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using UnityEngine;

public class BowlController : MonoBehaviour

{

}

public float speed = 8f; // ¥ B

// Start is called once before the first execution of Update after the MonoBehaviour is created
void Start()

{
}

/I Update is called once per frame
void Update()
{
if (Input.GetKey(KeyCode.LeftArrow)) // EREIF—miRShti-L=
{
transform.position -= speed * transform.right * Time.deltaTime; // Z£ I &)
}
else if (Input.GetKey(KeyCode.RightArrow)) // HRE1F—M s t-L=
{
transform.position += speed * transform.right * Time.deltaTime; / &I &)
Y
}
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using UnityEngine;

public class AppleController : MonoBehaviour

{

public int maxScore = 10; //54 7 D W HAfE

public UnityEngine.Ul.Text scoreText; // AaA7 XR-ADTF Xk

public GameObject gameOver; /| 7 —LFA—N—KRTADA T oI+
public AudioSource sePop; // SEFA M AudioSource

private int score; // %=

/] Start is called once before the first execution of Update after the MonoBehaviour is created
void Start()
{
score = 0; // A7 D#AHAE
Next(); // WAZ DA B 5% E
}

/I Update is called once per frame
void Update()
{
/I Debug.Log("y: " + transform.position.y);
if (transform.position.y <-5) // YA T WNE@ESM ZHT=LE
{
Next(); // WA Z DELEZE#H1E
}
}

NYATHDAT O IEFRLIZEEITEIEIN DAY IR
void OnCollisionEnter2D(Collision2D collision)

{
Il sePop.Play(); // POPZHE 4

score += 1; /| AAF7ZEME
/I scoreText.text = "&<{TA " + score.ToString(); // AA7 %%k~

if (score == maxScore) // AA7 W KIEFBAI-HE
{
/I gameOver.SetActive(true); // 5 — LA —/N\—FK R
Destroy(gameObject); // Y A Z % Bl k&

Y
else
{
Next(); // YA C D BEMEE
}

}

HYAZDEEZDERIET A/ IR
private void Next()

{
gameObiject.transform.position = new Vector3(Random.Range(-6, 6), 4, 0); // L& D #H 1k
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using UnityEngine;

public class BowlController1 : MonoBehaviour
{
public float speed = 8f; // # BE E
private Rigidbody2D rb2d; // Rigidbody2Da>R—3x b
private float playerSpeed; /| FL A ¥ —®DEE
private float moveHorizontal; // KEA R D EIE

/] Start is called once before the first execution of Update after the MonoBehaviour is created
void Start()

rb2d = GetComponent<Rigidbody2D>(); // Rigidbody2D® B 1§
}

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

if (Input.GetKey(KeyCode.LeftArrow))
{
playerSpeed = -speed; // ZIZF &)

}
else if (Input.GetKey(KeyCode.RightArrow))

{
playerSpeed = speed; // HIZ# &
Y
else
{ .
playerSpeed = 0; // {1t
Y
moveHorizontal = Input.GetAxis("Horizontal"); // /K E A RO A HEE

}

I1'IBBEEEICEIENZAYYE
void FixedUpdate()
{
Vector2 keySpeed = new Vector2(playerSpeed, 0); // F—A A5 DIE
Vector2 axisSpeed = new Vector2(moveHorizontal * speed, 0); // ¥—., 5 —L/SyFMSDIE

rb2d.linearVelocity = keySpeed; // X&h D EE K TE
/Irb2d.linearVelocity = axisSpeed; // X&) i%E B 5% T

/Irb2d.AddForce(keySpeed); // X&IZhZEMZ 5
/Irb2d.AddForce(axisSpeed); // X#IZhZEMZ 2
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private void Next()

{
gameObject.transform.position = new Vector3(Random.Range(-6, 6), 4, 0); // L& D #NHA1E
gameObject.transform.rotation = Quaternion.identity; // Y A/Z D El#x % #1#1k
gameObject. GetComponent<Rigidbody2D>().linearVelocity = new Vector2(0, 0); // YA Z DEEZE# 1t
gameObject. GetComponent<Rigidbody2D>().angularVelocity = 0; // YA Z D A& Ex ¥ 1t

}
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public float speed = 8f; // FEEhERE

void Update()

{

[Tif(Input.GetKey(KeyCode.LeftArrow))// £ RENF—hSiRENf-&Z
|

- transform.position -= speed * transform.right * Time.deltaTime; // %% %)
B :

