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GameDirector.cs X
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Users > ushisawanorihiko > unity > Golf > Assets > GameDirector.cs zegmemne : .
Main Camera
1 Lsing System.Collections;
using System.Collections.Generic;
using UnityEngine; i
using UnityEngine.UI; i

ublic class GameDirector : MonoBehaviour

{
GameObject ball; s o ek 3
GameObject flag; } r'-k )bjrﬁﬁJrUUO)azﬂﬁﬁfﬁ

GameObject distance;
void Start() [AR—ILITIEIZRDIFT
{ Z DXEEZRG

this.ball = GameObject.Find("ball"); }
is.flag = GameObject.Find("flag");
is.distance = GameObject.Find("Distance");
}

/joid Update()
{ .
length = this.flag.transform.position.x - this.ball.transform.position.x; * Favories o [Aszcts

O, All Materials

if (length >= 0 O, All Models

Q, All Prefabs

this.distance.GetComponent<Text>().text = "|d—JL&E Q" + length.ToString("F2") + "m";

else A0GamelZL THBAE»Z VUV ITHELUTORT
this.distance.GetComponent<Text>().text = "_m”; — :
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'Ada Component
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O, All M

@@ Assets
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BallController.cs X

sers > ushisawanorihiko > unity > Golf > Assets > BallController.cs

using System.Collections;
using System.Collections.Generic;

1

using UnityEngine;

BallController : MonoBehaviour

L speed =

0 ;

Vector2 startPos;

oid Start()

0id Updatel()

RO17DREERD]

if (Input.GetMouseButtonDown(0)

else if

CEESVAPPI%E s

1is.startPos = Input.mousePosition;

Input.GetMouseButtonUp (@)

RoRZRLER

Vector2 endPos = Input.mousePosition;

t swipelLength = endPos.x - this.startPos.Xx;

.speed = swipelLength / 500.0f;

pREEL]

GetComponent<AudioSource>().Play();

transform.Translate

.Speed, 0,0);

.speed *x= 0.98f;

191EE2L TcodeZ R TE

QGamelZLTH4Y%»>



