I

Unity afpe 25 3 Y — 2 3 — REMEN

BEERE 15024147, B2 ik

ER%H:2017 £ 11 H 8 H

1 FIR6 Hr%fEs 5

# 1 A Transform %€

’ | position H scale
X v zZ X |y | z

Cube 0]05| 25301 1
Cube2 0]05(-25|30|1] 1
Cube3 | 15| 0.5 0 111151
Cubed | -15 | 0.5 0 111151
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# 2 BRO transform &

’ | position ‘
X y z
Sphere 005110

Sphere2 0505 |11

Sphere3 | -0.5 | 0.5 | 11

Sphere4 -1105 |12
Sphereb 0]05 112
Sphere6 -1105 |12

Sphere7 1.5 0.5 |13

Sphere8 0.51]05 |13

Sphere9 | -0.5 | 0.5 | 13

Spherel0 | 1.5 | 0.5 | 13
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using System.Collections;
using System.Collections.Generic;

using UnityEngine;
public class RigidScript : MonoBehaviour {

public float speed;
public float dgr = 0;
public int power = O;

// Use this for initialization
void Start Of

}

// Update is called once per frame
void Update () {

Vector3 pos = transform.position;




[/ AR—RF — %4 L 7=FFDAIE
if (Input.GetKeyDown(KeyCode.Space))
{
power = 0;
}
[/ ZAR—2F =% L TWBEDLE
if (Input.GetKey(KeyCode.Space))
{
power++;
}
[/ AR—RF—%REL B, R—IJIL&$D
if (Input.GetKeyUp(KeyCode.Space))

{
Vector3 v= Camera.main.transform.position;
vV -= pos;
v *= power * -1;
v.y = 0;
transform.GetComponent<Rigidbody> () . AddForce(v) ;
}

//EREF—#HTER, HR%z07

if (Input.GetKey(KeyCode.LeftArrow))

{
Camera.main.transform.RotateAround(pos, new Vector3(0, 10, 0), -0.1f);
dgr += 0.1f;

}

//EREF—HTER, fiRzOY

if (Input.GetKey(KeyCode.RightArrow))

{
Camera.main.transform.RotateAround(pos, new Vector3(0, 10, 0), 0.1f);
dgr -= 0.1f;

[/ AXZDFHRUBDEE ERE

float d = (2 * Mathf.PI) * (dgr / 360);
float x = Mathf.Sin(d);

float y = Mathf.Cos(d);

x *= 10f;

y *= 10f;

pos.x += x;

pos.y += 10f;

pos.z -= y;

Camera.main.transform.position = pos;




