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GravityControllerRZ U 7 bAMER CETe S IO Uy I ULTRIUTRIF
45 —ZREULFET. T 74U MTIE. UnityiZ#DMonoDevelophiE&iLE T,
MonoDevelopZ#IAd 2 &, O— RO, JOY T U MEER UCRRPBEIR,
UnityEffaasNIcT /Ny IR EEETHKEEZFIR TS ENAIEETT,

fef2 U Unity @D MonoDevelopFBAZEDANH TEF B, IE—&N—
A NTEEDMIFBHEFTEDDTIN, XENTIHEENDEINEBNETT ., HAE
"EAIIT DIHDIEEIFE. BHRDAppendix TN LTVEITD T, BRLTLIIEEL,

MonoDevelopTRELFEVWENIT ¥ —ZFEALIEVEFIE.

Preferences—External Tools—External Script Editor0'oZE CEF I,

AU TR E RO UT ~ERFADMonoBehaviour Zif#E Uiz 7 5 AH g
TICERINTVET (. MonoBehaviour(dUnityDIRAZES IS X T, ¥—
VWTHRWS D SR FEARKICMonoBehaviour & LE T *s RIINDERINT
W5 Start B & Update B3, MonoBehaviour Bt g 255 EREE T I,

FICHREENERH LA Th, StartBE#dR o U T MR LI DIHTD T L
—LT—E. FfcUpdateBEE T L — AMENICO—ILEINET,
*BREDObject DY SADHEERCERT,

ece Assembly-CSharp - Scripts/GravityController.cs - MonoDevelop-Unity
@ Debug 2] Default ® MonoDevelop-Unity
YYa-vay ox [N a
v [ lumiball (master) BRBL g‘
v [ Assembly-CSharp 1 sing UnityEngine; g
2 using System.Collections;
»Lsm H
v [ Scripts 4 public class GravityController : iour { 5
GravityController.cs (2] 2
@ & 6 // Use this for initialization g
7 void start () { g
8 <
p .
P MonoBehaviourZ
" // Update is called once per frame g - - =
12 id Update () { ﬂi% LJT-L_ 7 oA H
13 u
14 \/:
15} X
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N
-
U
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FOMENEFT. DFD. TDUpdateFEEDIENCATI LTI FDINSA—=5
ZEH I DWBZEREINGE. TU—LDETICEDECEESE D ELED
TEFT,

FfcStartB#E. F—LADEER LT, ZOATI T hHERSN I
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T L— LIMEDRN

1WECHFOESNS T U—LADEIGZ I L—LL— EFU, FPS(TL—
L=V R EVDBMATERLET. cLWTLIDT —ATIF30FPSHNIE,
TIED LD ESNCELK T —LDBRTEE I, DFED. 17— LDKRBIF
0.033# EFBICHEVISE CThdfcsd. TN EDRENDH SEZ Update
BHANICEHD L, EBES CEELN I DV TLENET,

T —LDEH SN S ZIEKRT Bi5E(F. TDRIE CeRET B ZS TN,
IRARDBDT SLELIEDED, BHDERDAL S EDCHERNNETT,

RFTOTSLT—ROEEICADFTH. WELDIIRELZYT—EFBETDDT
FEL FFRFF—IR—ROA—YVILF—TRIENTEDLDICLEL LD, TDKD
([CUNiItyLT ¢« ¥—ELTHEEEF U, DULBIRECELIREFEZZARLTHL &L
BORETOF T v I EEFICHEIFIRZEDONFE T,

Tl&. GravityControllerRZ U7 ~MZ, ITFOO—MZRELET,

Y k3-3-1 GravityController.cs

using UnityEngine;
using System.Collections;

public class GravityController : MonoBehaviour

{
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[/ ENNERE

const float Gravity = 9.81f; e OENIMRETEL
//ENDERES

public float gravityScale = 1.0f; ®------------------- @FNDAT—IVINSX—%

void Update ()

{
Vector3 vector = new Vector3(); e----------------- @F NI MLDYIEAE
[/ F—DANERIOLND b ZRE
vector.x = Input.GetAx%s( Horlfontal s | OH— JLE— AFDEUE
vector.z = Input.GetAxis("Vertical");
//BSHBDHERF—DzET S
if (Input.GetKey("z"))
{
vector.y = 1.0f; e - R ABADATIDEYS
} else {
vector.y = -1.0f;
} ®OFENDEE ------------1
/19— DBNEANNS FLOBBICEDE TELE LS i
Physics.gravity = Gravity * vector.normalized * gravityScale;. --:
}

