270707077
NERRNRRRNRRNNRNNRRNRRNRRNNRRNRRRRRREEEED

P70707?7?

QT T T I T I

// 0000

public class EggHP : MonoBehaviour

{

// 0000000000000

[SerializeField]

private float hitDamage = 30;

// 00
private float hp = 100;

// 0000

private void OnCollisionEnter(Collision other)
{

// 00000000000
hp -= hitDamage;

// UI0000000Debug. Log00
Debug.Log(hp);

// 0000000000000000000000
if (hp <= 0)

Destroy(gameObject);
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// 0000

private void OnCollisionEnter(Collision other)
{

// 0000000
if (other.gameObject.CompareTag("Floor"))

return;

// 00000000000
hp -= hitDamage;

// VI0000000Debug. LogO0d
Debug.Log(hp);

// 0000000000000000000000
if (hp <= 0)

Destroy(gameObject);
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// 0000

private void OnCollisionEnter(Collision other)
{

// 0000000
if (other.gameObject.CompareTag("Floor"))

return;

// 00000000000
hp -= hitDamage;

// 0000 impulse (00
// impulse[00000000000000000000000000

float hitForce = other.impulse.magnitude;

Debug.Log($"J00000{hitForce}");

// UI0000000Debug . Logdd
//Debug.Log(hp);

// I000000000000000000000
//if (hp <= 0)

// Destroy(gameObject);
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// 0000

public class EggHP : MonoBehaviour

{

// 0000000000000

[SerializeField]

private float hitDamage = 30;

// 00000000

[SerializeField]

private float minImpulse = 4;
// 00000000

[SerializeField]

private float maxImpulse = 20;

// 00
private float hp = 100;

// 0000
private void OnCollisionEnter(Collision other)
{

// 0000000
if (other.gameObject.CompareTag("Floor"))

return;

// impulse[0000000000000000CCCOOO0000

float hitForce = other.impulse.magnitude;

// 1000000000000

float hitNorm = (hitForce - minImpulse) / (maxImpulse -

hitNorm = Mathf.ClampOl(hitNorm); // 00060100000

// 00000000000

Unity[TTTT]

minImpulse);



hp -= hitDamage * hitNorm;

// UI0000000Debug . LogOOd
Debug.Log($"000000{hitForce}, OOOOOO{hp}");

// 00000000000000ODOOoOoO
if (hp <= 0)

Destroy(gameObject);
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