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2. & Unity ‘ZRIER
2.1, FARFHR

(1) FifEE 4% © hitps://unity3ad.com > B5#& Get Unity -

Made with Unity Community ?;mnity Asset Store Q O

& unity

/#/
Unity 2017.1 introduces new tools that help artists & designers tell better visual stories, new

ways for teams to collaborate more productively, and more features than ever to help you
succeed in the gaming industry

. Get Unity ‘ Discover what's new

(2) Bt G 228 A\t (Personal) [#) Try Personal #4i -

Personal Plus Pro

Free $35 per month $1 25 per month
For beginners, students and For creators who are serious about For professionals who need
hobbyists who want to explore and bringing their vision to life and plan complete flexibility and crave
get started with Unity. to publish. advanced customization.
Try Personal FREE Essentials Pack Go Pro FREE Essentials Pack
J ($150+ value) ($150+ value)

Essentials Pack Essentials Pack

Learn More Learn More Learn More

Linitv far Entarnrica [ T T TS TR


https://unity3d.com

(3) &)3#& 1By clicking, I confirm that I am eligible to use Unity Personal per

the Terms of Service, including the limitations described above | #/~fif

RAEA R TGS 0 1 25% T Download Installer | i Ze4: By BE 2
7 o

Please Note:
If your company currently makes more than $100k in annual gross revenues or has raised funds in excess of $100k,

you are not permitted to use Unity Personal, for prototyping or otherwise, per our Terms of Service.

If you are not eligible to use Unity Personal, please click here to enter your email to see if you qualify for a
free 30-day Unity Pro trial.

By clicking, | confirm that | am eligible to use Unity Personal per the Terms of Service,
including the limitations described above.

¥ Download Installer

€ 20171, 736KB

System Requirements for Unity version 2017.1, released 11 July 2017
0S: Windows 7 SP1+, 8, 10; Mac 0S X 10.8+.
GPU: Graphics card with DX9 (shader model 3.0) or DX11 with feature level 9.3 capabilities.

Looking to download the installer for Mac OS X? Choose Mac 0S X

2.2, F#dEERA
(0 A&EQ@)-

(2) 485 £ T /7 B4 % Older versions of Unity o

Frequently asked questions Resources

~ What tier of Unity can | use? Older versions of Unity Unity Beta releases
Patch releases Premium Support

~ Dol own the content | create? Latest release Engine features

~ Can | downgrade to a different tier? System requirements Download Webplayer
Resellers

~ What do | get with a subscription to Unity?

~ Can | cancel my subscription? Alrea dy own Unity"

~ What payment methods are accepted?
Download the latest version Unity for AEC

~ How long does a subscription run? Unity for Gambling
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(1) YT T Ze8E#25% (40 UnityDownloadAssistant 2017.1.0f3.exe) i EiZed:
B PEAR A > BHEE Next $#%4f o

€« Unity 2017.1.0f3 Download Assistant — > 4

Unity 2017.1.0f3 Download
Assistant

This assistant will guide you through downloading and
installing Unity.

Please make sure you stay connected to the Internet during
the installation process, as Unity components will need to be
downloaded.

Click Next to continue.




(2) 5)3¢ [T accept the terms of the License Agreement | [6) &) &tk » W EHE
Next ##§f ©

« Unity 2017.1.0f3 Download Assistant — X
License Agreement
Please review and accept the license terms before downloading and installing Unity. Q

Unity Terms of Service

Last updated: February 13, 2017

Unity Technologies ApS (*Unity", “our” or “we") provides game-

development and related software (the “Software”), development-related v

I [A11 accept the terms of the License Agreement I Print

< Back Next > I Cancel




(3) Bl ELHEMIAH - IRIZEEE Next %4 -

« Unity 2017.1.0f3 : Unity 47 iss EF2 o

« Documentation : Unity {ifi fj F{i} B APT 2% (44 -

« Standard Assets : Unity P &5 (i i 42 e & A o

« Example Project : i ffl Standard Assets Jif #L/5 5) &5 B % -

€ Unity 2017.1.0f3 Download Assistant

Choose Components

Choose which Unity components you want to download and install.

Description

Unity 2017.1.063
Documentation

Standard Assets
Example Project
[] Microsoft Visual Studio Community 2017
o e e

[]i0S Build Support

[]tvOS Build Support
[] Linux Build Support
[] Mac Build Support

[] SamsungTV Build Support

[] Windows Store .NET Scripting Backend
[] Windows Store IL2CPP Scripting Backend

X

q

Y Install space required: 2.8GB

<eocc |[Choc> ]

Cancel




(4) 3E4% T B2 SN E. > IRIRBHEE Next H81 -

« 3%3% Download files to temporary location (will automatically be

removed when done) {224 ¢ T 5 2 B 7704 B0 72 246 52 4% 5 B il

B o

o RS Unity 2500 BB IRERAE > Ao FH AN R) 0K A1 42 A% ] o8 B i 00 ) B 2 46

ZAB A A iRAHY Unity

€« Unity 2017.1.0f3 Download Assistant -

Choose Download and Install locations
Specify where to download and install files.

Specify location of files downloaded during installation

X

(® Download files to temporary location (will automatically be removed when done)

(O Download to:

C:\Users\godstamp \Downloads

Unity install folder

C:\Program Files\Unity

Total space required: 3.0 GB
Space available: 41.6 GB

Browse...

con [ion> ]

Cancel




(5) WAL A B SRR P AR S ZH B PR -

€ Unity 2017.1.0f3 Download Assistant -

Applications are blocking the installer
Some applications are preventing Unity from being installed, and must be dosed.

Please close the following applications in order to continue with setup:

X

q

Application Process
- 66% Searching, please watt ...

< Back Install

(6) T Hk PR B S HIAT B 58

€ Unity 2017.1.0f3 Download Assistant -

Downloading and Installing
Please wait while Unity is being downloaded and installed.

Downloading Unity 2017.1.0f3

Show details

45568kB (9%) of 533180kB @ 2169.9kB/s (3 minutes remaining)

< Back Next >

Cancel




(7) PAGR %4 -

« Unity 2017.1.0f3 (64-bit) Setup —
Installing
Please wait while Unity 2017, 1.0f3 (64-bit) is being installed. Q

Installing Unity executables...

Show details

(8) %458 > W] 4)3% Launch Unity (FHi¢) #/mE#HHT Unity > B5% Finish %
SAR R

« Unity 2017.1.0f3 Download Assistant —

Completing the Unity Setup

Unity has been installed on your computer.

Click Finish to close Setup.

Launch Unity




4.5 7. Unity ID

(1) AIFEE /745 ¢ https://unity3d.com > REEEAT b £4 0 SR E 7 -

Made with Unity ke * Community gtUnity AssetStore Q O

/

Py ¥
Unﬁ 2017.1 introduces new tools that help artists & designers tell better visual stories, new
ways for teams to collaborate more productively, and more features than ever to help you
succeed in the gaming industry

Get Unity Discover what's new

(2) ZEEBAM H MR > B Create a Unity ID 4t o

Qunity Products Solutions Made with Unity Learn Community GetUnity Asset Store Q O

Unity ID

5 you to buy

nd/or subscribe to Unity products and

shop in the As tore and participate in the Unity

community.



https://unity3d.com

(3) 7 Email {750 A T FE R AL > BRI AR AR A AR Unity ID -

&0 unity

Create a Unity ID

If you already have a Unity ID, please sign in here.

Email

utcsu@randomexp.net

You will receive a confirmation email on this address.

Password

Full Name

Click or touch the Unity icon

| agree to the Unity Terms of Use and Privacy Policy

Get Unity news, discounts and more!

ip Q

Create a Unity ID Already have a Unity ID?

o]l¢]

(4) 7t Password H i 5 & %
INETFRE S B o

& unity

Create a Unity ID

If you already have a Unity ID, please sign in here.

Email

VAZE D 8 HF Tl B BEA —ERE TP

Password

utcsu@randomexp.net

Username

|

Click or touch the Unity icon

13 <

| agree to the Unity Terms of Use and Privacy Policy

Get Unity news, discounts and more!

ip.

Password requirements

v Minimum 8 characters
V' Atleast one uppercase character
V' Atleast one lowercase character

V' At least one number

\AJ

Create a Unity ID Already have a Unity ID?




(5) 7E Username Hif i 8¢ € BEAG > A4 H A Unity #1 85w 18

&) unity

Create a Unity ID

If you already have a Unity ID, please sign in here.

g

Email Password
utcsu@randomexp.net ‘ \ ........
Username Full Name

RandomExpUT_CSU

Your username is for your Unity Community profile.

-

K Y

| agree to the Unity Terms of Use and Privacy Policy

Get Unity news, discounts and more!

Create a Unity ID Already have a Unity ID?

(6) 7 Full Name {5 € IR 9T E R4 o

& unity

Create a Unity ID

If you already have a Unity ID, please sign in here.

Email Password
utcsu@randomexp.net I l ........
Username Full Name

RandomExpUT_CSU

Random Exp Ul CSU

Click or touch the Unity icon
213 <«

| agree to the Unity Terms of Use and Privacy Policy

Get Unity news, discounts and more!

Create a Unity ID Already have a Unity ID?




(7) MR ISR 7S R R BRI 7 > A0 > $575 ARG %E Unity [B7R o

&) unity

Create a Unity ID

If you already have a Unity ID, please sign in here.

Email Password

utcsu@randomexp.net ‘ { ........ ‘

Username Full Name

RandomExpUT_CSU } Random Exp Ul CSU

Click or touch the Unity icon
13 <« ip| Q x

| agree to the Unity Terms of Use and Privacy Policy 5 .
Create a Unity ID Already have a Unity ID?
Get Unity news, discounts and more!

(8) 5)#¢ [T agree to the Unity Terms of Use and Privacy Policy | /=[] & fdi F 5
RIS FABLR > SR7% > B5%8 Create a Unity ID ##4F -

&0 unity

Create a Unity ID

If you already have a Unity ID, please sign in here.

Email Password

utcsu@randomexp.net ‘ \ ........ ‘

Username Full Name

‘ RandomExpUT_CSU ‘ Random Exp Ul CSU

Click or touch the Unity icon
e 1 <« ip| & x

| | agree to the Unity Terms of Use and Privacy Policy |« | .
Create a Unity ID Already have a Unity ID?
Get Unity news, discounts and more!




(0) BR{= A I Unity ID HEZR(5{F > d6B5# T Link to confirm email | 3457
BT o

Dear Random Exp Ul CSU,

Thank you for creating a Unity ID

Click the below link to confirm your email. The link will expire in 15 days.

Link to confirm email

Please go to support.unity3d.com to get help with any questions about your Unity ID,
account, organization(s) and subscription(s).

Sincerely,
The Unity Team

(10) /R Unity ID ELRERD » B P H TSRS A

& unity

Unity ID Confirmed!

Your Unity ID is confirmed. Close this page and proceed with log in.



(11) [l 2% 7. Unity ID B E T > 2% Continue #2247 B[ & A o

& unity

Confirm your Email

Please check your inbox for a confirmation email. Click the link in the email to confirm your email

address.

After you confirm click Continue.

Re-send confirmation email

Back to Sign in

&unity [D

My Account My Account Settings
Settings
My Seats = Personal Information

Redeem a product code

Name
Projects
Dashboards Username
Organizations )
Email
Archived Projects Country
Unity Ads &2
Cloud Build Preferences )
Timezone

Analytics Support
Cloud Build Support
Preferred language

If you have previously purchased

Random Exp Ul CSU

RandomExpUT_CSU

utcsu@randomexp.net

Taiwan

Asia/Taipei

English




5. R =

(1) BARK Unity 2017.1 o

(2) iy A3z Unity ID F{S58 RIS - JR7% > BE% Sign in $41 -

€0 Unity 2017.1.013 "

Q unity

Sign into your Unity ID




(3) HERR AT AT B A HE o

€ Unity 2017.1.013

(@ wmvaccount
Checking license
(4) 2428 Ak (Personal) - i B Next $%8f o
€ Unity 2017.1.0f3
&) unity . @ wsccom
cense management
Unity @ Unity
Plus or Pro Personal




(5) v &t i#iE# [1don't use Unity in a professional capacity | - ilfiB;# Next
Fi81

License agreement

Please select one of the options below

The company or organization | represent earned more than S100,000 in
gross revenue in the previous fiscal year.

