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void GetInputDirection() {

inputDirection = InputDirection. NULL;

if (Input.GetMouseButtonDown (0)) {

activelnput = true;mousePos = Input.
mousePosition;}

if (Input.GetMouseButton(0) && activelnput) {

Vector3d vec = Input.mousePosition -
mousePos;

if (vec.magnitude > 25) {

var angleY=Mathf.Acos(Vector3. Dot (vec
normalized, Vector2.up)) * Mathf.Rad2Deg;

Debug. Log (angleY) ;

vec. normalized Vector2. up

var angleX = Mathf.Acos(Vector3. Dot (vec.
normalized, Vector2.right)) * Mathf.Rad2Deg;

Debug. Log (angleX) ;
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inputDirection = InputDirection.
Up; AudioManager. instance. PlaySlideAudio() ;}

else if (angleY > 135) {

inputDirection = InputDirection. Down;

AudioManager. instance. PlaySlideAudio() ;}

else if (angleX < 45) {

inputDirection = InputDirection. Right;

AudioManager. instance. PlaySlideAudio() ;}

else if (angleX > 135) {

inputDirection = InputDirection. Left;

AudioManager. instance. PlaySlideAudio() ;}

Debug. Log (inputDirection) ;}}}
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