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NepBbIM genom co3gagum rnepeMeHHble C UMeHamMu
HaM HeO0OXOAMMbIX OOBHLEKTOB N NEePEMEHHYIO

CKOPOCTM.
public class Basketball : MonoBehaviour

i
SerializeField] float speed = 10;

SerializeField] Transform ball;
SerializeField] Transform _arms;

SerializeField] Transform posOverhead;
SerializeField] Transform posDribble;
SerializeField] Transform _target;




Co3pagum OyneByro NnepeMeHHYHo true, Korga May
oyaeT B pykKax, false, Koraa msid B noneTte U Bpems
nonerTa. B )

[SerializeField] Transform posOverhead;

(SerializeField] Transform posDribble;
(SerializeField] Transform target;

-

private bool 1isBalllnHands = true;

private bool 1isBallFlying = false;
private float t =

void Update()
i



Co3paeM HOBbI BEKTOP, KOTOPbLIN ByaeT oTBevaTb 3a NnepemMeLleHmne
HaLlero nepcoHa)ka no ropusoHTann n BepTukanu.

Tak ke MeHsieM No3nLINK HaLLEro NepcoHaxa, YMHOXXEHMEM BEKTOpa Ha
CKOPOCTb 1 BPEMS, U 3a4aeM CTPOYKY TpaHcdopMaLmMm NMONOXEHUS.

private float t = 0;

void Update()
{

Vector3 direction = new Vector3(Input.GetAxisRaw("Horizontal"), @, Input.GetAxisRaw("Vertical"));
transform.position += direction * speed * Time.deltaTime;

transform. LookAt(transform.position + direction);




[lobaBnseM KHOMKy npobena:

1) Mpun HaXXaTM Ha Hee MAY OKa3biBaeTCs Haf ronoBomn
nepcoHaxa

2) an OTNYCKaHUUN KHOMKUN MAY OKaXeTCH B KOJIbLie.

nf\ﬁﬁnl‘l‘ ATNNMALIFIA HADAAALIALIIAAO MA/AD1411141014A AACAOLIA 1A VIFFARA MNMIr

transform. LookAt(transform.position + direction);

if (_isBallInHands)

i
if (Input.GetKey(KeyCode.Space))

{

_ball.position = posOverhead.position;
_arms.localEulerAngles = Vector3.right * 180;

transform.LookAt( target.position);




Onpepensiem ons Ma4a nepemellaeTcs NepPCcoOHax UMK HeT

_ball.position = posOverhead.position;
_arms.localEulerAngles = Vector3.right * 180;

transform.lLookAt( target.position):

_ball.position = posDribble.position + Vector3.up * Mathf.Abs(Mathf.Sin(Time.time * 5));
_arms.localEulerAngles = Vector3.right * 0;



Crnepaywowium cKkpunT oyaem onpenensatb BpeMs norneta u

ANMNTeNIbHOCTb, BEKTOP noJsieTa K KoJibuy U UCNnoJib3yeTcs
_arms.localEulerAngles = Vector3.

h

if (Input.GetKeyUp(KeyCode.Space))

{

_isBalllnHands = false;
_isBallFlying = true;
t = 0;

h

if (_isBallFlying)
{

_t += Time.deltaTime;
float duration = 0.5f;
float t0l = t / duration;




float tO1

_t / duration;

Vector3 a = posOverhead.position;
Vector3 b = _target.position;
Vector3 pos = Vector3.lLerp(a, b, t01);

Vector3 arc = Vector3.up * 5 * Mathf.Sin(t01 * 3.14f);

ball.position = pos + arc;

if (01 »>= 1)

{
_isBallFlying = false;
_ball.GetComponent<Rigidbody>().isKinematic = false;




Job6aBuUM KMHeMaTuKy, KoTopasi oyaeTr
onpenenaTb HAXOAUTLCA MAY Y NepcoHaxa
WIN HeT.

T P R T N = et o

:ball.GetComponent(Rigidbody)().isKinematic = false;

private void OnTriggerEnter(Collider other)

{

if (! _isBalllnHands && ! isBallFlying)
i

_isBalllnHands = true;
_ball.GetComponent<Rigidbody>().isKinematic = true;
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