The company or organization | represent earned less than $100,000 in
gross revenue in the previous fiscal year

@ 'dontuseUnityina professional capacity.

Why does Unity need to know this? m

(6) - Uk Tl A8 B F P s 52

€ Unity 2017.1.03 X

& unity o T

Updating License

Unity is checking your license authorization — stay tuned!




(7) R Z A -

€ Unity 2017.1.03 X

&) unity W ® ws

(8) Unity ID #J ¥k fifi ] Unity W /HIHEE A G A o B4R r7EHL Ll K& FEAE Unity
HIRE ST -

€ Unity 2017.1.03 b 4

&) unity e @ v scooun



(9) M4 2y 1 R

€ Unity 2017.1.0f3

& unity

What is your primary role?*

Q]

ow would you rate your Unity skills?*

(10) 34 H FiwHH Unity £ RERIRE BE R A

€ Unity 2017.1.013

& unity =

How would you rate your Unity skills?*

Platforms of interest*



N

(11) IR PCE L & B -

€ Unity 2017.1.013

.
e o o
Q unlty Signin License Survey Thank you
Platforms of interest*

(] Android

[_J Android TV

() GearvR

O Google Cardboard

L_Jios

[J Linux/Steam 0S

() Mae

|_| Microsoft Hololens

[_J Nintendo 3DS

(] oculus Rift

O Playstation VR

[_J Psvita

[ psa

(@ mv account

€ Unity 2017.1.013

, -

) psa

) Tizen

) Samsung SMART TV
| Steam VR

] wos

] Web/WebGL

:\ Wiiu

"] Windows

__| Windows Phone

:\ Windows store apps
_J Xbox 360

| Xbox One

Don't know

(] Other

@ mv account




(12) 4% 3 ZaT # f#H Unity 2B 28 MR AR A 25

€ Unity 2017.1.03

&) unity :

(@ wmv account

you
What type of content do you primarily plan to develop with *
Unity?
@ Games
Architectural visualizations
CAD/technical visualizations
Medical simulations
Military simulations
Research projects
Content for use in teaching/training
Educational content/tutorials
Media production/movies
Projects for the advertising in
Art installations
Gambling applications
Don't know
N 1y
(13) IR SE 1% > BB OK #41
€ Unity 2017.1.03
.
&) unity . WP

Architectural visualizations

sualizations

Medical simulations
Military simulations

Research projects

Content for use in teaching/training

Educational ¢

ent/tutorials
Media production/movies

Projects for the advertising i

Art installations
Gambling applications
Don't know

Other




(14) SEBRCH -

Q Unity 2017.1.0f3 .

m' . . O
I =
)
Q un Signin License Suvey  Thankyou Q« MY ACCOUNT

Activation

Almost there!

(15) BA%GHE A Unity -

& Unity 2017.1.0f3 y

i ! : : ‘ ® @®
un Signin License Survey Thank you »14 MY ACCOUNT

Thank you! )




L. [ %% B 5238 A

AR W7 ] LR B 28 Unity - 4EH 77 Frie a5 38 B IR > ] LR BT
] RE4 L B A7 A Unity B85 SRVY - mI > NERAEFT SRR L > 3
WOt 7 AT S A AR P S e A A A

1.2 #% Tutorials

https://unity3d.com/learn/tutorials

Unity ‘B 77 #4uti ir e (A2 - E850 Ry e

N DR R RN T (RS SR EH RN BB EEAA
RS BN RE SRS (] > AL IRER ~ K2 ~ A SR  HH O E - 2D
FREFACBA & ~ BROER ~ XA S -

FE - EERAIE AT B BRI 5 | S5 R BN B AR S, > AR AR
LR ~ 2D W AIE ~ BV © Bg - WB - By Bl - AN T
PR ~ BT~ B SRR ~ REBEEIR - BREGE ~ £ NHERES -

2. &Rl Documentation

Unity ‘575 sl 7T B8 Unity B @2 HEM IR > SRt Rat A st BRI
B FR HRIE AR -

i B F-4f : https://docs.unity3d.com/Manual/index.html

S B anfe] i AT Unity AR5 as DURORH B AR G5 0 40 I SR - {08 B Th ]
Y2 AR #) Unity WA R HAHB I - FEEHA A 0B RES
1 ~ Unity 2D ~ [E{R ~ P32 ~ 480 - BRAAA B -~ B -~ A - F
i ~ Unity i ~ lEHREES ~ fiEFRHSE -

#RAE S %« https://docs.unity3d.com/ScriptReference/index.html

S AR S AR U TR B AP 25 50k > B XS VERT 78 B i B A R
RHRFEE M > RS A RE R MR FAZ A ) % H Unity BREEREER ~ EH
A TREEZONEREHR



https://unity3d.com/learn/tutorials
https://docs.unity3d.com/Manual/index.html
https://docs.unity3d.com/ScriptReference/index.html

3. HIEZEAE Live training
https://unity3d.com/learn/live-training
AE RS &AE ERE > fy Unity JE e IR SRR BRI H Ak 77 B > £l
2B RSB B A I R IR ELE) ~ 128 5 BARE A e T R LUK B IR [ 8 K
RE) 1~2 /NI > AIRORBE IR 28 B > W RE R At b R AR B o

4. 5875 B8 4 i Certified Developer

Courseware

https://certification.unity.com/courseware
SR RN BERIEE R TWEMAEBEATEH > 74 > #TH Unity Plus -
Unity Pro ~ Unity Enterprise [ /7 > 7] 524 1~3 1 7 1 % 2 i FIAE -

5. %57 )E Asset Store
https://www.assetstore.unity3d.com/
TEPH B BB B AR > B3 Asset Store HPHYEIE A LI AR ~ f&RR0R - &
SNYER ~ B S RLTRERL ~ AU~ WERAIME LR ~ Hak/ &4~ nH e AR
BT~ DhaeAE A B I A &% 5 0 e 47 1 45 0 R A 1 O B A e Y T ARG



https://unity3d.com/learn/live-training
https://certification.unity.com/courseware
https://www.assetstore.unity3d.com/

[I1.2D B 3D /5 55 Ze A

Unity 7] I AT 7% 2D 1 3D %8k i 98 T o & {R7E Unity Hd sz —1H
IS - fRZH e 24 2D o 3D BRI LG - 1RAT AT RE CARAE Ik
REEE ST R AR - AR - A 288 S B R RE T B s BRI 4 o

1.4 3D

3D i fk 3 6 FH R B RN OB ) = B2 2 [H] A8 AT S AR Al SR D B i - il
M 2B AR AYERSE ~ AW (o LU KA SOl Bt S i » Szl LU B e
SRR 8 A2 B > 1 IR R R ) LIOE FLHY 77 A B e A 1) A T o

3D i BOEH M ALER 7 AR5 5 > Fr s 2 R - e
EHHHK -

BHE A LR B A 88 > AT LA 3D R 4f

LI R & Unity B 77 50 Asset Store | #H % 3D 5 ¢

« Vikin Village :
https://www.assetstore.unity3d.com/#!/content/29140



https://www.assetstore.unity3d.com/#!/content/29140?aid=1101lGxc&pubref=UTPDF

 Corridor Lighting Example :

https://www.assetstore.unity3d.com/#!/content/33630

+ Stealt (Unity 4x)
https://www.assetstore.unity3d.com/#!/content/7677



https://www.assetstore.unity3d.com/#!/content/33630?aid=1101lGxc&pubref=UTPDF
https://www.assetstore.unity3d.com/#!/content/7677?aid=1101lGxc&pubref=UTPDF

ATWEGE > AR 3D e > HZ B IR ACHAE SR B e ERAR A
FRLEEA > S Btaa R —8 R WA EF ACEAR » AR - B BRER T2.5D) -

TR IEAE A — BB AR RIS > IR IERE LR 3D #3 » R BN E I
ERL > ABIRI A 3D BRI PR ACEAF:

BEIF > PRI ZES SRR ANIG AR B DI 2y 1R 2 (Orthographic) e

3.4 2D

#1220 2D R AE AV BHR > A IR UG & Sprite > BRI A =B 221 4
fif o

BRI B B A B A o T H AR A G B
R R AR > MERZ DL 2D M RE) AR A5 o

Unity B J71F Asset Store $#2{iLf) 2D BH % -

e 2D Platformer :

https://www.assetstore.unity3d.com/#!/content/11228



https://www.assetstore.unity3d.com/#!/content/11228?aid=1101lGxc&pubref=UTPDF

« 2D Roguelike :
https://www.assetstore.unity3d.com/#!/content/29825

« 2D Roguelike :
https://www.assetstore.unity3d.com/#!/content/73728



https://www.assetstore.unity3d.com/#!/content/29825%E2%80%A8?aid=1101lGxc&pubref=UTPDF
https://www.assetstore.unity3d.com/#!/content/73728?aid=1101lGxc&pubref=UTPDF

4. 54t 3D IR 2D 355

A748 2D BT ERE A A (A f ] 3D AT > (BRI BE IR W e — BEZE W L o £l
o ST RE S BURKERIAES - lf B TR N REAE — AR Bl - (R A B
P8R4 3D BRI FETRE A 3D LAY R

S B REHE SR > 3D RO T RE I B AL S B o MIEShRE LAY H W o B R
B BIRHE e pifg A (25D o

BESRAE 2D BRI o (BRI R AR AT 3D ARG L - R ER% DL 3D B3
FREh AR A o

HAFER AT 2D 35 DA B 5

73— TR Z D) 2D B EA > (A 2D B > HR A B DU %
TEEIHIROR -

Sl ARG ) EAS IG5 > BRI AT B (R T Y o AER A B AE B
%THE%ME EMERT

2D S e R B A IR B A 7 3K o AR > IRIERZ AR I B A s B
1 (Perspective) ifijl% Scene fR % 5% & 4 3D °



6. =g 4

)

A ISR & L BB S > S (R R A
FISCBRSHTTS » B R E R » 7 2L R4 (SRR AR W28 B —
BEAEVE o

JeNy) AT\

ALt > VR ET DARE IR DI

e A S
7.2D F1 3D 135
S —EBEZE > RO LR R AL 2D 5 3D #BH K Unity 4RiEgs o MG
Wl > REE W] ABEIREE 2D Fil 3D 83X [E ) # s i as o

7-1. 7& 2D F1 3D #3 R I

(1) %A% B Edit > Project Settings > Editor Bf B4R %5 % € - Editor
Settings

File Edit Assets GameObject Component

Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D
Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Select All Ctrl+A
Preferences...
Modules...
Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
Sign in
Sign out
Selection >
Project Settings > Input
Graphics Emulation > Tags and Layers
Network Emulation > Audio
) Time
Snap Settings... Player
‘ Physics
Physics 2D
Quality
| Graphics
| Network
Editor

Script Execution Order



(2) & Defaut Behavior Mode 7 2D 1§ 3D o

© Inspector
Editor Settings %,

\r'J | Open |

Unity Remote

Device | None 3]
Compression | JPEG s ]
Resolution | Downsize $ |
Joystick Source | Remote 3]

Version Control
Mode | Visible Meta Files A

Asset Serialization
Mode | Force Text &l

Default Behavior Mode
Mode | 3D s

Sprite Packer
Mode | Disabled
Padding Power [1

C# Project Generation

Additional extension: txt;xml;fnt;cd _!
Root namespace |

7.2. 2D F1 3D HRX 52
(1) 2D = -

« {BLE A BT B (940 00 % 2D IR (Sprite) (67804 Sprite
it -

© Inspector
Magic Import Settings 2,
| Open |
ITexture Type | Sprite (2D and UI) :JI
Texture Shape 2D $
Sprite Mode | Single &
Packing Tag |
Pixels Per Unit 100
Mesh Type | Tight ™
Extrude Edges (s 1
Pivot | Center ™
Sprite Editor
» Advanced
Wrap Mode | Clamp ™
Filter Mode | Bilinear s ]
Aniso Level o r—| 1
Default | &
Max Size | 2048 N
Compression | Mormal Quality 4]
Format Auto
Use Crunch Compre | |

| Revert || Apply |



« Sprite Packer #BHRK ©

o Scene i s B A 2D o

# Scene
Shaded 7 m ¢ | ) | I 7| | Gizmos ~| @~AT

o TERHIG RO IR A EMYEIE (Directional Light) -
o FEFMITERR L E % (0,0,-10) o

o BUMTERAIER (Orthographic) o

© Inspector
-4 ¥ Main Camera || Static ¥
Tag | MainCamera #| Layer | Default 4]
\ 4 Transform
Position X 0 Y 0 |Z]-10
Rotation X 0 Y0 'Z/o
Scale X1 Y1 fZi1 |
v & V¥ camera il
Clear Flags | Skybox +]
Backoround |
Culling Mask Everything N
I Projection | Orthographic & ||
Size IS |
Clipping Planes Near 0.3
Far 1000
Viewport Rect
X0 1Y |0
w1 ‘H1 |
Depth -1
Rendering Path | Use Graphics Settings + |
Target Texture ‘None (Render Textu @
Occlusion Culling
Allow HDR
Allow MSAA
Target Display | Display 1 +]




+ Lighting R % :
- BN EIR I ER] Skybox e

- BRBEYEAKJE (Ambient Source) E¢'E A Color (K > R54 G
58 -B66) -

- FEFHEHIEAEOE (Precomputed Realtime GI) BB ©
- keSO (Baked GI) RAEA o
- BB, (Auto Generate) REH o

5 Lighting
Govainaps | omecemaps ] @
= a5 -
Skybox Material ‘None (Material) (o]
SerrSouTee =Morre=frgtt

Environment Lighting
Source
Ambient Color

| Color

Environment Reflections

Source | Skybox |
Resolution | 128 D)
Compression | Auto J
Intensity Multiplier O 1
Bounces O 1

= z S
I Realtime Global Illumination | | I
¥ Mixed Lightin

I Baked Global Illumination GI

’ All Baked and Mixed lights in the Scene are currently being overridden to Realtime

G) light modes. Enable Baked Global Illumination to allow the use of Baked and Mixed
“ light modes.

