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HTH. REGEREETAREREMRITAXARER EIIEexErnXBFOFSH
Thig, RBEMAEIERED, ME, ENBERNETZIE, ERINEGENSHAERE
RS S AIERED,
Hp—PEENDEERTN, Bl TR RIESEIFRIZI T ERET) Unity 5(2.
M AERLFIRBI S, YRFHTIM SN, Unity BESFETHHERES E5EE.
wit—3k, RMNETUERKEEHNELTEEREIPRE. 2LPTRED KGR kS
HEEfT. XAEESAREMRE P K[,
THHEEE/LAJENRIDRES.
® Microsoft Visual Studio @ — XN EEE B R HE M RIS, E X FF Windows F1 Mac
0S. ETME£BIS Unity Hub 23, FEXFFIRK. EHEBMNE, EAXF Linux
R, Visual Studio #Ht T BT U ANEVAENNERAE, ENASHIREZFE
M=, %K Community RAZTEIERT .

® Microsoft Visual Studio Code (f&#R VS Code) , #& Visual Studio IR EHARA, T
7 Windows. Mac OS #0 Linux £izf7. %M, VS Code BI&FTARA IR HF Unity #
W ThEE, ERANRET LB MHNIEIR R, 5 Visual Studio 48EE, VS Code £
REXHINGE, NBNEEZERRANALRR, XLEE— M2

e JetBrains Rider &= — > 3§ Windows. Mac OS #0 Linux B045%5285, 127 Unity 8917
WX HE. (EA—RBEFEERFLNE, ENINES Visual Studio KU, BETRZER
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. 30 REF/IXAPERE, AR EEZRAIIRFITNGE T 8 E Az~ 0%
WA, BFIENE, —RAMIMNERTRE SRR KAEHN, BRE
BHERERZERBOTRA, WEEFXMNHE.
HPATE, FAEA Windows B 7, K% £ A Visual Studio Code 3k 5T Ml % 7 4w 12 1
%, AABREXRERILESHNRITIES. KM, WREZRZK Unity BTII{EREIT Unity Hub &3
Visual Studio GEE, X Visual Studio Code) , ;o] IMXHE#7E Windows = Mac OS _E1Fix
Unity. Eitb, FHt<ZeEE 7 Visual Studio, %[ 1HT Unity Xk FF & F0 C# RiZ.
F 12 EENBLMEEEA Microsoft Visual Studio SRIFIX ARG, FrIXRIRIBIZBE 12F
BIFE ST, FARE Visual Studio FE2— A EHIERE.
PIXEARER, BEURFRAEEREEE, HEAEEM Linx FERNTENHEH
Rider, PAZELTINSEIERE Visual Studio Code EARMLHRIERE, S ETXABHHMID
HAWBISRRE, BAERTEIE X AEIR,
BEz, RWENWT.
e XfF Windows £01 Mac 3/, ¥ {F M Visual Studio, EAE RN @i Unity Hub
BRRE, APAEBJRANERIGE. EuRENFESEILRENK, RERBWEESE
54 227889 Visual Studio Code.

o XTF Linux A/, WREERFEHE, DEBFEIFXFKXNEIR, A Visual Studio
Code BR— M TENLEE. BURFE—EZTENALIR, HEFMNEEZLAZRA
HAJS 161 %k, BPA 1%L JetBrains Rider E&1E.

£ 18T 2 Visual Studio Code, IE7EN Y88 P H A\ LUK ML

code.visualstudio.com/download

BHAEXN TN E EREFERANRIERS (Windows. Mac 5 Linux) #3535 80 F HI%H.
LZERFTITHTAE, ETRFHIZBRRETRE.

#Z 18T 2k JetBrains Rider, E7EXI 23 P AMIL: jetbrains.com/rider/.

HEERNLETUERL N RIRO T, BHEPNER— M FHiRRBERRHTHRER .

1.3 %3 Unity

7T, REMERE Unity RS 7. FUE 12 Rl “REE” 7850, BHA LAY
“RiRtEEs” . MEsERE—E0, EIEaEEERA.
Unity BORRAS IR EM HEIS, BIR— M SFEMDORAS, Fl702021.2 5 2022.1.
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& T B AR A2 B #T B0 LTS (Long Term Support) RRZA, BI “KEAZIFRMRA” . LTS Mk
EATFEABRANEFRESNELENTE, ENTSSIANTAEAMEER, ARPBAEE
EMEMAR, XERASEREFTNEE N ERIIRS ERENRE .

LTS IRAT A3 7 mfFHfEH “HMRAEA” , XERANRASEE L&

WREEFAN—EFEL—NAEIE, &EEHLTS RA, MHR Unity SIERSEFF
R DREETERER. ﬁﬂ%/\mfﬁ$$ﬂf}‘—ﬂi%*ﬁ%lf??ﬁé’]lﬁﬁm ey DAE A H AR AR
B =0T UEIX 4 Beta BRAS Alpha bR, EBiETE, XLEREATEEN AR ATRE.

ZEIBMNNETEENERY, FINESEMNEEE “EMRA” — P 0RIHRA (L2
FLIS THA) « BEHZBASEMH “LE£” 2.

TRk, Unity Hub RIR7RIEFE —EEL Unity 5|E—FE Lkt “HEi” . XEEHRA
Unity 700 7 —£850 088, EREKENELAEZHENGFHETE. BNAREHLEEXER,
WRZBEEUBEIX AR, TR,

Unity Hub ZKTA A% 7 Microsoft Visual Studio Community 5., FA(1oJ MIRIE S 2 B E(F
BRI REREFEREB AEHBUE L.

HEMESIBNERE “F&7 &R, BT E], IR TRIE Unity #Fx01 B 2T R
FRIERGE. MEMEHLE L.

“#9%” (building) HFXXIN B IEH KR AR R EEFE Unity 5|2 izf789T0 B A LEREY
NARRF, IR o DUBIEIX N AR -

Unity X FFE M BEMET U T AENEE L

o HIN, XFFHIEERSHE Windows. Mac OS F Linux;

® Android;

* iOS;

* WebGL (F£MTUN BT8P Ul

®  Xbox One;

e PS5 A0 PS4;

e fEXE Switch,

Unity XX FRB B WEZI AR MY RILSL (Extended Reality, XR) F&.

FOZBRE A, WRAKRFEMREXELE (KABFWREND , BRI
&1 Unity Hub 2 E11.

te4h, T PUERER Unity B 7 XAEEA— MER T EE A, X0 SRS S FO MR (4]

BREREE. XEBITUELEE (P ABMETFXAMHE) , BURFEEZTENEIERE
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B9IER T Unity, TEARMZRE X TTEES—NEE IR, DEBLER .
WIERE, 2HEATANRH. WRAE T HER, IMHTRESER ‘457,
HoRMEMEERIEXNEZIET. WRAAXER, RHESEERTR “2E”7 .
RESEMT, B ERrERANSIEE)E Unity T1H 7. Unity Hub B — M0 H
heg: HEITHA—TMEN, EXB8shRAFHIZiT51Z2I0E XEH Unity RSB RAE (FIRRE®
B E 2T XA o XERKE, BMERRNIE AR AR Unity 5128, hARFEIL
FEITMEXNNHISIEMRAE, RF /BN Unity Hub, REHEEREITHANIE, Witme.

1.4 EIZLH

WE, ATEZITERPE NI ULERRENKE, SEMEF B Unity Hub 8K
F—1IEB Y. Hi Unity Hub 2K “TNE " 5%, AGEREEELAKEN “FHIE " .
B s — D IIENE, o A E PR F— I B AR A B
BIR AR — M ENES. BImNEA “2D” M “3D” MEREZER AR 8B
Eik. EMNEALETAM, Hp “2D” BHATF 2D #xk, M “3D” EFTF 3D k.
BMNEN—1ZEM 3D IMEATF, FIEEHE D ER. 5, EABEERERD
1E®, Wl 1-3 .

= FEWE O PRRFTHIRE
[oR; e I

O 20 (Built-in Render Pipeling)
& iR Lt

* YT

9 3D [Built-In Render Pipaiine)

30 (Built-In Render Pipeline)
This D project that uses Unit

@ G EEEE
e
0 e *
gﬁ'\UﬂiH" .
= Tz::_;?lm o
& 1-3 A% Unity 5 H
O #ik: EABGBEY, KNSR LR LAFHGRE CRRTASIRE 5P FHORERT) .

AFHA B R GHERTREI R “—H—8” FXRF TR,
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SIEHEN A M REF XPMERERNUEE. HANTAFE “MBRE” —+, TUELE
ENEBWMIFEFEIE NFHEAE.

KGRI B 5B A “ExampleProject” - 1BFE, W NHEZENEE DR, EAXHE
FBEAXIFEE.

JMFRIEFD B WFHEALE, TIREFEWRDEER, Unity BEEREFE—IS5IER
BRI R, XN XHRFERATEN “REX” , BTEHRIEENXHRNRE.

WERRE, BEATAN “CIEIE” %, ASESEF Unity 0IEEMIIE X, XTJ
RERE/LOEPEE. EEIRZERS, Unity RESHSENITH. DK, £HNIEEE
HERRE, BT BRET .

