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y Tag Untagged ~ | Layer Default ~

v ). Transform Q@ 3 i
Positon X -55 Y |2 Zo
Rotaton X 0 Y 0 Z 0
Scale @ X 1 Y 5 Z 10

B < B¢ (Pusher
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O Inspector
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" Tag Untagged - Layer Default +

v ). Transform @ 3 :
Position X 5.5 o 2 Z 0
Rotation X 0 Y 0 Z o
Scale &2 X 1 Y 5 Z 10
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v ). Transform Q@ * i
Position X |0 Y |3 Z 2
Rotation X 0 Y 0 Z 0
Scale & X 10 Y 5 Z5
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V  Pusher L WHZHIDRZ Y TP EIER L. TEXYFT 5,

using System. Collections;
using System. Col lections. Generic;

using UnityEngine;

public class Pusher : MonoBehaviour
{
Rigidbody rg;//Rigidbodya v ik—+> k& AN DLEL
Vector3 startPos:// R4 — FEEDEZE AN DL
// Start is called before the first frame update
void Start()
{
rg = GetComponent<Rigidbody>(); //rgiZRigidbodya o iR—=x > FEHKA
startPos = transform. position;// A% — FEEDEZEHA

// Update is called once per frame
void Update ()
{

}
private void FixedUpdate () //RigidbodyZ{& > TEIM T EEL. FixedUpdatedD{FERAMHELEZ S TLY
%, 1/50MEETHEUHEINS,
{
//8in (BA V) BEREFESTIHITR>TELMNEESED, 1.405FE, 1.5AME,
rg. MovePosition (new Vector3(startPos.x, startPos.y, startPos.z + Mathf.Sin(Time. time
* 1.4f)*1.5)) ;
}
}
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Assets » LiquidFire Package 4 - BSH games > Devtoid - Gold Coins » 3D Assets » Gold Coin - Single > Prefab

GoldCoin

O evxIorF—2506, 2TD7 L7 % PrefabUnpack Completely 356, 2T, L7 T kb,

I[II Transform #ZHE 33, 2 V/hNEnwDTKkELLET,

v, Transform e
Position X0 Y 3 Z -2
Rotation X0 Y 0 Z 0
Scale ©0 X 80 Y 30 Z 80

IV Rigidbody %Zi&/ll, Is Kinematic 135 = v 77 LD ¥, Use Gravity (EJ)) IF=v 7,

V  Mesh Collider Z3&8/ll L. Convex iICF = v 73 3,

v B v Mesh Collider o
Convex v
Is Trigger
Cooking Options Everything -
Material None (Physic Mater @
Mesh B GoldCoin @
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VII FITHRZVZHLEL, a4 v EBHEBICT00KRIES T A2 Y 7T 2E-THEITLTA L I,
CreateEmpty T Generator E W5 47 = 7 b %21{E5,

F 72, Generator & W5 X 27 U 7 R{EoT, QICT Xy F9 5,

A VEFHETLATIL, eI AF—D [ VIFHIRT 5.

300D af vzidbEd a— FEHRUITER TEX EoTH L,

I. FALETHNLEE>TERLAVE S, BLBCTHEEZT O LTERT I LIl X,
2. AA=v

CRCECONC)

W

3. bvvFH

for (int i =0; i <5; i++)
{
Debug. Log ("Hr ") ;

float x = Random. Range (-2. 0f, 2.0f);

Instantiate (prefab, new Vector3(x, y, z), Quaternion. identity);
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4. ZEH (cEE, eV FEITTICHS TEZTFESoTHR L D)

using System. Collections;
using System. Col lections. Generic;

using UnityEngine;

public class Generator : MonoBehaviour

{
[SerializeField] GameObject coinPrefab;

// Start is called before the first frame update
void Start()
{
for (int i =0; i <300; i++)
{
float x = Random. Range (-2. 0f, 2.0f);
float y = Random. Range (0f, 5.0f);
float z = Random. Range (-. 3f, .3f);

Instantiate (coinPrefab, new Vector3(x, vy, z), Quaternion. identity);
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