Lighting Mode Shadowmask

¥ Lightmapping Settings

Lightmapper Enlighten
Indirect Resolution 2 texels per unit
Lightmap Resolution 40 texels per unit
Lightmap Padding 2 texels
Lightmap Size 1024
Compress Lightmaps 4
Ambient Occlusion
Final Gather
Directional Mode Directional
v
| [_|Auto Generate [ | Generate Lighting | v |

0 non-directional lightmaps

oe
Mo Lightmaps

(2) 3D #is :

o ANEBCE HE AR T A I R S48 % 2D E{R (Sprite) fiEH] -

- Sprite Packer BFPH -



 Scene % s E A 3D o

# Scene r .
| Shaded % | <) | & 7| | Gizmos 7| !

TER G Bl B 1A € 1n 6T  (Directional Light) o
o FERMPTERALE A (0,1,-10) o

o WOUTHECE M (Perspective) o

'Main Camera | [] Static
Tag | MainCamera #| Layer | Default 3|

Position X 0 Y1 Z|-10 |
-—

otation | |- —
Scale X{1 R E 74 B
v ¢ ¥ camera #.

Clear Flags | Skybox

Background _f
Culling Mask | Everything

Projection | Perspective 4|
Field of View — — |60
Clipping Planes Near 0.3
Far 1000

Viewport Rect

X0 Y 0

w1 H 1
Depth -1 |
Rendering Path | Use Graphics Settings % |
Target Texture 'None (Render Textu @
Occlusion Culling
Allow HDR ¥4
Allow MSAA 4

Target Display | Display 1 4




Lighting fR % :

Skybox Material A %78 5% A Skybox o

IR IR (Ambient Source) 7% E % Skybox o

EEF A2 EOER  (Precomputed Realtime GI) BHER -
HLRs 2R (Baked GI) BHRK -

H 84 % (Auto Generate) BHRL o

5= Lighting

Scene Global maps Object maps ] *

= A
| Skybox Material W Default-Skybox
TTOTTE (CIgiTey

Environment Lightin

Source Skybox
Intensity Multiplier —(r
Ambient Mode | Realtime
Environment Reflections
Source | Skybox
Resolution [128
Compression | Auto
Intensity Multiplier 9]
Bounces (o,

¥ Realtime Lighting
I Realtime Global IIIuminati(g I

¥ Mixed Lighting
Baked Global Illumination
Lighting Mode | Shadowmask 4]

generated for baked shadows, The Shadowmask Mode used at run time can be

Mixed lights provide realtime direct lighting. Indirect lighting gets baked into
set in the Quality Settings panel,

‘ @ lightmaps and light probes, Shadowmasks and light probes occlusion get

¥ Lightmapping Settings

Lightmapper | Enlighten 3|
Indirect Resolution 2 texels per unit
Lightmap Resolution 40 texels per unit N
. . v
linhtran Daddina 2 | eawals L3
I [¥Auto Generate | Generate Lighting |~
0 non-directional lightmaps 0B

Mo Lightmaps
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(1) B5%E NEW & New Project %t > #EfFHE AT H S o

Projects

n Disk

In the Cloud

o WPRZEA I EER) Unity BAERRBUESHEHE > HEES 1R E RS,
FELL R SR SR SR A B > LR R R AR A v] B RAGZ H%E -

o WPREFHRBORIIA ISR EH S > a8 7R OPEN » (ZiltER / &
TSI A A 17 A8 T, B AR % o

o R B EE AR E R > Bl R R EAR
NEW » FIRE A HLE o



(2) REHHER -

€ Unity 2017.1.013 X
Q) mv
1
2

New Unity Project I. 3D 2D| l Add Asset Package }

3 (3

‘ 0 Enable Unity Analytics KD

C:\Users\Public\Desktop

1) iy B A
HRATNER LIS B S 7 R R T SO A AR R IR Ut
ViR iy 4 - TG ARG A BT S S ) B R R e 440 o

2) #4% 3D = 2D M H A
IR PR RN A TS 3D 5 2D - S e BB E A E L) K
LT IR AR B TR > MEIH H AL SR Z AR > W] AR R e o IR B

B o
3) AR R IR A

X
If
P
o
<
<+
&
X
&
+

16 € H R E R EAF I BRSO, AR
HE G AT T ST BURFRAT B ©

4) BL# Create Project #41t > PG HE T % -



(3) eI B % > Unity Sl EEY)

< Unity 2017.1.013 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11>

File Edit Assets

OIS ¥ G

= Hierarchy i
] Create '| (arA
» €{ untitled 1 = A 3

1) H A B Unity jRAs -
2) H Al B B 5 47

3) MM o

4) H AR A HAEP S -



= | New Unity Project — O X
) £E » New Unity Project g v = o
O g @ 2 ¢= i A
¥ T= Assets 2 TE0. BEZEX
o x Library 3 2017/6/21 £5 EBEEER
) == ProjectSettings 4 N = =
msE Temp 5 HF EETHRT
A=
- EREE (C)
- SEREE D)

DVDRW =E8

== Expansion Drive
= Expansion Drive

oy £E

°
1
il

m -
cu

R3=45

v
ER1EE

i

1]
mm

* =

EL

Y& Unity #R§E & b 77 3% 55713542 Assets > Show in Explorer 5{{F Project fi %
BT A S BH RIS B8 4% Show in Explorer > 7] B RAER R &R o

1) B AHE [a] IR R B DR AR 47

2) Assets BRI © ERIR N AIRES - &8 Unity SRR > 2 HER
¥E Unity #R g NPT V& TRRE 2 > B R TE ARE 8 CGortl ~ &
M AHE ~ MFREE) WAHARTE Unity SRERAS A EAE » DL 38 AR Sy TEI I 83k

3) Library &Rl#€ : B Unity 5 gt r EERER SR N BRE S > L% > i
FH 3 AN 3 1H R A L P (R 2R S AT AT 4R A o

4) ProjectSettings ZRI g © 2 MO R A AU B2 RE 22 > it Unity [ Bz
DI R A4 > 7 Unity 4 #2855 9 Edit > Project Settings 3# BiIE H it
F) P P R R E I <

5) Temp %R} 5K « b7y Unity ST > BB EARER I > Hoh L 2 el
Lock » 0] RERZ B B A RS sl ER 5 BAPA Unity 12 - e 2RSS B B



B 5 An2RAE Unity RBHBULSE SIS > 24 Temp BRI - F7RmT GE LK
Unity fRIEFBAPA - W Unity O8GRI H S BB - RIATMER -

2.2, L Z Bi1S = Project & Scenes :

File Edit Assets GameObject Comp

New Scene Ctrl+N
Open Scene Ctrl+O
Save Scenes Ctrl+S
Save Scene as... Ctrl+Shift+S
New Project...

Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build & Run Ctrl+B
Exit

*  Unity JEH 8B A 7 > & H T 2850 8 37 35 SR ALK, -
* £ Unity #R#5a% P EAERIAREEA A 2 - EESR AACRBIG RN
o BHEMGRAERE 2R > GIRAE RN R E TR -

o HERFEEMIAMNETRREZURERPZEME MG~ EREE - B
EPEH - By A8 R FIE - B B AR BESA - T
B ICH: (Prefab) REZe... 4545 o



Vo::/\A{I\ : B/‘J/fgi ~

AC RGN ) 25 75 Al s 4 1A 10 AR o 2 ) A e e A0 70 2 PR R A o P AL
REA T HES ~ 04l ~ rBERSSE -

i IR E AR A 5 DL ETEM) TAF » AR o MBI & B2 A TR i B 5%
Fe AN 6] B4 B 9 2 T ANAH ] @

THBCHIAR B 2ol vl R R B R T 2 dee B OB o T LUZ R AR AT 45 A K
el o WK E RS B RS BB PR B o R s E |
H Window 32 ¥ 2 b BCH A AR 7




Hierarchy #2%7 : 51| 13555 rp 2 BRHERYIE 208 - DLW AT BAR B A5
] R AR AR NUE BRI BN 24 R ACCSE AL T B R SR - R R Tl
W JE R S A S5 3] » Scene A8 7 H 1 BRSPS 1 Hierarchy 48 % #04 —{E 1k

H > B LS R AR 5 10 9 02 AT Y o

& B 'S | 3] | [=]| [ =2center | @Global |
= Hierarchy @ -=]  Scene € Game
T
| Create = | (Coall ) | shaded 20

v € CharacterThirdPerson -=
b GeometryStatic
» GeometryDynamic
» Helpers e
> Ul e

» Cameras
» Lights
ThirdPersonController

23 Project (] Console
Create ~
Favorites 4« Assets
All Materi

Scene % © FARAR RS SO B I B0 E ~ BEWE ~ 00 > IR AE S LB ML I ) A
ARERVRIIG 5 o Scene M B REABUR 3D i 2D Hif8 » IPRFARFTEFE I F 25 -

1 i_i st -.:-;-nte[j Global | | I | Collab ~ | | & Account - Layers

+ Scene g Game S'Alle't Store s=1 © Inspector

- Shadad Eli2n ‘ | % | <) | = vi | Gizmos ~| (e AT ' ThirdPersonc

Tag | Untagged

Prefab Select

~ Transform
Position X -30
Rotation X 0
Scale Xl

+- & Animator
Controller

Avatar

Apply Root Motion |

Update de

Culling

;

. Rigidbody
Mass

Drag

Angular Drag

Use Gravity

Is Kinematic
Interpolate
Collision Detection
Constraints




Game #% : {355 P INSEHGRET Fr 2B - R B ERE s b T g 2 B

[EIREEINCRE Y S A (B

e = ?
1ol i Center

Global > 1l M

Collab ~

Account ~ Layers

€ Game T £ Asset Store

Scene

=1 © Inspector

|| Display1 + Free Aspect + scale (O— ] X

'erson

nsole

sets

| Maximize On Play  Mute Audio | Stats = Gizmos ~

' ThirdPersond
Tag | Untagged +
Prefab Select
Transform
Position X -30
Rotation X 0
‘ Scale X 11
+. W Animator
Controller
Avatar
| Apply Root Motion |
Update Mode

Culling Mode

Rigidbody
Mass

Drag
Angular Drag
Use Gravity

ematic

Asset Store #i#5 : Unity &G FE)E 5 > 0l 8 Sl & ES S SN E

IR B e TR BB E )

| I:E a1 Center : Glaobal | o || pl Collab ~
= @Scene € Game | T Asset Store | =
|Person = ] v ﬁ EN ~ -
x Filters ¥ nm
Welcome to the Asset Store
Get 12 must have assets
£
nsole
ssets

