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public void OnPush()
{
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SceneManager. LoadScene(”"MainScene”) ;
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine. SceneManagement;

public class BackButtonController : MonoBehaviour
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// Start is called before the first frame update
void Start()

{

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

public void OnPush()
{

SceneManager. LoadScene("Title”);
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On Click ()
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private void OnCollisionEnter2D(Collision2D collision)
{
if(collision.gameObject.tag == "Enemy”)
{
ContactPoint2D contact face = collision.contacts[0];
Debug. Log(contact face.normal.y);
if (contact face.normal.y >= 0.7f)
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{
Destroy(collision.gameObject);
} else
{
Destroy(gameObject);
}
} else if(collision.gameObject.tag == "Goal”)
{
//T— LA
SceneManager. LoadScene(”"ResultScene”);
}
if(collision,gameObject. tag == "map”)
{
is field = true;
}
1
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void Update()

{
if (Input.GetKeyDown(KeyCode.R))
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SceneManager. LoadScene(”MainScene”);
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public class CameraController : MonoBehaviour

{
GameObject player;
void Start()
{
player = GameObject.FindWithTag(”Player”);
}
void Update()
{
this.transform.position = new Vector3( player.transform.position.x+3, player.transform.position.y,-10);
}
}
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Platform

|;| Windows, Mac, Linux
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