F—R— RFOAFEEBEINnput 7 S AT, BHDREFPhysics IS AZNMLTITD
TVET ., INSZEUpdateBHODHENTITDOCET. FETU—LATEICEADAEZ
BHUET, LT C. O—-RORBEZDHIDULFEULLRTHEL LD,

( )
OENNMEEEE

BADAKESZERUCDDICHEDEYT, UPIIVEYEY =2 -3V ETEHDIFTIE
BFLDT. EICHFEDRVEKIEH D FBAN, BEDODHFEFU9.81(CHELTVETD,
@FHDAT—IVING A—5
EDLHBVDEE TENZERMEBHNDEIETT, ¥—Y EDFTITI MDRAT—)b
[CHKDDTIN. F—LDHERTIFAUEHZEBRDICHFIF D HRERIPBRIERD K
WBEaDHDFET, ZDEE%ZInspectort 1 —TRETED L DIC, publiciEEiFTH
BEDOBRECETDHRLIICLTVET,
@FINT MUDAIHAL
SHNABDREDCHDNY MUEIEMELE T, Vector3ldx, y, zD3HEDEZERFD.
SDZEE TREICAAT DEANIGENY NUEEEICIED FTLX, v, zFZFNZENfloatfET.
3DDEZWVORAICIRA DEHICEBAEEINVT UL D,
@Oh—YILF—AHDEUS
INputZ S RFANEMDEISZITO U TRATT . GetAXisBIHTIFMtD UL IFEICET
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AR, F—R—RTHIYIART 4 v I TH, ZTORSITHRUT-1D510OEE T
BTEF T, [HorizontallOXFHN7ZET EEADE. [Vertical | DXFHT ETDMEIC
HBeD. FNZNEXEZDNY NUITIRD HFET,

®OFTAHRADASIDEE
HEEDATIIGetAXisFA CRUS CTEF I, BT ABICEIDHTEHH—VILF—IFHD
FBA. TCTHF—R—RD[z]|F—ZRUIcEEICETABICAT. DFRDIWHERED D
<ObRULEEVNDTEICLEFT,
F—DANDEEIFGetKey BT TED . ANIDD oI EEICINT MLDYyZE KR
TEFET, BEHFCATIDEVEEF, BEDENIHDD O CVDIRREICT Bicd-1 %5
ELFT,

OEHDEE
Physics.gravityDfEld. LIFTFE CEIELTcPhysics ManagerDGravity/{S X—5 &
AWV TWE T, Physics.gravityldVector3Tohd /e, BRICEEUCANICLDE
HNDOAEERT NLbE, EADOEH. BHDRT—ILEHITEDbEIcbDZERELF T,
ZDEE, F—R—RNBDAFINT MUIF. normalized/{SX—=FZENT T EICKD
RESZNCERELE T, CNF. ANDRFENOHBDHZERE L. BHOKRES(E.
EFICERE UTc—EDBEICT BIeH T,

AOUTROFREINS A—5DER

AOUT DR LS. EERICFIAULTHEIU & Do Unity TIFRA T U T MEEL
ERRITTIREIEE B Ae MonoBehaviourZzikE LT X0 U T 28I T fesb (.
APDT—LATITU MITIVFIIMENDDET,

FFFEDT—LATITI bZER L. AT U T hEFRO[GravityController]
ERFEZEBELET (). XICGravityControllerRZ U T hZ RS w I LT,
GravityController# 7Yz o M ROV I LET (A)s CNTPFYFHTT L. ¥
—VDTE a7k S E. BEICEY L —AUpdate BEEMIEENSD KX DICHED
EX R

TEvFEIF. AIUT MATpublic LTER UIcE#Z Inspector 2 —£T
BECETERT, Gravity ScaleZZFAJREICLTH DI, EZ6ICEELFT (D).
CDERT—LDTUE 2 —FTHRIEICRRENE T, TUE1—ZKT T2 EED
BEICROTULFRVE TN, REOBEZBENSFHENAIETT . U TEET
I LTHELED,



n DT —LATI T MU, &Fi% [GravityController] (CZE8

(O S =G > i o]

Gravity ScaleZ6(CEE

GravityController 27 U~ k
7= RSy I&ROY T TEM
I

i
i
i scripts /
GravityController

GravityController D&

ITIC, BRIZTDAHLBIPDHBULNEEBAD. WERELRRIUT M
Rigidbody+>Collider, Lightid&EDIVIR—RY bEFDIEKBUKRSIEFEVSHT
TCVET, DEDRIUTROREICKD, BEEOIVR—RY hEEDcEEA T
9o ZDOXSICUNityTlE, ITICAHBRSNTVS IVIR—XRY MPEEODXZUT
FEHEIENEDTET, SFEFERMER DA TI LI MERBLTVEET,

mr ZHUT  DTOISZIVIESE
A UnityCREBOEETOIOISI Y IHEEETT, EICChEJavaScriptT.

