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-H-platformer first_mapTi.
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i PlayerControllercs + X
. 53 Assembly-CSharp - ';}Q:F'\ayer{:-:mtn:lller

sontral ler @ MonoBehaviour

Assembly-CSharp ~ “1% PlayerContr
=]

Unit
Brublic
I

L

EYDBATESRERDEADHDTY, THUAEBRXLER>THS5>TAX
KTY, BERORE=B[HEICHAT 2 &, EAIDStartBRIE T — L ZETH
CDFTII MDD TEMEINALEZICETINZERTY, AlXEFv
989 —DHPZRE LY MBMEDSREZ LY LET., SEIEPLlayer DA
MNEBEZRELIL & D,

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class PlayerController : MonoBehaviour

{
// Start is called before the first frame update
void Start()
{

this.gameObject. transform.position = new Vector2(-9, -2);
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// Update is called once per frame
void Update()
{

2025/06/16

CDEIILEEZRAATHFELELED, BEREL TR IDA TV NOMESR
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INEEROT—LICRBIEHFLELED, TOFHTEPlayeriC I DEEIGRER
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—DBEBEFEYEL & D, UpdateFAEZE I A LT, PlayerControlleriCE-
TLEIW, RigUpdateFABZERELE Y, Chi@T—LZzEBHLTWIREIEE
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7ZL. SEILEEDEBEICL YUpdateFAE TIE A < FixedUpdateEA# = FR L £
ERS

void FixedUpdate()

{
if(Input.GetAxisRaw("Horizontal”) > 0)//t LAXKHIABINTWED
{
//BICHAEMA BANE
} else if(Input.GetAxisRaw("Horizontal”) < 0)//%t LEXREIABINTWES
{
//EN\CAEA BANE
}
}

ZDOIO—R%EBET B &, Input.GetAxisRawldH LD LHBEIN2DDF
—(SEFHMBPERE)DETNETNICEAEZRE L T(SEIFEREICA. AXEIC
F)E LT, Z2OF—&#I N E EITHorizontal DEE-1HMICELIEZED
TY, DT, SEIEZDENOLY KEVNNIVWHTREDIFEELTWVWET,
NEMZBUWEBEEZIAATVWEZLELED, AZMAZUEBEVSTHEEDI WD
ZEMELS OIS RVWERWEY, SMAILEIFEPLlayeriZDIF/zRigidbody2DD
BEEE > TYIBHEE CTPleyerOBHZEVE L £ D, (ZhUADPYEEH
YEFT)N%EMABICIERIgidbody2DE WL B2 MBI HZDOTI— KKHT
Rigidbody2D A ERG T 2 HEAHY F T, StartBHREZTOLERDL D ICEEH
ATLEIW

Rigidbody2D rb;//Rigidbody2DBY DZE#
void Start()
{

rb = GetComponent<Rigidbody2D>();//Z Z TRigidbidy2D%Player4 7> =¥ D S5EEF

this.gameObject. transform.position = new Vector2(-9, -2);

INT. rbEWSEEICPlayer+ 7 =4 NDRigidbody2DA Vv R—% > b &
RATBIENTEE LA, CNUEIErbEWITHEAEE WS Z & TPlayerAt 7
VIV MNOYEBEEERIETLZIENTEET,

void FixedUpdate()
{
if(Input.GetAxisRaw("Horizontal”) > 0)//H LAXKEHAHINTWAS
{
//BICHZEMA %08
rb. AddForce(new Vector2(50, 0));

} else if(Input.GetAxisRaw("Horizontal”) < 0)//% LEAEREIABINTWED

{
[/EWNEMA %01
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rb. AddForce(new Vector2(-50, 0));

2025/06/16

RICZDEIICEZTBATHTLEI WY, BIL D IEXERAEICSH-5D
NEMAZDEVWOUNETYE, TLE2—%2HEBLEL £ D,
BZOHLF Y I —WEHVAEFETIVWBNWTE>NMIT2REBVWET, &
DAddForceE WO MEBIFA TV T I MIAZMAZ I EFTEEITHNZDORITE
ATWARWDT, ZOA—RTIRARMFLIIERMDEZHLTWEE. TOAA
5454545454545 & W K I ICADMb>TWEF T, ThTIEB &> ERIFL
LERIFTTHROMATLEWVWE T, ChEBSCALDIC—EDREICR > 75BN
TAHRMHOLAWEIICEBRLEL &,

void FixedUpdate()

{
if(Input.GetAxisRaw("Horizontal”) > 0)//t LAXKHIABINTWED
{
if(rb.velocity.x < 7)//H LEABANDRENTUTARS
{
//BICAEMZ 308
rb. AddForce(new Vector2(50, 0));
}
} else if(Input.GetAxisRaw("Horizontal”) < 0)//% LEAEREIABINTWED
{
if( rb.velocity.x > -7)
{
//EICAEMA %0
rb. AddForce(new Vector2(-50, 0));
}
}
}

