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[locTaHOBKa 3agayu

Co3spatb Urpy, NErkyto B yrpasrieHnn, HO TPEOYIOLLLYHO NMOrMYEeCKUX

pa3MbILLNEHNN OT UTPOKa.

CoBmecTUTb nnaTgopmep ¢

- NabUPUHTOM

[1nsi noMoLLmM UIPOKY C MPOXOXAEHNEM

Vrpoky TpebyeTcs 3anoMuHaTth
1 U3y4aTtb KapTbl YPOBHEWN MO
Mepe NPOXOXKAEHUS

YPOBHEN

[obaBUTb MHTEPECHbIE

| KBEecCTbl




Pa3sumue namsmu, HUMaHUS, cCKopocmu peakuuu u
J10eU4eCKOcO MblwrieHus

Pa3sernekambcs U Hacrax0ambCs KpacusbIMu sudamu

CT9H Jln, aBTOp NereHaapHbIX
KOMWKCOB Marvel:

«PaHbwe MHe 6b15710 cmbIOHO 3a MO, YMO S 06bIYHbIU
asmop KOMUKCO8, 8 Mo 8peMsi Kak Opyaue cmpousiu
Mocmbl unu oenanu Kapbepy 8 meduyuHe. Ho nomom s
Ha4asi MoHUMamak: pa3eriedeHusi — 00Ha U3 8aKHeUwux
geuwjel 8 Xu3Hu itodeu. bes Hux nrodu bkl ywinu 8
aI1y6oKyro oeripeccuro. »




dunanyeckasa moagenb NepcoHaxa

public class Player3Controller : MonoBehaviour

{
public float speed; v Player Controller (Scrip @ 3¢ i
public float jumpForce; ‘ ‘ BF
private Rigidbody2D rb; ' Speed 10
private bool isGrounded; \ Jump Force 13
public Transform feetPos; Feet Pos A feetPos (Trans ©
public float checkRadius; Check Radius 0.6
—— Whatls Ground Ground v
public LayerMask whatlsGround; _
Check Radius S 0.6
private bool isSymmetry;
What Is Symmetry  Symmetry v
public float checkRadiusS;
/

public LayerMask whatlsSymmetry;

private void Start() {rb = GetComponent<Rigidbody2D>();}

private void FixedUpdate(){rb.velocity = new Vector2(1 * speed, rb.velocity.y);}




if (isGrounded == true && Input.GetKeyDown(KeyCode.Space))

{

rb.velocity = Vector2.up * jumpForce;

/3
YPOBEHb

private void Update()
{

isSymmetry =
Physics2D.OverlapCircle(feetPos.position, checkRadiusS,
whatIsSymmetry);

isGrounded =
Physics2D.OverlapCircle(feetPos.position, checkRadius,

whatIsGround);

if (isSymmetry == true)
{

speed = -1 * speed;

if (isGrounded == true &&
Input.GetKeyDown(KeyCode.Space))

{

rb.velocity = Vector2.up * jumpForce;






dunanyeckaa mogenb nepcoHa)xa 2

YPOBEHb

Apaads

o  _

speedy

public LayerMask whatlsGround;
public LayerMask whatlsSymmetry;
public LayerMask whatlsLeft;
public LayerMask whatlsRight;

public LayerMask whatlsDown;

rb.gravityScale *= -1;

speed

Bce cTtpenkn
MEHSIOT
HanpasrieHue:

speed *=-1;
speedy *=-1;







CTpyKTYypa urp

EpaBHoe

MEHIO

YaaneHue nporpecca

Bbixoa ¢

COXpaHeHMEeM




CTpYKTypa UrpBfrrepder

‘FnaBHoe

MEHIO

-

HaCTPOWK

7

KapTa ypoBHS, ecnu

AOCTYMHa

2
YPOBEHb

[lepesanyck
CLEHbI

vynoaDpLia
leUDI'IH




CTPYKTYpa UrPbl |2 yposex:

N3ameHeHne n CcoXpaHeHune nosnunm
UrpoKa

KBecT:
«lewepa»

Scene
“Special”

HauaTtb
3aHOBO




CTPYKTYpa UTpbItyrosex:

wcon | BY)

if (number <= 40)

{
Panellevel.SetActive(true);
if (IPlayerPrefs.HasKey("map"))
c

PlayerPrefs.SetInt("map", 2);

e if(number<= 45)
Panel239.SetActive(true);

e if (number <= 50)
Panelleve

if (IPlayer
{

etActive(true);
-HasKey("map"))

PlayerPrefs.SetInt("map", 3)

if (PlayerPrefs.GetInt("map")
‘
&

PlayerPrefs.SetInt("map”, 5);

if (number <= 80)

PanelAnim.SetActive(true);
S -

#3 RandomMount

KapTa

KBecrT: «[lewepa»

euon | M)

[ns Hayana, CMOXeLlb NN Tbl
OTBETUTb Ha BONPOC -

ae Tbl?

AHnmauus,
paboTa c

OCBELLEeHNEM

Beoa n nposepka
OoTBETa

5 BO3MOXHbIX NCXO40B,
70% - Nnpn3oBble

number

Random.Range (0, 100);

BbIXOA ‘))

Xa-Xa-xa
Tol npasga ayman 4To Tak NpoCTO CMOXeLb
YHECTM Moy COKpoBUILa?!

BbiGepu oauH U3 KpUCTannos, U NycTb cyAbba
pewwut yl}iﬂelﬂb A Tbl CEroAHA C NYCTbIMU pyKamu.




CTPYKTYpa Urpbl2sposess |

KBecTt
«[Manga»

-auarnoru
-BBOJ OTBETa

-Npu3bl

using UnityEngine.UI;

public class Scorelist : MonoBehaviour

{

public Text textScore;
int a;
void Start()
{
if (!PlayerPrefs.HasKey("ScorelL"))
{
PlayerPrefs.SetInt("Scorel", 0);
textScore.text = "0";

¥

else
{
a = PlayerPrefs.GetInt("ScorelL");
textScore.text = (a).ToString();
¥
¥
private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject.tag == "Player")
f
a = PlayerPrefs.GetInt("ScorelL");
textScore.text = (a + 1).ToString();
PlayerPrefs.DeleteKey("Scorel");
PlayerPrefs.SetInt("ScorelL", a+l);

CyeTuuK
COBpaHHbIX




CTpYyKTYypa Urpbl [3yeosex

[MopTansbl

N3meHeHune
No3nL KN UrPOKa

g e et P e, C“

v

- public class Teleport : MonoBehaviour

¥
i
public Transform pos;

public GameObject obg;

private void OnTriggerEnter2D(Collider2D obg)
'

1

obg.transform.position = pos.transform.position;

Scene «End»




[Tomep paboTbl [Mopra
)

; -




BO3HuKLWINE 3aTpyaAHEHUS

- n3nKa nepcoHaxka Ha 2 ypoBHe
* COXpaHeHne Nno3nuun nrpoka B 1 ypoBHe

* nMpnaymMmbiBaTb HOBblIE€ UOAEUN OJ14 KaXXO0ro YpOBHHA
* MPOPUCOBKA BCEIO CaMOCTOATEJIbHO
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