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void Update () {
Debug.Log (this.name + +
this.transform.position.x);

}
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void Translate(Vector3 v) J :nt%
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4 public class MyScriptl : MonoBehaviour {

5 int counter = 0; //EE Lﬁ_7l/ LMODEE

6 float plus = 0.1f; //17 L —AICHTEEE

7 .

E void Start () { Myscrlptl' CS

9 }

10

11 void Update () {

12 Vector3 p = new Vector3 (8, @, plus);

E this.transform.Translate (p);

14 CNTHOK! |

15 // float zval = this.transform.position.z + plus;

16 // this.transform.position = new Vector3 (0, @, zval);

17

18 // this.transform.position.z += plus;| NG |
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public class MyScript2 : MonoBehaviour {

public float plus 0.1f;

")

void Start () {

}

void Update () {

Vector3 v = new Vector3 (plus, 0f, 0f);
this.transform.Rotate (v);

Debug.Log (this.transform.position);
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public class MyScript3 : MonoBehaviour { %TT%D%

float dx = 0.01f;
float dy = -0.01f;

void Start () {
}

void Update () {
Vector3 s = this.transform. localScale;

if (s.x > 3 || s.x < 0. 1) { cube D x#H (Yﬁﬂﬂ) fE=x
dx %= _1, hY, 0.1K7E 3 % LM E3. oot
} Dj(§<7"d~’)7.l_b KEHD

dy *= —1;
}
S.X #+= dX; S.y += dy;
transform. localScale = s;

} ' MyScript3.cs
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bool *xGetKey(KeyCode key)
keyh X N TWL S, true

KeyCode.RightArrow
KeyCode.Space

bool *xGetKeyDown(KeyCode key)

keyz# U fc & EIC—ETIT, true

bool xGetKeyUp(KeyCode key)
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Input

bool *GetMouseButton(int n)

N DA TWBE, true

bool xGetMouseButtonDown(int n)
NIz U & EIC—ERIT, true
bool *xGetMouseButtonUp(int n)

N AZzBEUIERIC—ELT, true

GetMouseButton GetMouseButtonDown

GetMouseButton
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public class MyScript5 : MonoBehaviour {

public float updvel = 0.1f;

void Start () {
}

void Update () {

if (Input.GetKey (KeyCode.UpArrow)) {
transform.Translate(new Vector3(9,9,updvel));

}

if (Input.GetKey (KeyCode.DownArrow)) {
transform.Translate(new Vector3(0,9,-updvel));

}

if (Input.GetKey (KeyCode.RightArrow)) {
transform.Translate(new Vector3(updvel,©,9));

}

if (Input.GetKey (KeyCode.LeftArrow)) {
transform.Translate(new Vector3(-updvel,9,0));

}
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Quaternion ’ o [MyCube [JStatic «

: Tag | Untagged $ | Layer| Default s |
Quaternion xEuler(Vector3 euler_rot) YL o S
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cript6 : MonoBehaviour

public Vector3 erot = new Vector3 (); tranSform-rOtation = erOt; e I A
I ‘ ‘ ' I ’ — o N i
private aternion qrot; 'Z“(,d:I7—t73.%Z. t‘(—;i% ' ! ;%El%

float qrot_x,qrot_y,qrot_z,qrot_w;

oid Start(){}

void Update(){
this.transform.rotation = Quaternion.Euler(erot);
qrot = transform.rotation;
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grot_x = qrot.x; qrot_y = qrot.y;
qrot_z = qrot.z; qrot_w = qrot.w;
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l @ = Quaternion. Euler(@) ’

@ = @ eulerAngles;

A5 —A

@ X 84.23003 Y O 'Z0