Unity4&CldBooEEHdH D F Uch. MEARDEIH ST IR— MHITHED F
LT

CH#&JavaScriptcahl, MiARCH#ZHIAT S LZHE]HLET. Unityd
JavaScriptl&. ffilEF]avaScript Tl3E<. Unity SR ClEUnity XU T h&
MENTWVET, ZDfcth. WebxETHIFAT D JavaScript & BiR(FE o fc
<BOFBA. JavaScript Tk g 2(FDH. PREETI~28FE - RE
WAELEBDIE@MNGD D F T HENAEE(CKEFHD D FE Avs

CHTHNEF RF2AY FBEETY L. Unity ISV THRFETESTTREHEN
HOFET . Unity ATOFIFRAECTH 80%LUEDADCHZEEIRLTHD.
VN RPOZ a7 4 [CBVTHCHTEOSND T ENSLIEOTVET,

ILEEEY—0FIA

RIE, RBEICAN—b T4V TCTNREC Y —ZFAITHKLDIC. Gravity
ControllerztfB UE 9, Input.acceleration CEYS TES T/ A XADIEE(F Input.
acceleration70O/\F « ZFAT & E CHBICBIGCEFR I, LM L. Unityd3D
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ZoR FOEEEE S . T A RDIVRENRY NUOEESIERE DD, F'— LT EITH
Y BEECADETEENITBZ DI ENNBELDET,

ST A RDMGEEDY #i& ZBRTNEN, F'— L L Dz8iEy8ITIBN T BTz
. ZO&SICBEETVEYIUET,

Unity 3020 | | RN D

Y

HRDINEE > T —DRT N

e, AN EZEMRE YT —[CBEICBEESIEATCLE S L SERUNity LT «
Y—FETOFT NNy IR TEHELIEO>TLFEVE T, T T, UnityIT « ¥—LETld+
—R—PFODOAS], EELETIIIMERE Y —ZED Vo cBEGIAUEZYID DTS T
EICULFET ., CrUFApplicationZ ZADisEditor 7O/\T « Z8HRIT D ETEIRT
TFI,

D EZBEFEZT. UMTDKSICGravityControllerRZ U T hZEIELE T,

} TS5y M T+ —LTEDIBDY)b HF
Application.platform®DfgZzE 4 Z & T, KON WVIIEDYID DI TE

T, Ffe. ToY b Ia—AIKEKEFELIVINAIVET D RODNYIOEED
FATEFRT, 5FLLIFUnity R RFa2 A b (http://docs.unity3d.com/
ja/current/Manual/PlatformDependentCompilation.ntml) &8 < f2 L),

U Z k3-3-2 GravityController.cs (IIiEE > —DFIFA)
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using UnityEngine;
using System.Collections;

public class GravityController : MonoBehaviour
{

[/ ENIRE

const float Gravity = 9.81f;

/I ENDOEREE
public float gravityScale = 1.0f;



void Update ()

{

Vector3 vector = new Vector3();

// UnityI7 « R—EEHETUEBE DTS

if (Application.isEditor)

{

[/ F—DANERIOIANS LIV RE
vector.x = Input.GetAxis ("Horizontal");
vector.z = Input.GetAxis ("Vertical");
//BSHADHERF—DzETS
if (Input.GetKey ("z"))
{
vector.y = 1.0f;
} else {
vector.y = .1.0f;
}

} else {
//IREEYH—DAN%ZUnityZEOHICTYEYTT B
vector.x = Input.acceleration.x;
vector.z = Input.acceleration.y;
vector.y = Input.acceleration.z;

}

/Y=Y DENEANND FVDHBEICEHLETELSES

Physics.gravity = Gravity * vector.normalized * gravityScale;

}

SRS

GaravityControllerZilhRE LV —I[CHINSBcD T, RETOEEF T v I %Z
TVET . EEAEILRTDeb(ClE. 7OV IO MARICH UTRERRET DIBEE
MDD ERT., TN HIEPlayer SettingsDHHRENTEDIcH. EAitXZ1—D
Project Settings—PlayerzZ U w2 L. Inspectort a—(CEEZFRLEFT (D).
ZD#%. BEILRTDTSY b T4 —LDF A VDI IICHIDBEZ TSI,

Player SettingsDFRmncNfcH. £ OrientationZ5ZELF I, Orientation&
[FFRDBEDE T, BB TSRS TS DREICEDE T, TTI4)U b
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