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00  PCOIIIIIIIIITIT A [ DO

// 000000000000

public class RotationController : MonoBehaviour

{
// 00000
private float angle;
private void Update()
{
// 00000000
const float rotationSpeed = 180f;
// 00000-1 0 10
float input = Input.GetAxis("Horizontal");
// 00000
angle += rotationSpeed * Time.deltaTime * input;
// TranstormJ002D0000000Z0000000
transform.rotation = Quaternion.Euler(0, 0, angle);
}
}
(IITTIT] MapRotation[TTTTTTTTTITITIIITITITIT]
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// 00000000C000000000000
Application.isMobilePlatform

AERRNRRRNRRNNRNNRRNRRNNRRNRRNRRNRRRRRREEEEED

// 000
Input.compass.enabled = true;
// 000
Input.compass.enabled = false;

// [00ego3eegiiin

float value = Input.compass.trueHeading;

EERRNRRNNRRNNRNNRRNRRNRRNNRRNRRERERED

// 000000000000

public class RotationController : MonoBehaviour
{
// 00000

private float angle;

private void Start()

{
// 0000000
if (Application.isMobilePlatform)
{
// 000000000000000000
Input.compass.enabled = true;
angle = Input.compass.trueHeading;
}
}

private void Update()
{

// 0000000
if (Application.isMobilePlatform)

{



// 00000000000

angle = Input.compass.trueHeading;

}
// PCOOO0
{
// 00000000
const float rotationSpeed = 180f;
// 00000-1 0 10
float input = Input.GetAxis("Horizontal");
// 00000
angle += rotationSpeed * Time.deltaTime * input;
}
// TransformJ0002D0000000Z0000000

transform.rotation = Quaternion.Euler(0, 0, angle);

P70P070707

HENRRNRNRRRRNRNRNNNNEEY Input.compass.trueHeading

I T I Unity[TTTITTITT
// 0000000
// current Oooooo
// target O0o0cooo

// currentVelocity(00O000OCOOCOO0C0O0CO0C0OCOO000000

// smoothTime HooooooodooodtoOdoooooooooon

Mathf.SmoothDampAngle(float current, float target, ref float currentVelocity, float

smoothTime) ;

HENRRRNNNNRRRRNNNNRRRNNEED currentVelocity
(TITTITIITITI




// 000000000000

public class RotationController : MonoBehaviour
{
// 00000

private float angle;

// 00000000000

private float currentVelocity;

/7 (00)

11 Update (111

// 0000000
if (Application.isMobilePlatform)

{
// 00000000000

// angle = Input.compass.trueHeading;

// 0000
angle = Mathf.SmoothDampAngle (
angle, // 00000
Input.compass.trueHeading, // 0000000
ref currentVelocity, // 00000000000
0.1f); // 00000
}
(I
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