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CharacterController characterController;

Vector3 xDirection;

Vector3 moveDirection;

moveDirection.z = speed,;

characterController. Move ((xDirection * 5 +
moveDirection) * Time.deltaTime) ;
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pos. x = target. transform. position. x;

pos.y = Mathf. Lerp(pos.y, target.transform.
position. ytheight, Time. deltaTime*6) ;

pos.z = target. transform.position.z -
distance;

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

var angleX=Mathf.Acos (Vector3. Dot (vec.
normalized, Vector2.right))#*Mathf.Rad2Deg;
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public delegate void AnimationHandler () ;

public AnimationHandler;
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AnimationManager. instance. animationHandler
= AnimationManager. instance. PlayTurnLeft;
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if (quickMoveCor != null) {

StopCoroutine (quickMoveCor) ;

}

quickMoveCor = QuickMoveCoroutine() ;

StartCoroutine (quickMoveCor) ;
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public List<{Pattern> Patterns = new
List<{Pattern>() ;

public class Pattern{

public List<Patternltem> Patternltems =
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new List<PatternItem>();
}
public class Patternltem{
public GameObject gameObject;
public Vector3 position;

}

B IR #F /£ Inspector M B b 46 iE A 2 9F %
R, BT DLAE SE R Windows R ¥ I — AN T fE g
AddPanternToSystem, FAIE roadl T A Ttem H AR
BIrrE B s, B SR DRI L5 B it A
pES SN

3.6 Ul pl{E

3.6.1 ##E Ul R

B UT B THE R, REKHE AR HEA BT
B, BIUMERRE— M ERRT, A REIN—
/N Vertical LayOut Group 444 B A]{#ix &b B 1 %41 HE
W, T3 ) N S 0 SCASHE S 7R %5 R i B R AEAE F 1) 381
AR,

3.6.2 IhEEFEIHIE

TEEANWE R 2F Play. B #{E. HHITH
PR EThresd, 78 unity P s TEITES, S Play
BRI AR, FEUER IS AT I AR A el o 8 1 B ) 2 452
X, BEET o IR SRR AR, R R U R i R
S, IR UR H R, il B RS A 3 AR 4 R AR A e
o IR Aa AR B, Ry EE U8 U =R T 4R i
X, el aB H R IR

s A S D RE W A6 RES N Event Trigger
HAE, WS Click F4F, R #Ub A 0 Rk %,
SR IR FE LML Dy Re X BRI e . 2 sy Play SR,
ICIS B35 play B os BT 6E, AT IR #8502
B g AN s F B ) i i Tween ) MoveTo BRER S
IR, K BRI AE PR d 4L B B R B B b ok . AR
T

iTween. MoveTo (PlayUI, canvas. transform.
position + new Vector3(-Screen.width / 2 -
500, 0,0), 1.0f);
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