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Difference between Original and Final
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https://unitylist.com/p/suy/Endless-Runner
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How to and Will do
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How to and Will do
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How to and Will do
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How to and Will do

void Update()
;
1

if {(null != GameObject.Find("OverPane!"})
:
!

audio. Stop();




How to and Will do
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How to and Will do

v |:| l¥f Canvas Scaler (Script)

UI Scale Mode |_ Scale With Screen Size

Reference Resolution H11920 Y 1080
Screen Match Mode | Match Width Or Height

Game Over..
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Future works
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