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X AR B SR BOE, FRAGis AT k. AT DL I R X A R
SRR AT IR ] A A

LA LRI S SR B, (ELAE A SR | Xy S R A £ (T e
SAREE. T, (EHETEE (TGN, 5 26T K 5 24 R 75 A 00k
N s,

Bzt
PR AR S W . AR AT T, B Ak S R 2, D
Y BT AAL TR, T DR B 4 5, ank—3k, 7ERA 3B eI
T AR S — i 2 J5 ST RN (5,
B2z 3!
BT X AN F LI T R A O — i, [RI R R AL T R A
HLRAUE, Bk W0 TR Unity R 2 N2 (fixed timestep) '

HEREWERR, ARG EFTE Qe . BOINRIIT R P 0.02 25 WTLAFESR HAY “W
A7 R ERESOXAME (7 SR dEss “HHRE T - BhET ) .

Collab FEH.
XA AL Unity E (Unity BORRAEEHRIIRSS ) AT G,

RPALTE LIS Unity BME, 2 FXANTHRENE L 1PEEATLAZ I Unity 19
BHTFM (hetps:iioreil 1y/9i30P)

Bit 1 LAk CHES R, R R AR AR, kAR F MK
A




JR 55 1540
B IX AT IR “MRSs” PR, UL 2ok H Unity B2 T IIZE AR S5
Et4n Cloud Build, Unity Analytics %, #HA THEE L5 8, WEZ 0 Unity VX
W5 (heps:/loreil ly/750t0)

ik P15
Al DA X AN LR B Unity K,

[ 1540
A DL i X A #8156 24 i ] WL AT R R [ R

Layout {£#
Al LR X AR R RAEFR A DB B E A R, R IXE TEAANEES

(bbangmii s mi sl B R) AA R, ATELE X AN 3R R 2 AN b 7 AN 6] A6 )5

ZIEEe, XA T AR A AR OLE T,

H=E
E sl El g, rfUAESR. £FEMEGRS =PRSS R, il 1-3 Pin, £
Yy E R, wT DG o B R 2 R AR R s TR S )R, sERTLA
i AR et R F2 5 | etk e e, BRI e T8 T Bk B ny & Wi Fp T H,,
K 1-4 s,

[Fae
Shaded

1-3: HRNE
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T e R A e E, R R IR sh i R Lk (R s TR
) . B (fF A ES: TR e e (ff i T E ) BIWT, 40 R &% £
Shift #, AILA%BTUE LR AT 8 . BEFE 4. BB ALK p 8,
ALAER F A L ApE ik bk BT TR, Radetbs ks ks, B
[l %t Alt 8 (Mac |24 Option ) SRIEFEALE s %t Alt FillbsAi i (Mac |k
“h Option FIEARA ) SRJEHIEN AR, FTLALE Unity Sk % PR ALIE . i RUER
(IR 1S B P AR - 34 wT LUK Fne /ML L

T F 8T AR 1 5 DL P B AR T Y Rl A R 4R

Bl 1-4 TR T E xR B R # TRHRGIF . DHRBRILAG], ek R T
HAL TR, mdi D S F (S LI 87k Fom Y 77 [ 5h .

e AL E
WAL R Tl SR LA B R E i, R ROR T B AR RS R rh s A7 I R
BEIIANE, i 1-5 Pron. BB A R BT A RE s B,

B1-4: EEPHNRENTHRTIA
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o K

Disly 1~ rre Aspect I L —NE

B1-5: BUNE
PR L TR A TP, TDATIR B 2 Sl o 7 2

Display ({E7r) FH
FHF 3 B B AR RS BRI N2 . £E Unity Al DA SAEAR B
B, CARE e e il et 30 3 PR ST A fth AR B 154
Vg &t
FHT Al w4 ] 1 Mk bl B o 1 40 i
G D
T ORI 5 YA
FER KA TFR
JAHBETF G, R dE AR O, ke I I R A S 25 7 1
“ERRE T K

P AR i X B & A . 2R Bk UL, 7R AN Ay B 2 5 0T P 31
filu SR, XA REAE R A A
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CRET TR
EANTFRPE T - BT A B R ESIHE BITHE .
Gizmos 1%#1

Tl SRRt BoR R E S 5o R (BIAERHL) A% B) A Fr,
SRR AE S s A AR

RERE

R s LIS oR T 24 AE o RAVE B, 4l 1-6 For, mTLAEIX B B I x5
BRI AR AL

ECbe o
(I
O Default Material  ©

Q Default-Material




A Unity PR LA By, BB H 1.3 BEATHE.

FERG A 5 WO THUAS T LA B A T Xt R ARk, Bsh, & wT Ui s oo A PR A
T PV b e 1 S8 TR O A5 ok A% 5 i L Pl s o 3 i 1A T L DI R e 2

BOANTEULT, fEEHE T AR A A R, A as AN AL B2k, A%
[ 7 SRR E R RIS B, AT RS AL 8 A A BUE B

BRLE

B AL F Y /T 5 h B o G, e 1-7 Bow. i s A~ PR T DL
LR e P RIXT R . ARAE R BALE i rh — AR, BRI AR S A B vh b
wrh, R ZIRR. AN, ERTLGE I HERARIE, K — R R E D B — AR R
XA

=3 B
+ v o All
v € SampleScene*

¥ (1) Main Camera
) Cube
() Directional Light

1-7: BRIBE

5 E L
T EHALIE J o 1 30 E Y Assets (R ) SCHERETNES, 4l 1-8 Fom, EX T LAAF |
3l I diy 44 ST v B4 T A SRR B R
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NHE BEHse ©HE
+ v
Vv = Favorites Assets

O, All Material

O, All Models

O, All Prefabs .
V & Assets

Im Scenes Scenes
> Im Packages

B 1-8: MBNE

T G SRR, RIS L R, TR Unity SMBHRIE. Unity
P 2RGSO R — /R A5 meta BRSO PR TRl T A 70 B 15 .
N BISESARE, RO, Hero.png %IR35 A Hero.
png.meta M, ARTE Unity NEBE iy 4. FEaheli MR IR SCfF, Unity
LMIRHLE R meta SCPEs ARATSEEAE Unity MR TE fr 44 20 sl M 78 6 S 1
Unity SRR S 0, S8l A BB AL B mera SO, SR REWR % 3CHE
WA 5 LA S A B4 Tk,

it

MIERHMERER NI, rTOUG SRS O TR HIARR: , AR5 A5 tH AR B b e 3 3¢
LR o R BEEFATH A CRMNE N, @ aTLME “WH7 SRR
FPHTHAE, MREARE O, WTLHTHF “GH7 K5, RIEEE “GR7 - “%
EHTIRE”

1.2 EM TR
E
Wi A% 5y 5o At AR S TE Y, T2 2 1% A fr] 61 8 R Bl AR X e Mg 2




fRRTTR
TP — AR R, AT Wt g S, SIRILHE QIR

XAk AT DAE — AT 2S00 s g serh . BUOAZEX REG ETE G4 1,
FRUES s e AT WA, 28 TR, S 1375,

[FIEE, e ULt PedEfE Control-Shift-N (Mac & Command-Shift-N) 3k
BT 2R TR R 5

erb o G,k AT DAEAS A &% b SE i A R

A DL 0 G B AR o R xR iR R A, et A, B
F -0 G AL S AH B 2 BISENR  3X BRI FRATT AT DA B &2 2 (O I 0o S R R A
A=A, hE TR Glan, rTEURHRER & R IR EN BRI TR,
AR, Rk A RFEETRRIO B, B — DR R kA 5
— ARG, TR RS B A R 55— A% R BRI (35 2 Wi
) “RPALET ) .

AT DA i 7 B 2 M P oo Bl e 3t G ok U B B U HET . "TLAE ] Control-Equal
(Mac k2% Command-Equals) PRGN & LB B R B RIAKRE, @rLL
{#i ] Control-Minus Pe4EHE (Mac >4 Command-Minus) 5%+ 5 F 3 [7] 2 6k 52 T

it

BN, AT A ek 4 B 5 T B s IR R rh ok BB ROIE RO B, Bildn,  andfeRs—
/> 3D BRI IRE Py s AL A, Unity $ 8Nt 52, Ho i & E Guizi
TR A AL

AR AT — A 2R R AE N R AT S, ATUAT I “TUeskxd ™ SRtk
Pe QIS TR RPE O, X R I BERE R Alt-Shift-N (Mac 24 Option-
Shift-N) .
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1.3 24

E
QAT IR 3 1 2 D % 6T B2 D 5 41 A 2 4R 9
ERF R

WA A G P — 2% a8 . HIER T E & FhhRERYE M nfE = BRI

h T A PR AR AR RO, FRATTRE G — A AT — S AR AR R T RO R
WA VEEAES S il In— A5 0

LT DIRERIE.

1. ¥THFF “UEsrt%” 3, &8 “3DME” — “SiHE” . —/#H Cube ik
SHE A B S, ik 1-9 Bk,

B 1-9: FRNEHKPOILLE

2. HEEFES B E PR Cube R, A6 AR, LU RE o
1E Cube Jii#kX 4% LRI 713, 4nlE 1-10 Fiw,

AR AT R BT ML B — AN Transform (A5#t) #H¢F. Transform Z{: A5
BRI E . e gai, HREEH A4 . Transform 4.2 A "l BRI,

20 | #E1E



=1
% Untagged  + [E Default
Tr: STOrT

Q Default-Material

RIS

B 1-10 FUHAKRNESE
Cube %3t G0 L & Hofth LA, BAIIZhRERR A .