Account ¥ Layers

© Inspector
¥ ThirdPersonCd

Tag | Untagg

Prefab Select
Transform
Position X -30 Y
Rotation X 0 Y
Scale X1 Y

+. o Animator
Controller

Avatar

Apply Root Motion H
Update Mode |

Culling I

Rigidbody
Mass 1

Drag 0
Angular Drag 0
Use Gravity v

Is Kinematic

Constraints




« Inspector % : fEIRAESM AR I 4RER H AT I RYIME - B RS -
Jr EHAR T A > I B s IR B 1 R AN TR 1T AT BT AN

| Gcollab~ | | & | | Account - | |[Layers - | | Default

' ¥ ThirdPersonControlle [ | Static ¥
Tag | Untagged #| Layer | Default 4

Prefab | Select | Revert | Apply |

¥ .~ Transform
Position X -30
Rotation X 0

A Scale X1
¥ & ¥ Animator
Controller o ThirdPersonAni @

Avatar * EthanAvatar (]

Apply Root Motion  Handled by Script
Update Mode
Culling Mode

Clip Count: 26
Curves Pos: 0 Quat: 0 Euler: 0 Scale: 0
. Muscles: 3380 Generic: 0 PPtr: 0
Q/ Curves Count: 3380 Constant: 393
(11.6%) Dense: 228 (6.79%) Stream:
2759 (81.6%)

¥ .4 Rigidbody Q%
Mass 1
Drag 0

s “ | Angular Drag 0.05

Use Gravity 4
Is Kinematic -
Interpolate
Collision Detection

» Constraints

¥ § ¥ capsule Collider &,

Edit Collider
Is Trigger O
Material o]
Center
X0 'Y 0.8 P4
Radius 0.3 A
SRR P s '

*  Project #i# : MR B ER AL Assets BRI 7 > BURH 52 REAE AT 0 2 IR
JE o BEAFIEZETREIR > & HBEE

\

My
&
~ Ri
Mass
- Dr
3 Project B rag
| create - Cngu{l;r
v | Favorites H Assets s
@All Materi Is Kiner|
@AII Model —_—— —_—— Interpol
© Al prefal Collisior
@All Script Constra
: SampleSce.. Standard A... ¥ Vi
¥ G Samples
&3 Audio Is Trigg
Materi Material
» &5 Menu i
Center
» &3 Model o
8 v Radius
& Prefab :
== | ¥ —— Height




« Console # % = HF B & A2 sCR i Hh ) — ABGRIUR LA R R B 4 o sl
] It 22 A P A T LB R TR T

- ~

20200
mEfcex

2753

"L Rig

Mass
Dra

El Console q

| Clear H Collapse ] Clear on Play [Error Pause l Connected Playe ~ | gnaylans

Use Grav
Is Kinem
Interpola
Collision
I Constrair

[@Do[Ao[@o]]

v i ¥cal

Is Trigge
Material
Center
x{o |
Radius
Height

o LHA| : REFEFBOCGR S FA TAERI ZRE © Z20 6 & #.4F Scene Bt h W) F A T
Hoo WEESAT ~ B EZOD ST IR TR o A8 r s SR A Ursi B Unity i
% (Cloud Services) PAKMRHE ~ AT A1 )38 B DU K A i s 1) iR B (44—
SO AR e L M R AL R AR RE A AT A SR B RT i) -

TRIVAZEME - FU Unity Sr iy #ksy > Br A REEHHES HALE -

O RS =

» GeometryDynamic

» Helpers
> ur




& N ) \/ o Ve
VL& IR AR AR
PR  ARFET] LURTA IR B B R P AT R VY - R BEAK B % Unity
SMIRET ST AR 2 > 40 3D AR ~ BEEAE - I8y BUL T H B & 4E Unity 342
ARG 28 - A — S AT DIYE Unity sPgsy > GnEhE e as
(Animator Controller) -~ EFiE&#: (Audio Mixer) =u%iE YLarHH

(Render Texture) o

1. J73 R

Unity A DU FH AT A i T AR S A 7 ) & AR IR B 3D LAY o SR > A — L85
BT LB B Unity sy > BIJESL 7 (Cube) - Bk#¥ (Sphere) - RS

(Capsule) -~ [E[###% (Cylinder) ~-F@ (Plane) DIKJUiEE (Quad) - BLed)
ARSI FEERAM (B > P s AR PR ) > e 2w LA
2 THECH B > SRAESE PRI A 77 R AR AR AN AR o ATART JE A A T L
i F§ GameObject > 3D Object 3% B8 it &35 T8 H 2K BN 235 5% o

File Edit Assets GameObject Component M

Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N
3D Object > Cube
2D Object > Sphere = Hierarchy | &=
Effects > Capsule AN - |
Light > Cylinder Create Empty =
Adic 3 Do Create Empty Child
Video > Quad 3D Object > Cube
ul 5 Regdol 2D Object > Sphere
Camera Effects > Capsule

Terrain Light > Cylinder
Center On Children Tree Ao 3 Plane

Wind Zone Video > Quad
Clear Pare 3D Text ul > Ragdoll...
Apply Changes To Prefab Camera Terrain
Break Prefab Instance Tree

Wind Zone
a 3D Text

Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F

Align View to Selected
Toggle Active State Alt+Shift+A



o 7. J7#% Cube

i A0 P {11 A7 = 8 Y 1 B 37 7 B+ LA 25 7 AR i R

FERTR A BAE > Cube AEZARE REWM: > (HZEBAK - FEMAEEE -
T T BB BB LMY s E IR A A -

TERHEE A - e MR RDE N REME AT - AR BARER - BHRIRE T8/
ORI o BN > — R AT LR AR EOERE R ST AU Cube RIS 13 -

A SR NI S S R A 0 B T R A R AR S o R B R
PR ARG FHHY o

Hi77% Cube W& & % —BBLAL - Ktk - fRATLUZR EI0—{8 AT FLs R Y
Cube Sk s fE A B35 5 P HUAEA% (Mesh) FLfl -

« IkE% Sphere

jE A E B B EREE (H) 0.5 BEALAIEAE) > FLASCH A5 R (8 ol {5 e AR B,
ATHARFEER [ 95 RE | Heq B e A -



Sphere $FAKER ~ F7 EANGHURARAT Y > 1715 BBk AE GUL Aekm—
TERURI AL -

- B Capsule

Capsule J27E R BATFERTE 2 T W B ] - S REPIF A — (8 BAL B R 8 B A7
w (SRR RN AR MBS TS AT B REAL) o FLACH A i 5% ) 27 (B
A 0 R A I~ ER Y TR

HESRIR AR 2 HLE IR RAERTEIR - {2 Capsult S350 i R i) S 11
RA FBIRERY) o FERRA RSB LR > AT BTEYI R M B & L 5 R

B

[E#1:#% Cylinder

— i i B i) Cylinder S i B for v LA & — 18 B BLAE > AU A I (5 R AgE £
ISR B R A > LI Rt 8 ) A 7 4 [ T i ¥

Cylinder FEH J7 R AL T ~ S5l > (HETERHAHE SR B L2
fAE3E (Unity i A A RAERE R RS ) o W SR TS SEHERRAY (B AL TR H s AT



YIFRE W) > VR BEAE SR AR RS i 3 TR 4% > SR1E B LI I A As Al 4
%% (Mesh Collider) -

« 1 Plane

—q’
g

>

s A - B R B > e LA R AR 22 T Y XZ -1 _E i — {8 P 4H Y 1R 5
o HACH R 6 R 2HAELETTTEN -

Plane 75K 2 BH-F Il R ARG M - WHSCFIREEE o AR5 R B R B 7E
GUI BB RIFFRBCR B & A T E o BESR Plane T LA LE R > {H il B0 %
% (Quad) WREEFHE A -

Ui Quad

Quad JH{LIj Plane > {HE M2 A — B BLALR - M H AR 2 RE (L7 R 8 AR
ZE[HIH XY P _E > 555t > Quad #il 73 a2 E=£4TF - i Plane HI4 200 {4 -



TEG S0 J i B R R B FE S IR B I L T > Quad EARAT A ©
A BHY) GUI MR 7R > AT AR Quad ARE B » 52K ~ Sprite iz fEAf )
SEREER A TR [

2. A&
1F Unity BAMEREE ST V&R - OVEIB B ASHE 2 BT B B W) Assets R » B
FHEBBGZERA > A HEiEA T Unity 2 o ¥HREFL H JAUE » IR DL E S
PRI AR PGS b7 B 2R H) Asset ZRIAK » Unity i§RESEINE VR EENE 264
TEHT R > Unity €1 22000 HARE TF 2 M E I EA o

HARESL B g — {8 B R R AR R R > Hp S — S R K

. My Unity Project

- Assets &———
. Library

.. obj
. ProjectSettings

Assets BB} R B A fiff 77 i S B8 5 rp B RO AR R AL A

Unity H/#] Project # % N &%/~ Assets TR NG o Ktk > 4R aiiE 2
H 2% Assets EhRIHE > A4S & Bk A G 7E Project tHE & H

HRERPIRINE] Assets BRI P sl E R B2 > Unity #§& B Bkl o & 78UE
i & JHE Assets BRI - &7 B & IR BIAE Project #17 -

(©1 All Materials
©) All Models
(©L Al Prefabs
@E‘AII Scripts

Vi Assets
V& _Art

V& _Textures
v &5 Heavy Machin
&5 Materials
& Characters
v Astrella

&5 Materials
xture:




ISRARPEVR B FE S HEPL A 2 2 Unity i) Project #1% ({540 » 4¢ Mac ) Finder 5§,
2 Windows MRS ZAE) > HEASHHE R E] Assets BRI > IEB/RTE Project
PRET

KEZHIEN T > 7E Project #H % i FE 21 H AR FEFER MM HERE S - B
PRAE Unity S iBxReE M > ter 5 RE7E R RS ok i Bt

Name & Project . "=
My Unity Project Materials | Create -] (4 4%
Assets t— Texttires ¥ &a Materials
Lib JBranch
lorary || Conker Tree.FBX ) Ground
ProjectSettings @ Leaves
Temp vﬁ Textures
. ~(g‘Balk
€ Scene.unity A‘Conker Tree Leaves
%‘x Leafy Branch
b i\Conker Tree
QScene

FEBR T Unity HEZEH) Asssets Bl B SR HE SR EORE A o R A DRSS 247
L 2 OB AT A P A A AL ) S DR

FEFLEERS > ERERE RS YA meta %% > {HZTE Unity ¥ Project %
HEIR A o Unity R IRATE R 937 75 28 . meta £ 5 > (HTERZ BRI > B
VIR REFER I B R RGP AT E R o BMES T B & RS R Qi
BB EEE, > 3l FLZH BCAR B A & TR S IL R B OR 3 > Il > W RARAE R Y
BRAZT (WEF4%E / Finder) WS EM v 4 EIMES  RULLEIRE S =T
i A AHBA) meta K42 o R WRRE B E T Ay 4% IR B 35 £ B 7 YR 2 A 4848 Unity
i) Project HL &5 EYME o 48 > Unity s B 80908 SCE 0T d 4440 9 IERY .meta 1%
%o

3%%% PR AR

EBIAES

RERH A [ A 2884 S74% > 4 BMP ~ TIF ~ TGA ~ JPG LI PSD - 41
RA#FEE g L) Photoshop (.psd) #%%2% Assets BRI > B MBI 2Ty
[ 5 2K A

.+ 3D BUH% -

TSRARAE K L2 8% R 3D BB BB MR R AR 5T 3D S
(7 .max ~ .blend ~ .mb ~ .ma) F| Assets Ek}3K > EGE BRI 3D Kk



fEHY FBX M i FAHF LA © B0 > (Rl I URAY 3D HHS HE H % FBX 4%
A FHHEA F] Unity H5¢

. KRB -
JHESm VR I RAE 3D #cRE > Unity j150¢ 5308 1E 28 HE A FCAGAR A B) 35 -
AOMERE A ME A EE o SRR BN & > Wl LIRS0 BB S R A 2Ry
BE > AR A A EREREREA