1.5 Ih\g
AEES BT
1. Unity Hub o] AR R EHTARA M Unity 44528 . HEANBZEMNIERA. CIETTE Y
RITHMEHTE .
2. i@3id Unity Hub ¥ I B & B30/ 3) Unity 4Ri82s, BAVEEE P FEA Unity 518K
BHEHK

3. Unity B350 B FFEEAMITEYN L, FRERXXH—8REI 8 RN ERTR
AR —E W EAEMT B BIRepa0 “REX" $.

4. BERBEY, RIMGERETARLRITHNARER, BERHT LB XARNRHSEMN
ARENFZLATIEE, o RUETUN 77 @A AR R0 ST .
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FERE Unity FER—NHFNMEE, ENGERRZXMSIENBFPRAET. R, &K
MR RE S, BOTEMESZRXE, PR 22 Unity #4F.

21 H0O

Unity 8B P RE (UD BFREMEO0 AN, S NF0BREECHEE. 8MF00E
LABE—NNEE, LEARBETEONES, XEFOHLTH, BRNTUESHEE
Mefrsf A/, EXTHUEEXATO. Unity PHRE—EEMXAHTO, BROTURE
BeHNEZRNTBEINTANHE RERE L.

8 o 3 Hp 2 LECREE N
TOUEE), 0RFIRARE R E IR

2-1 PANE DEREETES

FOMRE, BIMMETUERMES 0BT
FHOHMNE. BEXMAR, RIMNTUDE—
MEONZE, B — 1T EF0EMHkK. WREE
REHFONKR, AFEHENET O, WEL Unity 40
T 0 RY .

tesh, BT HEOPFEMBTOZL, BE
TAFRESEFERE (K2-1) . “INB” 08w/
AFHERSHETOPBR, BUOREFEP R
HE” 1%, BRUNEOSTA “BF6” &0,

Unity X FE L RIFTE & O 8 K/NFIAL B R
BEHEBEXHR, HAXNMERGE. XPDIRE
®B1d Unity Riges 6 EAH Layout (F5/2) TS| - -
REU, BHEATEERRTRONERS, W0 @22 Unity il 547 10 Layout FHi1%
& 2-2 Frowo

© #iE: A Unity® ULLE T, F 92 (window) BTMERE, ww“BR7EF 0, A 8 THFEZFIAE,
AT @4 % NdEs (panel) . @HOEZA R Ul AEHEE, Toh @4 Ul A (deodss,
IARBE) .« B (view) BEH—ATHANRHRER, ATRFAL, TAREOKRG—FS. &
# (pane) RTAHGRIK, BFATEZFRENR.
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ZIAE R T, Unity £ Default (BTN H©F. RS2 X BB AEHHE, Unity =8
MEFHINENETO. WRIZBE CHRENHHETRE, Wl E T L PEE Save
Layout... ((REFEHE) ®Ul, ASRHBGEBIFERE TR, Wik—3k, RMERNGREAT

O EIMNTEL THE, HaTUBINEREFN B EXHRBRKE R

HRELAERENHFEARESHLEER. AEANARESTRFEARNEORE,
MRGFH BT EEES LI RITERR TIERE Z B3R a5 s JL N RARBI AT .

RINNGTREEMEEENEALATOD, IMAERGRIEXR. ETEK, MR
R— T XEFONIIEE

22 “Iﬁﬁ »” H@_‘D

BIANERT, “MB” a0fuTRESEKBHGIEIXRE, 5§ “BElE67 FO08E—X
MEOBBIUENE, RAESKRIEBZEVEX. oTAE “DIB” gs0FEERERRE. &
B Casset, HARA “H=” ) FENEITMUERRPFEANESTITE, LLWER, TH. K
(ARSI 55 Sy SR

FiatIZ RN, EMNSERAE “MB” g0%. “IMB” g0 TERBSITENS
XHRGEM, ATRINTETBRFEEEXHFFR (FFR “BxX” ) B9t A. fla, oTUEIE—
PXHREFREMEZH, BEIE—D X FHERE X (F£ Unity hFRAG“HIA” ),
%, BMTUEXNFOPERHAAXERR, FEEH. EHEFAE Unity 5|EPERRR
WX E OkFHITH.

HCIZNIBE BIANB 2P D XHE: Packages XX (XPNERAFEXFE) F Assets
Xk, XRHFMITAERBNIRER. 2HEXHFRZHNELTRES B REFHAS (0
REARKE) . WRETFF Assets XX, REXMWEBBMELE 7 —1> Scenes XX, Hp
BE&—1%4 “SampleScene” HIHR.

2.3 “if®” B0

“BET BO0LETRERENRBAZE, BENTALAS, 5 “FX” @080 R
TR TP A AR B A “X K7 7E Unity P BEHERA “BE” . HERBREHNFE
NRE, FIUERESSE, BNTME “TNE” F0PKRIEN. YHR2IE RS
419 SampleScene HiF .
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BT SHEE-RINR. TMBEE “BHR7 BOREFYSHEH DB, B
PRUT RGO RAARBER MR . XREFNREFHIAEANEN O (viewport) .

BRI AN RBIGS==S5% 0, RA—MORN— MG, SORE— AR s
&, MRAHFPOAERRN REHCR MBGINETREFRFARARG=N TR,
HRERPERTTEANR ST LR

BEEFF RN, RNTEFUBREZNGR. MENHRXHEFHEE Scenes X
Hkd. TUNENHAMG T, MEEEHREENNHTAS.

s BO0Y, REGRHBIRIRTUEENA, KMUTE - AMRIER DA ED
ARME. REFREERTN, TUEEA WASD #REHIHBEINNZES: W BIHBGRI %
), SEER, ABOLEYR, DEOEF%. WIMER Q M %35, Em EMz). 1o,
RAERARP BRI FART IR BRE, mAEEFmE.

24 “Bf” @O

“BR” dO0BRANMTALA, HPBTRAZSETPHRENR. WA, — 1=
ARERZINENES. EN—TBHEVHRIFZ 15, L LEREFT—HSTHFRE
NERBEBER, REETHHEPHAENR.

“BR” 80D IH T 2R NH = PO DX R: Directional Light (@) F0
Main Camera (EHFEV) . HEBRIANBE—DHFEN—DEEVL, FIUTME “BR” H0O
b EFEN] (XPMEEVARE “BR” F0PAREEDENEGI, MERRIRUABNE
B .

XS R FRA GameObjects CIFXLXF) - BRI, HRNEmMEHRTFHE IR
EAME—MER, tEU—1MFEHE. —HREDSI—BRER; BUDEnRAE. BMA. HEH
R ER S AR, RN REZETUGAE ML, RELEMEFETHSF.
EREENEST, ENTEILRZEFHN—THEEROS.

25 ((*ﬁﬁ%% ”» -—‘@- l:I

“KES” @ORKINMLT Unity iESZSHEN, BE—TEESHINEEFO.
EWE—TAENMBE, “BR” @OJHTHRPNMERINR. WRE “BR”
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FOPEHEA—DERNR, “KRER” @ORSHENBRTZFANROEXER. ‘K
R FONMBRET—PESHANREMAEE, TUBLTEFHFIXPIXAERE G
BRI R, W, XEAETFREERT WD THHE, 232 “RE” 1 “BR”, 3D
MEHZRRENN AR
“hER" F |:|E/]Eg'flﬁﬁﬁEETﬁﬁ'L/ﬁ?S&ﬁ%L/hﬂﬂE’]ﬁﬁ'ﬁQﬁﬁ:

2.6 AEF

% Unity 1, 44 (component) F5HIZ2M N [okms T
BB R BRI, AP RAEIASIAEAE, % |, ¢ Directionallint | i ~
gﬁi‘\ijjﬂﬁl }?]ﬁﬁ%_{: o Untagged + [EEB Default v

Unity SIEBRNBEUSTARENEE. G | oy o ey g
RAPHATRNAE. i, LRAt TR, | - | Cmm EIW C
BT RGABBHERE M HROE, 67 [ o
MR FBEIFERNAER, s =R -

B, LRNEBTR-TRAM. BF | 58 = ’
“RER 0T EATRFFIEIT KA, s j
FFABRIMNEEZALA “FE4R” & Ot &% 3 Directional m 129:!5!2 %
Light R &P E. %P5, “KER” F0 it
BRIH, BR0E 2-3 RERE. = ——e:

7 RBR FOTHOERN REREEL e ammm
BETH, BFLE, S—E43ME— RN HGRE e 04
WX R EHAEE. B23 P, BMEERNEANT | op =
WA H: Transform (ZHEAH) F0 Light (KR %;;2‘ o
A o T UBIS B HAGIREEE (HGBFRAT (2 7 (E25¢) ©
FEORE) FRE (RN “FB”) LRREMN. | gew — :
APATI T FEIH T A SR B, XEEE R =
TRENEZBROTIRN, ThUET SR

SRS, LANE LR, XEHE. B 1 2:3 A 1LA Directional Light
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SN T%E. FEROGRERELN, MFEENOENERELN. Unity PEFZTPET
REIRXVUEIEN TR, JEFRETEENT, MURE/NHN “BHR” , FHNTBEE
REFEIBRRFERE.