[Telse’if (Input.GetKey(KeyCode.RightArrow))// 5 X1 —h\iRSnf=EE

|

- transform.position += speed * transform.right * Time.deltaTime; // 1= &)
o
}
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public float speed = 8f; // B H)ERE
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transform.position -= speed * transform.right * Time.deltaTime; // ZIZ# &}
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transform.position: Vector3

speed: float
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transform.position += speed * transform.right * Time.deltaTime; // BIZF &)

XEEARE | xEEE + | speed * AFAHE | * 1ER | I¥5

vERIEE vERE + | speed * &FFE@E | * | 1ER | IZTB

U transform.position B8 (&, St EKEREZRELAL, LETORIE. ALEK
transform.position = [EiSioMMIPOsItioNs speed * transform.right ¥ Time.deltaTime;

speed * transform.right|+ 75 [@1 M Vector3 (1, 0,0)I< speedf L1-{EZ it E
speed * Vector3 (1, 0, 0)

Vector3(speed * 1, speed * 0, speed * 0)

Vector3 (speed, 0,0)

*Time.deltaTime 17— L5 DEIZHIE

Vector3(speed, 0,0) * Time.deltaTime

Vector3(speed * Time.deltaTime, 0 * Time.deltaTime, 0 * Time.deltaTime)
Vector3 (speed * Time.deltaTime, 0)

NEERSIOMMIPOSItioNs T & “FHHERERT
Vector3(x, y, z) + Vector3 (speed * Time.deltaTime, 0)
Vector3(x + speed * Time.deltaTime, y + 0, z + 0)
Vector3(x + speed * Time.deltaTime, 0, 0)

transform.position = F R THDEEHRICEZTHZ D
Vector3(x + speed * Time.deltaTime, 0, 0)
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void Start()

{
score = 0; // Aa7 D FIHA{L
Next(); // WA DEAGI B R E

}

void Update()

{ TLE Update

// Debug.Log("y: " + transform.position.y);

if (transform.position.y <-5) // YA A BEESM ZHf-&E sl

{

Next(); // YAZ DB ZHEAE

}

}
PEINEE
Tk
Update

void OnCollisionEnter2D(Collision2D collision) E# OnColisionEnter2D
{ .

score +=1; /| AAF7&ME e<ta ez @ omas

if (score == maxScore) /| AAT7NBEKEEBAIHE = & )

{

Destroy(gameObiject); // Y A Z% Bl b&

} TRIhE

else

{

Next(); // YA DEIEZHEAE BBE RIS

} } Tok

Bowl = (CHIRLTC

OnCollisionEnter2D




private void Next()
{ TLVE  Mext

gameObject.transform.position =

new Vector3(Random.Range(=6,6), 4, 0); / iiB D #NEAL =iih = - e = o ETOBATS XT3
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Input Manager & Input System PackageD2 DD AT LMA->TWNDE, FEET DD T, E{THIZConsolelZT

a_bﬁﬂjéo

Unity6 17=ERDITS—NRET 5

IS—RHE
InvalidOperationException: You are trying to read Input using the UnityEngine.
Input class, but you have switched active Input handling to Input System package in Player Settings.

InvalidOperationException: You are trying to read Input using

the UnityEngine.Input class, but you have

switched active Input handling to Input System package in Player Settings.

Users/bokken/build/output/unity/unity/Modules/InputLegacy/Input.bindings.cs:414
BowlCont.Update () (at Assets/BowlCont.cs:16

MR LR A

A= a—&VEdit/ProjectSettings.. &R

002 - SampleScene - Windows, Mac, Linux - Unity 6 (6000.0.42f1) <DX11
Edit Assets GameObject Component Services Jobs Tutonal

[

Selection Groups
Cut

Copy

Paste

Paste Special
Duplicate
Rename

Delete

Frame Selected in Scene
Frame Selected in Window under Cursor
Lock View to Selected

Project Settings WindowT

Undo History Ctrl+U
Select All Crl +A
Deselect All Shift+D
Select Children Shift+C
Select Prefab Root Ctrl +Shift+ R
mwvert Selection Cirl+|

Cirl+ X

Cirl+C

Cirl+V

Cirl+D

Del

F

Shift+F

Search

Play Ctrl+P
Pause Corl+5hift+P
Step Cirl+Alt+P
Project Settings...
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Playerz;#1R

Rasolution and Presentation
Splash Image
Other Settings

Publishing Settings

Configuration
Active Input Handling M I8 B % #E:E

Both[ZZZ>TH L EE L, BothIZFzvoIE ANS

Input Manager (Old)

Input System Package (New)
Both




[Apply] 20w %
UnityZz B ¥ &)

[Unity]input System® &L\ A A P9
https://nekojara.city/unity-input-system-intro
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