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void Start()

{
Light light = GetComponent<Light>();
light.lightMapBakeType = LightMapBakeType.Mixed;
light.type = LightType.Area;
light.shadows = LightShadows.Soft;
light.range = 5f;

}

void Update()

{
GetComponent<Light>().intensity = Mathf.PerlinNoise(Time.time, O0);
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D light.typeS LightType.PointE &%
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error CS1624: The body of ‘CustomAnalytics.LevellLoading()’ cannot be an

iterator block because ‘void’ is not an iterator interface type

void LevelLoading(){
AsyncOperation async = SceneManager.LoadSceneAsync(“Level 017);

while (!async.isDone)

{

yield return null;

0l 2FE oi&6teSH T2 = HHE A ol OF EHLIDF?

A yield return nullsS yield return WaitForSeconds(0)2 Bl&H

AT

B void LevelLoading()S IEnumerator LevelLoading®@ & B4

C SceneManager.LoadSceneAsync(“Level 017)E

Application.LoadLevelAdditiveAsync(“Level 017)& HZ

Dwhile (!lasync.isDone)2 while (!lasync.allowSceneActivation)@& BH&H
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