“RER” FONFEVRESENRERINEFFRN R EOBLEAGHNEM.

F— 1 F =2 Camera (HHERID A, ERTTHEHHN, HEARERREITI G
SER (“ER” BRE “LFFRELY) ImRMNEREL. WRE “BR” FOP%EE
Main Camera XXX %R, gtol A7 “/E2R” B 0P EE Camera AHFHFAE .

AABEANED T, BITEFBEHFFALEX, HEAFEASFEL. Unity 224 71F
ROBAXH, B4 “KER” G0PE—HERBEEN [0S EER, BIoTAERKIAX RSP
I Z B X TUE .

WXk B RAD 3G IR SRR T & E . ZAXFER T, ENEFRA “HA”
(Script) o ARINENFEHI R EMBEARBHEEATRITEPORE. Fit, BRIBESEEL
BRI EE AR A G M E NN &R .

XEWREERSNTE X HANINRBRERS, RIVGEE R S ERFESTETIEEER.

Blgn, F—PREITIE R —DEEFRER, IR ST SFPERS. KX
BB, A7 HREEROBRNE, TEBERITZERY, g KEKRNESY. 58
TEEEH 7] 7] DU 5 PR A B s 2 (815K ELR BN A9 AL RIIBK

XERE NG D] DUB IS M I AR BHRSEH: —D “S&” A, BTFEHERK
NERET AR KB — “Befk” A, FEXNRAMERE: TE - “KE” A, FUR
BRERIHEZ DA ZEREHD. REEFERIT—D “ERG7 A, LERINE KK,
TEEE TN TIFLRN AR RIBK, (EEAEMEIDIRERILIK.

BUHN—DMEKEZLET, RNTUEAENAGEEAS, hEE SHFHEESY.

TR REARR T A M B, FrRUEEIEEX REB TR EH . et KB
TERERRES RIEIT R BUGEN . T E, Unity FHFARBRSIFE NI R EWAHEE, XEKRERNT
DU B AR BRI R B — DT &, MintilhE H— D REs S iEse 0 KBk A 5928 . B3,
WAl XN R LRI 7], BEZEoTME)E RS — 10102 — 1A m BT & 5F A BRI RIIBK .

RNZEEZZERETES: RESMYREHERAMIOMAAGD, BN TR
BEEMARAGHNEEN AR —NMERTRE, FHESRNESNEMINEE.

XE Unity B RGN FERE 2z — ERET NI BB A S TRINEN RS,



% 2 & Unity Efi

2.7 RIMFEMITHR

X— PR RRWE A Unity € BFBIE— LR R BAIFSE Unity 5| EFEIEA
BHER FH M. BXHHMIEENRAE. Unity A28 TE6E 3D M RNEERME, bR
A TEE 2D NRNEGRRIERS, E— DIFNEIE, RNEEEMRG P HERILA)E,
REREERZES A Unity . REERXEFBEMRATIE XHE, Unity i BB EA],
Hit BN EEIE R RERHS

AT EETEHEY Unity 5|EFRERE, ABPFPEREZNEANATE. R, Unity PaTld
PR ) B — LR AKX K. Unity feiFa8 09TNER (AR&A2) N A ARIEXH (File) .
4548 (Edit) « &R (Assets) « 3T & (GameObjects) + ZH (Component) « AR5 (Services) «
& O (Window) A#Bh (Help) , BHHUBRFEEES TN THieE, ©

ST AEA “EMON R THREREME—LEE., FHNERNER, LwEAY 3D FIK.
BEYL. KBS,

BRI, TUBIEER TR (GameObject) | “3D WHR” | “SL AR keiE
— Nl 2-4 FRoRMISL AR, SiE, METAE “BR 0P HENUESRLEAEE (ERES
FMEFENROLIR) , HAEBHOFEREPERE “IDWR” | “SLHE” .

Alt+Shift+A

>

3

(& 2-4 A5 i AR SR B ST 5

#FiE: B F Unity (B4 31 ERMLR
LR RAEE .

TE,

(R EF s B0 A
BlEsHE Ctrl+Shift+N
| oparus Alt+Shift+N
Bl OIR Ctrl+Shift+G s jzm
D HE = T -
el > BRiK N
g > G
35,4 * B
Hm * i
Ul TR#E > itz
L I - TextMeshPro
Visual Scripting Scene Variables [[5]774
SR A Bl
RS2 g
Gl B
Ctrl+= FE
Ctrl+-
Ctrl+Alt+F
Ctrl+Shift+F

FERE G HGLLREG T EX, SARREL
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MITXERIEZ S, HEEBE “BR” @OPHIT —DHH Cube RN K. o, 0
REGHEE, BNRNZITNEEEGIRTEIE.

WRIAVREEDFHEIXDLAE, MRBRERETENERH. BT RS
BHEARIERARUE, EENESHZRTHNERNR: B, £ “BR” FO0PESET

. XN IEFTLHNRERE, ERGLRENEBRNTEPONRLE, ERMTUE
WHETE. WRAE “BHR” FOPEKKT A0, BEBHEENRKNE, IBAEELERXDHR
RGBT PR E L

AT BRBLEREXTAGNITIE, ERINCE—TRIRIEZ XD H L R B UL
B, MRILFHREERED, AFEE “KER” @0,

“KERZ” FOELEFNAUIALE Transform (T#) HiFk, §NHEENREE—1
Transform A, BERE TN ROME . IEEFEH, BN EKEE A THEHRE. it
AHER T PUB IS RED R BN S HR I F5 B, {8 Transform 2B 4F Ao L. 20RFEFK K Transform 284,
FAAMBREDFERN K. R, HRINE—INREFTEF—THHNMLE, XIE? B2
BHEETEL.

K 7 Transform A4, L HERAEFHEME—LB 4, L0 Mesh Filter (WAEILIE2S) 0
Mesh Renderer ()5 #28) .

7f Unity &, “Wig” —idJLFF “3DERE” BX, BIITMIEEEERENX T
3D EHHENFRANTR. BNASNEFBEZEE NS, mMEEEA Unity 1I24EHH
BUATZIR, teansr AR, BREE. BKIAFEATK. M “BR” —IRAUTERRERE, BEHN
SXREE, ENEERE LSHSBTRGHNIRE.

FREL, MBS — Do Dt 3D AL H B FR ENAH, RIS HI TIER S
BHEVAFZMS.

ML RS B TR ERE LMK ELREBHOME. E/LTFEAREMISELRZEN I,
EAT R A RIE S ELBNZELMT 4.

“HEE” B0 8 Mesh Renderer AHFZIHH —NERME. o UBIT H FHXPDEIEMER
BAMERXEXANH. WREWITELARAHETELF L ETIHEDR, TURREFE
TiE, ZEBCEAE, SARKIIEM “HE” dO0PER. BRAXRERES, ERSE
B,
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2.8 INGS

AEEZSOHWOT.

1.

Unity FEKZHZMEOAN, SMFO0HERENAR. TUBIRTHERE 0L
EANREREFRAIIEMNSRE IR,

PR (Asset) B PERIXXMH, BIFEAR, SHAOKRE. XEFREERE “T8”

HOd, AFBEEEMMA “TIB” @0 PEMENRTEEESERFRP.

. % (Scene) WHERF—DIEHRIE, flan—TEMRNXF. TRBEHE “TE” &

O REHRFERNBEN, NEZE, RTUE “BFR” G@OPEFNREEN].

L BEE TR (GameObjects) R FAETHEFHXNR. ENININEERRINAALERE X .

Unity 1I#HtMI R ABHE T ARLINESHE ARG, L% 3D RE., REHLL.
REYIE R AR ERS N Z .

CAIRBEY “RER BOREBMMNEFRN R ENAG. EXPEFOH, TEL

REMAXNFERREEXBHNITIE, SIREORNRE . 8 M AHERR IR HSLH,
AEECHEME, XEBMITMURERERE, ULHATRNBR.

BT RERE Transform 4B, X2 —NAIsERHANY, TXENRHUNE. IE

ARG, HMEAENAR TR RIS HAIAHEER, (B Transform 48 #H 17,
EAG MR R A GEH — Transform A4, BIZHHNREHMER.
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| %35 #EHE

B 2ENABT Unity %I%EPH&E%E’]IM\%T O, H@7 et EHENNRIFBE “KE
# BOEFENEN. - HBOME “BHR7 &0 PNHERNREHTHE. ki
TOGE AR AE

31 TRTH

%2 ZRE, Transform A (ZHTE) SBERENRBENEYE, ERETNRE
MR RPOME . BRAERRE. “BR7 FO0PHNTHRT R RIS 5% E R
KT FITIE.

T TEZHBIAMIT “98” SO0MA LA, BHhTMBITURNEELE “H”
FOARBIME(]. thsh, BB THRTEZAEKRE “H57 GFONRSES, SEMT
Bz —EEE AT O, wE 3-1 fix.

