1 using System.Collections;

2 using System.Collections.Generic;
3 using UnityEngine;

4 using UnityEngine.SceneManagement;

5
6 public class GameManager : MonoBehaviour
74
8 private int numberOfLives;
9 private int score;
10 public int currentLevel;
11 public static GameManager control;
12 private int lastLevel = 2;
13 //as we add more levels, don't forget to increase this™"
14 // Start is called before the first frame update
15 void Start()
16 {
17 control = this;
18 DontDestroyOnLoad(transform);
19 numberOfLives = 5;
20 score = 0;
21 currentLevel = 1;
22 s
23
24 // Update is called once per frame
25 void Update()
26 {
27
28 }
29
30 //called whenever a player DIES
31 public void ResetLevel()
32 {
33 if (PlayerOutOfLives())
34 {
35 EndGame();
36 } else
37 {
38 numberOfLives——;
39 SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex);
40 //actually reset level
41 }
42 }
43
44 public bool PlayerOutOfLives()
45 {
46 return numberOfLives == 0;
47 s
48
49 // this is where we do stuff such as 'game over screen"
50 public void EndGame()
51 {
52 SceneManager.LoadScene(1);
53 }
54
55 public int GetLives()
56 {
57 return numberOfLives;
58 ¥
59

60 public int GetScore()
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1);

{
¥

return score;

public void KillBirb()

{
by

score += 200;

public int GetCurrentLevel()

{
by

return currentLevel;

public void ClearedLevel()

{

}

currentLevel++;
Debug.Log(currentLevel);
if (currentLevel > lastLevel)

{
SceneManager.LoadScene(2);
} else
{
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex +
¥

public void RestartGame()

{

numberOfLives = 5;
score = 0;
currentLevel = 1;