MeshFilter (Rit%itigss)
XA A T A M B SC P o3 A%, i MeshRenderer { Hl. #i & HY
Cube {0 R B 68 AU TE IR i Unity 2B (HETF R A CHlEkit, K%
K koxd SRR IR B SR BT E BB

MeshRenderer (PIf%{EYess)
OO SRR LIS, T B2 (8 A 3T 0k B I A I S0
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BoxCollider (&JEff#{A)
5T S G AR R B B AR

A 2% v R oR T AL R ECCE R, AT LG i R R X S R R 2k AR e 1 T
TEH R, 2 FIREL, MeshFilter Ak RA @M. CEEHMME, X& 1
M5B (object field) HIBIT, ‘B —HMIH FHY 5 — R RATS I,
MeshFilter Y%t G = B aT LAFG [ (T (] WA 525 13k 205kf 52 W] LAE I H 7 I b 42 3
X BERERE S I G 2R A R AR B e s 4N, MeshFilter 5B Risz
Bt 2 SN R

X RFBAATEAG I HTF IR, o mT DA ) Sy vh B AR A 52

A PIRRES L T35, — R "R S, o AR AR 2R A AL R
el JCVERAMER TG ik, #RREAS LRI A M TR 12 Y

Wit
ISR S, FTLLB LA LRI A AR, T BRI

AR E R 5 — AW R, R = A R ERR, IR R HIET .
SRIG, b B AR R, IR ELA AR =4 S E AR (ARl gon fon
WEAETAM:, HEH Transform 44) o H “RNSABAM" 5, ZAiE Y
2R i 25 ORE I 1L 0K

BIA (PEILEE 2 BRYTHE) dagdlf:, e MER SR aY R R AR 1 5 e fh 2
RS RG  o/

1.4 Toul 44
] &

Anfarg i xR GAF A SO, DAMEE BRI EIAS?




BRIE
BRINHEUE T, {58 5o GUREROIER R LA 354 B

MREWUE L—R R, FFEIRERZAEIA, aTELR AR ATl (prefab) .
Tl — AT IR, ERAF T IR R A B it LR ElE, TS
S A BRI RIS,

SEOVETIHI:, R sh U SRR . 2R UL, ATLATH “Ikx R
RIPIFIEFE “3DXRT — “SritkT REE—AHISLIT R, SRE, Cube fiFRERS
LA HBUES s R AL

Tk, 1 Cube ot G 2 Z AL HE R T B AL IE o ks B — /-8 se i (1
1-11) — et P! FN, "TEAEE RS ALIE Y Cube 7 3R3 51 4R BL
TR, R TR THE RSB

RGE | Eftle ©FE

+ v

Vv = Favorites Assets > Prefabs
O, All Material
O, All Models
O, All Prefabs

V @@ Assets
B Prefabs
= Scenes
> Im Packages

1-11: {5F3 Cube MRS B RBIHT I
BUAE AT LABOO RN Ay S5 MR B4R HY Cube S ARATR T .

AT AT Aok R T 4 38 2y s v e G ST (B (B A - e A ik ) 1 8o B
HIFATEIA
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A G0, RS b B AL R TR R R, KR A AR S Y 4T
TERIE" kR DO AT Sk, Al 1-12 FoR,

me (EEHs e
s

B 1-12: Y548 Cube M

g e p)a, il RS PLE AR [l EE k. O B R IO BT S ks A B R
LEIA AT A RS L.

it

T il I 5] 55 DA P 2 TRV AE DI 5 e T ol 047 S eI, % o) 4 T ) £
& eictB 2 A 2 kBB A ARG SK B o R Z WA, BOAEL T, FESL Gl EAr
i B B S A 2 SO R AR TR o 2R B UL, An et Cube T 4 A9 S Bl I 5%
ISR, M2 S R A BIX ALl B, sesh, ST H B
P, S S SR PR DU AR R 22 B

fH, AR AR S W o B R B b sk (9 b, TG e o OO ey gk, AR
CPNHBITRIAET o AR PR e, ATUMEAS A S TRERETF s K,
Riasd “MHABAT .




fE CEERT SRR, B AT LA T (5 T IR S

1.5 7=
|B) @

SRR QIR S, LA Al B AN iR L Ve ?

BRTE

ERIEF I H I, Unity 25 H 81— /N HZE S5, % F Control-S (Mac 24
Command-S) , Unity &¥ 5 SO RAFRIREEL s A& 58—k IR 5, Unity 5%
PR IRAF I 12

FTCAEIE AT SO SREIFESTE R ROIREE 25, BE T RHRAT
W5, R e e,

it

Y5 ATUAA Z AR Y & . Bildn, 3 xR 2 3R SR 24 56 R AT LAE A B sk ) 2

sokAEiE . iR TR, ATEVRA AR RN BGs i I 5. XA IR AE 9.1
T,

6 B
o) &
anfaf 1A 35 B A s A0 Se R BCE Unity DUREX Lo SR R IR S A2
TS
B SCEAR BN E o, R SR N IR EESS (Windows) B¢ Finder (macOS)

HE R W E AR E B RT, Unity £ B shbBR X se 3ok, FEE i1 AT E ey =T H
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SCHREAE] Unity 5 G, sk eI DABRA “BHIR” (asset) T

£ Unity S ASCHJG , st ol Do i 7SR R A 45 R B A Unity RIS A T T .
ANFER SR XA A FER AL Flan, "TELREEGIREADERIEATA, X
FE Unity 23 A2 B— A IS R & 2R, DUMEERS R R Serh 8 (R AESS 5 #itie)
T L R A A ST T A

Wit
Unity S35 SRR, B PRz,

3D Xf4:

% ¥ Autodesk FBX il Collada #%3; BbAl, 4nlRZe3e THH R AYER M, Unity
BF LA A Maya, Cinema 4D, 3ds Max, Cheetah3D, Modo, LightWave,
Blender F1 SketchUp % 3¢,

EA
ZHE WAV, MP3, OGG F1 AIFF #43X; Unity i& 3CHF £ vl IR SCHE#5 5K,

245 Impulse Tracker (.it), Scream Tracker (.s3m), Extended Module File Format
(.xm) F1 Module File Format (.mod),

2D & HE
% ¥ Adobe Photoshop, BMP, PNG. JPG, BMP #l1 TGA Zk& 5.,
s

% ¥ TXT F1 JSON iX i kg 2%

Unity RESS IR ) K 22 B0 7E SRR Fr b o SO EAT I R gk, (HIE 5 (R i T
eI R, Bldn, 4nfAH3E7E Unity A0KF Blender 9 .blend SCHEER
IR, MFFZEHR RSP L% T Blender b HIET,




1.7 #3% Unity N B

o) &%

AfAl A REASEE Unity JUH , DUECRHIFRR & A 45 B0 K 2
fRRFE

AR, ATUAIT I “3Cf” ER ks “AERixE” (B 1-13) , #TH
Build Settings % M.

Build Settings

;l PC, Mac & Linux Standalone €4

l= Universal Windows Platform

£
o
:
4

Q Xbox One

WebGL

1-13: Build Settings &0

FER T, TR B AN S, MRMRRE YRS, EE X ¥
g (R, % T Control-S (Mac k2 Command-S) . ATLAIEARE &Y
Yy ®) “Build st Bk, SE RS CINCAT RS R SRER RN
AT A Y.
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TR EERFEMERINEG. Unity XRFZFE, BFEN AR, T, iF
HALEFE, — IR AR PG EhrEEaRsbUEesEr. aREA S
—ACFEWEGE, FHEh et UHere” %,

— )t g e, kel AT “AR T RHL T . Unity & iR R] S ORAFAD - SCIR AU AL B
BB SRR, Unity st& AT

it
IR ST SR E , TS FAMEIR G S A, MRk R s %

AR, Unity REEIEMEIE . SEHRBUX R, WLAEH &I fd 4T T
BT B DAL, 0 YT 8% rh 2% S AT P BLR BUIAT, AT DAE G rp R st

RIT (WSS 0L EEATRIOVEA , £ T IR £ (58, 25 Unity
WSR2 25T (hetps:/loreil ly/KHvvw)

1.8 i RIFI%E

=] Z
Al [a] Unity A4 R i5 & A0 24 w0 B 1Y% &9
RRAR

HHEEERETHAMRE, HTF w7 KR, &f “BHEIKE” . Project
Settings & K HE (& 1-14)

{E Project Settings % H Hv, "TLLJSEE IR & M E, B RKR PR . AR,
FEE R BCE . WA,

A HRVREE 2N Unity By AR P A S ROBCE, NI e o,
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rsistent Contact Manifol v

2
0005
oo
O
(I
]
(]
[ ]

HE
1
HE
tal

~
@
3

atch Friction Type

rojected Gauss Seidel  ~

I‘E.!I
<

1-14. Project Settings &0

Wit

FEEEE A (18 1-15) , ATCARCE S, P& Fiog I T Fr A U H YA
f£ Windows ARGt L, wLGEE “Hi” AT RLFBE s fifE MacOS R4t L,

5 32 Unity SEREATT W]

Recompile And Continue Playin¢~

B 1-15: g§Em&E0

Unity B
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1.9 &% Unity &

(] &

A% Unity £, LI JB Unity 31 9€A04612

S

AL Unity GRS R SARTIR, i 2 R 4 A5 3 S BT b

WAL HT H S P ER . XEWE, ELR-T0E, BRASELHNHE T
A AR I A XA, NI RS i 3t e

ABEFLEIE, EHF W07 RRIRER TREEET o aTRMER PO
3 B A TR A

g
Unity FOAL4 0 2o Rt —Fh RIG RO 5 X, R & AN ST T Unity 514853
TR ATRIE R,

Unity FLEFL 250 % W FR %4 UPM (Unity Package Manager) ,
Yy

AL B —eet, JH BT Unity Bk 28I ea R LR R At R, #3587
RS 245 8., WIS Unity B 5 3CES (https:/loreil ly/-XVoh) .




£ Unity s8I ATE 20 40 5 A —— Wt 4a B IA——k SEHL. Unity iy
BIARLM C#1E=E (RER “C sharp” ) HEH, C# A MEKIT k. BEEFE T
KIg, BCMA T e BIIHRSCEL, Unity 1B R BRIIER LSS,

FERA T IRA T & ARG 20, VR R — 5 1 AR

\

ABIFARRME 2R GRS C# B F RIS R —— TR S — A4 7, &
FHY H P s anfa fE ] C# 15 5 945 Unity JIA,

BAR C# & Unity B EEHGRIES, (HRML T DR HEFET L.
Unity /TLLS ZRPiE ST EEK, 3 —RIIBERAABMATH, XEN%E
BESRE R T A, (EASRARTE .

AR AR CH IEE, RIMEIERIR (C# 7.0 BLDEARIERE) (C# 7.0
in a Nutshell, W24 https://oreil Iy/jSKmC) LA CGEAFRH C#)  (Head
First C#, WA https:/ioreil ly/wv54k)
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2.1 [@ Unity 378 RIS R A Z

=] Z
AOA] AT GRS A, D@ C# RAD S B R E 14T A2 52
RRAFE

Unity kx4 2 %5 %% . MonoBehaviour——% 4T Unity {f FHAI I A iz 476
Mono—& — /AR M, % MonoBehaviour it Bl ka5 e, ©h2 58
KR EHEIA A, LERRATRE WS AE 5 — Wi AT D,

AN AEFF R i AP AR ST E , ELAnBEDAR M, Unity H AR AR RS 2K
WRRA W R o FTLAAR SRR X — AT .