1 B B~ lll:p»u- @er~ B2 O @ O & @ A

B 3-1 ZBHTAMN “Ipi” @Hih (EED JFFEEAR ST ChED

Unity 327 6 T T REK D HIN N AR HBRIETIEE, TRBE 6 MRHEREDIR. B
BB rPETRTAPURTLEREFHBFUNR, BENREE - MHETEEXRHREL
BH% 7 MR, BEMNAERLIEE, WREREEINXNEASMZRE, BABELL.

TUBEEZS M RAMRITEN TR, B—HERERF - TTRELATHERE, BN



% 3E BIEGFE

AE&THEE.

B REEQ. WL E.R.THAY, JMMEET (FINEEL) EXLET A2 EIREDH.

E—PIREEFEIR ENNRERQ FMBIE#R “BHR” 0B ELEH E
MBI BE DG RBEI. EARAXRBEDSN, MEAXEFS=N. 1, BRERRE
hREH RN, FEIRMGZBmEE.

HMTANTUARBEEZPNEANR. & “BR7 0P, TENTHRTAKAER
BN R Z 0T RN GBI EAR (Gizmo) . o] DURIS § A0 50 X LA B R AR 6 B
TMIEMUR SHRMNEXE. P —NMEANRIFAEXET A EYHR, TUERESRZ
NRE RN TRERSEE ML TRNKEmMEL.

RER WIHEHNEBHN TR, ESEEPHFNNREE RS IORNHEER. BidiE
XL, TUEEFENTEAENNR. WRERNSTER M LIRBBEHINR, AHFE
REFH RN ET Sk Z B A R X RN B

RERENNNZEETR, ESGERPHBEENREERERHBIR. TRUBITE
T EEN X LERBEKILN RIBAE it TiEs. mREHHH TR L, hREEZ(E
BXE, NRAURNELZ M EETREE. W, ERMEHNKERB T UL KRBT
SRR At ThE .

RERRUNYERH IR, ENMHBTRERXMUTEL, Bmk2rAE. TUBEE
TN XL T ARG RDIFENROTEE (L) . KE (EE) S5 (RE) .
He s B) T R o /O89S 7R BT DA BN REETT 5 LB 48— RIS g An st D 3 R 0 28
E. SENKE.

RERTNNNRELIR. BAX—TRATEAT2DME, BEIDHRFRFERE
TEFNIER. IENREESER—TMEENHB TR, BEnntsLEaREE. TEd
T FETL IS AR EX RIZRAER WL BT KRS/, X—BRESENZ I RN
BNGEN. IARERTRFBXNREMKXNIAXES —MNER, EAFRIRERIAS
X R P U E #1755 LB 48 A

WO TRAGFOEE—1MEE, TUERFLUSEENFOR DT OB R EHHE
TRNBRERBLAXMNTE. MREGAABHEERN RS-0, BHEHB TSR
Z B, BREXEEL.

RERY NNNRTHRAEGTR, ©EE T HRER W, [RER ERER R INNHT
8, ANERBTHHUENTL. BTieENBEEMEA TN PO TRE.,
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3.2 {3 & Fnkd

e PPN ERWAEXHR? BEDRIREREN, B X . Y 5750 Z #eIEE.

. Xmﬁ%m$ﬁh,h$ﬁ%MEtu§o

o YHIRFERFM, BHXNRNLETNE.

o ZHRFXRE M, BHNRNBIEMNE.

XERIRVEBEIN (X, Y, 2) (9 FRR. fla, 15 20, 25 HEEEXNE
BIEA 15 YNENEAN20, ZNENENA 25.

WRAIRAERZ (0, 0, 00, AMEEKRENRLT “HRAMNES” , WHEFHEHNP L,
HEEDEHEM P,

o EXNEBHELNS WEHMESBMEHE S MEA.

e NXMNEMELRS NREEmA#ES MEA.

Y MNEBNENZVENERE: EINEFNREEMERNHMEEFEES, fmEDEN
FHEOmERF OB,

o HEINY NBHEFENRE R, BOENEXNRE THE.

. WMZﬁEMEtﬁ%ﬁﬁ%ﬁ,H“EWﬁﬂ%ﬁF%ﬁ

ENMEMNHBEX THREFKERPOMNE. B—MESBNN—DH, FUBEA

%$éﬁjJ“X$$”fY“Y$$”‘Y“Z$$”

G A EFRLNERE: eEEFEX=171H#H T, S MHMRERTEN @,

o XFHHRKREE, £HFHM.

o YHHMARERSE, ETHME.

o ZWHRERKE, FiEAHM.

FHEFED, HREDTEFTRANBNBEAEL. FRAFTEH=THLE 03 360 2@ HAE
BEE X

7E Unity 1, #3h. I A M TR (RERE D 5E W, EAR) XN M5B TEEHH &40,
XWEAERIeR R YHEEAZER T MZHifRERRTR.

X ERILFES ERBAINE. WRFEAEMKREFIEIDER, NZEERHEE
B BRI, REFERETEES Unity PHEXIER, B Y MATFESIGEAE, Z3AT
BEH T A




% 3E BIEGFE

3.3 ZEHR

WE, ERNEAIEZENFIRKE)E—LEr AR, FXE#HTEshfgmn. i,
TEFIEZ R, FSERBHE— DR, RBS E—Z0R A RN FERE—DEm:  “HF
HWER” | 3IDXNR” | “F@E” .

M EFREERSL A RN —HT—— X EREENTH. XETHELEEHN, NEHE
EEE2ATRN. WRAEFEGVNENZTENTAHODEE, SRKMTAHERE, #HE
XN EERENFE—F. BR, LEREMIREEREEN, BARINAATEATEURE.

WRNZBEBEESEMA AN, XTUBIY “KEE” KRE. & “BR” g0k
TR Plane (EH) NR, REHE “ER” §0+PEEEH Transform A,

WRIFR, THAHFBE=10: NE (FENREFEDETHERNE) | ek OF
MO R BN AR FGER G RERND .

WL, “KER” FONTEENRSAHBRE, MANNEEEENNEIE: B4
TRIMNEERETHRAHNONE. RENEHNNERE. AFELHHENNFEIFHBALR
BHE, FEBENIEE LS NN

WMRNEERENHNEE, IHEREAFNRIETETH, BAFATHRIERENENE
HIRRE R EHANERRKN. FNBILX DR THRES (ASsHP0) , FRXORER
BIREN=TMUBEIEHN 06915, TTIBIE “ER” F§OHTER. EFiEHE, NiZEE£R (0,
0, 0, PRRMRFFAZRNT,

3.4 FERANRLIE

FRRE G XMER. BATRESE: “TEINEMETL? 7 B—DIHEET R
B BEMOBA I B, L EBKREMTA? EBRNZTEEE D?

XMESTRES I — AR ER. RUEHFEE 1N PEHHOER. Unity FAER
ZEARENTE, WE? ETUAER 1 ER (12%E~F, 3048 EXK) , hiFE 1K, HELE 1
1 (91.44 EXK) .

BELHEME. FIHBAREEG, XMABREZER, RARNSTMBITRE—TE
NMRFA L 2FRE, BT UHE P BMNRT 1 EZRL ABAE GRS EEEX — R,
Ba1BAHARET IR, B RUREBEXNMOEREITAYMNES, XKRA%ESE 6 NEN
ZiEl. WRAE—N1ET Q54 ER) KNHEER, SEERBR—NMENHNT Nz —
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(K£90.083 ML . WRELIE—D 1 BKHOTR, MICEREAS 3 DB
i, FE—PMEHHNERELANSERTEIR, BPRERENEHF AN RAELE.
KEMsEL&ELEZ D8N, EXRFRER—1RE, BTEME GD&EED MR85,
MERXGHE KR, 1M Transform AHHNERES S5X PR ~THE5E.
NFLFEMES, X—AREZEMR. T ARMNENE. SAOKHY8 1 PEA. 0R
BHEHEMEEREANS BLAEES MM EERE 1 2M660 SR, R AR RTRE S MM
BXFEEREAEFLRM T . FEMETEZNKELE 10 M2V GFERTIIIERE,
FIMENSE T MR . XEKE, HSFTAMEHNEREHREZEAN (1, 1, D B, E0K
FOTE SLBr &2 10 DAL,

WREBE—NEEAO—PAE, BEMNH
FEHESRBAZRKINE (1, 1, D, FHEA -
BEE—NE, REAWFELEIARKRES, ‘
WA 3-2 Frow

XERAEMNPILEREMERNA—FF. RE
FERABE, B ARRMENEENKERZ 12

fir, mFEME 10 NEM. BTEMEREMN (& 3-2 FLAT AR R 48 FECARL )P T AR S A

AN — N RS, TIRE MR R SR AN, e 52 AR R
(1, 1, 1D BEHIEH L R EME G 7R T
TAEMBHERTREL 1, hR2EHERT
R,

I, R AN FIES A (10, 1, 1),
EHMERKERSE TE— /K10 N ER, 10
&) 3-3 Fim.

