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o I\NVIDEBEHEIE (checkout —p)
THRZZWEL-WMTEERLTHELET,

ASYRLIKGWNB R T2 R ERIICREF T,

o ISVrD LN E (add —p)

O3yhL=WMTEERLTasyLET,
—EIZZ{DEREEZLI-BHTH, E#E(C
rCEFET,




[¥RTDT5vF | UE=rFovFERT - || BFBRCE~XEL 2| 1 [Tooltip("3/v »F¥ a%"]]

W
[Rangel3f, 18f)]
R 12 1 public fleat Jump = 5f;

1r master [update]Unity 5.4.1f1
[add]PlayerZ ¥ U Fhicifr » TERE, E7 Uy T EH7 Y w T 00D,
[add]PlayerZ & U F k&t L T. CubslcFF v F 16 17 void Awake()
[add]CubelRigidbody®& F ¥ » F 17 1 {
[add]Cube & — v i fFa /
init :

' }

3
i
N

private bool _isJump:;

_transform = GetComponent<Transform=(};
_rigidbody = GetComponent=Rigidbody=(};

f—a——p—a—0)

void Updatel)
{

= ‘/—Xﬂ%IETé ' 14 _,_. _igJump = _isJump || Imput.GetMouseButtonDown(®) || Input
ARG EBZWEIT L !

}

void FixedUpdate()

3227 FTAZVRT S ! {

if (!_isJump) return;
_isJump = false:;

_rigidbody.velocity = Vector3.up = Jump;
o _rigidbody.velocity = Vector3d.up = Jump + Vector3.right;
3 }
I master [add]@@mstk i SIEEE YO KEE
[add]3/ 4  FHOEEEILS10F TiCHmEEN 36 37 void OnBecamelnvisiblel)
[modify ]SS -T Vv F 555 BT i . ot
- _transform.position = ResetPosition;
[updatelUnity 5.4.111 48 | 4 _rigidbody.velocity = Vector3.zero;

CHIEHET B LEQIVRLELY) Debug. Log(Tine. tine + * BENCHFEL", this);




)—RXZ{E1E1 (Player.cs)

1. Y—RZEEELFEFT ., 11TEMLET,)

11 11 [Tooltip(" 3+ g ama")]
12 | 4 [Range(3f, 18f)]

12° 13 public Float Jump = 5T;

13 14

14 15 private bool _isJump;

2. CubeZEIRL . InspectorE 2 —MDPlayerZ EELE T,
3. JumpM3~10XTHEHHATERTESLIIIZLHYET,

= Hierarchy _ v |G ¥ Player (Scripn #
Create = | (G Al Script _ I Player e
T@ Main = > Reset Position

Main Camera X0 Y0 |z |0 |

% L =)




V)—RXZ{E1E2 (Player.cs)

1. Y—RHEEELET, (" + Vector3right,” ZZZMZFT,)

31 32 _isdump = false;

32 33
33 - _rigidbody.velocity = Vector3.up = Jump;
_Figidbody.velocity = Vector3.up = Jump + Vector3.right:

14 3; }
:2. i;/'--:”iéiliai:fis.l_r-z:-s
E£91) v TCubeNXTLET,

3. CubeMGIIZFEMNDT
N TFTBEIIHYFET,




\)—RXZ{E1E 3 (Player.cs)

1. Y—RZEEELFT, QITEMLET ) somponen o

Console

Minimize M
37 Eﬁ { T e
18 39 _transform.position = ResetPosition; Bring All to Front
48 | 4 _rigidbody.velocity = Vector3.zero: Layouts »
41 | 4 Debug.LogiTime.time + * @Ef#cHfeL”, this); Services %0
39 42 Scene 81
SRR ! Game 2
Inspector 83
~ Hierarchy ¥4
2. U—UFHAELET, ot 35
Profiler ®7
Audio Mixer 8
Asset Store #®9
N — i
3. CubeMEMEINZHDHE —
—_— g — )L —_—— L . S —_— L Anir_nstm'Parameter
TCICREICRY . ILEEMNZGEYET, i
Lighting
Occlusion Culling
— » —_— Frama Debugger
4. ConsolelZAY HLETIREINTET, —> e osie

Collab History




NI DR

SOUFCGTFGG—G Index ERF—YLETZ 71l

EBEZHEELET,

Assets/Player.cs ass

Hunk 1: 7 9-16 Hunk %27 —J~8B | Hunk i |

private Rigidbody _rigidbody;

