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if(fura

anim. SetBool (" isDi.

if(fura
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true)

anim.SetBool("isDizzy", fa
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StartCoroutine("wait"

numl = Mathf.Floor(Timer);
TimerText.text = numl.ToString() + "¥";

if(Timer >= 0)
{
Timer -= Tine.deltaTine;

else if(Timer <= 0)
{
Timer = 0;
resCanvas.enabled = true;

if (Input.GetMouseButtonDown(0))
sky = Score / 400;
skyg = sky + fly_move.skyg_f + run_move.skyg_r;
skyText. text = Mathf.Floor(sky).ToString();
skygText.text = Mathf.Floor (skyg).ToString();
howtoCanvas.enabled = false;
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