EA W Rk R I D2 48, WIFEZEH E—1> MonoBehaviour JIA, FHfHAER
HAERHDMBERI R . XEWE EEFELE Unity P QI — AT £,

Lo ATHF “Wekxd 7 Fesdfaad “3D 4T — “SEHHT SR EIE—AVET Cube
S EIE N

2. {EMIFEE) T HAF Cube BEhFHRGALATHI AL E

BTk, TR G AR MIA

Lo AT E S O bRy Assets SO, i Q1" — “CHIIAT
2. XABEIE—AEHCH, JEH Unity SRR BT 4. B3I #4724 Mover,

KA G A — BB LT, A Unity S0 X 61 BRI S
N % WRREE ML, AR E R 4,

% Unity f 35 A B AFRRBE ST A . L, 5 C# 260, R

3. Bl MIA S, Unity $40E BN GREE 23T 972 5T Windows /7, Xl ¥




42 Visual Studio; macOS i P2 {# A Visual Studio for Mac; Linux F /0w
e BN I St e .

R AR EE ok Unity AT HIANIRR T, wTUATIF “Eakm” JaEs “sh
WLTE” — “IPEpgEESE” . X T macOS I/, FRA1RZHEFFEH Visual
Studio Code 11 BBEdit,

FEMNA S A, ATEAE 21 T X A BRI AAS «

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Mover : MonoBehaviour

{
// Start is called before the first frame update

void Start()
{

}

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

}

Start JiyhEfESE —MUEHTRT A A, 1M Update J5 38 miA A —ik,

4. & X FEE L Mover 2.

public class Mover : MonoBehaviour

{

public Vector3 direction = Vector3.up;

float speed = 0.1f;
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void Update()
{

var movement = direction * speed;
this.transform.Translate(movement);

EA TR AEURR B, X B AISAER &0E, (BB A2 A B ah it
RT3k, R BAE IR, HRFE &SR, HE 237,

X B AR AT T UL T #RA1E,
o QT 44K direction U 3L Vectors A8 &, FEBIEE 4414 Vector3.
up., XA&—NETF (0, 1, 0) 1Y Vector3,

o QIET /4 speed WFAF float A5 &, FREHAEWLATLAN 0,11,

speed (AR R f{E C# IESHREZ, BWA £ IEREE(E (An0.1)
SWEBRIN double (BURSRE) Z87UifiA float (BLKGRE) KA, XEW%HE
AT A 2 S B0 i B R

float speed = 0.1;
ERA BT
float speed = 0.1f;

o EN T/~ #h Update Wi 58, HAEXAHEH, GIHE T movement A5 &, 1%

s I{E R direction 1 speed IR, SRJ5, transform J&M: LAY Translate
TSR, D4,

Bl AFRIA 2 J5, sk ol DR VR D 20 BB e it 4 1T
1. & Z AT ERY Cube T4,

2. ¥ Mover.cs AR KA 25

e, TUEEMESI A AT E, BT direction (WEINE R
Vector3.up, "I[LAEFIBIER RA (0, 1, 0) , k&l 2-1 FiR,




3. TR, BRI A N BB, PRk TR, LIS Rk,
4. Bk direction RPN T, REFHRE THKIGRE., FTLVER], ik
X5 25 USRI 5 ) 860 2 5

v # v Mover (iiF) @
A # Mover
AE X 0 Y 1 Z0

2-1: Mover A0SR, BROOEE
it

MonoBehaviour & —A> C# 2k, W[LAGIE B FIIF LB E 73, Unity S0
MR LA RX S5 s fil4n, &L T Update J5iiJa, Unity S{EH— thﬁIFJHﬂ 2
EXT OnDestroy Jii%Ja, Unity SAEE s B BRI G A&,
TR THX S S 1 5 12

[Eiiibus SOV A \_IL‘J\i_i'_ CESINEAET HHL GV A, %L
?#‘%‘ﬁf&é il $$ RN JE, EEFEE A MAR A FR, Unity 22218
i ENTEZNCE bué‘fmﬁ%*ﬁ‘ﬁi@‘lﬂéﬁl HAAIZARGEA (& 2-2) . didix
77 BN BT IIAS R AF BUAE Assers SCHERA, (HIRATBEI 7T LLF AR 2h B H Al
PLE,

FRic A public (/\JZF) AAS o DR EAR A ds vh . X SR 8 [RIRE T DA H At BRI A T
W], AL N RABAZ AW, AXAFR e AT R, TSR
public wlﬂﬂ%ﬁﬁ%, FEER EJ5 U n [SerializeField] J&M:, 40 FRIR:

/1 R RREFAA AR, (HiT SerializeField &Mk, B& B RTERA ST
[SerializeField]
float speed = 0.1f;

ARAE A QEEZ%Q%,@XXEEEE%¢E? A LAZE JEAE ]
[HideInInspector] J&
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It
(2 FancyScripf %)
B,E

FTEERAS

B2-2: @i RNEH" HEeBRHFMA

2.2 TERIZA (FHERITR) L an E AR E R %I
PATES

E
a7 A Az iy B 3 B e N 203 AT AR RS 2
BRAR

Unity £5 £ 7 [l R 8] 45,18 F MonoBehaviour B[R 75 .

Start
Start ik RS EBEN MRV AT RIETER K. R AR FT
LRI ELEMME RS |, AL Start Tk S TR IT 411 55 —hiwk A .
Update
Update JHiLfERAE X R A EaWiAH—k, X%k AEESRGYLES:
Y 2 nt. T EE S, e eSS (banfssh) s AEs:,
Awake

A Start LML, Awake J7 W AERIA E G B . Unity XAEFTA
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Awake JFiEPATE UG BT Start 5 X EME Awake J5 & W 4A LA (7]
51H (Eb4nf# H GetComponent 11 FindObject0fType, L 2.4 Hifn2.5 %) 1)
B RE, 1 Start J5EMIE Max Be 5| FH 5 () BB 1 f FE IR R

LateUpdate

LateUpdate J5iifE Update 75 25 #kiH. 5 Awake i1 Start 2%{L), Unity &%
{EFTA BIAR) Update 5588 A T8 525 A LateUpdate, X fflt 7 —AM{EH
AR NE Z SE AT AT AINLES o AN, 40— A R & F TR sh A,
75— A AR G & T T e i A 18] 55— A R QU IAIAS I8 2k B 12oR A% s AR
R HCAE Update Hr, Kl fRALH(E LateUpdate Hv, AR (R e RS RE S (3 i 1k
Xt G A ) E AR 5 1A

1tig

BT X s WG, A Hofth 2058 TR B O TR, Bil4n, iR A
SCELT OnDestroy J5ik, HATEF TGN, OnDestroy HkstSwiAA. A
S5 i R AR SO RN T R R R AL R A S . B, an A S

T OnBecameVisible J5i%, FHifFk*I % Hi# Renderer Zif4: (Eb4n SpriteRenderer
s MeshRenderer) , Al 2 24 % G itk AIZARHLALETIEF , OnBecameVisible J5iimt s w8 H .

REETERAWARMLRES , 24— RELI T AT, Unity KA,
TR TEA KL TXATERRSE, RIGERAAXA T,

P, XA EFAAHARE; Unity Tiean{ &SR M. b7
PEIMADERTE , VP 2 1 K& (0 R TRx Se 05 B B AR 7515, AR Ik H b 28T H &A1,
R °h R A Unity SIEE RN IZR R &0,

AT DA o M B 2 vh S (5 Y Update J5 7Lk R fbmiz, 3 & 15 B 152 Unity
SRS (https:/loreil Iy/vPggZ)

BUEOLT, Unity AORUEAFIAR T3 s 4T Fr . (H 4n R AR S0 OR SELE 2 Y 1)
WA (dne#d A) fEHMhR (A2 B) ZHithiT Update 57k, FILATFEIALE &
MIEIATIRY . ZEMELX— 5, FTLATH “gRi” SR, fe “BiHRE” , R
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W ARBATIFT o fEXE, FATTEVE B AR BATIR R, R e A 14k R
BRI, ARl 2-3 PR,

£ Project Settings :OX

B4 BIAhiT JIIﬁFi oo

=

= AR EURFEN, ST,

Input Manager e N N . - - "

1 BEXRFIBIARTLM - SR EEGARI 2 st JEHuUT. AraEhRIA 2R IR
FAEBRIART AT

2D #iR

Player (SERUHIA RN AT REfsE ZANIAS TR A =T . )

Preset Manager . . . _

EE = UnityEngine.EventSystems.EventSystem -1000

ARITIRE = TMPro.TextContainer -110 =

Tags and Layers = TMPro.TextMeshPro -105 -

TextMesh Pro = TMPro.TextMeshProUGUI 100 =

BIE]

MU BB

XR Plugin Management + v

Revert  Apply

B 2-3: BEMANTINF

2.

3 B SMEILXHIITA

3] &%
FEWF Rz AT, Anfe] if O 52t F2 78 [ I iR BE N 2B AT, A2 mfbmig (Bimi=e)
o5-A LN

RRAR

alLLE i Time 2809 deltaTime B M KSR EE Ye F— Wi s S quistfal, Job Hik 4 %
TR

void Update()
{

var movement = direction * speed;

/7 Lk deltaTime; HLTE movement fFBFVELANMIBAALEL, 1A A& 5 WS sh ) PO 5L

=




movement *= Time.deltaTime;

this.transform.Translate(movement);

Unity B2 IKE LU P REPRIE BE ST A N %Y, SR TREZ i (ELER
GPU FUB/Res SFMAFRIRE DARIR) o T EREATE, AR G R i =T fe
SAPVE, AR, E Gt WU A ] ] RE AR .

