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\foid CaleulateMove()

horizontal [nput = Irput,Getdxis("Horizontal ™)}
Vector3 direction = new Vector3(horizontalIneut, O, verticallreut);

Vector3 velocity = direction * speed;

velocity.y -= gravity;

velozity = transform.transform. TransformDj rect ion(velocity]s
control ler. Movelvelocity * Time.deltaTime);

if (controller. isGrounded)

horizontal Input = Ireut . Getdxis( Horizontal 7);
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