EHEY, ABEIRH—A MSEECH
KN, BHE A RIS RN — R, TR Bl 3-8 AA AR AR i

BT AR VS MO AR R

WA, UERMNBLETAMRNRETIE. WERGA—R, WEBEEATEBRESS
W R Alt, FTEFHARAE X 80 2 # ENREREREN 10—ER, XLHFLBEKRE
HAR AR EREI0E] 100 MR, HK, AT HERN, XE&EFIEEMRERTR,
MR “KER” F0RE X 0 Z Mg ERERN 10.
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3.5 I\

AEEZSOHWOT.

1.
2.

HRUERERTER (RER W, REEFRER KRR RAME. lefki0gei.
RN EANERY X, Y0 Z = PMEMERERTR. BIEMESERHX -7 @)%
&, MELEMESEEBAERNT OB X RFKEF@E, @EALE, @EAR;
YREEESMG, MLEAE, @MTAR ZREREFG, BEAE, @EAR. B
THX=MEREE—E, TUEHbE=E=EPEMN—T .

- FERR BT R SEERMAE KN R L, AR RIZE. S0, THRAH

B X, Y M Z a5 MENERI R8T, DUFEIER KA.

CBIABRT, SRR N TREHEMNRR. RTEXK. BMNHHET)

E—TNEMRERM4A, FEEAD Unity B PRF M, HBERAAXNRER/NEEH
EIEEHH .
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FBA4TE XMRBREFHR

R BIFIIRG, SEMERZER Unity X5/ h—LEEMNME T . Unity 2247 —Fh
A “XFXRR” 9H, RTFAREAERN RBIS X EREMMBEXRE, Hf “FIR”
BEhnE) “XXNR” £, HEEXNEZNOES. REMNERMES. REMNGRER. XRETH
MARRKREX —PNENNE: —2HEHFNE (world position) , RN EEZETHMNE;
ZRBEALE (local position) , RRNEMENFHINEKNME. thid, BEIREXFXR,
TR T] AR RE TEdE 001K fh 2. (pivot point) , DRI RIEHEE A& .

4.1 FilEITR

“BR” @OZFMEMRA “BR” , BEFENER. BRI XA FMIEE, BT
XIRREE S I B%.

7f Unity o, —NHERNKITUEBEERHENEMBERT R, XTPEEXRERA “X
FXRR” (parenting) : —NIFRNRATINEZ N EMIERN RHO LR (parent) , MiXLe
WESHHFERTRUHEFRA T “FXER” (children) .

MEEAR LW, Unity BIS THAHFNBEEXBELHXFRR, XM SHZ0. H—1
BN RIEBADS—DNHEEN RO TFNR, S TFREUDIEAFXMNEINR . FHATH
A RRAIEIESRONE . FEFEFIRT, FrUXAR FEREE RN TRAGFHEE—i.

LI EHHN, FRHEHESHEZHE. HXHERRTIREN, FHRSMBERNIEZ TR
BIpEke ), BMEEMZEMERERIZ. SXHRENSHTERE, FHROSIREFREEL.

W, BB KR RIEREEXRMERWMEIEN.

BIEB NI AR, BEMEENHEATMANE, REfTLEEE—RINT—WwRE
Z, ENTUEREREAIMBLES. TUAFHANE .

T TR (RERE W KBZEEINNE.

W, BHEP—DLITERK. TTRE “laEes”
BOPREAS MM ENERREN LS, S2EE
REmETHT A (REER BERA—S. ARG,

A - s B 4-1 45iUa WISE TR () FI{RFE
XN ARNZEE 4-1 10 NG ()
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BRROLFEREEAXNR. RPEFITE “BR” @O0FEEEE2W Cube (£
®hE, EREERET - AR5, £ “KER” §O0PRBEBIRERA Parent, XK,
MEBRZGXNT.

ME, 26 “BR” FO0FHNI— 1P Cube EPE, REE “BR” §0PKEEENE
Parent 37 714 |

MG, MEET “BR” FOLTEIH “BR” XFR. #WHESNH Cube TLEM A
Parent Y A A FNER, HEERE “BR” @O PHRHEBEAEINNRZA. XMPXRSBIISE
HEBTRH: FRRSOEHH K. B 42 BR7T AR, HASWFIrAERMR S —D
FRFNROBERNR. TR, Cube FXRE4 T8

¥ J Parent
T —H#, RIRNEE Parent B F X K. Cube HEX I RE ®® Cube
Parent XN ZHFXHR. T DHETERLIE2FHER, @ GameObject

X ] 3B 1 4 1t Sk I o

s, RIFEMBIT —NNEFLERE, Tie B2 RET EH AL
FEARE “BR” d@OFRAITE (W) ENFHREANER. TELEHMEZNERTUER
OE S,

HTF Cube ELMA XN RIFXNER, P R#tFTHEAI THIBES =R 0T 7L
FiE. FRENTRASEME LT R—LRERD. RELRHBHMTFNER, AT
KIS R, BN RIFTOEAEN . ek % a7 K.

ATEFHERX—=5, BMNAHEEXLE—T. 8%, & “BR” & 0D 1EHF Parent
NAK, REE ‘B GOPFETHRITE (RERE W, [REE FRE R N AA#T
B, EEMGER. UREANTHRTENE TR RER N LAKRZE, BATREERA
Tool Handle Position ( TEIZHIANE) KB T “i07 . R Z@BEHEED “Hhi” ,
RGBT AN IZS 1E Parent 32 A1 LB B IR

TR FEE XN RE, FNREHEZBNHESRERE, REE—REFNIDNITRE
MNEEE—R. EERINRE, FRNROSENIBRASES/)N, FEENZENEB NS
REEE BRI,

EZHABRTEENXFXR, RTMMBHERNESR, tbwiF. ENE—RE
BEZLPEMRITUEEZ DR, ATUARNSE — ML ARFFEERAFILIAROFNR, XEK
& ER A Parent 3L FRIIINT . 20tk —3k, 3N Parent 3 AR, HF X KFAIFXT R
Eis

WRE B FRNROXFRR (FETHHEBEXNR) , BoullE “BR” 0P
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RFHREILXH RO LTI T T BER, & “BFR” @O0PENERTRE, RirEd
NEMEMERN KBS LUXEESRER, RRBMNEERBHRENNFITR (B), # “#&
Bk NR) EEASRERNFRNRAFNR. WRBIREH T TR BBEANTR,
KR ETAEBNELZ. XREE ‘BR” BOPBHHERNEROFN: TUERKRE Y
RFRR, BEEFHBEIZ PN RAFRY, SREXEEAEFTFRINMUE.

FHEREAAMNNREE: ERBERNEHUEES —PHRAFIRIH, XTEE=E
tihgt—H . AN RNEREMIERERBRFS MRV TFHRE, EXHUE
X —m. BREBBENREXFRXENFERNS, AFEHEHHEFHRETHBYRT
77895 B DK h AT BRAR, (EER A K REIE .

4.2 W5 AIRSFERALER

WA, AR T B— TR ALIRFBILIRZ BHX B H— RN R AR U RE,
T HINLE T XA R kR R

o HANE: ZNREHFFNENE.

o FHEME: ENEENTFINROME.

WR—PIHEEELRNER, “KER"BFOFETHUERSHRMNE, MURBEILNEK,
XMIBEREERHBAE.

R A FRP, EBEA (5, 0, 00 BKE “EHFRPOHEN S MERN” .

BREBIBLIRD, EHNMLEREKE “EXHRIOEN 5 MEMN” . XEXTREE
HAAXNN. 38, XBHENE “EXHRNEN” , AR “A0” . FErEXHRE, F
NEHOBHFNEFSHE. A XHLEN HASENRAEMRZEFOEHZN 1 DR, MW
ERENRENF XN REEZN 1 DEA.

BT, ARLERLT, BT UEARIBLIRM A T RYLIRKRRF G 260K,
A— TR T UEEOA (B ERIkES AENHE) ks, SmxBERTT
FHEN, FENZOIRBEHIMNBFHE, MASHARLIRETHE A

ATHEHERX—S, BOAGEHR AT OBRMIEREE FO AN, o DUGH R AR
Zoby “ardt” AmEkteAdbl (Z#EAE) , “ER” AmEtbArA (ZH#HRaAm)
“MA” ARKF XEEFB) , “EAZ” Al X@hAm) . 285, NMeOSHH
FHIBFBAMFPEEOABAIRENZ—E “mit” %5, MERZEEER O FEE
[ REB 7 RS, XIE?




F4E KHAEREFIHR

BEMUBNS —PERZLET, ESIIXHRNEREZ . ZRHRENRINR
NERETZ (1, 1, 1D, BAEMELEI 1 DEAN, ZNEMEFREHFRZ 4.
BB S KN RNGEMEER. S0I%KR, WRITKRH X MNEBFEM 2, BAKE X 4
E380 1 DAL ER AR =ERENT 2 DR,

4.3 BB ERIERY

BT, ALBAER S S AR — R OEA Y G
— A FRMEER AR, SNPEEEMER, RETIBNRT. R
2 WA BN R TR, FETRPEIFEATE
RHA.

