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private Rigidbody rd;

rd = rd = GetComponent<Rigidbody>Q);
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public Rigidbody rd;
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rd.AddForce(vector3. forward) ;
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float h = Input.GetAxis("Horizontal");
rd.AddForce(new vector3(h,0,0));
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float h = Input.GetAxis("Horizontal");
float v = Input.GetAxis("vertical");
rd.AddForce(new vector3(h,0, v));
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public int force = 5;
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public Transform playerTransform;
private vector3 offset;
// Start is called before the first frame update

void Start()
{

offset = transform.position - playerTransform.position;
}
// Update is called once per frame
void Update()
{

transform.position = playerTransform.position + offset;

}
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transform.Rotate(vector3.up,Space.world);
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private void onCollisionEnter(Collision collision)
{

string name = collision.collider.name;
Debug.Log(name) ;
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GameObject Component
component.gameObject
component.gameObject.name

component.name
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private void onCollisionEnter(Collision collision)
{
if(collision.collider.tag == "Pickup")

{

Destroy(collision.collider.gameObject);
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private void onTriggerEnter(Collider other)
{
}
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using UnityEngine.UI;
public Text text;

text.text = "HH2";
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