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// 0000000000000

public class PlayerMove : MonoBehaviour
{
// O00Inspectorln

[SerializeField]

private float speed = 5.0f;



// I0000000000C000000000
private Rigidbody rbody;

// 3b000000000

private Vector3 velocity;

private void Start()
{

// 00000000
rbody = GetComponent<Rigidbody>();

private void Update()

{
// D000000000000000000
velocity = Vector3.zero;
// A/SO00000000003b000X0000000
velocity.x = Input.GetAxis("Horizontal");
// W/D (0000)000003b000Z0000000
velocity.z = Input.GetAxis("Vertical");
// 000000000
velocity.Normalize();
// 0000000
velocity *= speed;

}

private void FixedUpdate()
{
// 00000

rbody.linearVelocity = velocity;

Normalize() ??
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private void FixedUpdate()
{
// 00000000

Vector3 v = rbody.linearVelocity;

// X0Z 0000

v.x = velocity.x;

V.Z velocity.z;

// 00000

rbody.linearVelocity = v;
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