BEANBEY A=A T HRAR. RIS S EREE,
(EEREE. PENRBN T FENRAL T —REAK. E5.
BAVG XL AR, FEIM X BN ZAE (RFEH
£4) #8E, BBEEETHHEN, BR— X0k, B 43 Skyscraper 5
BRI BEROTA—RL. ZRZE, THNEELTE 4-3 i
Bt

B, EFBITXTES 26, BHEECEEE ‘587
B O PRk T . TTLUE A E M5B T RS SRS L2 fofe
Hewtts, EILFRERE—MEEE (H44) . FEHNHHmED
EHEWR, BE ML EREN R G TH R .

o XHELEH, MNALFE. BNXEEEB, Ky B4 ALAIEGTA

X EEEB.

o YHMEZREGH, NN LETHE. By EH LB, B Y EETE.

o ZWEERYN, WNAGHE. B Z OB, B Z E0EB.

X o B S I B EAIER I R B N IE 1. KR AT NHE MR M T, ik 2k
M. EER, BEFLsnTRNIERTE, M. PR, Bit, MY @S
BELISARISH LT R EIEE T 7T, B EkE RGN 26BN MBI ARRTEAIH L7
EWRANFE. WREE Y B EHERE 44 DRI EF, SRR ERIEBH R
KEFHERSH.

W, BIE—ANIHE. BREPE, HE “RER” FOMBBELIRK A “Cube
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Base” . BINEFEEEBRE. £ “KER” FOPBENEREREHN (10, 4, 10) .
XERE X WA ZH#A 10, EYH (5F) XH4.

FEOREFETRE, BLRAETUHR—INRES - W ENTF. RiIEHED
MR BEBEIIANENEMNE. WRAEEE NI ARG EEBHITIRSGEL,
BAERREE N A, ETBNTHEBRNVE.

WRFEAIFI XN BHREFN, AR TFREEEBGENBETETHNEE, BAthil
YTEERETEGRINNAE, FEEATENNEHEBREXNRATRE B, MK
TR, FEONESHIEBENRNIE LT,

Hit, R#AEEIE Cube Base GHNITIRBEA, EHAIR Cube Base ikt d, RERKRIRE

THALE . IR H XN RESF0 Cube Base (U TR — B . idEIE— DN HIE,
ENIZHRAMRNME E. SEBTUEREAE “KE8” & 0 PIE Cube Base WAL EEEHI
Tk, HMEEFTESL ARV ES,

B2, ZRIMBABEAN GRLEEEZE—E, RNTRUOHSHIIXFRXR. F
EFRNSIAREEZER T AN AREREEN, XIE? Wik, E6EFNFERE, oTlE
HAp & A “Cube Middle” , F{FE A Cube Base IFIT R, XHE—K, ST UERMHH
WENSSERLNTTT, BA “KER" WEBRNUER Cube Middle BB E. W0FE
WML FELDTE—NRLE, Cube Middle I BB SE (0, 0, 0) .

Cube Middle FEE X A Z# EEHX 75, IXURENXUEFZVEBETEZO,
BEENMEERN 0. ETX, TMEEFANE (FAWE) %N (FARE) THTHE
¥ Cube Middle # %1% Cube Base &7, FHRIEFEIFEH AN,

B ARS8 =NIr F 1K Cube Top HUTEIAFHIERIE. o1 DAE EEXT Cube Middle #1758 FIk6 MG
(PIER Cul+C A Cul+V) FIESH L, FHE Cube Middle b FR— M E; sE BT
BN AR, BEBIWLBIREN (0, 0, 00, FHED. ¥E, Cube Top EBWIRE
1 Cube Middle #IF XI5, A2 Cube Base, E A Cube Top 5 iEIMIr FAMEE, HEtEik,
IR SN P B ISL A REY, TEBAISL F AR ZEIRMEE © — ek s a0 .

o] AFORIEEE Cube Top MZEMFIN B, #1G <z BIx Hbr ARSI BBRE. RIFHBI
XNMEFMZNUENOMUEERES, HILEME Cube Middle ETH.

FIXFEAE — N Cube Base fEA XX &R Cube Middle {E4 $1[8]Z2. Cube Top fEATNE
WEREN. TTUIREES CHEGRIFRXE L FHRNGEN, WRFETIININER 4-3
RIRHER R RRAMEINE, #ol M TiEE N6 R g E:



F4E XHRREFHR

e (Cube Base: (10, 4, 10)

e Cube Middle: (5, 6, 5)

e CubeTop: (2, 5, 2)

AR, XEHRENE ‘R . ANE—8, St /I S R XE
fARKERT. BEHREHEENFEXNEMEN. FHRNX. YR ZHEHESEXTEK
ENE X, Y F ZEHEER. XT8SESEERME, BATEHT - EIIMIBEERE
TR B H SCBRGE A A

AT REITENRKG, TUERBBRI AR FRR, FEAXAMAREN, A&
BREHRMZEBREECNNLFRR. WRFAUR, SEAMEA—DPILARREXFX
AYBBRXTFRAN, ENRMNESRETL, BXGERNEFEEARNE. LB,
FHEIARMERDREIFE (SR , BEMNREFNOLERR/NEERE.

4.4 1R%H=

ME, XAFREEAFKTE, SEERRIT “KimS"  (pivot point) X5 REHRE
KNEBBEMET, ERNENRETRENFIESH P O S.

I Cube Base FH MBIV BT TR (R{EHR W) . FUOZAIREIGPHE, THRIE
PREMMETUBERRRER ZE “07 A “Hl” ZE®. 1y, “HR7 @0
RETHFOE—NEE ‘07 3 “Hil” B3,

“ohily” BREHEB TERN TN RREMEFNIRZENFOSE. @ ‘w07 UE
“ﬂi%ﬁﬁﬂ T ST Rk & a0k sh & F .

XMEENMUEmMEH TAENNE, FEEWIERNERSETHRITAENTERR.
WREFE—DPINRIFER “Pi” EXEEE, BAXNEREAFNRBESENHEEH P
R TIER . WRER ‘L7, BAFHRESESR I RIEE

AR AT EN LR 0. XBKEERELAERN, ExBESESHP0A
HITHEE: -

Wb S BN RAE T E FOFRYILIRS. WRIARBNER (5, 5, 5 , MEKE
ERFONTF (5, 5, 5, MARNTENNE. KIFIINIF. 7HX—SWTEHRbEN

FPME (ZHEED) SHE—PKHES. 7E Unity IREAOEXRFRME S, W 5K, Bk
K, FEAEEER, KASBECTENN/LOD 0. BAE—LERT, WS B8
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BIARE, LLEAMNRN ETHAMIE. HEEERARKRITHNESE B CHI1ERN W,
MRMIE R AN EFT BN, EEANEHNZREERRESEE LXK,

Bltn, RIEERARRBHET —DPFRME. RMNAXLEEET —NHEAN KR, FEB
SRELEHI T XAECHTFOLE. B, RIFXFHAERXACHTH, MIEE
TELNENHT

XN AMERBSEECYSHY. BF, NROKHSEWE LIRS RABEX
N#) . MREELBHBMEETIXNF P, BARNERD SN ZAE TR, witk—k,
T EFFEERNRANE, HAENRENTERN, MIAREE.

FENE, BB IR RTELEREARTIRA M, P —E N ZE8 S B WA T FOUE .
EAFLEBERATTHEERFTEFNHESROERM R, EXHLIFRHEGT.

BB HERKRPAX — R N FZaleENERKE, BRI IR B LiX L
B ENERREEF UGS P. ERAENR BB TRERSLFTER (EREAHN

AR, HERIBEMIIARHXNE) .

XA S EFE AR, EAWREAMROKREMVERNERR, KA EAPL
SRATHRE, MENTEBISREMIRT, TEBBEGVUERTK. AT HXLERR
B AR £, BIOATEREEEN @ EZHFEDNRBLARNSE. UREZFHAE
BN, FHFESITBERNKRBILARSESIMEE, XMEUEEFERETETSIER M.

AT R, R FEARAYN XMz EED, B4 Y # LA TFTHREDS,
wmitk—3k, EREERYNNERN, ENEBREEXMETZTLNTT, FHFETTFEMR.

ELPX—F, E—TMEHENBREAFTR, BREBCUE—IDZHIHFENER, XE— P KT
THAG 2 PR EAAGOBEEN R—NEZETH— N EEREARE B NS, H
R, AXENBERTHITMAERIEMAE, BERFDAEEXAMH.

