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using System.Collections;

public class GameControllerScript : MonoBehaviour using System.Collections.Generic;

Bl { ; NP
public UnityEngine.UI.Text scoreText; . [ o
public UnityEngine.UI.Text scoreText2;
public GameObject EnemyEmiter; public class BragScript : MonoBehaviour
public GameCbject AsteroidEmiter; {
public GameObject BossEmiter; public GameObject asteroidExplosion;
public GameCbject playerExplosion;
public float rotationSpeed;
public int score = 0; public float minSpeed, maxSpeed;
ublic j ; //Yem crpenzp
public static GameControllerScript instance; gubi;c g:zigi;:z: 1:::§§2222; 5
" e . N public GameObject lazerShot3; //Yem crpenap
public void incrementScore(int addition) public GameObject lazerShotd;
7 { score += addition; //y=emrummaem score e L W
scoreText.text = "Score: " + score; pubilia Trunsform: rightyn;
S COTCTORE . baxt m ww _{aanta public Transform Frontgun; //M= xaxolt Mosuwmsi CTPENAD
L } public Transform Backgun;
public int ScoreMin;
public int ScoreMax;
void Start() public float shotDelay; // Zamepzxa =BmCTpenos
= {

instance = this; float nextShot2;

'y

// Update is called once per frame
void Update()

= {
E if (score > t0)
) {

EnemyEmiter.SetActive (true) ;

void Start()

{
Rigidbody Enemy = GetComponent<{Rigidbody>();
Enemy.angularVelocity = Random.insideUnitSphere * rotationSpeed;
Enemy.velocity = Vector3.back * Random.RandomRange (minSpeed, maxSpeed);

L ) }
if (score > 1000)
=] { void Update()

EnemyEmiter.SetActive (false) ;
AsteroidEmiter.SetActive (false);
BossEmiter.SetActive (true) ;

{
if (Time.time > nextShot2)
{
Instantiate(lazerShot, leftgun.position, Quaternion.identity);
nextShot2 = Time.time + shotDelayJ
Instantiate (lazerShot2, rightgun.position, Quaternion.identity);
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