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t force;
2D BirdRigid;

tart()

BirdRigid = GetComponent<Rigidbod >();

te()
f (1 t .GetMouseButtonDown(8))

BirdRigid.velocity = Vector2.up * force;
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System.Collections;
System.Collections.Generic;
ing UnityEngine;

transform.Translate(-speed * Time.deltaTimd, ©,




Busing System.Collections;
ing System.Collections.Generic;

using UnityEngine;

Bpublic class PipeSpawner : MonoBehaviour

public GameObject Pipes;
while (true)

{
yield return new WaitForSeconds(2);
{ float rand = Random.Range(-1f, 4f);

void Start()

} | Destroy(newPipes, 18);

IEnumerator Spawner()
{
while (true)
{
yield return new WaitForSeconds(2);
float rand = Random.Range(-1f, 4f);
Instantiate(Pipes, new Vector3(2, rand, @), Quaternion.identity);
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ing UnityEngine.UI;

int score;
Text scoreText;

scoreText.text = score.ToString();

(Collider2D collision)

f (collision.tag == "Score”
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System.Collections.Generic;
g UnityEngine;
UnityEngine.SceneManagement ;

id Restartlevel()

zer . LoadScene(SceneManager .GetActiveScene() .name) ;
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