AT PUBI AR PIEE CHERNR” | “EIREXNR” S A RER Cult+ShifttN kA&
DRI R ATEMEL, BLER—NESEMNLIR, L “Skyscraper” . ERERER
ZEMAIRIERITER (root GameObject) — X EKREER—NERFFEMEXBEXRT R E KL
(master parent) XK. EHNEN, BINRREBSH. Bit, BEGSBEAERRKNER
KA, tbdn Skyscraper (BERXRAH) B—MEMEBEXMBUE. FRIESHNEMRE—NMER
BEHROT SR

BETR, B8 SN R EIR 4 S A B R E F ISR B 4 Cube Base A9 XX R AITT.
BB R ETERETEMNNEI.
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WiLFEL? siERE, BBUERBNTHEHINEZNBMERMBTH . R Skyscraper
IR Y LG E R 10, FBA Skyscraper £ Y B HE— S &4 10 D ENAL,
XM EEXNEZNEREMRSHNER. N, BTMUFERIECRIEBERENE, L3k
el IEA 28, B120 0.5 KRR Y FEN—F, 025 A0z —, RILEKE.

FA TG F AiX— R . B, B3R Skyscraper 1% & 4 Cube Base B F 3T K.
ot —3k, Skyscraper FL={E FAAEXF Cube Base BB B HFTEN

TR#E Z BIB9S, IXFE Skyscraper 78 Y % 69 1 2 748 & F Cube Base 895 % - F140E,
G0RFL T4 Skyscraper FTE (0, 0, 0) HIfIE, EFES5S Cube Base L F—4b. 3 HKRIK
ATy, P Skyscraper IMAE SRS ES . ZE T REMAIZEN Skyscraper “1[ 7
FEN¥A Cube Base WS E, FH S Cube Base HIJEZFE. HADAEFEFANERITNE, Fr
MR B G B4 Skyscraper 8 Y (U BIRE A 0.5 B o], BARBIEIRTIAARE, 18I0 Y 4FR
WERFENRE EZD), MDY LIRNENSEN RO &), B, A7TETEE, 2%
TRIRTE Y 2ARBIII— NS “-7 .

WEWNEZ G, Skyscraper 3 RN IZISU LT Cube Base BJEER, EBZAEH Mt EE$.
ETREHMHZIE Cube Base R E A Skyscraper RN FHR: ABEHEEZBNLFEER,
{5 Skyscraper F{ A1°% 8 XX REIEIXT R, ASEIE Cube Base #8%] Skyscraper £

qott—3k, Skyscraper FEAK T FENEFRIRIPARIERT R . EIER AT HORE S,
TEliE ¥ Skyscraper W RBY, FrEXEKHN RE =B S EHiTIRE, WS, BNEANIE
EREHIMEMTIRS, mMARNMFTRIBLAEAT . WE, WRIE Skyscraper FEHiAR
HEMM T, BMERNAESBRERLE, XEERIMNEBENKRE. TR HBPXHEHNS
— a4

LR, WA “BE” FOPFRATHRTEREFEERMSNME, NTtdEEHE
WEURBSIABRLFRAOKRMA. BAXEBOTRELTEEHEI BRNE, BESN
RHED, ZRMREFASBEAREN—EFLER TERBE G TGN, T THRE
ML ERE L EN.

4.5 Ih\NgE

AEZESOMAT.
. NEHFRNEZ BT MBI RFER, SXNENNE. BENBHAETLE, F
MRS R . FEENSER, RIGTIEEE XN R E—FE.
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2| /4 Unity B

MARANBEAZHRNKREDRPHNE, XEEMNREX. BELENIENENT

X FAEN THINKRUUE . RETUBRKTE—NMIE, RESRNLIERETRE.

R ENROHRVERN MR 200F, IRBRELANE, ERWIELF

NTFmERAFP, BALNRMLFTEREARLN L. RN ORERMITT, B
wHEREL, WAMRFHEENEERLE, MAELWR.

CERFE—INRE, ENRB TN RBERZN RORM R IEE. XXX ROIERE

FER EENE 0,

CREEFNRE RN RO, 70T G — DR S R TR X S 6

B E, AELERTRMAZTHRAFIR.



E10E EAME

EEEENFNEMANIRG, WERNEZIMAT . SRXIERE—T
NFREE DR EEET .

ARG A, ATTERIBEEHAZIERS. AENET P, ]
ELFERA—THA (MyScript) B17 7R, BEXBERANEZREMNNES.

HEARMES, WAERZ—FXNR. ER—PEE T REXNREXH, XDEENAL,

BATEF 18

REFBRAMEARIIBZ. LB, RER. WKELBEHMIER AT —F, BRARINTHE
Py OISl

HHEBEX KL, FTEEAWERGIXET new, AMELREARNLHIN,
N FEiBId Unity 94K A2, XAMEME], FRARARIE R R LRI,

tEoh, REBIIREDRENSMEZB AL LH, =T UEA Unity REM FEKRTH. &
ZIRNZE, EAEN, MALTURIEIED GameObject £ A GERIFIER.

wnaETATAR, B e] DS BA{% Update 0 Start XAFE 0%, IR P 05 E N 2B
TR, SBRE, Unity J2ft 7T FSHMEABEMHIE, FLETRKEIZAE, MELENRE
EEsRBImE P .

A BRI DURIE N R ENTIRERIR, ERTTNERE A MEH—wEHit
RETAH, MAMBTEENES, il — Nl RS .

AERPXLEThREN, WATEHEERHRTEE. SEEXTEXLHZTE—F, JNT
MAMAEX LI ZE, 8- THALFEHS S XLEHE. HTFHAZHY, FRNIIT
FE Unity CEHTEEFXLETE, FEMBELENIFHNTEE. o, —PEFHIFERT
WTEF AT B — P aEXE (B XE. YENZE) , BREXEEBVIRENEE.
BEERESPERXETSE, T UEBER N AKETR AN R LSRR S
78, LA TETREIRR SRR, AN RSN R hIER: .

SN, FATET AR ETHBERES KN BRI ENEATENE, kg
RIS, SEEZRETVBRE. X2 TIFEFEMARM, LI EZHEEN I TR 5
MIRE (HWMABTRNRKSEL T ERESVERM » MASKECERERFENRE.

W, LB F LR, IE— P RBEFRN RU—ERERFERENEEMAR. X



F10E [FREE

PTMHAREZAREZRE, EESEBHRNIT X AP0
KE—NMIFNT R 4

Wb “INE” /%5, FIJF “IMB” &0, RAEEEHTA

» % Favorites

HAISHEAFHEIE—D CH A, 0B 10-1 Fir.

B FEMM A % A “SimpleRotation” . FTFFHIASS, > Im Assets
REBR — AR RIDIER. FRERX RHBREM K ¥ (@ Packages
&, AR AIM LR RS —IB. 10-1 BTInS44, Hrd A

10.1 using FEBAIE A1 N4 & (8]

FERAXHTNEE, & EBRARRBHZE T RE:

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

using UnityEngine;

XEEWEFRA “using B BR” BIE4G), BT SRBIFER XN G AR HAbELRED, using
B BA using KEF L, EHERMEXGLEZEMN5H.

4 %28 (namespace) — A BEMGLERILHE, EbESHMEX . NEREX IR,
TN BRI EN LB Xk, XHFFRTUFERE X R EM XK, faps =6 o IAFHE
EX (HEansk) Mk Hfthap 4 =[8).

ZEIH B R E X RIERMI T AR ERAENEAMIT .

LJj_EID =[E), BMNTUAFEHSIBEABEX WEMep B =EHE, XPIEREIH
B RO R R, HERERGS/HFS . B, ﬁﬂ%f T B EEIAFHTEERNS,
AR GEZERFOE. TRUERNEEMAGBTERINEIR, 95, REEEE
SIAEX (Flan, —1K . EE, L;quﬁi/%_fﬁbifv"rﬁ%ﬁfﬁ, AT EX—IE, F
5|\ using 185

RGP EA using BOHESY TRESFHFS: “BEXPMGEZTBENRERALBER. 7
wit—3k, BT UEZSI AL EBANE, MAZE “HAN” BT EEREN.

BMmS <z, using BEE2EEO— & TE, FHiLBMNEBEESI BiZagL BN
BEX. Lﬁﬁﬁ%TWhmTﬁEﬂuﬁi [iTNERZNEE T‘tE“;Ej]DfEﬁfct.

FERIE ARG D, using FE[a) =B B EBIAETELR 9 —ZB 5,

System.Collections 0 System.Collectlons.Generlc XA np% Qa8 S o] AT H XS
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KW YRE” WX, ERXRNFEEASATEN, EEMNAREETZ, XWEAMT
LHASBIAB & X Edy & =6,

UnityEngine &5 % 2= (8] B & F F Unity REHENSAEORIBAMZOEX, FHitBAN
ERINEEERA P,

UnityEngine P EETZEXETEZAHNE, HPE-EFNEARFNAYE, tbw
Transform (Z#2) . Camera (IE{RA1) . Light (XTX) . Mesh Renderer ( M#&554:28) #0
Mesh Filter (WAEI1LJE28) . HR, BHATRTFEHRIT KA GameObject 3.

W R A §FF L% F using UnityEngine; X — 17, HATE BT EILH N UnityEngine.
GameObject 3 UnityEngine. Transform &3k 5| X &, BEH T using IBUMNELE, K1)
o] ) & £ {# FH GameObject 5( Transform 33| FHE1].