Bk, "TLAZRS —AfR LY Update 75798, LEA G4 miks ah & e 1 EE & .

void Update()
{

var movement = direction * speed;

this.transform.Translate(movement);

}

X BRI AR RS, SIS S RV RERS IE 4L SE Z Wi, S REBAIIRB S E L
FEA FE QIR DI, S RS BRI IR B 23080 R A G AE B T G — it
HEFEE), BrLAMIER D 8h & BOT R shid A g H AR is ah i st A ]

Hy T fRPX A A, A DA e bl B AR S B R, X el D@ it Time.
deltaTime k3k15

FERCE, WEFBE delta (A) EWHRERERNZEL. Fik, deltaTime
R B LWLk 2T T £ DA

B movement 3€L) Time.deltaTime f5, movement FiAFZ B EEE, MaFnEr
EWE SRS, AR M E S ZS transform [ Translate 5k, X4k
SUE R ERD), A5 WEEas2m,

deltaTime JFAREME—rI AL, 4 RELES HizfT 72K R, "TEATIR] time
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AF R, AN, AL ik Time. timeScale SR sfeds it Al AR HE B, X AR
Pt T AR B4 10 2k

2.4 FHBENRTR ERIAE

|o]

L] {5 P BR 380 e e 4R .42

RRAE

FIIFH GetComponent J57%, Al LASRIUBEIAS Bt Bfkhnl fro gtk 5 42 b i e 8 14

TEEH GetComponent I, O TR IERIRAUENTZ RIS K0 thuh . 2B, 4n
SRAB IR A 5 52 _E ) Renderer 28 44, W 5z iZ 18 ] GetComponent<Renderer> 757,

AR AT R A B AR N 2T 4R, GetComponent ##5R A null, #ndf

Y B null 6 SR G &SRB, R sl k=5 &8

N (NullPointerException) , #2NIlSEMIA (L Y A WilfE (AT, NGk
AMHSEA R, BTLL, TEZREN Zh0, oA AREEL S A null,

RIS — ARSI A, sl CAEH T 2060k, Rl sxt L7
MeshRenderer ZHfF, kv LA# T GetComponent TjlaliZeh ¢, FH-id it i 1] He @ M ok Bl
it ] 2le 245 HCAA R L €2

public class ColorFading : MonoBehaviour

{

void Update()
{

var meshRenderer = GetComponent<MeshRenderer>();
/] AEEH Z Hi AR AR R E & 7 A null
if (meshRenderer == null) {

return;

}

var sineTime = Mathf.Sin(Time.time) + 1 / 2f;
var color = new Color(sineTime, 0.5f, 0.5f);




meshRenderer.material.color = color;

i
[T GetComponent J5¢%, Unity 324l T £ AT, ATLAH R M 2441
Vil s et 5 BV fE, ililn) F3 5 BRI,

GetComponent<T>

FEY TR _EAETRA T AN,
GetComponents<T>

(E2M AT EAERPTA R TRV, R el B R
GetComponentInChildren<T>

FE2 AT R H TG (SH TR TSR, PATREREER) haEiRE
—A R T RN

GetComponentsInChildren<T>
5 GetComponentInChildren<T> 2K{0l, (HAAEIRAARAE A T AL, Hke
TMEAE AR IE AR ]
GetComponentInParent<T>
FEAHTA RSIACH G (ERITARA R LARE — AR08 T A,
GetComponentsInParent<T>

FEA R RSO G (BB TRAR) ARG LA T AN, e
ML I R 1]

w%ﬁmﬂémﬂ*Aﬁ%AWMMmmﬁﬁﬁﬁmiﬁ%¢ﬁm%KMWWM@Q
HAHSC RS FRReah RAFE R A werh, DARSHER & PER

THE R Z AT RS K EHE, 2B A X Bl——CetComponent {XfE Start /5
ARk

public class ColorFading : MonoBehaviour

{
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/1 {EPAT Start ik 2S5, meshRenderer 4H {77 31ix B
MeshRenderer meshRenderer;

void Start()

{
/1 RBAMGIHEAFE
meshRenderer = GetComponent<MeshRenderer>();
}
void Update()
{
/1 AR Z RS AR A A A 4 null
if (meshRenderer == null) {
return;
}
// meshRenderer CL#iffik, BUkw LLEBAEH &
var sineTime = Mathf.Sin(Time.time) + 1 / 2f;
var color = new Color(sineTime, 0.5f, 0.5f);
meshRenderer.material.color = color;
}

2.5 B MBI ITR AT R

|o) 5

FEANTS o 20 2L A B B4 8ok R A 0 T, A 1Al X AN 412
fRRF R

AR A IR E R A, AT LLEH FindObjectOfType 757

/1 Yy 34— Mover %4
var mover = FindObjectOfType<Mover>();

IR AEAE Z A LTI, FindObjectOfType Bk Bt iy —A R 1|, &2
B &% 8 InstancelID MFH L BEXT %, 244513k 1UE, InstancelD % -24084
I SRS T InstanceID 2h -24082 U4 7 fii iR Al ,




IR ARSI R E RV, ATLME FindObjectsOfType, "BE&IR[E—4
BoeH, KR e iR A A,

/1 EY s FHRFTE Mover X4
var allMovers = FindObjectsOfType<Mover>();

iR, &) T GetComponent (W 247) , MR EABFEBHNAE,
FindObjectOfType iR [l null, fE25BAME R BIIEER Zh1, IEWMRISE &S
4 null,

X LTG5 R 2R B2 R AL TG RS A R BB RBVE AL TR
FIREATH R,

it

FindObjectOfType itfiid ik [ % 5 th B A G LI R BT R . AV 24E Update
T XA T5 ik TR AE 23 25 Unity A9k KHE TAR, 1M B 42T
BAFAE Start & Awake HOR T 75, JRREERAFEZ R, DUE)SZE .

2.6 HFER

B
anfa] G AE 2 R — /S22, B = AR ReasBE I D ()i /> 52 412
BRFER

Hif (singleton) R—NAHEABLBHARA LB, ElRIFRp, —&
T2 MU RIhRE, A B es . M A B ES s ol TR, il DA B
AL

AR A, TS ORI R, SR A BT — A TR B e R L #5K
fE2 b O — A A dbA R AR B, R R AR SR . AR5, £E Awake J5 ik,
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FHZEREIVEIRY this, XEMRE PR A ER 5> # 7T EAS I Ui R X A~ R g 1 2
Kl GRS AT

public class SimpleSingleton : MonoBehaviour

{
/7 static (fhds) ZERAEFKAIPTA LBl 5=
public static SimpleSingleton instance;
void Awake() {
/] XA G, R ST (AR e U A S AT B
// HF instance & AFLFEA N, AE(TZHER AT DAOMNE (T B i) e HUR A H 05 %
instance = this;
}
/1 ERAE—ATREIT B, REG S FEN A SimpleSingleton £ R AT 4 ,
/1 AT H AR 43wk T LAY X A 7512
public void DoSomething() {
Debug.Log(" ¥R#%F] T Bll ");
}
}

W DL o {# B2 Y instance 75 3k ) BA5] 25 1 52 4] -

/7 U IR) A PR 7
SimpleSingleton.instance.DoSomething();

By 5erh B0 — AR IN T xS BIAS, X AN B SE 5]k T AZE AR P AT
AT 3 5 B 5 () Fr e P

Wit

MBRAFE LA I, BEE IS instance 25 BF1 Awake 75 : AT RE& — TR B0 T
1B, HHRES SFEEIMEIR,

Sy T G ax PR L, AT DL o FHTZ Y (generic) B S G A L2, X
R A Ak, FEAEHE T instance AU H SR EL, BkAN, BIRREMS IR
instance A% S5 ] B — SLG——An R AS LA BB e s % b, WS4k
e WA, WEIE— A B L




/1 EREAZR, BRETTUAMRBERERT T 20 81 2 A A
/1 XBLRRIN T —ARBLY R, Bk T 4202 MonoBehaviour A2
public class Singleton<T> : MonoBehaviour where T : MonoBehaviour

{
// instance JEl:., XA EMERA getter, BILH A IR ICHEEME M E
public static T instance {
get {
/1 ISR TR, E 7R b AR O AN BT SR IR EL
if (_instance == null) {
_instance = FindOrCreateInstance();

}

return _instance;

}

/] R EGIR AR, ERFAARY, HAgli LR instance JE M,
private static T _instance;

/1 EIRAERIL R BIRSE G, AT, WETE—A~ LB

private static T FindOrCreateInstance() {

/] RS
var instance = GameObject.FindObjectOfType<T>();

if (instance != null) {
/7 ARARBISL G, Nk EE, el VR ]
return instance;

}

11 MT AR A B G L, BT SR BlnT, FRs el — x5

/1 HE BB AR

var name = typeof(T).Name +

Singleton";

11 ERZAFR O A 7 o5 B 5

var containerGameObject = new GameObject(name);

/7 BUEEIFREIM—A~ "T' BBAHT RG] AR X A~ H L
var singletonComponent = containerGameObject.AddComponent<T>();

return singletonComponent;

BERA

45



ATLLE i 4k Singleton e SCH CRMTELGIR  TER, T EAEM AT fE 4,
HEARAEF WA, RERMEZMSE T (RIFEZ <> ) -

public class MoverManager : Singleton<MoverManager>

{

public void ManageMovers() {
Debug.Log(" IEAEM—LEF L] ");
}
}

PLIX B 5 20 SCIAE M 2 8B T LGl instance 2R R ififn], XA BRI A SN
nulls AREA A IR ALY, AGS/E instance &5 — kB EHIMBE &,

MoverManager.instance.ManageMovers();

LR B AR EE, (AR S BOEE AR, LI, 24— AR

y FH—ARBITT BN, P Z A ST B (0. 1852 5 e M B 5 74 I

N, R S R 7 R PR, A R A AT £ H s b
AL RRIRZ 5 G KRR & . BEE D E RN, 40 TIES 2
BB, AnR R BLA CAE L SRR TS T2, WIRERR %R
HHA AR, CARD i &

2.7 ER IR R EIBIEIT PRI

=] Z
AT 4 B s 22 A Wi AT I AR RS
RRFR

FEHF IR AR, RS B bRl % R T RE PR bis 1T IF e A 55, Rl A —
FEHE Rk, VR 2D EFI (R T S BE I R e T flan, — A ERFEE— R R A 6E
T W, HLek v B S A A A (T I IR

Unity s BEE (coroutine, —FRFFFRIIAEM ) HEA4L T —FhiRIL) %, RLUFIFR#H
S B TR TR R, DR DS T LA EA Tt B BB (vield) . SRJRAEE
4 gl S AT




WhER T LM C# TE S 1 yield return iEdk, 1R ARSI,

thAR 75 #:31% |l TEnumerator, Jff#iJH StartCoroutine 5k )E5h, fEH LN, LA
it yield return —AN R ZE Ryt ] G2 4 B I RS 12 07 EE AT .