¢ BEHE
TG A B S50 Assets ORLIC » LIS 745 5 10 MEAH B A
NE

¢ T B
FEAEAHEBL T > (AT AAACURNE S R @bk Unity BFASEC > MDGRTE Unity 1Y > {f
IR {4507 VIR PRI ~ ST LIS SO » JUHE AR
ACRNE S » ST YA A 1 AR ) A > L0
ISR GRS TACHE AR > S Assets YORHCISHURIME RS » 943 Unity
EFIHE A B A0 -

HEE - AL 3D > 2% 3D B LA A BE T - i85/ K % Unity
il ] 3D gAY FBX FE Hi a8 11 A EGEAE 3¢ o B0 - VR T DU A I 3 B 1
FBX f % f# 17 %] Unity fE R ER K -



ey WS N =

4. AN B
/5 Unity SHBM GG REARE » © e 0B E ROERRGS - 7
Project 15 AT EREZE 15 L) BET A FE A T » 2 R TE A 2 P ot e
Inspector LA « F R E LIS Hchs IS 420y e VR RA T 497 -
AT > B 0 A 5 40 S0 R R B A 738038 2D Sprite ;bG8 B -

FBX A % 04 BE A ¢ L sl VR BE S0 BE A ~ AE TR AR B U IR e A - DL &7 50N
AR SR P E R B A B -

& Project [ ©Inspector LR
| Create ~| (@ IEIENES E TeddyBear_color Import Settii %,
b{}Favorites Assets » Art » Characters > Open
Vi Assets / Texture Type [ Texture i)
Y& Art Alpha from Grayscal[_]
V&l Characters
v Teddy Wrap Mode | Repeat Al
Gl Materials Filter Mode [ Bilinear 2
== Textures Aniso Level O (1|
&3l Materials
&3 Textures Default | & | & |
Max Size | 1024 |
Format | Compressed E‘—]‘
BfreddyBear ——O—

HNHEEFERA > EABEMERRAR o &R0 wE e ST & I
B - T B s #E S B IRAE Inspector 4174 BURAHBAHY BE A A -

@ Project

© Inspector

| create -| (@ D| 4[| * | ~ Buzzer Hit Import Settings *,
b\ /Favorites | Assets » Audio [ Open|
Vi Assets Force To Mono O
> Art Normalize )
Load In Background [ ]
Materials

Buzzer De... Bu 0509 Buzzer Ho.. Preload Audio Data

pefaute | @ | 8 |0 | & [ (EEE | S

Primitives

o . . .

Load Type | Decompress On Load ™
Compression Formai Vorbis 3
Game Over Ray Gun Spawner H... Quality C m
Sample Rate Setting| Preserve Sample Rate ™

Original Size: 20.2 KB

@ Imported Size: 3.0 KB
Ratio: 14,73%
- Revert || Apply

£ Buzzer Hit.wav e ®

TSR BAEEES - B YRS o (AT DU TR BEEAERHET 5 BOE AN R A A 5%
=,



5.4 Asset Store [ A
Unity Asset Store J&H1 Unity Technologies D) & 4B ik B i 87 8 i B 2 &
TR G IR T - A& SRR E IR A » IR ~ BEARIE) 3 2 R fH 2
ZH) ~ BORFAREBAS BT T A NS o BIEAE Unity S5 85 P 28 i) il 555 1 1T
FEROI B T4 A B H 5 -

Unity i Fi # 7T LUK %y Asset Store R BEfiTs > A6 88 & AT A2 -

o« ifHF%E Asset Store

H] PLiEiE s B i Window > Asset Store BfE{ Asset Store # % o 26— IKiER
TN AT e R I F IR SR > BERRAS HH 2K A7 HL Asset Store fN % o

Asset Store
- o iA ( )
Featured Content Latest Updates
Art Packages
Age of Sails

1. Fantasy Weapons Dagger Pach
2. Aichi D3A

3. B-17 Flying Fortress

4. Curtiss C-46

S. Pacific Aircraft Package

Category: Art Packages
Publisher:  Amazing Games
Rating:

Size: 9.5 M8

Nine wonderful sailships, a lighthouse
and a shipwreck.

Suitable for realtime games on both
mobile devices and PCs alike. All ships
comes in three detail levels.

Complete Projects

1. M2HCulling
ooting Range Mini Game
aracter Customization

Please note that ALL screenshots have
been made with a simple Unity scene,
with just one single directional light, a
standard diffuse shader, Unity built-in
reflective water and a skybox.

BUy $90

More Information

.,'/i'«o‘\E',,
&

ope Complete Project
. Penelope Tutorial Files

Browse Complete Projects

Scripting Packages

1. ObjReader
2. UniFileBrowser

Browse Scripting Packages

Extensions

1. Rigidbody Sleep Toggle

ProtoPack Road and Path Tool Qualcomm AR ShaderFusion S b
Category:  Art Packages Category:  Extensions Category:  Extensions Category:  Extensions 3. Qualcomm Augmented Reality
Publisher:  Frogames Publisher:  Six Times Nothing Publisher:  Qualcomm, Inc Publisher:  Kurt Loeffler itor
Rating: * %k k k Rating: * % %k ok k Rating: * Kk kK Rating: * %k kK 5. Stitchscape
More Information More Information More Information More Information Browse Extensions

Download the Asset Store Tools
me@unity3d.com v

Asset Store J& BRULIE BRI A1 > 8 1% BE 5032 18 S 714 5 i A T 81 BE
ZEM A T B4 NGBS AR o - G B AR AN R SE 4D BRI H -

- > |~ A AN -

A 2T AT &7 T EE g (Download Manager) A&7 H AijHIHEY)
HAZ -



THEHLSEREN SR R ERNE R B DIERM MR - 1t
4% > Unity 42 {0 A7 b vl LU A 1R B9 T 7 LA 2 8 v -

- BTHIEFHREME

RAE T Z H AT RAE Asset Store THUAIRE R - HR > WRAFHRE - TLMEE
Lo BRE o

- Mac : ~/Library/Unity/Asset Store

- Windows : C:\Users\fifi Fi 34 4 \AppData\Roaming\ Unity\Asset Store

18 S R A AL S A E Y Asset Store fiLIE i AR T- &R > HEEIE R R
B SR R



| A LN,
VILZ AL A & A
Unity )&l (Package) &5 ==LL K& EAEA A Unity SFN RIS & 5
PIERN 773k > il > Unity fUiE%EE I (Standard Assets) LK 7 Unity
Asset Store FHERPUEE A B IR AL ACER L o

FIRARRE Unity BREEGEHE TR EMERIIES - MR
b E— g S P BRI Zip 5%

W8 Zip 18—k > B UL B IRp AR R I 1Y) DR B Sl LA B B IR B
i meta ZORE (FI%0 HEA B BRI B B IR BA A A ) -

1F Unity 77 > 2 B5IEH [Export Package | JBR4E 0 fEFIEES > 1 [ Import
Package | RS A WA BK H RiBHRLAY Unity 258 o

S YR~
1. A& JRAL
R] DLRE A Unity $2 (it THR S JRAES [HEREEJifL (Standard Asset
Packages) | DIk HEEZEE (Custom Package) - ‘B{M#FZ{# A Unity #4E
[ o

GameObject Component Window Help
i Create > |

Reveal in Finder
Import New Asset...
Import Package > Custom Package...
Ex Package...
port 9 2D
Select Dependencies Cameras
Characters
Refresh #¥R CrossPlatforminput
f Effects
Environment
Reimport All ParticleSystems
:  Prototyping
- Utility
Open C# Project Vehicles




42 Assets > Import Package 3% ¥R fE A B ©

2 fFHEE PR

Unity i TE#EZ | (Standard Assets) J& & SEFTALAL : 2D »
Cameras - Characters » CrossPlatformInput - Effects + Environment -

ParticleSystems - Prototyping ~ Utility - Vehicles -
HE AT A TR R
L BB ZERE A E A% -

2. 42 Assets > Import Package > &4 > 2B & ¥~ Import Unity
Package % » FEBEE BURGLAE BT AR PUNG TEIE 2038 » BBl e T -

3. BL#E Tmport #74 > Unity &§ & IR E N A Project #7 %f HF 1) Standard
Asset &g} o

® 0 Import Unity Package
ParticleSystems
v W Editor -
v M &3 CrossPlatforminput [ NEW
M @l CrossPlatforminputinitialize.cs [NEW|
v &l Standard Assets
v [¥ &3 CrossPlatforminput [ NEW |
[V |=:| CrossPlatforminputGuidelines.txt [NEW|
v [V GiPrefabs [NEW |
[V ¢ CarTiltControls.prefab [ NEW|
(V¥ "¢ DualTouchControls.prefab [NEW|
[V ¢ MobileAircraftControls.prefab [ NEW |
"' MobileSingleStickControl.prefab [NEW|
[ ¢ MobileTiltControlRig.prefab [ NEW |
v [ &3 Scripts [NEW |
M @ AxisTouchButton.cs [NEW|
@ButtonHandler.cs [ NEW |
M @ CrossPlatformInputManager.cs [ NEW |
M @]InputAxisScrollbar.cs [ NEW |
M @ Joystick.cs [NEW|
@]MobileControlRig.cs [ NEW |
v M GaPlatformSpecific | NEW |
W @ Mobilelnput.cs [ NEW |
M || Standalonelnput.cs [NEW |
@] Tiltinput.cs [ NEW |
M @TouchPad.cs [ NEW I
M |G| virtualinput.cs [New
CE O

[ All ][ None ] [Cancel][lmport]




3. HEZE

PR AME AZE R B TR S B HE Unity {8 5 SR 222 B E HH Y B S 3
£ o

AT Y R PR
1. GHRCAB R A B TR S o

2. ###2 Assets > Import Package > Custom Package... 7R B EUfE 24445
(Windows) &% Finder (Mac) -

3. BB AR E RO ZE I8 Import Unity Packgae % - #BE% BUR
BT R AE TS ) > Bk T -

4. Bh% Import #24f > Unity &% & IF 0N 250 Project #1% 1) Assets &R}
AL o

® 0 Import Unity Package
MyCustomPackage
v W Editor A
v &l CrossPlatforminput
x| CrossPlatforminputinitialize.cs
v _.ImageEffects
™ [c _]Antlallasngditor.cs [NEW]
¥ |G:|BloomAndFlaresEditor.cs (NEW |
M _]BIoomEditor.cs [NEW]
™ || CameraMotionBlurEditor.cs (NEW |
M [c _] ColorCorrectionCurvesEditor.cs [ NEW |
M e J ColorCorrectionLookupEditor.cs [ NEW
(M || DepthOfFieldDeprecatedEditor.cs (NEW]
(M |G| DepthOfFieldEditor.cs NEW |
™ _]EdgeDetectionEditor.cs [NEW |
M [G:|NoiseAndGrainEditor.cs (NEW |
M |G| SunshaftsEditor.cs (NEW |
M || TonemappingEditor.cs (NEW |

M |G| vignetteAndChromaticAberrationEditor.cs L
v & MakePlayCode
v M G Scripts AR =
Js| Collectible.js
Js|Door.js
Js| GameSceneController.js
M @ Spawner.js [ NEW|
[V |Js| SpinningThing.js (NEW |
v & SampleScenes

[ All H None]

a(




4.7 &AL

i Ff| Export Package sk @575 H O H E & it (Custom Package) -

L. HRRAR ZERE Y & PR B 5 - s s A S R A B TR R

2. %42 Assets > Export Package... > Bt Exporting Package fi % o

3- TEME P FERDERUT HEA STEE IR E R -

4. f&# include dependencies BEHL > DL [ Byg 45 B A il 25 PSR B A AR ¢

5. Bh# Export $741 B RO 4484 (Windows) #f Finder (Mac) ilFi# i ER4AF
GBI RDIE » REEH LI -

EE % PRELIF > Unity GESME Hh AT AR ARARETIHE o Blan > Qi Rs 45— =i
%8 LR P AR ARORE TE G RE Y > IRJER > A AR ~ AU R e —
FEHE Y o SR T LADURE R ) — S R TS AR T B AR

® 0 Exporting package
Items to Export

v & An A
v M & _Marerials 0
Jbody.mat
™ @ eye_Ll.mat
J eye_R1.mat
) eyebase.mat
™ @) eyeline.mat
) face.mat
™ € hair.mat
M @Left.mat
Qmat-cheek.mat
™ @Right.mat
) skinl.mat
v M G _Textures
v/ @ Heavy Machinery Textures
v o GMaterials e

