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¥ .~ Transform Q@ =
Position X 0 Y0 'z o
Rotation X0 Y0 'Zo
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TR, (EAMIIRIN— LR A3d S 4E R AR, JTIFBa U In—LE1RE RO T,

-
=T

RIS E) T i F R n b A —E R e, USRI,

MEHE, e EA LR AR



XL SL ST g — RN hE e Frde i, RFRA IRt T — A TR, EAMRATE By, 347]
Fhat— SR BIAL, BAE A — AR R BR AT e F2 TR,

REEIT UR AT, 5 RDERISREE T EEEI0.1,



© Inspector

| [Directional Light | [] Static v

© Inspector

™ [Point Light | [ static =

@ Realtime indirect bounce shadowing is not supported for Spot and Point lights.
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= System.Collections;

System.Collections.Generic;
sing UnityEngine;

s playerMovement : MonoBehaviour {
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System.Collections;
System.Collections.Generic;
UnityEngine;

playerMovement : MonoBehaviour {
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vval
hval = Input.GetAxis("Horizontal");
currentHeight = 9.0f;

Input.GetAxis("Vertical");

transform.Translate(hval, currentHeight, vval);

B2, X—U)EME e 2

OB T AR A G/ N, FUR, R FL/R RN ER IC i BE AT /2 38 B, 44 P8 e L2 A4 fHx
G A B XA 7, UG R, TR NS, ErfLlaE R FEE, (A% H —p
P51,

WA RS, Py X S804 350,X, YN 2, (R, T )75 ZAE N MR # A 1A
M, (RAFIIA, AR5 IR B 45,

WAE, 18R T TR O R i B AR

> 1l b

RIEHAW, A, s, d BOLIRE, UERE TR AL,



FEFRHIR G b, AL BIAS IR PR, IR, B ARIS M 7 — /ey, B B LR RILEY
AL,

B, IRINT — 400 A R AR,

AR IR, R FIOR — DNECEIE L, RIS — e, BRS¢, e A]
LIRS Rl S IR PR BIREFr, fERXMEIL T, EJ20.1,

HUR, FRBAT HANHR FL/ARFN FL/RAERIE & BRIREE, DL T 3, — RO o2, R T
TRAOFRALIH L,

HrREEB RN T HT 7R



= System.Collections;
System.Collections.Generic;
using UnityEngine;

Elpublic class playerMovement : MonoBehaviour {

public float speed = 0.1f;

= void Start () {

}

= void Update () {
float vval = Input.GetAxis("Vertical");
float hval = Input.GetAxis("Horizontal");
float currentHeight = 0.0f;
hval = hval * speed;
vval = vval * speed;

transform.Translate(hval, currentHeight, vval);
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v « ¥ Player Movement (Script) @ )
Script playerMovement ©
Speed 0.1

Add Component
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