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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Enemy : MonoBehaviour

{
// Start is called before the first frame update

public Transform Target;
void Start()
{

}

// Update is called once per frame
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Vector3 Direction = Target.position -
GetComponent<Transform>().position;
float Distance = Mathf.Sgrt((Direction.x * Direction.x) +
(Direction.y * Direction.y));
Direction.x /= Distance;
Direction.y /= Distance;
GetComponent<Transform>().position += Direction *

MoilA| E2F 2= 22lS -
B Time.deltaTime;

AL
= T ALk

>EfZE Jls 2} ,




titles | F=7fet 7|5

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
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public class GameManager : MonoBehaviour

{
// Start is called before the first frame update

void Start()
{

}

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

}

public void LoadGame()
{

SceneManager.LoadScene("Game"i),-
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