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void Update () {
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void Translate(Vector3 V)
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4 public class MyScriptl : MonoBehaviour {

5 int counter = 9; //EEL] _7L/ LDEMW

6 float plus = 0.1f; //17 L —AICHMTEEE

7 :

B void Start () { Myscrlptl' CS

9 }

10

11 void Update () {

12 Vector3 p = new Vector3 (8, 0, plus);

3 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);

Transform

void Rotate(Vector3 v)

this.transform.Rotate (v);

void xLog(Object obj)
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Debug.Log (this.transform.position); BOREE I I cERL
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void Start () {

}

void Update () {
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float dx
float dy
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Vector3 s = this.transform. localScale;
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dy %= -1;
}

§.X += dXx; S.y += dy;

transform. localScale = s;
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bool *GetMouseButton(int n)

N DA TWSRE, true

bool xGetMouseButtonDown(int n)
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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,@,updvel));

}

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

}

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

}

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

}
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ass MyScript6 : MonoBehaviour

public Vector3 erot = new Vector3 (); tranSform-rOtation = erOt; —/
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orivate Quaternion qrot; TRIS—ERBIEITER! ! EITHa R

float qrot_x,qrot_y,qrot_z,qrot_w;

oid Start(){}

void Update(){
his.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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