Bildn, BRXHFERES —AHik, EHEEEM T R2VRE, ReEF—08, W
BEPITIRSERE, Ak, FTELGIE /858, EHIRE IEnumerator, FH/E®R
B — RV 5 (i F yield return iR (8] WaitForSeconds %4 .

IEnumerator LogAfterDelay() {
Debug.Log(" &K —Fohl ");

yield return new WaitForSeconds(1);

Debug.Llog(" HEHT! ");

yield return HFEAFIRFl IEnumerator AYJ5 7% .,

SLREAH R i, AN StartCoroutine 57k, JH(E AMMRR TS H: VIR BB 1E A2
. Unity ¥ BB e, FFRAER L S ALY $AT

StartCoroutine(LogAfterDelay());

Start JvAMRTUAME AR TG LE . RARlg ok | 28705 2 TEnumerator, #ErILA
EHAEH yield return, 40 FFimR:

IEnumerator Start()

{
Debug.Log(" #R4f ...");
yield return new WaitForSeconds(1);
Debug.Log("... HFL ");

}
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HHAMTE—R, HEGER TSNS, Filan, *FLUT 5%

IEnumerator Countdown(int times) {
for (int i = times; i > 0; i--) {
Debug.LogFormat("{0}...", i);
yield return new WaitForSeconds(1);

}
Debug.Log(" BITFHHESH] ");

AT LA 3 A 5 B B 2 BOR TR XA P A

/] O REZ B BRI I S g
StartCoroutine(Countdown(5));

H T EE 5 i S5 B AU 2R I8 45 Unity 5188, FrLABATR LS TCIRIEIAES &
IEnumerator LogEveryFiveSeconds() {

/1 BEA—ATERIEER, TEHAD R s B, RISt
while (true) {
yield return new WaitForSeconds(5);
Debug.Log(" Wil ");

fEff while (true) XFERYTCRIEFATZE/ING ] AZRIEIA A 1E M4 1)
P yield i&%), Unity HLEHFMIER, SEET R, EXFELT, L
\ BB MR B, TR R R IR R AT ek, 1E 551 |

Wk fEH yield return null, Unity B —MUS4REEIT, Blan, THEIEMEEDE
FAEWITH8a% , BiEge 100 Mistick—k .

IEnumerator RunEveryHundredFrames()

{
while (true)

{
// R null B, PMERSEEAT, BB WiA gk

yield return null;




if (Time.frameCount % 100 == 0)

{
Debug.LogFormat(" %% {0} il ", Time.frameCount);

}

—

IJa, ATLAME M yield break B Hibhfe

while (true) {
yield return null;

/1 FE 354 Witfs ik
if (Time.frameCount == 354) {
yield break;

}

it
A I WaitForSeconds, i, WA Hflb—LE T LIRS R R KAOH 42,

WaitForEndOfFrame &3 i A SR HLsE E LS, EME RE R L2 aidthiT.
G, AT LUR B R B ve e TR S B e dh AT R s di &

WaitForSecondsRealtime &2 I A], 5 WaitForSeconds #8{l., {A'EA%%

Time.timeScale HIEZN

WaitUntil fnWaitWhile £:% —AF4FC (BINBEER BTG 51 H) |, ZRITEES—
il AR, DA E A 7 B ISR ST . B U FA AT S5, HIR B — A R1E .

WaitWhile 542 R KGR ] false:

/1 PREREER:, HBIH R Y AFRA/NT 5

yield return new WaitWhile(() => transform.position.y < 5);
WaitUntil 3524 HEHY R AR FRIR ] false:

/1 FREEERE, HBILX R Y bR/ T 5

yield return new WaitUntil(() => transform.position.y < 5);
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2.8 FHMNRMSUETIEXNSR

=] Z
W H &% HE AR ST 4, anfalfF X A~ 1 B ik
RRAFE

O — /X R ARG, DMEAEATREME A=A S, FEMNEIEFEN, AL
R SEE SRR L SN R 1]

FeAI 1R B — A A R FE GameObject BASI, FEATF—AN £k GetObject 5%,
fE GetObject Hikp AR, BEESEBNG A& T FIEAT T AALE FH H AT
WXt 5, kA, WA FI R ER— AN X AR AT G FFaR Il s andfify, WG —
ASEAT

—HAHFERL IR, eRKAR AR, 0, HFEHFMAS, Ll
PR FRAEN , RS R, R WS, T e I ek LA 2 5

it

KT EBX—IhRE, RNV E — DR HIEIA SR AT X L, BATE A E L —A
B0, TP RAEE AN SCE IR SIIN Ul S s BRI A& IR, (B TR
gk (EHT) A ZEPIT OB BRI GOREL, A0 A .,
1. BIEE—/FiH C# A H:diy & 24 PooledObject.cs,
2. FERIA R EIEAT A .

public interface IObjectPoolNotifier {

/1 TEXFG 11 B G2 i} R
void OnEnqueuedToPool();

/7 AERF G e T b B MR 9% G e F I FH . an 2t created h true,
/7 MIFTR G G, T A A2 0 U i

/7 R, PR — AT R B E X R, TEia s — RIS REE .

void OnCreatedOrDequeuedFromPool(bool created);

50 | #2E



3. i F{&ik ObjectPool 3.

public class ObjectPool : MonoBehaviour

{

/1 AT SE LR
[SerializeField]
private GameObject prefab;

/1 AT AR 2R R B X G A

private Queue<GameObject> inactiveObjects = new Queue<GameObject>();

/1 WFRH IR — A5, AnRBAF A w4
/11 WIS B — A~ 5
public GameObject GetObject() {

/1 AR I G T L E
if (inactiveObjects.Count > 0) {

/7 MBAF B — A fE X 52

var dequeuedObject = inactiveObjects.Dequeue();

/1 BB R I HR BT AR, TR e R
dequeuedObject.transform.parent = null;
dequeuedObject.SetActive(true);

/1 WRIFRAFEF I T I0bjectPoolNotifier 1Y MonoBehaviour HIA,
/1 MEEAENT R EEEIT T x4k

var notifiers = dequeuedObject
.GetComponents<IObjectPoolNotifier>();

foreach (var notifier in notifiers) {
/1 EHMA, R EL B X Gt
notifier.OnCreatedOrDequeuedFromPool(false);

}

/1 PGB B4 A E

return dequeuedObject;
} else {
/1 AR A XS, WIET prefab #id— A% R

var newObject = Instantiate(prefab);
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}

/1 BINbER% (pool tag) , X GAESE MG RENS I M 2%t Gt e
var poolTag = newObject.AddComponent<PooledObject>();

poolTag.owner = this;

/1 R bR ZE AL A A AL B b TR
/) EERATTECE IS, R TAE i G BRI R 51
poolTag.hideFlags = HideFlags.HideInInspector;

/7 IR LA LB T 10bjectPoolNotifier K MonoBehaviour I,

/7 WGEFENT R C O,

var notifiers = newObject
.GetComponents<IObjectPoolNotifier>();

foreach (var notifier in notifiers) {
notifier.OnCreatedOrDequeuedFromPool(true);

}

/7 3R 1R G 5

return newObject;

/1 RS, EIRIEGAAS, DAER ok

public void ReturnObject(GameObject gameObject) {
/1 WBERAFEEMANN I0bjectPoolNotifier £H {4
var notifiers = gameObject

.GetComponents<IObjectPoolNotifiers();

foreach (var notifier in notifiers) {

}

/1 TBHNZR X GOk S I F e
notifier.OnEnqueuedToPool();

/] ARG, R E A R TR S, DAMRFF BB EBCE S A
gameObject.SetActive(false);
gameObject.transform.parent = this.transform;

11 B3 GIRAARE SR RIS, 05T — kA

inactiveObjects.Enqueue(gameObject);




X BRHS H DA N EESR I, KA A CIEE PooledObject 2, AR &
Bl A~

h T RELEXT GOR MBI BIEE BRI Qb , ENIFRER A M5, Ak, &
(TTREBT R — A TR S BIAS , AR @SR MNZH, UH T A Rbr s .

1.

BT XA A SR BCE T3, FrUAd A S EEAAER P BRE. Xk
A& hideFlags BHERIEIERIIN G T s i {E GetObject FikHult Hikh
HideInInspector, ®JLALL Unity A B rix A MIACH fF, X FhJ5 3 BAR 5 (E,
{EAE I 55 /0, BRED AR AN REAEAS AL &% B R, BATHIRE 5500

BRI, REILH CEEN RS A AN R SRS, RaiesE

T AR e L B I A RTS8

B — A Iy 4428 PooledObject.cs, FLL T ACRD I InFI A o

11 —A-Ta RS, URTA7fif % ObjectPool HYSIH
/1 $45% ReturnToPool ™ J& 753 7 i T
public class PooledObject : MonoBehaviour

{
public ObjectPool owner;

}

T AR GGR [ R b A A, FRATTRE A GameObject RS in—AM{E 4R
J5E—ReturnToPool ¥ J& 5k, Gl ReturnToPool k2 )5, Bt Al LAYEE(A]
Tt 5 BRI XA T3 SR Lk ek 4R [e] Gl e e R it e,

1F PooledObject.cs s MLL FAAD

/1 XAk GameObject Ze4@fl T —/~9 /& J5i%: ReturnToPool
public static class PooledGameObjectExtensions {

/1 Y RTE (EE this 240
/1 X ERE TR INE] GameObject 2T L7 b HIHT 5 i 5
// WLLXFEEH . gameObject.ReturnToPool()

/1 PGB Bl G BRI St
public static void ReturnToPool(this GameObject gameObject) {
/1 #+4k PooledObject 411f:
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var pooledObject = gameObject.GetComponent<PooledObject>();

/7 $F TG

if (pooledObject == null) {
/1 SRR, BERX A GOF R A X 5t
Debug.logErrorFormat(gameObject,
" TCids (o} R EIx G, FAEIHAEMIT AL B, ",
gameObject);
return;

}

/1 BANFEAERT G, XA R G IR [ H
pooledObject.owner.ReturnObject(gameObject);

i, HRBRGENIFF R TIER 2T .