[Tooltip(" ¥+ FTEaHE")]
[Range(3f, 18f)]
public float Jump = 57;

EEMNIEFHY.
N2 DHYET,

private bool _isJump;

‘»I Hunk 2 : 7 31-43 Hunk & 27 =3/~ | Hunk Ei‘kﬁl
3@ 3
fEEY =M AL 31 H _islump = false;
32 33
33 = _rigidbody.velocity = Vector3.up = Jump;
4 |+ _rigidbedy.velocity = Vector3.up = Jump + Vector3d.right;
34 35 }
35 36
6 37 void OnBecamelnvisible()
37 38 {
38 39 _transform.position = ResetPosition;
48 | + _rigidbedy.velocity = Vector3.zero;
41 |+ Debug.Log{Time.time + " MEACiL", this);
33 42 }
48 43 ¥

No newline at end of file



3. AVTXRMDITHE

S) Q + - | I
B =i :
6ICERELET, —F oif D
Assets/Player.cs l
]I-F EONTFERT
ﬂkIE L,f - P@ Hunk 1: 5 9-15 Hunk #2F —U~38H Hunki EEXFERS
Z - —_— r
= = & 4 private Rigidbody _rigidbody; T4 R O
2L/ — 18 18
1
Al ‘fﬁéi‘%ﬂ‘?é 11 11 [Tooltip("¥v > 7T BHS")] ‘3
4= e S 12 | # [Range(3f, 1@f}]
1T§&75\§b[')35?_0 1213 public fleat Jump = 5T; ?2
13 14
et . : 25
14 15 te bool ] ;
private bool _islump 5
100
Hunk 2 : 7 31-43 Hunk £25F—3~38 | | Hunk
— 1 v mrmmen
31 32 _isJump = false; (S EDES



NI DR

~ — P A “ 8 B private Transferm _transform;
4_ : DV Ay | Z I\ 0) 'f-_r g g private Rigidbody _rigidbody;
18 18
— 11 11 [Tooltip("¥vrFrame")]
—
6 '_i% z_ T’ T’ &) 12 3 [Range(37, 187)]
=~ > 17 13 public float Jump = 5f;
13 14
LN N —_— 7‘-s e . g
14 15 rivate bool _isJump;
NP1 DL . s rite bt st
16. 17 void Awake
= =L/ 17 1 B
ZIEE FTORIRD 2 I
=2 @ H 18 19 _transform = GetComponent<Transform=(};
13 2@ _rigidbedy = GetComponent<Rigidbody=();
— e s]y > 8 21 3
RTITHDEDY 2 2
~ 2 2
22 23 void Updatel)
N I= 23 24 {
/ \_/ & L . 24 2 isJump = _isJump || Input.GetMouseButtonDown(@) || Input.GetMouseButtonDown{l);
fe) fERY =027 i - P = P E: [t i
25 26 t
Assets/Playercs LT 26 27
27 28 void FixedUpdatef)
28 29 {
—_ —_ 29 38 if (!_isJump) return;
5. AVTHFARALDITHZ .
- 3142 _isJump = false;
SE=33
3 ' —— I —C ﬁgi 33 - _rigidbody.velocity = Vector3.up = Jump;
S [e] 34 [+ _rigidbody.velocity = Vector3.up = Jump + Vector3.right;
34 35 ¥
& 36
36 37 void OnBecameInvisible(}
37 38 {
3839 _transform.position = ResetPosition;
48 [+ _rigidbody.velocity = Vector3.zero;
41 |+ Debug.Log(Time. time + " @A SEEL", this);
35 42 }




IN)DEBEIE (checkout —p)

1. DebuglogDiTZZEIRLFET . E=2BNFTRIZEVET,
Hunk 2 : 17 28-43 WR L 7% AT — VA

27 2B void FixedUpdate()
28 29 {
29 3@ if ('_islump) returm;
ig 31 Hunk 2 : {7 28-42 Hunk A7 —¥~35l  Hunk £33
31 22 _isdump = false; 27 28 void FixedUpdate()
Iy El 8 129 {
e AR 20 38 if (!_isJump) return;
33 = _rigidbcdy.velocity = Vector3.up = Jump; 3 31
ekt B 3 32 i - ;

