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

using UnityEngine;

public class Test : MonoBehaviour

{

private float speed = 1.0f;
private int number = 1;
private string textChangeName = “Sample Text”;

//Start is called before the first frame update
void Start( )

{
number = (int)speed;
Debug.Log(textChangeName);
}

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

}

void TextChangeName

{

}

]
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private float speed =1.0f:
int number =1;
string testChangeName =" Sample Text";

X number = speed;
(O number = (int)speed;

testChangeName
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TestChangeName
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void Start( )

{

}

number = (int)speed,;
Debug.Log(textChangeName);

number = ChangeSpeed(1);

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

{
}

AN

void TextChangeName

{
}
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private int ChangeSpeed (int plusNumber )

{

int =1, <

RUE: COREMMNERITRTE
T ELEEFINE DT 32 RTLENH D
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| =1+ plusNumber

return |; &return CTRARZIR TLTIRY]
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CHI7AINAEBELEEOF T4 IR Player X9 Tk Player RSB R E —K

Zl \Vn{ A
S E CiRERfE using System.Collections; 77 RRISHRRASL l
using System.Collections; using System.Collections.Generic; EHE IR
using System.Collections.Generic; using UnityEngine; . - =
using UnityEngi - public float speed = 1.0f;
CHDITA V% é”i;& public class Player : MonoBehaviour speedELVSIEH D EEIZEHL.0EHA
public class Test’: MonoBehaviour { P > - '
{ —> publicfloat speed = 1.0f;
// Start is called before the first frame // Start is called before the first frame update
update E]’k void Start() .
void Start() Sk { if(Input.GetKey(KeyCode.LeftArrow))
( , \ EEREDF—a—R AN
CRBER1ERT. { HofEnt }
} O—kF=E il "
// Update is called once gor frame |f(th|s.transform.p05|t|on.x > -4) ‘
// Update is called once per frame void Update() player DI ExM-4 KLY KEIFIX
void Update() | BE %4 { BIYRAEIICHNIE
{ CIL— LBz Yo En-a0—FE — |{f(|nput.GetKey(KeyCod:?u(rrow))
} =it if(this.transform.position.x > -4) AR —
} /this.transform.position += Vector3.left * speed * Time.deltaTime;
}
—) |if(Input.GetKey(KeyCode.RightArrow))
{
_ - _ _ if(this.transform.position.x < 4) AXH*—
this.transform.position += Vector3.left * speed * Time.deltaTime; this.transform.position += Vector3.right * speed * Time.deltaTime;
playerD I EIZRAE—FETL—LRBDBEMZRITH A i
I EA BT S !
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Ball : MonoBehaviour

{ S BallDHEFTHER S
public floatspeed = 1.0f;
private Rigidbody myRigid;
// Start is called before the first frame update

void Start() Ball Ball DAV iR—R 2 Ml Z [LtransformZi &) A DRigidbody D [EHE EH>TE T,
{ / / myRigidZH AT 5
myRigid = this.GetComponént<Rigidbody>(); HDOE—FK

myRigid.AddForce((transform.forward + transform.right) * speed, ForceMode.VelocityChange);
} NEMAD

RIRILRIAREREARDEYEROHAIARICTIDRAE—FD A)
// Update is called once per frame
void Update()

{
}
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Block : MonoBehaviour

{
// Start is ca

void Start()
{

}

// Update is
void Update
{

}

private void

{

lled before the first frame update

called once per frame

()
EHRELEBICUTOI—FZEETTS

/

OnCollisionEnter(Coltision collision)

Destroy(thvis.gameObject),

}
}
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