i

T ONKA G, BAVTHECVEMABIA , — AR 2 DS S, 55— A
AN EFEREM FEH A O (KPr L& BB AR 5) R B i,
Je N BIE Rith I 4R

1. Fig—A C# BIA, FBHdr &k ObjectPoolDemo.cs, 1EH:Aifs L T AR .
/1 {8 PR Gt B TR TS 151

public class ObjectPoolDemo : MonoBehaviour

{
11 BATTHENTX AR Gt P AR BN 52
[SerializeField]
private ObjectPool pool;

IEnumerator Start() {
/] BERE 0.1 FEN 0.5 BRI Gt PRI — A I E e
while (true) {

/1 Wik (BB, EREERTLL) — R R
var o = pool.GetObject();

/1 RS 4 RIERIR NBEALIERE— A

var position = Random.insideUnitSphere * 4;

54 | #2E



/7 KR GO T e 5E i L

o.transform.position = position;

/7 FERE 0.1 F 0.5 B, ARFEA MR
var delay = Random.Range(0.1f, 0.5f);

yield return new WaitForSeconds(delay);

12 A {6k 52 it St 01 7 %ot 5 I 78 465 87 (0 4 3R Je B B AT IBE WL & e 3% s AT —
freE,
A, W5 — IR ERIE H DR B G IEIAS . G —A BT C# IIA I
iy £k ReturnAfterDelay.cs, {EHPERMILT AR .
/7 R G it fa FH ok AR ) IRV AS 2 1

11 EAK R AR — YR E IR 0 5 it
public class ReturnAfterDelay : MonoBehaviour, IObjectPoolNotifier

{

11 2R RN S M Geith T, RTEAESRALE AT 4 BRI AA (L B B
public void OnCreatedOrDequeuedFromPool(bool created)
{
Debug.Log(" ELMA G B ");
StartCoroutine(DoReturnAfterDelay());

}

/1 A RRBF R G, T 3 A
public void OnEnqueuedToPool()
{
Debug.Log(" TR EIX 4! ");
}

IEnumerator DoReturnAfterDelay()

{
/1 SRR RO BRER SR IR 8 F R it
yield return new WaitForSeconds(1.0f);
/1 PR GOREF B IR A TR A it
gameObject.ReturnToPool();

BERA
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EE, SANMHAEHMAZE Destroy, Mk ReturnToPool 5k, anRiAMAMZ
Destroy, X145 NS BRI,

DUAE AT DA & — N3 o B AL LB IIAS . 1550, il — R 2L B AIXT &R .

Lo ATHF Wkt 0, W3 3D XGR™ — “BRfR” kOl —/ Ekik,
2. BERIR Ay 424 Pooled Object,

3. /% ReturnAfterDelay.cs BIAHa i 25 A 5 b,

4. CPEERUCHE ORI R R, RS T .

5. M BRER A

B GIE T R A S, JACE Tk G RN PR Pooled Object Tl fill A <2 5],

Lo FTHF “UERe ™ e, 8 QIR RO — R R
2. ¥R S a4 Object Pool,

3. HEHiZR S, ¥ ObjectPool.cs WA MBI A 5,

4. % Pooled Object TR HEHE] “Tbil¢:" i,

O — 00 G A O R AT A

Lo ATHF “UEkd4e” EE, 8 “GIEEZHS” SREIE— R it 42,

2. PEHT 4 sy 44k Object Pool Demo,

3. % ObjectPoolDemo.cs BIAYE B 25 7

4. MEHE A, F Object Pool X 54l Pool #it# i,

RO LA TR, BRI BLIE R . —TF4h, BB E A S A BT
x5, HREER R, S RIEERSTEE TR, BRI 5 s
A UL R A BT AT R R, Al 2-4 Bos. 2 5GR E b, eSS wE A,
FEET I B 1 B A QALY XS, A B s A SRR e S HIAAE .
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B 2-4: JWRMPHIXR

1tie

SCEE T Bk & Unity T8 20 BN, ARG AN, BHIEKONE, 4
PR EX SN S R A 4. Unity (E B EIH#S (Garbage Collector, &R
GC) KEHNT, XEWREARS CHEHE AT HPING ., XA SRR A “br
W R, BXEREA — R, TR ATREHhEE G, R RIS AR K BRI A
PP RE BRI AR R . AN, AR B A B S RE CPU R, X Z
Z AR TERE A 2N,

TR HIR W R T AR, BOZR Bk S oy BEABE N A7, R AT RESE HELA N AF
Rt X FE—FOHLA, el A A B G A iy SR, iR TRk O B
AUdaR, AT/E—RLRN, MG E LR ER G ECRy B TN H AR
ERAR R, ARAFAE, WG L R, FHNIETE Zhxf S rp B R IF iR |, A
B ADAFAERM R G, A S GIHGFTAIRT S

5t Destroy Ji iAW BT R, X G (150 LA P75 2 REAS IR 0 5]
b, 4T ELERME, ABI1h GameObject RN T — A9 JR 5%, AR SURAE
FIof G ith 78 15 AR B R —HE TR B
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2.9 IERIBEH{ER ScriptableObject TF{i&EIE
(] &

AT ARG R SO A A 25, DA VAR BEAE 15 () X Lo Bz 2

BRAE

O — M4k B ScriptableObject 2Kiy1-2, FEAEH b LT Ta Ry R M.

Bildn, FTEAGIE— /A7 A R BEIR, SR g 5 A SR £E 17 X% 2 sl IR %7
IRBCE QS RIEE . IR, JEok B — /N7 i B G B IR

1. O C# A, @y £ 4 ObjectColour.cs, FFEIMEL T RS .
/1R CCRIRY -> G R AlE—AE, DE RN 2R AR

[CreateAssetMenu]

/7 EFRE AN MonoBehaviour B ScriptableObject !
public class ObjectColour : ScriptableObject
{

public Color color;

}

[CreateAssetMenu] J&MAITEHIAESE Unity ZRfEasny “BHIE” — “QIE” s
IN—# 5B, SRR Pl G /7% ScriptableObject -2 Sl %
B Lo

BT RAE AR IR R b, FrUART DR IR (bhanfi i g s) —
FEHEEN A R 5 R B RAIAS A 25 i B, SEBLES e & 1.

A ARI W] LLAE MonoBehaviour -2 i {f A AR & JE AR W LA{E ScriptableObject
g,

2. FTH “WIET SER, % “BIE” — Object Color, X ¥ G H — A By
ObjectColour ik,




3. EFBREANRFEHAEESES (B 2-5) . s[LIAER], ‘©1% MonoBehaviour —#f

AFFT AR,

4. ERESTHHEBA Red (LLA)

[omems [ A
@ Red (2 Jiag o]
3 FIFF
1% # ObjectColour ®
He I

2-5: ObjectColour FENHNE R

BTk, AR QTR — AR EATBIA, IXBIAR (] ObjectColour Bl A7 fiff A
R 15 e B 25 B4 IR

1. B —A C# A, vk SetColorOnStart.cs, FEEIMLL TAEHD

public class SetColorOnStart : MonoBehaviour

{
/1 AV X A ScriptableObject Hsk U
[SerializeField] ObjectColour objectColour;

private void Update()

{

/7 R A AL ObjectColour, NIAEH S

if (objectColour == null)

{

return;

}

GetComponent<Renderer>().material.color = objectColour.color;
}

2. FTHF UERRTER” R, EE 3D XMRT — SR tlE—A ik,
3. ¥ SetColorOnStart.cs AN 7 54 |,




4. Sk, R 2RI R ObjectColour %K iFHE it F 7 77 A Y Object Colour
A, anlE 2-6 B,

5. sfriffd. SLTT SR B IR R AR B

AR B 2 A~ GE RARTRI BEIR IS 5 0, ENEE ARV B8 2 BonAHlE
B

E -

@ v Cube L =0Re
v & Untagged v [EE Default v

> N Transform o

» B Cube (Mesh Filter) o

» B8 v~ Mesh Renderer e

> & v Box Collider o

Vv #| v Set Color On Start (ji7) (2 Jrs
[iIEi # SetColorOnStart ®
Object Colour & Red (ObjectColour) ®

B 2-6: {#MA T ScriptableObject HINER I TR
it
WX AT, TR G BOE S52 B, FETETE R R Y 2 A AN R 5 2 Al 3

SR B . BEAN, RTS8 SRR PodU R o S A B R R R A S T ——
1 AR P B R BN AT




FE3=

A

LK REB IR IE DR AR EEAY, X AWM EEAR N 2 —, ARERHET
AR IT ke T AL TR WA AN ok . iz, Unity fe 6t 1 2 Fhia A 75 R fig
RTT R, WARRRA AT R T, BEUBEEERAS, HanbArsis el
AFAFBE R CNREA L.

FEATR) 2, URofE T R an (] {3 F (2 GERY Input 280 Unity Bk A% A
A, XFFP L AEBAR Unity W H h#0 k15 & B ETEH,

3.1 FRENE EAEEMN

5] 28
AT LB P 755 U PR S A2
BRTE

AR A TS M B b TRV EE, BRI LAE AL S8Ry Input 281 GetKeyDown 5%,
GetKeyUp J5i3:#1 GetKey 75 :

if (Input.GetKeyDown(KeyCode.A))
{
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Debug. Log("A #HEHE T T1 ");

}

if (Input.GetKey(KeyCode.A))

{ Debug.Log("A #uiRET! ");
}

if (Input.GetKeyUp(KeyCode.A))
{ Debug.Log("A #UEIATF T ");
}

if (Input.anyKeyDown)

i Debug.Llog(" AWML T T! ");

it

X BE T IE S EA RGO T (e Rz

»  GetKeyDown fEAZHELE 4 i MiHE 15 k4% TR B true,
o GetKeyUp fEHZ (£ 24 R p BER [] true,

o GetKey {EARHEAE Y ATMIREILHERIR ] true,

BESR, B RTLAE AT anyKeyDown JE PRk FIWT 4 R & A (LML T, ELEIUR “1%
R4S Wb, XA EMEARE AR

Input 252 Unity HAE A S EEERIT %, M Unity eI mA g2 £
FAET o Input 265 5 1, I HAEHIH B0 R, (BB WA /E—LE /IR
B RE B B SCHL S R AR B, 15 D X A 45 1R ) ook R L AR L,
FHHIF R #0 T BAEE s R 2 BN R 5

Unity #iifk B4 A RS EBLBRYESE, B T E5 Input ZERIPRH,
AR T BB BB XA~ R L.




