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void Update () {
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public class MyScript?2

public float plus = 0.1f;
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void Start () {

}

void Update () {

Vector3 v = new Vector3 (plus, 0f, 0f);

: MonoBehaviour {
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void Rotate(Vector3 v)

this.transform.Rotate (v);

void xLog(Object obj)
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public class MyScript3 : MonoBehaviour { :%ETT%DEE:
float dx = 0.01f;
float dy = —0.017;

void Start () {
}

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

if (s.x >3 || s.x < 0.1) { [SUEI22G:EVE MRS
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if (s.y >3 || s.y < 0.1) { EXklEicgcc) e —— e
gy di= =3

}
S.X = dX; s.y += dy;
transform. localScale = s;

} . MyScript3.cs
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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(9,0,updvel));

¥

if (Input.GetKey (KeyCode.DownArrow))
transform.Translate(new Vector3(o,

}

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

if (Input.GetKey (KeyCode.LeftArrow)) {
transform.Translate(new Vector3(-updvel,,0));
}
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Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
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transform.position = hit.point Vector3(0, 0.8f, 0);
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