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// 000000000

Vector3 p = transform.position;

// v{OVector300000000000

Vector3 q = p + v * Time.deltaTime;

// 00000

transform.position = q;
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TestVelocity[TTT1T]

// 0000000000000

public class TestVelocity : MonoBehaviour
{
// 000000000000

[SerializeField]

private Vector3 velocity;

void Update()
{
// 00000000000

Vector3 v = Vector3.zero;

// 0000000000
if (Input.GetKey(KeyCode.Space))



v = velocity; // 0000COOCO

// 0000000000000

Vector3 p = transform.position;

// 0000

Vector3 q = p + v * Time.deltaTime;

// 0000
transform.position = q;
}
}
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// 000000000

private Vector3 velocity;

private void Update()
{
0//0000

Mector3 v0 = velocity;

0//00000000

Mector3 v = v@ + a * Time.deltaTime

0//00000000000000

Melocity = v;

}
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// 000000000

public class TestAccel : MonoBehaviour
{

O[SerializeField]

OVector3 acceleration; //0000000000000

Mector3 velocity; // 000000

Moid Update()

0{

00/700000000

MBEctor3 a = Vector3.zero; // QOO0
oo
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ifl (Input.GetKey(KeyCode.A))

O00a = acceleration;

oo

00/7s000000000

BlUse if (Input.GetKey(KeyCode.S))

000a = -acceleration;

00/70000

MBlocity = velocity + a * Time.deltaTime;

00//00000000

MBctor3 p = transform.position;

O0Vector3 q = p + velocity * Time.deltaTime;
Odtransform.position = q;

0}

}
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// 000000
Vector3 gravity = new Vector3(0, -9.81f, 0);

?7?
(T ThrowBall[TTTTTT] Inspector
(O O T
ERRNNRRRRNNRRRRENND
vV OO
g MM

ThrowBall [T]1T]

// 0000000000000
public class ThrowBall : MonoBehaviour
{

// 00000000

[SerializeField]

private Vector3 velocity;

private void Update()
{
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// 0000000000OCO0o0O0
Vector3 gravity = new Vector3(0, -9.81f, 0);

velocity += gravity * Time.deltaTime;

// 00000

var position = transform.position;

position += velocity * Time.deltaTime;

// 000ed0o0onoooooo
position.y = Mathf.Max(0, position.y);

transform.position = position;
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Rigidbody.AddForce
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ThrowBall [IT1T]

// 0000000000000
public class ThrowBall : MonoBehaviour
{

// 000000

[SerializeField]

private float mass;

// 0000

[SerializeField]

private Vector3 force;

// 000000

private Vector3 velocity;

private void Start()
{
// 000000000000

Vector3 a = force / mass;

// 00000000000000C0
// 000000 ©.50000000
velocity = a * 0.5f;




private void Update()

{
// 00000000000000000
Vector3 gravity = new Vector3(0, -9.81f, 0);
velocity += gravity * Time.deltaTime;
// 00000
var position = transform.position;
position += velocity * Time.deltaTime;
// 0006000000000000
position.y = Mathf.Max(0, position.y);
transform.position = position;

}

}
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