L2 0 iiani bt o sin oA BRADAON AT, s

[ All H None] Minclude dependencies Export...




v % Wy
i H BT ) A
A7 Wi T i A2 A 2 0 ) P9 I A S T ) S DR BRI RRCAS o T LIS A
LOBBE RGO TER CREERSBNTRNER) -

2. {#i i Export Package 1 | it ity i Hi s % -

R AT RDIE By 4 O A PR > Unity A5 & Pk b e Mo =8 > pr AT DL
FHEBA4R BE KAy 4% > il : MyAssetPackageVer1 - MyAssetPackageVer2 o

fie B IRO AR BRAE 5 - IRRAE FIAH R S AEHUAE S ACHUR » S5 AR BF A 5
Unity &tk i E M & AR R &I - i H AT s el R iR R % - IWIm7EE 4k
HE A B IR BN & - RN CARSRS PR RALIERIRE - JEFHIME > BAaE
B ARAN [ {EL SO B ) 7. o



VIIT A REE R AL
Unity 2547 2 EHEHEE I > G i A B A0 PR 25 0 S A
1. 2D

HEA 2D B JRAMER 7 2D MBI E H 254 - EEE TR CrossPlatformInput
VLR Utility ()% JELAZH R HF EA

Import Unity Package n
2D

v ¥ i standard Assets
v M@0 (NEw |
W L5 Animations (NEW |
¥ &5 Animator (NEW ]
v i Materials (NEW ]
W L PhysicsMaterials [NEW]
| NEW |
| NEW |
| NEW |
| NEW |
| NEW |

v

™) &l Prefabs

W L5 scripts

W & Sprites

» ¥ &5 CrossPlatformInput
> ¥ CSEditor

> ¥ S utility

Y-y

v

[ Al || nNone | | cancel || Import |

Y& Standard Assets > 2D > Prefabs &R} A8 > A 7 Bl A FEE o > B h
|G BiaebAthAR S 2D SR

« CharacterRobotBoy : W] il i ~ BEIR ~ BEARATHEEF BRERRY 2D #as N A (o o
44 11 Platformer Character 2D 4H /432 L 7] SR B R 1F

Max Speed : FijifEHE o

Jump Force : BkEE /7 -

Crouch Speed : BER7ij #E /) 2 B 75 Max Speed #y#44% > HE#E A 0o ~1 > 3
10 o B BT AR EEAR [R] o

Air Control : BkEEsaE s » MAAYE2e A a2 o



- What Is Ground : #5 x& WIF L8 g 4% ) e SR - vl il B e > sE MR e s [7%
Moo

CollisionSlider : ek BT 177 RAIHAESE -
CratePink : Jfi 2 By AL (& i T £ 7 -
ExctentsLeft : 1 j R 22 017 ) e 126 P i o
ExtentsRight = i B4 147 80 e 1 25 i ot o

Killzone : Yee/sk #im _FF& A RASL TR SREER L - EERARERRZT
HA O EERD 2% > REAGILT > GFRLINEHEA -

Platformo4xo1 : 4 x1 K/PHIEE ©
Platformo8x01 : 8 x1 K/NHEA ©
Platformi12x01 : 12x1 k/NHITE o
Platform16x01 : 16 x1 K/NTFB o
Platform36x01 : 36 x1 K/NHIFEEG o

PlatformRamp : #G8HH P4 o



2. Cameras

fE A Cameras &FAHLFR T Camera HHEAR G IR 25V > RS THHER
CrossPlatformInput f) % J§ .0 28 5] I fE A ©

Import Unity Package n
Cameras

¥ ¥ = standard Assets

¥/ == cameras NEW
» ¥ L5 crossPlatformInput [NEW]
L Editor
P e

T£ Standard Assets > Cameras > Prefabs &Rl # » Gz I n] Y FEE OiF > B
fERiF SR BUESTRIRBER) B AR - 80 BRI A Tag i &7 Player > 3
AR bR R S S AT 2%

« CectvCamera : JELi BEAE e S50H - S DR BT[] 52 Y - BRLRE H AP ) -

« FreeLookCameraRig : #f# HAZYIFR B S0 - HalEdiE el T2 (FH)
BN o

« HandheldCamera : Pl BAEYF A5 T4 i B S w0 3 AR e 8 o
 MultipurposeCameraRig : JR g B 12414 B Filis S (f 4558 o



3. Characters

i A Characters & it T Characters MBAR & IR 5F > S T B
CrossPlatformInput L)} Utility (1% .0 ZE 5] R RE A ©

Import Unity Package

Characters

v M 5 standard Assets
> ¥ Csicharacters
» ¥ L crossPlatformInput
4 Editor
» ¥ G5 PhysicsMaterials
> ¥ G5 utility

EE EE

[ all || None | | cancel || Import |

1& Standard Assets > FirstPersonCharacter > Prefabs ~ Standard Assets >
RollerBall > Prefabs ) } Standard Assets > ThirdPersonCharacter > Prefabs & ¥}
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void DeactivateChildren(GameObject g, bool a) {
g.SetActive (a);

foreach (Transform child in g.transform) {

DeactivateChildren(child.gameObject, a);
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respawnPrefab B {#l{b £ B G154 Respawn| [ GameObject i . :

using UnityEngine;
public class Example : MonoBehaviour {

public GameObject respawnPrefab;
public GameObject respawn;

void Start() {

if (respawn == null)
respawn = GameObject.FindWithTag("Respawn");

Instantiate(respawnPrefab,
respawn.transform.position, respawn.transform.rotation);
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public class Instantiation : MonoBehaviour {
void Start() {
for (int y =0; y <5; y++) {
for (int x = @; x < 5; x++) {

GameObject cube = GameObject.CreatePrimitive(PrimitiveType.Cube);
cube.AddComponent<Rigidbody>();

cube.transform.position = new Vector3(x, y, 0);

(1) f# f§ GameObject > Create Empty 737, 2% f\) GameObject
(2) fiff ) _L 1w 2 SR i 77 & — {1 Script #%% > %1 Script 4% ZEHE-HL 2] W) )
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public class Instantiation : MonoBehaviour {
public Transform brick;
void Start() {
for (inty =0; y < 5; y++) {
for (int x = 0; x < 5; x++) {

Instantiate(brick, new Vector3(x, y, @), Quaternion.identity);

}
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public class LaunchRocket : MonoBehaviour {

public Rigidbody rocket;
public float speed = 10f;

void FireRocket () {

Rigidbody rocketClone = (Rigidbody) Instantiate(rocket,
transform.position, transform.rotation);

rocketClone.velocity = transform.forward *x speed;

}
void Update () {
if (Input.GetButtonDown("Firel")) {

FireRocket();
}
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public class Wreck : MonoBehaviour {
public GameObject wreck;
IEnumerator Start() {
yield return new WaitForSeconds(3);

KillSelf();
}

void KillSelf () {
Instantiate(wreck, transform.position, transform.rotation);

Destroy(gameObject);
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public class PlacingCircle : MonoBehaviour {
public GameObject prefab;
public int numberOfObjects = 20;
public float radius = 5f;
void Start() {
for (int i = @; i < numberOfObjects; i++) {
float angle = i x Mathf.PI % 2 / numberOfObjects;

Vector3 pos = new Vector3(Mathf.Cos(angle),
#, Mathf.Sin(angle)) * radius;

Instantiate(prefab, pos, Quaternion.identity);



public class PlacingGrid : MonoBehaviour {
public GameObject prefab;
public float gridX = 5f;
public float gridY = 5f;
public float spacing = 2f;
void Start() {
for (int y = 0; y < gridY; y++) {
for (int x = 0; x < gridX; x++) {

Vector3 pos = new Vector3(x, 0, y) * spacing;

Instantiate(prefab, pos, Quaternion.identity);
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void Update(){
float h = Input.GetAxis (“Horizontal");

this.slider.value = h;

}
B Axis Al i ] A AEE AR USRI R R AR S ARV A -

void Update(){
if(Input.GetButtonDown (“Firel™)){
Debug.Log ("Fire");
}
« Axis BB AT AR REE LU AR > 05 L A AR T AR S

- —RgE:a~b-c...o
- B 120300
- 5[4 : up ~ down -~ left  right o
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- VR4  mouse 0 ~ mouse 1~ mouse 2 ... o
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* 1t Virtual Axes ] 5 B g > 7ERE IS P # AT BB KeyCode 51158 -

+ fifi i Input.GetKey > Input.GetKeyUp F11 Input.GetKeyDown > 7] %3
KeyCode ali% 8 44 AR METFHE L SR AR G

void Update(){
if(Input.GetKey (KeyCode.Space))}{

Debug.Log ("Hold down the space key."):;
}

if(Input.GetKeyDown (KeyCode.Space)){

Debug.Log (“Pressing down the space key."):

}
if(Input.GetKeyUp (KeyCode.Space)){

Debug.Log (“Release the space key.");
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public class TouchToHit : MonoBehaviour {

public GameObject particle;

private RaycastHit hit;

void Update () {

foreach(Touch touch in Input.touches){
if(touch.phase == TouchPhase.Began){

Ray ray = Camera.main.ScreenPointToRay (touch.position);
if(Physics.Raycast (ray , out hit)){

Instantiate (particle , hit.point , Quaternion.identity);

}
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public class AccelerationExample : MonoBehaviour {
public float speed = 10;
void Update () {
Vector3 dir = Vector3.zero;

dir.x = -Input.acceleration.y;
dir.z = Input.acceleration.x;

if (dir.sqrMagnitude > 1)
dir.Normalize ();

dir x= Time.deltaTime;

transform.Translate (dir * speed);
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public class AccelerometerLowPassFilter : MonoBehaviour {

1.0f / 60.0f;
1.0f;

public float accelerometerUpdateInterval
public float lowPassKernelWidthInSeconds

private float lowPassFilterFacctor;
private Vector3 lowPassValue = Vector3.zero;

void Start () {

lowPassFilterFacctor = accelerometerUpdateInterval /
lowPassKernelWidthInSeconds;

lowPassValue = Input.acceleration;

}

public Vector3 LowPassFilterAccelerometer () {

lowPassValue = Vector3.Lerp (lowPassValue,
Input.acceleration, lowPassFilterFacctor);

return lowPassValue;

lowPassKernelWidthInSeconds B {E# K > JEIE(EBEET B R ASAS (2
IRER) o
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public class RandomArrayItem : MonoBehaviour {

public int[] intArray;

void Update(){

if(Input.GetKeyDown (KeyCode.Space)){
int ele = intArray [Random.Range (0, intArray.Length)];

Debug.Log (ele);
}
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public class RandomArrayProb : MonoBehaviour {
public float[] probs;
void Update () {
if(Input.GetButtonDown ("Fire1l")){
float res = Choose (probs);
Debug.Log (res);
}
private float Choose (float[] probs) {
float total = 0;
foreach (float elem in probs) {

total += elem;
}

float randomPoint = Random.value x total;
for (int i= @; i < probs.Length; i++) {
if (randomPoint < probs[i]) {
return i;
} else {
randomPoint -= probs[il;
}

return probs.Length - 1;
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public class RandomCurveWeighted : MonoBehaviour {
public AnimationCurve curve;
void Update () {
if(Input.GetButtonDown ("Firel")){
float res = curve.Evaluate (Random.value);

Debug.Log (res);
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public class RandomShuffle : MonoBehaviour {

public int[] deck;

void Start () {

for (int i = 0; i < deck.Length; i++) {

int temp = deckl[i];
int randomIndex = Random.Range(®, deck.Length);

deck[i] = deck[randomIndex];
deck [randomIndex] = temp;
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public class RandomRepetition : MonoBehaviour {
public int required;
public int[] source;
public int[] result;
void Start () {
result = new int[required];
int choose = required;
for(int total = source.Length ; total > @0 ; total--){
float prob = (float)choose / (float)total;
if(Random.value <= prob){
choose——;
result [choose]l = source [total - 1];
if(choose == 0){

break;

}



R BESNEERR R BN o (EL T 4 v R T E N BELSUIR TS v O IE P AR ] -
REANE P — KA S LEIHE > BIFE R vl LU EC B ] FH > PRI T R B AE R
PR BER o

2. 7€ [ 4 Y AR B

a] Ll Vectors i 4H 14 5% & % Random.value i 5] i) {E A58 45 37 77 RS e
Tt ) P AR 2

public class RandomVector : MonoBehaviour {
public float side = 5;
void Start () {

transform.position = new Vector3 (Random.value,
Random.value, Random.value) x side;