3.2 {§ A Unity BINR %

o] &R

Anfal i Unity % A R GERRIUH P2

RRTR

FMPRE AR (FEW 1.977) &3 Unity ARG, #KRELT P ERERIE,
Lo W7 — “WEERT DHTHEEEREA,

2. fER AL LA BT RES, B EHEST Elkch “Unity [JERERT .

3. EESIFFIKF] Input System, seEFEA L AR Z T E A #22 Input System,
4. MFIFRAPESE Input System, SR)FH “2e%E” 14,

Unity & BHA RGE FEIF LB HE b, Unity W RES IR 4 S SE B0 H Ay i
BUMERBMA RS, &8 27 , RARGHafa®n,

RHEMARGE, TR HERE T, 2#00k1E, @il R, "TEMEH
WA RGE B 3.1 T RORI B RE

using UnityEngine.InputSystem;

if (Keyboard.current.aKey.wasPressedThisFrame)

{
Debug.Log($"A#BEIZ T 171 ");
}
if (Keyboard.current.aKey.isPressed)
{
Debug.Log($"A ##RIET! ");
}
if (Keyboard.current.aKey.wasReleasedThisFrame)
{
Debug.Log($"A BHHAATF T1 ");
}

if (Keyboard.current.anyKey.wasPressedThisFrame)

{
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Debug.Log(" AH#MIE T T! ");
}

Wit

RE T UAE Ui R Fr @ 5, eandl it bavgl, (B PR35 &M “Input
Actions” (I AZNIE) RACF M, XRAE T —TFid 28,

B A B, AR RE SRR AT R, bean, FENERIT & 1R
ST B, Be B —LE 0BT R B (R TR EESE T AR B3R T, ix
HERTLAPAT—2ER IR DhRE, e — DI . BROhIX L Dh R AN & 1l B
KuH, FrLARA LR BN E A Input Actions, B i[RI BRI,

3.3 ERBNNE

(] &
4nfali% & Input Actions, LUK SEEREA SR N B VE SR B Sk 2
FRIR T2

£ Unity 5t A G H , Input Actions A& BL 5 Al LA $hATHY B0 1R (11 2anF2 50 | Bkik |
), xS A A P AT DA IR il s (il andd st B Wk,
SR LA PEAT) RSB,

Input Actions (EFATREMS b £E & R I ARARMERY M BEREAT R, A 42075 TE HL Ak
T T A X HERI R A0 SRS, B RAZh1E LAl DA E £ 11,
SV S ERE L ECH W0l S RIIET WAL N

FERTBA I BAR M2 B, VRO L2 41 3.2 51 B WA H h e T
Unity I A 5.

h T &R Input Actions BTk, AT Jekt G — 4> wr Llodiad H P4 A4z il
[IE8775-




1. (EFZES R, T U5 I “3DXHR” — “SphE” , LA
B — AN BRI S T A

2. EHBICIERISL G, eSS R TR . #iA CubePlayer, ik
# New script, 5.4 “GIEIFRM .

3. ATHFHBIRERY CubePlayer.cs U, R I NA A LL TN

using UnityEngine.InputSystem;

public class CubePlayer : MonoBehaviour

{
[SerializeField] float moveSpeed = 5;
private Vector2 moveInput = Vector2.zero;

public void Update()
{
var movement = new Vector3(moveInput.x, moveInput.y, 0) * moveSpeed *
Time.deltaTime;
transform.Translate(movement);

}
public void ChangeColour()
{
var color = Color.HSVToRGB(Random.value, 0.8f, 1f);
GetComponent<Renderer>().material.color = color;
}
public void OnMove(InputAction.CallbackContext context)
{
moveInput = context.ReadValue<Vector2>();
}

4. PRAFSCHIFIR [ Unity

ACRBUEE ARERORS, 25 A S PATE B IE. BT TR B & g i
AT )

FMNC LG T — AT LA B A RIS T 7, 2 TR O — A GOk ik
HUX Sl AJFR BB 28 ST 5 .
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2.

3.

AT CWERRRTRT RAIFERE ORI, DAEIE —ASETRY 2 o 4

J B X R Ay 444 Player Input,
HLah AT 4%HL, JFERE Input — Player Input,
Hi Actions FEOAMIMES: & (RTEESR) , iE$E DefaultinputActions,

DefaultInputActions & & LA ANTE, Hobh—ATE Lah1E- Move (F2

)

CHE T SR W, eantEt BRY WASD BRI TN _ LIS

FEAT o AV T AR X A B 1R E)

1.

8.

9.

i

{E CubePlayer.cs R INLA T 5

public void OnMove(InputAction.CallbackContext context)
{

/1 IR R AR, SRECYRHEIRAE e
moveInput = context.ReadValue<Vector2>();
}
ORAE LR ] Unity ,

Bk, WONTEEHAZRG, LMELL Move Zh7ER A % A2 (L HH OnMove
Fik. B, & Player Input X4,

ERAZE, ¥f Player Input 2H.{4: Behaviour 1% & 4 Invoke Unity Events (i
H Unity #0F)

HAOFRER R B “HE” X —HikE . RIF ‘T, FEIF Player,
Bt Move H0E330 10 + HALLATINHT 4 B .

H Cube kot GG T X G Al v

H4 B B T2 H N No Function 244 CubePlayer — OnMove,
WAL, SR W, AL S D @B sk,

X AR, B IR AT SR B, Player Input 28 {4 jik 2 U8 HI 52 07

Ky CubePlayer IA Y OnMove 5., X/ & — 4 InputAction.
CallbackContext Jj#:, FVFARRD SR Z Ay B A% ARIAH A B, Move Zh1ERE
ARG Y 8 (BN AAFIRTfE) WIZh1E. fE OnMove J5iidr, Frfild i A M
ReadValue<Vector2y RARHGX Loy AKcHE , H- H A% £ moveInput 2 &, 255,




FRAAE Update J5 7% i X A8 ok SKBR A8 3 3 5

Z LA Update iR 4E OnMove i fT55brie3), &K OnMove R4 ek
N A . an iz T B W, OnMove Fiui A —k, RETE
gt WO TR e I . ORI B4 T W WL “FF4R™ %30, M
AR Bh—k” , B A 2 RS .

MRE AT, 1§ HLEER RN B T, fTUER, 77 @ERE IR
YEmfEsh, i bk 2 5k FEE M, A& Xbox, PlayStation 3% Switch %5
FmlkELERE, EOADGERMEL, WEZ IR Ek,

Wit
BLARY Input Actions 2T ix—LE% WHIEN1E, anfzsh, ARG E. R IREE
WA A TR LA 1R, AARH R T AR FEEE L A 1E, MIWTLLA 1T eI,

Input Actions fFfif 7E5 H A BEIR b, PR an R 2 QIR B 7 SURI A B TR, 183
ZLOI A A e TR S

1. 3 Player Input JF x4 42, {EAG A 2% A& B Player Input 2114,

2. @it i Actions RIS HERIERE.

3. il Create Actions (BIEtEN1E) #4l.

4. Unity & AR HRIRAI AL B, SRR HRAEE Assets SCHERIFLALRN AT,

Unity BT GRS, BLETLAA BN EIR T .

WrLUE A “&IE” — “BI&” — Input Actions 2 #8125 0% A ShTER IR,
HXR IR — A2 RS, R AR EEINES Pl F e, Sirdd
Player Input H{FR7EHGX — DU, DB @Rk EIAE N .

BROINE B 1 B oy B R AN R RS A ST . Player (BE5K) A1 UL RS o
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B AW R B AT LR A A R R AR R, 20k Ui, BUNEAHRY
Player I T i # LR R, UL T 5 M RS e, 240 HAB
SR AT AR A Rl AR ARG K, AARTEI O il AT T AR RS Bl
an, MEAMSTBCE Y UL, ZEAARERE “fEH AR mh S’ ,
AR PERlf R .

BAELLFRATR B Player i ABLS . ‘BEE =AZ01E: Move (#3))) . Look (&%)
1 Shoot (Sfifi) o WAANEHERE LA 48E (binding) , BISHEKATLAZ HAYSE
PR 2 O3 2, B0, Move Sb7E T IR T LROZCHEAF, SAE LD W B, A B,
S HAND i VR EHIBAIE 2D Sy BRYUF (joystick) HUIEAT.

el
&

1.

fE, IEFRATEE— BRI E E—— e — A (ke be, AL E
WHAET) . TSRS RIS

fE Actions — 4, Bl + R HL QI BT a1, B3 E@m &5 “Change
Colour” (ki) .

&, Action Type (Zh1EHA!) BN E HiRH., REFEXTKERLE,
ik, BB ERR, Fl4n, Move hEMI MR “14” , BWE
B oA — 2D [l & (3X 5k A& S {1 4 PlayerCube.cs Y OnMove fii i T
ReadValue<Vector2>) , ¥ Change Colour FURTVIRE H “HH” , WJLAERT
FREAFIAA FF AR BRI fish S

A ORI B EBE AR R BRI e, TAMFEBAITIRE., BAE, % Change
Colour AY <No Binding>,

FTJF Path (B%42) THiEH., 1%+ Keyboard (##1) — By Location of Key (US
Layout) (fUfE#E( [ £XAMRm]) — C.

Path THi KB LR AT B I E B A 1E Ly Bk B i, nTLAR I B A R
WIgBE s Bk UL, WRIEIF Move 201E, FNATLAERKRESE, BIHHE
RSP NG ESIDE PN £

PigieixAh “RIEEo” RNV E S LA — A, EXA B,
MR A MR AT R C TR ILE,




REMREES X

REHEFMAENTATFRETH, 2Bk T, TNHERASF X KT
AR, R AR R BN, KR A A R IR T 0 R R
Eix B, ARG stk E AT R T,

B, FHEWAREFXA TR 6983, 2W, A, SHD@EAH AL
1786 £ X QWERTY 4% 5, /MR FAIETFHRETUASHE L
FrhR Y, BN A CHNE LEBE,

R, e RFZX LRI LG FERE, MARRATREESR &)
HETHRAREZ, Wb, R “BEFZ ITHE =M (LogTas) 7
BAr 7 AR MR ELI/R ARG HEAN,

HABALLT MG R B L T XA RAL, TR EXH A LG—A
A 0915 B d IR G ARk AR, f£4F Change Colour /54 & 2| C 4 6912 & B,
I FE R RATA AR, ShVEAAdr g 240 Ris B ookt b,

BREEGR, MBI L 8L T B I FIE AR H 32 A LA
el ba st FARETH LR 9N, RARBHEEREHT, %2
R WG A, AR, B AT I R AR AL G Bk 4K 5] 4R
R4,

. ff Use In Control Scheme ({E4% il 75 52 /) 1% & 24 Keyboard & Mouse (##5) .

