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“Name” : “Unity” ,
“Height” : 180,
“Weight” : 65.5,
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transform. Rotate (0, h * ROTATE SPEED, 0): R p=s—va 7OREEHE
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animator. Setinteger ("Run”, 0).
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if (Input. GetKey (KeyCode. UpArrow))

{
animator. Setinteger ("Run”, 1): | BDT = A—a0%B%ETH
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ilf (Input. GetXey (KeyCode. Z))

animator. Set Integer ("Attack”, 1): WMBET7 A= 30%BET D
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void ResetAnimation()

animator. SetInteger ("Attack”, 0): // i Attack/\TAXA—=%Z 0 IcT B
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©® Enemy » [ Update() & L. & 5I-StartBE# & UpdateS
using System.Collections; BAIC11T9 28me
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.AI;

public class Enemy : MonoBehaviour
{

NavMeshAgent agent;

public GameObject target;

// Start is called before the firs NaVMeShAgentZJﬂ{_*JFEELTRA

void Start()
{

lagent = GetComponent<NavMeshAgent>(); ]
}

agentDRIKRAIEZERTE

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

[ agent.SetDestination(target.transform.position);
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