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#| Assembly-CSharp RigidScript

-lpublic class

void Star‘é ) £ )
}

void Update () {
: § 2 .GetKey( .UpArrow))
{
transform.GetComponent< >().AddForce(0,

.GetKey( .DownArrow))
transform.GetComponent< >().AddForce(0, 0, -1);

.GetKey( .RightArrow))

transform.GetComponent< >().AddForce(1, 9, 9);

.GetKey( .LeftArrow))

transform.GetComponent< >() .AddForce(-1, 9, 0);
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RigidScriptes # X
[#] Assembly-CSharp

RigidScript
—Ilpublic class

float speed = 20;

// Use this for initialization
void Start ()

// Update is called once per frame
void Update () {
if ( -GetKey ( .UpArrow))
{

transform.GetComponent< >().AddForce(@, @, speed);

.GetKey ( .DownArrow))

transform.GetComponent<

>().AddForce(0, 0, -speed);

.GetKey( .RightArrow))

transform.GetComponent< >().AddForce(speed, 0, 0);
.GetKey ( .LeftArrow))

transform.GetComponent< >().AddForce(-speed, @, 0);
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RigidScript.cs # X

Assembly-CSharp RigidScript R Update()
1 = System.Collections;
System.Collections.Generic;

using UnityEngine;

-lpublic class RigidScript : MonoBe

public float speed;

O e ~NOV R WN

=
[an]

// Use this for initialization
void Start () {

}

11
12
14

// Update is called once per frame

void Update () {
if (Input.GetKey(KeyCode.UpArrow)) //LcElF—3ifFhy
{

e

O 0 N O v

=

transform.GetComponent<Rigidbody>().AddForce(@, 0, 1);
}
if (Input.GetKey(KeyCode.DownArrow)) //F4<EN—1FTFhr
{

NN
WN R

transform.GetComponent<Rigidbody>().AddForce(@, 0, -1);

N
»

}
if (Input.GetKey(KeyCode.RightArrow)) //AEN4—IH T
{

NN

transform.GetComponent<Rigidbody>().AddForce(1, @, @);

[}

}
if (Input.GetKey(KeyCode.LeftArrow)) ///-<EN+—1F B
s

N %)
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W
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]
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RigidScriptcs # X

<#| Assembly-CSharp

RigidScript
void Update () {
if ( t.GetKey( .UpArrow)) //.t
{

transform.GetComponent< >().AddForce(0, 0, 1);

-.GetKey ( .DownArrow)) //TFREDF—IF K

transform.GetComponent<Rig >().AddForce(0, 0, -1);
.GetKey( .RightArrow))
transform.GetComponent< ()

.GetKey( .LeftArrow))

transform.GetComponent< >(

~ | @ Update()

pos =

pos.y += 2.5f;
pos.z -= 3.0f;
/ELS)ILF—hS [Main Cameral &UL\DEH]

camera =

.transform.position;

)GameObjectZ 1
.Find("Main Camera" ),
camera.transform.position = pos; //J1 XA SODNE %1}
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