 1@f), Random.Range(6f, 10f), 08);
yield return new WaitForSeconds(TimeStars);
}
}
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void Start()

{
Stars = new GameObject[numbe )

StartCoroutine(SpawnNyushes());
} == e )

IEnumerator SpawnNyushes()

{
for (int 1 = @; i < numberOfStars; i++)
{
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Sjpublic class ForStar : MonoBehaviour {

private Rigidbody2D rbody;
Vector3 start = new Vector3(Q, -15f, 0);

private void OnMouseDown()
{

transform.position = start;
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Flpublic class StarMove : MonoBehaviour {

[SerializeField] private GameObject .
[SerializeField] private float Ti L H

Vector3 velocity = new Vector3(9, 0, 0);

float position;

GameObject[] Stars;
public int numberOfStars;
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IEnumerator SpawnhNyushes()

{
for (int i = @; i < numberOfStars; i++)
{

Stars[i] = Instantiate(star, new Vector3(Random.Range(-9f, 1@f), m.Range(6f, 10f), @), Quaternion.i

position = Random.Range(@.3f, 0.6f);
Stars[i].transform.localScale = new Vector3(position, position, position);

yield return new wWal

¥

while (true)

{
for (int i = @; i < numberOfStars; i++)

\
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yield return new WaitForSeconds(TimeStars);

b
= while (true)
{
= for (int i = @; i < numberOfStars; i++)
{
position = Random.Range(@.3f, 0.6f);
Stars[i].transform.localScale = new Vector3(position, position, position);
Stars[i].transform.position = new Vector3(Random.Range(-9f, 10f), Random.Range
yield return new WaitForSeconds(TimeStars);
b
I H
| }
bl
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while (true)

{
for (int i = @; i < numberOfStars; i++)
{

position = Random.Range(@.3f, 0.6f);
Stars[i].transform.localScale = new Vector3(position, positj

Stars[i].GetComponent<Rigidbody2D>().velocity = new Vector3(@, @, 0);
)
Stars[i].transform.position = new Vector3(Random.Range(-9f, 10f), Random.Range(6f, 10f), 0);
yield return new WaitForSeconds(TimeStars);
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usiné UhityEngine;
using UnityEngine.UI;
e

Fpublic class Score : MonoBehaviour {

[SerializeField] private Text scoreText;
private int _gameScore;

public int GameScore

{

get { return _gameScore; }
set

{

_gameScore = value;
scoreText.text = "Score: " + _gameScore;










.............
.........

BRI 3apaHue

Score: 2 T : [Job6aBbTe B CKPUNT CTPOKY,

: KoTopasa npmnbasBuT K
nepemeHHoM gameScore +1,
Korga mbillb KJIMKHET No
3gespge.




0

NMuwem KoAa

Fpublic class ForStar : MonoBehaviour {

private Score score;
e )

private Rigidbody2D rbody;
Vector3 start = new Vector3(@, -15f, 9);
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private void Start()
{
score = Camera.main.GetComponent<Score>();
}
private void OnMouseDown()
{
transform.positioff = start;
score.GameScore += 1;
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