}
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public class RandomInsideSphere : MonoBehaviour {
public float radius = 5;
void Start () {

transform.position = Random.insideUnitSphere x radius;
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public class RandomInsideCircle : MonoBehaviour {
public float radius = 5;

void Start () {

transform.position = Random.insideUnitCircle x radius;
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public class MistakeRotationl : MonoBehaviour {
void Update () {

Quaternion rot = transform.rotation;
rot.x += Time.deltaTime x 10;
transform.rotation = rot;
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public class MistakeRotation2 : MonoBehaviour {
void Update () {
Vector3 angles = transform.rotation.eulerAngles;

angles.x += Time.deltaTime x 10;
transform.rotation = Quaternion.Euler(angles);
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public class CorrectlyRotation : MonoBehaviour {
private float x;
void Update () {

X += Time.deltaTime * 10;
transform.rotation = Quaternion.Euler(x , 0 , 0);
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public class QuaternionLookRotation : MonoBehaviour {
public Transform target;

void Update() {

Vector3 relativePos = target.position - transform.position;

Quaternion.LookRotation(relativePos);

Quaternion rotation

transform.rotation = rotation;

+ Quaternion.AngleAxis : £ 7 & % b g s £ B 1) et o

public class QuaternionAngleAxis : MonoBehaviour {
public float speed = 50;

private Vector3 up;
private Quaternion rotate;

private float angle;
void Start(){
up = transform.up;
rotate = transform.rotation;
}
void Update () {

angle += Time.deltaTime x speed;

transform.rotation = Quaternion.AngleAxis (angle, up) * rotate;
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public class QuaternionFromToRotation : MonoBehaviour {

private Vector3 up;
private Quaternion rotate;

void Start(){
up = transform.up;
rotate = transform.rotation;
}
void Update () {
if (Input.GetButtonDown ("Firel")) {

transform.rotation = Quaternion.
FromToRotation (up, transform.forward) x rotate;
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public class QuaternionSlerp : MonoBehaviour {
public Transform from;
public Transform to;
public float t;
void Update() {

transform. rotation = Quaternion.
Slerp(from.rotation, to.rotation, t);
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public class QuaternionInverse : MonoBehaviour {
public Transform target;
void Update() {

transform. rotation = Quaternion.
Inverse(target.rotation);

Quaternion.RotateTowards : #¢ 2R 5 [n] H A2 g —1E A B o 3l R s
b (maxDegreesDelta) A& JE A PUCEUE ) H AL ((HfgiA &g H
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public class QuaternionRatateTowards : MonoBehaviour {

public Transform target;
public float speed;

void Update() {
float step = speed x Time.deltaTime;
transform. rotation = Quaternion.

RotateTowards(transform.rotation,
target.rotation, step);
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public class NewBehaviourScript : MonoBehaviour {

// Use this for initialization
void Start () {

}

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

}
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// Use this for initialization
void Start () {

Debug.Log("I am alive!");
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public class NewBehaviourScript : MonoBehaviour {
public string myName;
void Start () {
Debug.Log("I am alive and my name is " + myName);
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@ I am alive and my name is Earl
UnityEngine.Debug:Log(Object)
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void Start () {

Rigidbody rb = GetComponent<Rigidbody>();
¥
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void Start () {

Rigidbody rb = GetComponent<Rigidbody>();

rb.mass = 2;

¥
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void Start () {
Rigidbody rb = GetComponent<Rigidbody>();

rb.AddForce(Vector3.up x 500);
}



public class NewBehaviourScript : MonoBehaviour {

}

void Start () {
Rigidbody rb = GetComponent<Rigidbody>();
rb.mass = 2;

rb.AddForce(Vector3.up * 500);
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c GameObject player;
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public class Example : MonoBehaviour {
public GameObject player;
void Start() {

transform.position =
player.transform.position - Vector3.forward x 10f;
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public Transform playerTransform;
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public class WaypointManager : MonoBehaviour {
public Transform[] waypoints;
void Start() {
waypoints = new Transform[transform.childCount];
int 1 = 0;
foreach (Transform t in transform) {

waypoints [i++] = t;

}
# ] LU A Transform.Find oK 807 18 2 F8 &5 3R 5 € 9014
transform.Find("Gun");
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public class GameObjectFind : MonoBehaviour {
public GameObject player;
void Start() {

player = GameObject.Find("Main Camera");
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GameObject.FindGameObjectsWithTag pF #3# i H Tag sk H -

public class GameObjectFindWithTag : MonoBehaviour {

public GameObject player;
public GameObject[] enemies;

void Start() {
player = GameObject.FindWithTag("Player");

enemies = GameObject.FindGameObjectsWithTag("Enemy");
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void Update() {

float distance =
speed * Time.deltaTime * Input.GetAxis("Horizontal");

transform.Translate(Vector3.right * distance);

}
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void FixedUpdate() {

Vector3 force =
transform.forward x driveForce x Input.GetAxis("Vertical");

rigidbody.AddForce(force);
¥
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void LateUpdate() {

Camera.main.transform.LookAt(target.transform);
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void OnGUI() {

GUI.Label(labelRect, "Game Over");
¥
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void OnCollisionEnter(Collision otherObj) {
if (otherObj.gameObject.tag == "Arrow") {

ApplyDamage(10);
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public class ExampleDeltaTime : MonoBehaviour {
public float distancePerFrame;
void Update() {

transform.Translate(®, @, distancePerFrame);
}
}

SR > F AR IR ) AN AR ERY > B DL R LA B )3 FE RS B © 2 R Iy
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public class ExampleDeltaTime : MonoBehaviour {
public float distancePerSecond;
void Update() {
transform.Translate(®, ©#, distancePerSecond * Time.deltaTime);

}
}
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Time Manager A —& & 14 ;% /R 7] D) 438 5% & Time Scale > {H4 4~ {d
Time.timeScale BV s B {E > BHEGHELAH -
public class ExampleTimeScale : MonoBehaviour {
void Update(){
if(Input.GetMouseButtonDown (0)){
Pause ();
}else if(Input.GetMouseButtonDown (1)){
Resume ();
}
void Pause() {

Time.timeScale = 0;

}
void Resume() {

Time.timeScale = 1;

4. ZHUE 2 Capture Framerate
—FE IR R IR A IRE A B L R VR AR B A R RO 8% B (R I L T o MR AT A
5 5 5 AR S ) - KL B0 S 7 T R B o B A B B
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firs > Unity 324t 7 —1F Capture Framerate J& 4 > W] DL 3R P ia R - 5

% B VR R B 25 2 LA SR AR ELIRE » 205 ISRIRE P D - e S LUK TR <
W PR A - IHZ BRI B <7 7% 1/ Time.captureFramerate > R4 R % (5% &



%y 5.0 > AT 2 — R B — IR o B S s AR B SR RE AR > T DUE
Update Ty v fifi 1585 5 A 59U 7 HC A4 -
public class ExampleCaptureFramerate : MonoBehaviour {

public string folder = "ScreenshotFolder";
public int frameRate = 25;

void Start () {
Time.captureFramerate = frameRate;

System.I0.Directory.CreateDirectory(folder);
}

void Update () {
if (Input.GetMouseButton (2)) {
string name =
string.Format ("{0}/{1:D04} shot.png",

folder, Time.frameCount);

ScreenCapture.CaptureScreenshot (name);

AR FH B A Al S B A RS B AR IR R I (ER B ZUR B e o IR AR
DT o ] TR ZL4H A Time.captureFramerate f{ER{ES > 45 T 78 /2 B SR ALIE R
T AN ol T R A OB AT 5088 FE A AL -



XXXVIIL¥ A2 Coroutine (—)

HORIPEI — {8 R iy > BRI A e T e B o EE X EEIRETED R 5
A AT B /L0 ZETE BN BE 0T AT 5 PRI I AN BE A 6 5 P B 2R
BEIF R HERS I — R B AT - i - BWi D YER) alpha (6 CNEBIEE) H
258 2 F A AL F -

public class ExampleCoroutine : MonoBehaviour {
public SpriteRenderer spriteRenderer;
void Update () {
if(Input.GetButtonDown ("Firel")){

Fade ();
}
}

private void Fade() {
for (float f =1f; T >=0; T —= 0.1f) {

Color color = spriteRenderer.color;
color.a = f;

spriteRenderer.color = color;
}
}
}
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private IEnumerator Fade() {
for (float f = 1f; T >=0; T = 0.1f) {

Color color = spriteRenderer.color;
color.a = f;

spriteRenderer.color = color;

yield return null;

BEE PR E 4 IEnumerator J74 ) pR 2 > il H % yield
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B

using UnityEngine;
using System.Collections;

public class ExampleCoroutine : MonoBehaviour {
public SpriteRenderer spriteRenderer;
void Update () {
if(Input.GetButtonDown (“Firel")){
StartCoroutine (Fade ());
I
private IEnumerator Fade() {
for (float f = 1f; f >=0; f —= 0.1f) {

Color color = spriteRenderer.color;
color.a = f;

spriteRenderer.color = color;

yield return null;
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using UnityEngine;
using System.Collections;
public class ExampleCoroutine : MonoBehaviour {
public SpriteRenderer spriteRenderer;
void Update () {
if(Input.GetButtonDown ("Firel")){
StartCoroutine (Fade ());
}
private IEnumerator Fade() {
for [(float T = 1f: £ >=0: T = 0B.17) 1

Color color = spriteRenderer.color;
color.a = f;

spriteRenderer.color = color;

yield return new WaitForSeconds(.1f);
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private bool ProximityCheck() {
for (int 1 = 0; i < enemies.Length; i++) {
if (Vector3.Distance(transform.position,
enemies[i].transform.position)
< dangerDistance) {
return true;

}

return false;

by
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private IEnumerator DoCheck() {
while(true) {
ProximityCheck();
yield return new WaitForSeconds(.1f);
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using UnityEngine;
using System.Collections;

public class CheckEnemies : MonoBehaviour {
public bool isProximity;
public float dangerDistance;
public GameObject[] enemies;

void Start(){

StartCoroutine (DoCheck ());
}

private bool ProximityCheck() {
for (int i = @; i < enemies.Length; i++) {
if (Vector3.Distance(transform.position,
enemies[i].transform.position)
< dangerDistance) {
return true;

}

return false;

private IEnumerator DoCheck() {
while(true) {
isProximity = ProximityCheck();

yield return new WaitForSeconds(.1f);
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namespace Player {
public class Controller : MonoBehaviour {

by
}

namespace Enemy {

public class Controller : MonoBehaviour {
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public class AttributeEx : MonoBehaviour {

[HideInInspector]
public float strength;
}
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private void ConcatExample(int[] intArray) {
string line = intArray[0].ToString();
for (int 1 = 1; i < intArray.Length; i++) {

line += ", " + intArray[i].ToString();

}

return line;
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using UnityEngine;
using UnityEngine.UI;

public class Example : MonoBehaviour {

public Text scoreBoard;
public int score;

void Update() {
string scoreText = "Score: " + score.ToString();

scoreBoard.text = scoreText;

R Update IR 73 BOBTHY 7 A > SEAS B AR SR04 K % 80T LU
SUAT 73 BOSU 5 R 0 B T S 2R A7

using UnityEngine;
using UnityEngine.UI;

public class Example : MonoBehaviour {
public Text scoreBoard;
public string scoreText;
public int score;
public int oldScore;
void Update() {
if (score != oldScore) {
scoreText = "Score: " + score.ToString();

scoreBoard.text = scoreText;
oldScore = score;
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private float[] RandomList(int numElements) {
float[] result = new float[numElements];
for (int i = 0; i < numElements; i++) {

result[i] = Random.value;

¥

return result;

}
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private void RandomList(float[] arrayToFill) {
for (int i = 0; i < arrayToFill.Length; i++) {
arrayToFill[i] = Random.value;

}
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if (Time.frameCount % 30 == 0){

System.GC.Collect();
}
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void Start() {

System.Object tmp = new System.Object[1024];

//TEBUNRPETOE - MIBRARHRARNEGERN » E2EAKRMmRET
for (int i = 0; i < 1024; i++){

tmp[i] = new byte[1024];

by
/] BR2E
tmp = null;

