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using UnityEngine;

// 0000000000000000

public class BallMove : MonoBehaviour
{
// Inspector(0000000

[SerializeField]

private float speed;

// 0000000000000
private Rigidbody2D rigidbody;
}
(MIIIITI1O Unity[TTTTTTIIITIIITId Rigidbody2D

HINRRRNNNNRRNNNNNREED Inspector [IITIITITITIIIITI

?7?7? - Start()

OO T T I T T T T

private void Start()

{

// 0000000000000

_rigidbody = GetComponent<Rigidbody2D>();

// 0000000000000000000

_rigidbody.linearVelocity = new Vector2(0, 1) * speed;
}

v Ball Move (Script)

Speed

[2] v Sprite Renderer
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(1111 Start [TT1T]

private void Start()
{

// 000000000000
_rigidbody = GetComponent<Rigidbody2D>();

// 0000000000000C0000
// _rigidbody.linearVelocity = new Vector2(0, 1) * speed;

float minAngle

45; // 0000 - 000

float maxAngle = 135; // QO0O0O0O - OO0

// 0000000000000000000

float angle = Random.Range(minAngle, maxAngle);

// 0000000000
angle = angle * Mathf.Deg2Rad;

// 00000000000000000000000

var direction = new Vector2();
direction.x = Mathf.Cos(angle);

direction.y = Mathf.Sin(angle);

// 000000
_rigidbody = GetComponent<Rigidbody2D>();

K2 (X)

C#



_rigidbody.linearVelocity = direction * speed;
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