Q7AT IR IR D TEY )Y
— Create— C# Script7!)w%

Create
Reveal in Finder
Open

Copy Path

Import New Asset...
Import Package
Export Package...

Select Dependencies

Refresh
Reimport

Reimport All

Update UXML Schema

Open C# Project
View in Import Activity Window

Properties...

Folder

C# Script

2D

Visual Scripting

Shader

Shader Variant Collection
Testing

Playables

Assembly Definition

Assembly Definition Reference

TextMeshPro

Text
Scene

Scene Template
Scene Template Pipeline
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Custom Render Texture

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timeline

Signal
Physic Material

GUI Skin
Custom Font

Legacy
Ul Toolkit

Search
Terrain Layer
Brush

Assets

."o”@ .° =

ball

flag

Q@#-NDT7 AR x—IBallController |ELNVSEARBIIZLET

GameScene

green

NewBehaviou

Scenes

=

ball

BallControl...

Yy 1

flag

GameScene

green

Scenes




@BaIIContIoIIerd)T{:D%?'J wIL T
UFDES(=a—REA A code TR R RES Ut BEAR L BT B A SR L T
+ BallController.cs X TRDIRBOELiERLET

Users > ushisawanorihiko > unity > Golf > Assets > C¢# BallController.cs %@EE%& %%:)L?ﬂ'\—)bdﬁﬁfﬁtbi?

1 Lsing System.Collections;
using System.Collections.Generic;

using UnityEngine; ‘
public class BallController : MonoBehaviour

y else if (Input.GetMouseButtonUp(0)
float speed = 0 ;

Vector2 startPos; Vector2 endPos = Input.mousePosition;

float swipelLength = endPos.x — this.startPos.x;

this.speed = swipelLength / 500.0f;

void Start()
{

by

void Update()
{

| ‘ transform.Translate(this.speed,9,0);
_ this.speed *= 0.98f;
if (Input.GetMouseButtonDown (@)

| |

this.startPos = Input.mousePosition;
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