ZDEIITrb.velocity. x&ETEHIETEDA TV POREEEZRBTEZE
T, SAERRABEBEEEZTE LTWET, TLEa2—%ZBRBALILLD, BE
PREITEITCHROMAZ E @R A7 EBVWET, LALEESE> THLIRE
HEASFEBVWERWET, RFICNEBELFLLD, BIIFRMEZMEIFLT
WRWE ZDPlayerDKFEAADEEZUCTNIEVNWDIFTT, DTRDELD
IKEBLEL&L D,

void FixedUpdate()
{
if(Input.GetAxisRaw("Horizontal”) > 0)//H LAXKEHAHINhTWAS
{
if(rb.velocity.x < 7)//H LEABAADEENTLTAS
{
//BICAEMA %08
rb. AddForce(new Vector2(50, 0));
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}
} else if(Input.GetAxisRaw("Horizontal”) < 0)//%t LEXREIABINTWES
{
if( rb.velocity.x > -7)
{
/BN EIA % 0IE
rb. AddForce(new Vector2(-50, 0));
}
} else if(Input.GetAxisRaw("Horizontal”) == 0)//E>BLEHINTUVARVAEDS
{
rb.velocity = new Vector2(0, rb.velocity.y); //SHEEOICHTE
}

CDEDIKT B ETERRIRCAYEY, TNIFIEGOREMEBINATYL
BWEER ATV NORERIT HUETYT, TN THEBEIXTEKTT .
RIFTv > THEEVYEL £ D,

SEIFRAR—RF %2V vV THOF—E LTEALELL D, REBELTIER
R—AF—DPHINEZEEZRML TEDORFICEAAICAZMALZSVWWDIFT
ED

void FixedUpdate()

{
if(Input.GetAxisRaw("Horizontal”) > 0)//t LAXKHIABINTWED
{
if(rb.velocity.x < 7)//% LEABRANDRENTUTAS
{
//BICHZEMA %08
rb. AddForce(new Vector2(50, 0));
}
} else if(Input.GetAxisRaw("Horizontal”) < 0)//t LEXREIAHINTWED
{
if( rb.velocity.x > -7)
{
//EICHEMA % 0E
rb. AddForce(new Vector2(-50, 0));
}
} else if(Input.GetAxisRaw("Horizontal”) == 0)//E>bLEHINTUVAVAEDS
{
rb.velocity = new Vector2(0, rb.velocity.y); //SHEAEOICHTE
}
if (Input.GetKey(KeyCode. Space))
{
rb. AddForce(new Vector2(0, 4), ForceMode2D. Impulse);
}
}

MDEDICEEZBMATLEIV, RBROITEBINY v+ TOEDTY,
Input. GetKeyDown(KeyCode. Space) I & o TSpaceF —H I NN E DI &M
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MLTWET., TORABICAdForce s AWTHEMATVWET., SERY v~
THROTEELM (AR ICHEMXZEDICLTVWEY, FLEa1—%HR
LT, AR—ZF—EMLTHTLEI L,

. m. . N E.E. LN EE. .. E. R R E. R
WWRELICY Y Yy A TEE L, TEAR—RAF—42EFHTDEEHRTRAL
EVv IR TECLEVEY, ThEBETIBRENHY FT,
DFEYIFEPlayerANZEAICVS (AIICEHEMATVARW) EZICAR—F—2HLT
ERICERBIOBVWEDIICEETILENHYET, TOLIICHIBERICTOW
TINESTY. E2THZD. O TRVWHLDL D RUNIE%TTD & E(dboo LB
DEBEFRALET,

Rigidbody2D rb;//Rigidbody2DBY DZE#
bool is field = false;

ZDEDICOA—REBMLTLEIV, ZDis_fieldE#H M trued & =, b
EICW3, falseD&E, BRICVWEELTREBEEYEL LD, TORDITIE
WEICHNE ZICtruellBRL, Bih/icE X IlfalsellERIT2HENHY £
ER
ZNTRBEICET 2MBNAZIEEEDLDICHETNIEVVTLEID, T
CTRYLYHEERAWTHELE Y, PlayerdBoxcollider2D&Ti lemap®
TilemapCollider2DAAN & > 7= ED DEHETIEVLDIFTT,

private void OnCollisionEnter2D(Collision2D collision)
{

is field = true;

private void OnCollisionExit2D(Collision2D collision)
{

is field = false;

CODOA—REBMLTLKEIW, FAHFLLWEKRI,HTEE LA,
OnCollisionEnter2DIZ B B (Z DiEEPlayerA 7 7 M) A>T WwWBd YLy
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HIEMEDHZYHEICHMN A E ZICETINZEHRTT, OT, SO tRDH
YHEEMNZ=HEICELDZROTEDY A IV Tis fieldatruellZHRE
LET, RICOnCollisionExit2D T AT NIFFEIFEEHFETH ALY HIER LA RE
NEZEZILERTINDIBAHCTT, o TCEP+ T LEEZIIHUTHINS
DTis fieldxtruellZEBL X,

INnTis fieldDEBEDREIFRDY TY, TDis fieldDEICL>TY vV T
TEXBHNEIDIDUEBEEY T, HIFEDTV vV TOHRERDL D ICEZH
ZEY,

if (Input.GetKeyDown(KeyCode. Space) && is field == true)
{
rb. AddForce(new Vector2(0, 7), ForceMode2D. Impulse);

ZD&IT"HDD"EVWIEBKRTY, DF Y, ITOFHEIAR—IF—HHIN
WaHhD, is fieldhtrueTHzEE, EVWHIEDICERALFE LA, ThTTL
E1—%@RBLTHZEERTI Y Y TETERCAR>TWVWERERWVWET, Th
TT LAY —DOBENITEHRTY,
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