34 |4 _rigidbody.velocity = Vector3.up % Jump + Vector3d.rjght: e o chal e
14 35 } 33 - _rigidbody.velocity = Vector3.up *= Jump;
15 35 34 |+ _rigidbedy.velocity = Vector3.up = Jump + Vector3.right;
35 13 34 35 }
16 37 void OnBecameInvisiblel} 35 36
37 38 { ?? ;; :uid OnBecamelnvisible(}

- . . 21
38 389 _transform.position = ResetPosition; 38 _transform.position = ResetPosition;

_rigidbody.velocity = Vector3.zero;

rigidbody.velocit Vector3.zero;

2. TEIRLETEHREIZD)VITHE EENIEEENFT,

10



asSvhD 5 #l1 (add —p)

1. BIZANDTOYUTTEHEIIMEBIEL21TEEIRLET,

2. TERLETERT—IOABENZIUVILET  BEETIEGLY)

3. Index ICRT—ILT= | e moees
T7AILVEZERLT,
ITRT—USN=C¢% o =
EELET, Rl R
(4 22)
11T B ZERIDTZHIFR
21T B - ZEE R DITEEM AR L ISR
—>ER IITOERIZES,

Hunk 1: 47 27-39 Hunk £ 27— SiR<

void FixedUpdate()
{
if {!_isJump) return;

Swh AF7vavEEE.. v

11



aSYhD 5 %2 (add —p)

1. O T HDEFEEINSI0ETIZHIBL-EBEFZIIVFLET,

2. THunk ZRT—IOABEZ0)VIT DL,
HunkWO)%Eiﬁ Index lE2 7~ VLT 741l
éfﬂ%(:ﬁ Lji_d_o I Assets/Player.cs L

BR: VPELEEES

Assets/Player.cs

sab <shizuoka®app.bu>

[add] + > ZHOEEEID S 10% T HIRE RN

6 6 public Vectord ResetPosition;
B 18 private Transform _transform;
] private Rigidbedy _rigidbody;
1.
11 e
aen 2

i 17
17 18 {

Assets/Player.cs

Hunk 1: 17 6-18 Hunk £ A7 — 5 ER<

......... Ep——

private bool

void Awakel)

o b AT EEE.

12



a3SYhD 5 %3 (add —p)

1. EENMHEOIMEEZEOICEET ABEZIIVMNFT,

Index EAF—F L 71l

RN BEFTLL
FHOTULVELV =8,
7ML
AT—IUABEILTH

q Assets/Player.cs

BE: VVELEE RS 39

BT s

sab <shizuoka®@app.bu>

[addlEEA Y s MEEEFOLHE

Assets/Player.cs

Hunk 1: 17 34-42 Hunk £ AF - sER<

_rigidbody.velocity = Vector3.up = Jump + Vector3.right;
}

void OnBecameInvisiblel(}

{

3 o
L [e—OTTTTTTTITTERETCTTUTITIOTT

_rigidbedy.velocity = Vector3.zero;

 No newline at end of

FFa M ERE.. ¥

+rvven || EERD
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ASYEDREISET

FELGEREHRELT,
EERBRABEIOIZIYMIHEITEEL,

B

Ir master [add]@EAHc i S IEEEE S+ O ICKE

[add]Z v = FHOEEE 3L 510E Tl bRz S0
[meodifylBlEEr T v FTa L SICEE

[update]Unity 5.4.1F1

[add]PlayerA7 U F b C ¥ v » FERE, B U o570 v 70w,
[add]Player A4 U FkE4EaEL T, Cubelc F& wF
[add]CubelcRigidbody® 7 &% = F

[add]Cube® = CfERE

init

Wy
Wi
W

————— s —R——0)
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1 2

e Hunk / EIRLT=1T
[Hunk ZRT—UABE) JorlEIRLI=1TZ2RT—UNEE .
[Hunk Z8EZE JorEIRLT-1TZ2HE .,
[Hunk ZRT—U MRS JorlEIRL =172 RT—U M6 ER<
MEETEET,

o Hunk&EERLI-ATIE, EIRGENELSLIZITTT,
o RT—UABEERAT—UMNKRJAREIX.
ORI ETHETEET,
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o I\NVIDEBEHEIE (checkout —p)

EHAITHAIZREEFET,
EBELLT=BFIC, FERITIEITRE T D+ Good !

o ISVFDNE (add —p)
EIRLE=TEFa3ybhTEET,
BIEEPZITE., BRERFELI-VEDDERZ,
—E=1+azvbZE9 5N HGood !
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