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function Update () {
if(Input.GetKey("0"))
animation.CrossFade("stand");
if(Input.GetKey("1"))
animation.CrossFade("ready");
if(Input.GetKey("2"))

animation.CrossFade("ride");

}
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var power:float=200;
function Start()
{

animation.Play("ready");
h
function Update () {
if(Input.GetKey("up"))
rigidbody.AddForce(transform.forward*power);

4.9 BUREE
{5 Ffrigibody.velocity. magnitude 7] DL Rrigidbody & Y4l AH - FLE I 17 A H s B -
function Update () {
print(rigidbody.velocity.magnitude);
if(Input.GetKey("up"))
rigidbody.AddForce(transform.forward*power);

h
2 ihprint o] DU AR E UM E RSB /2 N ALE -
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var power:float=50;

var speed:float=0;
var direction : float;

var inclination : float;

function Update () {
var _deltaSpeed:float;
speed=rigidbody.velocity.magnitude;
_deltaSpeed = Mathf.ClampO1(speed/30);
if(Input.GetKey("up™))
rigidbody.AddForce(transform.forward*power);
if(Input.GetKey("right"))

{

direction += 1.2* deltaSpeed;

inclination = Mathf.Lerp(inclination,-40* deltaSpeed, Time.deltaTime*2);
H
if(Input.GetKey("left"))
{

direction -=1.2* deltaSpeed;

inclination = Mathf.Lerp(inclination,40* deltaSpeed,Time.deltaTime*2);
H

inclination = Mathf.Lerp(inclination,0,Time.deltaTime);
transform.rotation.eulerAngles.z = inclination;

transform.rotation.eulerAngles.y = direction;

® deltaSpeed = Mathf.Clamp01(speed/30);:: HMathf.Clamp0 15speed/307£ FE [ Fili - A0~ 1HYE » Fispeed/30
R TAER L > &/ INPRORIR O - 257 R0~ 1 Z AR H R E -
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direction += 1.2* _deltaSpeed; 5 FijHY 77 [a S AR {1 o) 5

inclination = Mathf.Lerp(inclination,-40* deltaSpeed, Time.deltaTime*2); R} £ H Fijinclination

B1-40*_deltaSpeed{E YN = [t 772\ & R HATIES B (S0 4k 1 bt [ A5 (R -

® (T N e AT

direction -=1.2* deltaSpeed;#& [ ZIMHKE -

inclination = Mathf.Lerp(inclination,40* deltaSpeed, Time.deltaTime*2);{{H#HE A A ER} o
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® ¥ urgk® PEAL{S > AP * inclination = Mathf. Lerp(inclination, 0, Time. deltaTime); P8 4L &
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inclination;

transform. rotation. eulerAngles. z

transform. rotation. eulerAngles.y = direction;
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