}
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System.GC.Collect();
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UNITY_EDITOR_OSX : AIj* Mac OS X /) Editor F2 37
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UNITY_STANDALONE : FA45RIR LB 4 (Mac OSX ~ Windows &,
Linux) #ii% / $riens

UNITY_WII = HIjA Wil i s aeg / T2 o
UNITY_IOS : fjir i0S “F-& 4 / PUTHEZH
UNITY_ANDROID : fj# Android -4 -

UNITY_PS4 : Hji?i#EF7 PlayStation 4 265 -
UNITY_SAMSUNGTV : A 47 Samsung TV 251 o

UNITY_XBOXONE : Hi*#17 Xbox One F£ 4 -



« UNITY_TIZEN : fijj Tizen ¥4 o
« UNITY_TVOS : fij% Apple TV £4 -

« UNITY_WSA : JIj# i il Windows SE-4 - 534} » NETFX_CORE £
1% .NET Core #ii% C# fSRALAA NET A& %E HY -
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« ENABLE_DOTNET : $&fft NET fJIZ &% o
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« NET_2_o0 : ¥ Mono f1 IL2CPP &%} .NET 2.0 API M 4k A E A I o 35 o
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Scenes In Build

M Scenes/Title Screen.unity
Scenes/Controls.unity
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public class PlatformDefines : MonoBehaviour {
void Start () {

#if UNITY_EDITOR
Debug.Log("Unity Editor");
#endif

#if UNITY_IOS
Debug.Log("Iphone");
#endif

#if UNITY_STANDALONE_O0SX
Debug.Log("Stand Alone 0SX");
#endif

#if UNITY_STANDALONE_WIN
Debug.Log("Stand Alone Windows");
#endif

}

BLREAAR NS > A BN RAR K - ARIBIREIE I T > 7E Unity Console # % H
Fa EAHBIE S > MERRAE S 0 AR R - il - SRR 10S > HIEr7E
Console 17 % H #/~5E. [Iphone| o

FHERE > 78 C# of > W[ LUf# i —1# Conditional & » fi & Hezi% ~ BAKS H
SEINRIBEDIRER) TT 1% o BARAFFAIGG S > 752 A http://msdn.microsoft.com/en-
us/library/4xssyw96(v=vs.90).aspx °

public class PlatformDefines : MonoBehaviour {
void Start () {

EditorMessage ();
I0SMessage ();
Standalone0SXMessage ();
StandaloneWinMessage ();


http://msdn.microsoft.com/en-us/library/4xssyw96(v=vs.90).aspx
http://msdn.microsoft.com/en-us/library/4xssyw96(v=vs.90).aspx

[System.Diagnostics.Conditional("UNITY_EDITOR")]
private void EditorMessage(){

Debug.Log("Unity Editor");
}

[System.Diagnostics.Conditional("UNITY_I0S")]
private void IOSMessage(){

Debug.Log("Iphone");
}

[System.Diagnostics.Conditional("UNITY_STANDALONE_0SX")]
private void StandaloneOSXMessage(){

Debug.Log("Stand Alone 0SX");
}

[System.Diagnostics.Conditional("UNITY_STANDALONE_WIN")]
private void StandaloneWinMessage(){

Debug.Log("Stand Alone Windows");

bR T EAH) #if AR aste & 25 > E ] DIFEA 2 )
public class PlatformDefines : MonoBehaviour {

void Start () {

#if UNITY_EDITOR
Debug.Log("Unity Editor");

#elif UNITY_IOS
Debug.Log("Unity iPhone");

#else
Debug.Log("Any other platform");

#endif
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public class Example : MonoBehaviour {

public Trouble t;
}

[System.Serializable]
class Trouble{

public Trouble t1;
public Trouble t2;
public Trouble t3;
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public class Example : MonoBehaviour {
[System.Serializablel

public class Node {
public string interestingValue = "value";

// THNBAERIIEERNEBEEXR » ARESIAT BER -
public List<Node> children = new List<Node>();

}

//EWFIET
public Node root = new Node();

void OnGUI() {

Display (root);
}

void Display(Node node) {
GUILayout.Label ("Value: ");
node.interestingValue =

GUILayout.TextField(node.interestingValue,
GUILayout.Width(200));

GUILayout.BeginHorizontal ();
GUILayout.Space (20);
GUILayout.BeginVertical ();

foreach (Node child in node.children)
Display (child);

if (GUILayout.Button ("Add child"))
node.children.Add (new Node ());

GUILayout.EndVertical ();
GUILayout.EndHorizontal ();
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public class Example : MonoBehaviour ,
ISerializationCallbackReceiver{

// TEE{TRMERMN Node %8 - ER Example BMIAER - BARFIIE -
public class Node {

public string interestingValue = "value";
public List<Node> children = new List<Node>();
}

// #EARFEIIMEN Node ¥ -
[System.Serializable]

public struct SerializableNode {

public string interestingValue;
public int childCount;
public int indexOfFirstChild;

}

// BRETRRTERER  REFIIE -
private Node root = new Node();

// ERBEME Unity ETFEIIERIRAL -
public List<SerializableNode> serializedNodes;

public void OnBeforeSerialize() {

// Unity BDi&:BEY serializedNodes WEAIMIAZ -
// EENERNEIRER AZIZIEAL -
if (serializedNodes == null)
serializedNodes = new List<SerializableNode> ();

if (root == null)
root = new Node ();

serializedNodes.Clear();

AddNodeToSerializedNodes(root);
// BTE > Unity vIABHBHMFEIIEEERA - EFRMAEERFIIHEE -
// BFIREZEWEIFERRNER -



private void AddNodeToSerializedNodes(Node n) {

SerializableNode serializedNode = new SerializableNode () {
interestingValue = n.interestingValue,
childCount = n.children.Count,
index0fFirstChild = serializedNodes.Count+1

| &
serializedNodes.Add (serializedNode);

foreach (var child in n.children)
AddNodeToSerializedNodes (child);
}

public void OnAfterDeserialize() {

// UnityRIBI#EZERBA serializedNodes i »
// BERMAPAELEHEEZRMATROETRER -
if (serializedNodes.Count > 0) {
ReadNodeFromSerializedNodes (2, out root);
} else
root = new Node ();

}
private int ReadNodeFromSerializedNodes(int index, out Node node) {

SerializableNode serializedNode = serializedNodes [index];

// BRFIEERMSZIRET Node ¥

Node newNode = new Node() {
interestingValue = serializedNode.interestingValue,
children = new List<Node> ()

¥

for (int 1 = 0; i '= serializedNode.childCount; i++) {
Node childNode;
index = ReadNodeFromSerializedNodes (++index, out childNode);
newNode.children.Add (childNode);

}

node = newNode;
return index;



void OnGUI() {
if (root != null)
Display (root);
}
private void Display(Node node) {
GUILayout.Label ("Vvalue: ");
node. interestingValue =
GUILayout.TextField(node.interestingValue,
GUILayout.Width(200));
GUILayout.BeginHorizontal ();
GUILayout.Space (20);
GUILayout.BeginVertical ();

foreach (var child in node.children)
Display (child);

if (GUILayout.Button ("Add child"))
node.children.Add (new Node ());

GUILayout.EndVertical ();
GUILayout.EndHorizontal ();
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using UnityEngine;
using UnityEngine.Events;

public class ExampleUnityEvent : MonoBehaviour {

[System.Serializable]
public class StringEvent : UnityEvent <string> {}

public StringEvent show;
void Update(){
if(Input.GetButtonDown ("Firel")){

show.Invoke (Time.time.ToString ());

}

231 55 18 B AN B R A AEEUEE AR () UnityEvent > B ST [0 Bh iR 4% 2
B 7R PR o

i A LU 7 B AR 2 2 80P Invoke() PR A -

UnityEvent "] DL FI7EEMHZ B E P IR L 4 A2 BOREE -



3. UnityEvent JjgE
. Tnvoke : JHJHFAT 0T RS AR AL 9 1 -

show.Invoke (Time.time.ToString ());

« AddListener : #RjnEBE%E4, UnityEvent » i BT A GRS IM3E 4T B0 0138 o

public void AddShowMessage(){

show.AddListener (ShowMessage);
}

private void ShowMessage(string message){

Debug.Log (message);
« RemovelListener : ¢ UnityEvent #5[5 BYEE2S > i F ‘& AR Fas i A7 IR At [l
W o

public void RemoveMessage(){

show.RemovelListener (ShowMessage);
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public void ShowPersistent(){

int count = show.GetPersistentEventCount ();

for(int i = 0 ;3 i < count : i++){

string name = show.GetPersistentMethodName (i);
Object target = show.GetPersistentTarget (i);

Debug.Log (name);
Debug.Log (target);

* RemoveAllListeners : {¢HF BRI IR EIRES: (FEMIARAIR) - Br
AR (fE Inspector A RAIEE) A% -

public void RemoveAllListeners(){

show.RemoveAllListeners ();



using UnityEngine;
using UnityEngine.Events;

public class ExampleUnityEvent : MonoBehaviour {

[System.Serializable]
public class StringEvent : UnityEvent <string> {}

public StringEvent show;
void Update(){
if(Input.GetButtonDown ("Firel™)){

show.Invoke (Time.time.ToString ());

}
public void AddShowMessage(){

show.AddListener (ShowMessage);
}

private void ShowMessage(string message){

Debug.Log (message);

}
public void RemoveMessage(){

show.RemovelListener (ShowMessage);

}

public void ShowPersistent(){

int count show.GetPersistentEventCount ();

0 ; i < count ; i++){

for(int i

string name = show.GetPersistentMethodName (1i);
Object target = show.GetPersistentTarget (i);

Debug.Log (name);
Debug.Log (target);

}
public void RemoveAllListeners(){

show.RemoveAllListeners ();
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NullReferenceException: Object reference not set to an instance of an object at
Example.Start () [oxo000b] in /Unity/projects/nre/Assets/Example.cs:10

483518 % 7% NullReferenceException #§ 4 7E AR 2 Example.cs )4
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public class Example : MonoBehaviour {

void Start () {
GameObject go = GameObject.Find("wibble");
Debug.Log(go.name) ;

}
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public class Example : MonoBehaviour {

void Start () {
GameObject go = GameObject.Find("wibble");
if (go) {
Debug.Log(go.name) ;
} else {

Debug.Log("No game object called wibble found");
}

}

BUE » FERMEBUHE A go SBHUTEMRIEZ AT > HMRAEE AZ null » Q2R
‘B2 null > BIBER —RGEHE.

2. Try / Catch [& ¥}
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public class Example : MonoBehaviour {
public Light myLight;
void Start () {

try {
myLight.color = Color.yellow;
}catch (UnassignedReferenceException ex) {

Debug.Log("myLight was not set in the inspector");
|
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b=<2-1>

a=<3, 5>

c=<5,4>

c=a+b
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Vector3 pointInAir = pointOnGround + new Vector3(@, 5, 0);
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// BE d BA/NE ¢ #HE > BisaERNAR -
Vector3 c b - a;
Vector3 d a - b;
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// MEELHEEER
Vector3 c a - b;

Vector3 d a + -b;
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public class Example : MonoBehaviour {

public Transform targetA;
public Transform targetB;
public bool normalized;
public float result;

void Update(){
if(normalized){
result = Vector3.Dot
(targetA.position.normalized,
targetB.position.normalized);

}Yelse{

result = Vector3.Dot
(targetA.position, targetB.position);
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public class Example : MonoBehaviour {

public Transform targetA;
public Transform targetB;
public bool normalized;
public Vector3 result;

void Update(){

result = Vector3.Cross
(targetA.position, targetB.position);

if (normalized)
result = result.normalized;

}
void OnDrawGizmos(){

Gizmos.color = Color.red;
Gizmos.DrawLine (Vector3.zero , result);
Gizmos.DrawSphere (result , .25f);
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// ERRmROAUERRRERENRE -
Vector3 heading = target.position - player.position;
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float distance = heading.magnitude;
Vector3 direction = heading / distance;
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if (heading.sqrMagnitude < maxRange * maxRange) {
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public class Example : MonoBehaviour {
public Transform target;
public Transform player;
public float maxRange = 2;
public bool within;
void Update(){

Vector3 heading = target.position - player.position;
heading.y = 0;

within = heading.sqrMagnitude < maxRange * maxRange;

}
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