RAE—R, FEBURE X S i T5 2T, AR LA SR ik 2% AR AL

WAL TR %A RS E Bk T _LAVHCHL. {E Actions 51 #fi Change
Colour 47 MIf + #%5#1, JF1%E#E Add Binding (IRIN4BE) o XWEHHE 2405,

. R, FKE Path % B 2 Gamepad ({##F4%) — Button South (FFMIFZHL) .

JLPAEA BRI TR A WESE 4 4 B35 TEHESII T . BTl 9k
Face Buttons, FMIFREIICRIZTZECIBIVIREL . 7[Rl 1 T4 5 X LE 4 LA A
[RIHIFRIF . P M4 E IE PlayStation 5% 12 X 424, £ Xbox & ilas Fid
A4, 7F Nintendo Switch #%il2% ENIE B %481, wtfg “Ryggk” it
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fE s m A2 Aok TIE—F,  “FIMHLHE" LT LA E T L E
(DA SINEESEI

7. ¥ Use In Control Scheme 1% & >4 Gamepad ({E*FHH) .

WMRBAWRTH T, FTUC I E B b A B b (nbbnZeft)

8. s Save Asset (PRAFHEIR) FFEEME O,

FME 2O TR EIR I ERIE M L, 8T R TR E LT R REW A %3
VRS L W 157

1. 1E CubePlayer.cs W INLL T 155

public void OnChangeColour(InputAction.CallbackContext context) {
/1 FEPATIEENERT, SR it
if (context.performed) {
ChangeColour();

}

2. RAF3CHE, 3R] Unity,

3. % Player Input X%, {ERAHHF B Player Input 4044,

16 2 Hi G B sh VR IR IR %, Input Actions FER O 2 5 RIRE <k T A2k,
AR AR B 0 Input Actions JCBERI BN VEFEIR , w7 LA i $6 5 i % DR SR B

4. JEIF “F4E” EBsy, $KF Player — Change Colour,

5. s + FREURE I — AR S R %

6. Hf Cube fif A RAGHCF] “X R F B, IR ek B S oh CubePlayer —
OnChangeColour,

7. EZEiREE, EHCKE Move Zh1E5 CubePlayer {Y OnMove 755606 RIATE
S S ETIRR, SR 48 2 5k,




BEARE O, 2 T B C s T BRI R (BT 45 E%] Change
Colour h{ERIFELE) o ST RRIEI G N IZS IR,

s/ ==y E3 J— —
3.4 $i7E FOPS 5L FRBR YE AR
o) &5
Anfal 72 e b o BARE 3, (B ASTE B b R BRARYER?
BRAR
Bt Cursor.lockState JEMki%x B 4 CursorLockMode. Locked 8 CursorLockMode.

Confined T LLBH 1 SRARTEARES T 3% AL, B Cursor.visible & 4 false RILL{E
FEARAS AT I

11 R ICRRE AL B SR F R G

Cursor.lockState = CursorlLockMode.Locked;

VYN w2 -8 >3 A A

Cursor.lockState = CursorLockMode.Confined;

/1 AN FUBR AR 0 A AT P il

Cursor.lockState = CursorLockMode.None;

/1 Bas AR IR

Cursor.visible = false;
Wit
{E Unity 4% b, W LL# I Escape #k ##7 5 R ARChR, FHMERXTERBUE .
E3 1— =3
3.5 MR RIrEEM A EEH

E
AR P T LR ARt 5 1 A FH 0 i i 5 2
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PSS
SRR (746 LT LR B (085 Bt 031 . STEAGE Uniy

MR, BIFRMENFERS, FEEdEL Wkt 5™ Fpelg— A
EventSystem 4 PRI 4

LTI “Wr k3t %7 R, EHF UL - “BFR AL . XFOE -1
EventSystem %4,

TEAIEE Canvas IR, Unity & A 3h 618 —4> EventSystem, 24 Unity (1Y
Ul 2G5 ARGIR T HERE AR,

2. BTk, HATEEM—A Raycaster (St&ehchter) 4lF, FHARGHEHEX

ﬁﬁi%ﬁ‘l‘ﬁ’ﬂﬂ‘?ﬁ St E B b & MARARBLOL B R B £, Sl i Jehnfr B AE 2

Sorf, BRJE ARG ediv b TWRLERT SR . ARG S b T BEA A RE R R 19 T
Xﬂf% FF RG] IZ R R IE

3. iEr Main Camera {iFxE X34 ,

40 HTIF CHLEET O, EE BT — CPEUCAEAET . AT DURE S
ERFCE “USINZR A" FeS It A ik £ Event — Physics Raycaster SRR INE .

Al F 3D AL R GER BT 3D X R, X T 2D PR IT &, BARATLL
BRI H A, (HFEZEATRGRALIE I “2D WReede &7 miAR “W
BCER AT o W RO LB & ORI 3D REFE (R, T 2D A ELGT i ot
ar DURSN 2D Rt f . anf s IR A T aX AP R TR RERE (&, wTLAAE
AEAL_L [R]IRH FHX p A~ 20

5. Tk, WATHRSE DA, AR ahBIA A 5 B, B4
RAMMEDEAR, I SAB et QA G & S, BIEE— /R C# A, v £k

ObjectMouselnteraction.cs,

6. TEXRMTTHEBAHMLLT using 84 -

using UnityEngine.EventSystems;




Bl RS, WRATE A E A Unity A RS (203.27) ,
Unity WRESIE N M AEE A SHMARGRAENRA, ZEBIER, 8
i “Bif A InputSystemUIModule” 3k 5¢ B,

S TR FAERFEE (Anfbr) AURANEED, RMFZEDR UnityEngine.
EventSystems dr &%, EHIX—H )G, WEMERFEFERNED, X&iED
2514 MonoBehaviour 2RI A FEE T MEFIME b 4 A SRR,

JHIBR AE RS H Y ObjectMouselnteraction 28, f# L T fRAD e k4 .

public class ObjectMouseInteraction : MonoBehaviour,
IPointerEnterHandler, // & PREASRICHRIEA R SR HYE {4
IPointerExitHandler,  // %BERRARCHR B IS b4
IPointerUpHandler, /7 E AR E R R _EAA TP A
IPointerDownHandler, // ®EPFRERARRHAAEN R Ei FRAVE M
IPointerClickHandler  // EPRRRAREXT G L% T IHAA TR0 5 0k
{

}

I SEHLX LEHE 1, Unity 5 REGS TR B0 BLFE Aot e b i A 0, Ik it
JAVAS B AH G T3 7

XA D R TR T SRR R (Bildn, Al TR] IR AL PR
THERIAIE, T AAE)  HX RS TMTE A REUR, A,
Bk 2 SME AR Z FTTENT RIS, 28 T RRSE 215 8., 1 A0 Unity B 7 3CRS.

BTk, AT R E S RE AR EE, T4 /E ObjectMouseInteraction 2
HR n— A8 S FIAR DG 75 75

Material material;
void Start() {
material = GetComponent<Renderer>().material;

}

B, AT E LI — AR b & E SR I kW5 . fE
ObjectMouseInteraction 2 ANLL T J5 s :

public void OnPointerClick(PointerEventData eventData)

{
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Debug.LogFormat("{o} # it I'! ", gameObject.name);

}

public void OnPointerDown(PointerEventData eventData)

{
Debug.LogFormat (" #§%7E {0} k¥ T! ", gameObject.name);
material.color = Color.green;

}

public void OnPointerEnter(PointerEventData eventData)

{
Debug.LogFormat (" 741t A {0} Hu7El ] ", gameObject.name);
material.color = Color.yellow;

}

public void OnPointerExit(PointerEventData eventData)

{
Debug.LogFormat(" 8% JF {0} AU7EREI! ", gameObject.name);
material.color = Color.white;

}

public void OnPointerUp(PointerEventData eventData)

{
Debug.LogFormat (" #&%7E {0} LAxJF 1! ", gameObject.name);
material.color = Color.yellow;

}

SRR E G, AT T DR ERE T, AT —A 3005 RS T
& BRIz, MEAR SRR B, LB AR S,

Lo ATHF “Uekxt g™ i, e 3D ME” — ST .

2. CPEETRY S OB E ARG AT AR B AL &,

3. $% ObjectMouselnteraction.cs WA H i FN L 518 E,

BATHER . M BAREE RN IS5 e B0 sl BN, ST R S R AR L.

+

{EE, $EIRHLAY Physics Raycaster 1 AfE “HE” WHAREERIR R, A BE
RET GO A S EOX e, pLh, R Lhdid & Event System X 4 A A 25

»

<is
lavg




KRR FM ARG, (EFRETR, BS BRI T Iebnhs B UL 2 B o 51 £ ay vp i %)
ZWER, 4k 3-1 Fior,

Inspector

P [EventSystem | OJ static
- Tag (Untagged +) Layer [Default 3
¥ .. Transform S

Position X0 Y0 z0

Rotation X0 Y 0 zZo

Scale x1 v[1 z1
v =& ¥ Event System (Script) T

Script =5 EventSystem []

First Selected [None (Game Object) e

Send Navigation Events ~4

Drag Threshold 10 |
v L (¥ standalone Input Module (Script) EE

Script | & StandalonelnputModule [}

Horizontal Axis Horizontal

Vertical Axis Vertical

Submit Button Submit

Cancel Button Cancel

Input Actions Per Second 10

Repeat Delay 0.5

Force Module Active )
¥ . ¥ Base Input (Script) @3

Script Baselnput o

Add Component

EventSystem
Selected:

Pointer Input Module of type: UnityEngine.EventSystems.StandalonelnputModule
Pointer: -

Position: (292.2, 194.7)
delta: (0.0, 0.0)
eligibleForClick: False
pointerEnter: Cube (UnityEngine.GameObject)
pointerPress:

lastPointerPress:
pointerDrag:

Use Drag Threshold: True
Current Rayast:

Name: Cube (UnityEngine.GameObject)

module: Name: Main Camera (UnityEngine.GameObject)
eventCamera: Main Camera (UnityEngine.Camera)
sortOrderPriority: -2147483648

renderOrderPriority: ~-2147483648

distance: 9.222726
ind
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