REXRNFLBEFAEREMAE B BT HIERAR, BIREBIXL using F R
SIEM R,

10.2 fE)ASZE

GGIBERIA, TIABEIZEME X
public class SimpleRotation : MonoBehaviour

XN KSR ATMAXHHEENSEIR. X—SRBXE. WRXEFLFEE R,
ARG AE DB R ! B, HicE EEaLMANITE, FERN
7 “INB” 0T Eay B A AR A BB A KL TR,

X—fTHRES REUERNOM S, XEESE 1 EFFMART. BREETHR—m—
MonoBehaviour Z§ 73 I # K5, EEFXDEEBEIEABHWRIN, MANNE—DEBE.
R& MonoBehaviour X P& FITEK T RER L LR, BB ENNE, RITICEIEBEL“H
&” BpTr,

KEXAMHRIDRIEFIRA, ENIFZBI7E MyScript P EFHRIBZELMERE. RIDER
h A& —EF8, XEIRMN/FL BB RmiFSEZE, A —LHARENMT. K
RO ER PR E X T void Start() 773540 void Update() 7735, BN A EAGHEHE —TEHNRIDER,
BMNEETHTXEFENIEA: Update A AEM#IERA—K, M Start 777% L 2 7R T 16
BHE A — R

NE, ENBEFBANAFBREET. XRSHE—MEHOEHEX & —Vector3.
Vector3 TEA—NITR, EBEME=IFRE: X. Y Z. Lprk, Transform BN E.




F£10E ERHE

Jie %5 A 48 hrah 2 81T Vector3 LBk R R, RAENMEEXE. YENZE. X2
HAE —RAERD P EX TR EIFTALIE.

BAVEEEA Vector3 SkRRIFAN REM AT M EieEIRE. WREAA, =M (X,
Y F1Z2) 2 RIARE T 2 5N & o

TR A (SimpleRotation) HIRIGIRAFHLTERREMANNENBOE. BAER L
W, TEMEERANTEI S, ERFIEENIMAERS. IFHNERE, SHEXE (8
BENER) FTESETEFPEN, BESERNMBIH, MAREELTREB—FHFESD
FEzZ B

EA—BREERNITLSE, RRZEANEWNNFHETET. RAWLE, BHEFH—
NRFEHY. KFLA Vectord. £ A “rotationPerSecond” HIZE:

public Vector3 rotationPerSecond;

FHTTER, TWIRFME Start 5%, BAXGIA=AEE. AL, EINBRR®EEH
F Update 7%, EIENERZEMBIBR.

BTEFPEARNETEEFTEE. IRPTENRETEA RER"FOPEATAY,
FrAIIR A E T2 ARNEN, ML ERMATIHARRTEE.

WA, REFRIBFFFITH Unity fiEes, TRESPHE—NMEERENFANR, bk
BT Z T P I Skyscraper (WRERBEENSNE) , HE L ITNEGSIHE—NF
mH— DA, REEDRPER IR,

%%, ¥ SimpleRotation BIARNNZE N & L. XTPURE ZF AR RKTA: —=8 “I;m
B” @00 HNMAXHER “BR” F0. “BHR7 FO0PHHFENR SRR R “Eas”
FOP; —EHEPHENFEET “KER” §0, 2HMEAGT AN “RINAH" =,
F7E s A3 8 oh SME) SimpleRotation A, tEoh, oI UEEMEIS AR RI= P AR
REEHE.

BINARIEAG, S ME “KER” FO0FEINACENTET, BEEBEU—1T
RBEFROEALI, WHE 10-2 F7R.

¥ # v Simple Rotation (M%) 0  :
17 + SimpleRotation ®
Rotation Per Second X O Y 0 Z 0

10-2 “Rdrse” % Ovh SR SimpleRotation A 25 £ ) SE 4

“RER” F#0%, AXPNTERELSNZENAREFE, EWAEZMT Rotation Per
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Second, EFMRRE=THFFER, SPMFENN— .

WREBETXEFE, BHERBEEFHAILEMN, HFHERENTHAIXRER (class
SimpleRotation [EHIRAIE) K. HK, BEFWA—FNERMLTEFBERERTF 7 RILRLE
28 o BB A S

10.3 e T

WE, TECRUERE, ERIMEFERZEZACTKEENR. EES, XoTM@d
7£ Update /AT RI—{TRIBRLIN. ) H 2875 BB rotationPerSecond &, 7 Update /7
SRR RS

transform.Rotate(rotationPerSecond * Time.deltaTime);

HEXE IS SR 4 Transform A ARMIBEN B, IeEFAGEHER . Bt o DUERT, Iekkir
%X R B E BT Transform B4 KL .

SimpleRotation BIKE—PMIA, BB ARRMIKE T XA BEMARLF T LA R K5 R
R . Hoh =z —{& & transform— & F =, XEWNEHFEE/NE K. Transform & Unity F 81— 2K,
i transform N @M AP —DALR, EFs @AM 895X R E) Transform A

2% 75 B 1 $& @ MonoBehaviour 89 38 — 3 70 W T FHATiH 0 X DA R B ANR— Eib
SimpleRotation FA—MHIA, M AMNNE CHIBS T — N EBHE. XFIYLHIIRFIRA “4kK”,
BET—=b#H—PHT. A, AFENEMAXEG BN RERNALXENILHARR
B, 55— KA R R gameObject, &35 a1 B 2 B h0 E B H 3 3 R o

Z LA, FAFEE@BIL transform A 7 3K 51 f Transform . FEiEMZ, Unity I
0 7F Transform K iRH 7T — DA FHITIEHE IR IEH Rotate SLFI 7%, Z A EEEFEESX
B XTAEENLNER, MBNIBFEARES D Vector3 KESHHRA. EREBLTEYN
Vector3 HI{E R iE#; Transform Ak, £ FIEES R X, YR Z =ME, BErSRMEAZEE
Z— Vector3 KRH S, MARENZSEL.

ME, MADHRILIZ2E T X

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class SimpleRotation : MonoBehaviour

{
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public Vector3 rotationPerSecond;

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

{

transform.Rotate(rotationPerSecond * Time.deltaTime);

}

}

REENGEIRE Unity fiEs5. IR, BT XBAEMAS A rotationPerSecond 5 E BRIAE,
FrIAZE AR EHLF G, EMNERFRIAA (0, 0, 0) , XBRKENRIRALSess. it
th Z BRI B A AR &, FH AR E S 7E O £ E # rotationPerSecond £ E 1% & 40, 0,
0 MISNME, Tt L EHEERTN. (EASE, REN 360 RREEMW IR —2HE.

MAEWRETHR, NZEBIHEXNREZREERT . "ECHMHRHEIERE! X
e— NG, EERRREZHEBNINE, LLOIAIRIBIHIEG .

MR Z ATIR T AR, 7Rz 781352 B th o] DASCES I % rotationPerSecond B . X
& ¥ X rotationPerSecond FIE, XXX KROZA B RN . FEEIERME, XMEBKRE
F 3k FF 18 Z BT BVIRAS o

10.4 mi5F

ol IAE T, 7% rotationPerSecond 1E A S 518 %45 Rotate A KRS, AT 7 —LE=
BE., XEFERTREARES*, BEIRSE Time.deltaTime, XE—F S & Vector3
U—MEESPEREROENT IS5 ZZSEEE, TUAXLRERAITE (x * Time.
deltaTime, y * Time.deltaTime, z * Time.deltaTime) . #B4, Time.deltaTime X% S ERKSE
A& Xg?

HAI40iE, Update FAEWHREA—R, MFRKHADRTEFFRE. HSRHNHSEH%
B A BEL T ENMENTREA, FIMNENZEERTERSHKE, £15 Update 7%
BUHBREREER. BAEUMRNERS, METES ETES, HFAZEEREHN.

Z B DU T & 4p & 4 rotationPerSecond [f N2 rotationPerFrame, =R A EXR NS EF
WIEHIRE, MASEMAIELIEE. WREZER rotationPerSecond HI{EIE NS EE R, AP
LM R (RSB . RN TR — R, XRKEEEMN SR
HHILEXR (XREHESEEREBHNRE, JUIXE) . IEER, BIEEMEM “Gh”
WA “BR” LbrEMEEE S,
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Time & UnityEngine A&, RH 7T —RINILHNBSETEN L, M deltaTime giaH
tr—. ER—THEEFNNSHNZSE 12XES E—mPCRE S M B (AR ARAD .
XN EBEIETE. fl, wRBFRMEH 100 WUZE1T, B4 deltaTime 72 0.01 #. Al
X MEE rotationPerSecond 183, MTTFIEEIREMM “Ei” BEM “GF” .

AT EEFHIBME, TMUEXNFFEA—T, REBFERAOMESEHFHDL, AT
B ES B2 0.5 #, XIE? PRl KA Update 77 7ABS, Time.deltaTime 91E R 2Z 0.5. &
ETEERRN 05, BINERLEERHEN—F. XEKRESXAANBIINERE S
rotationPerSecond H9—¥ . WRFEHREHIZEANEH 50 &, IBAEMNRERERZ 25,
AINIEHIBER S E 50, TEFEFNIHTNE.

XFPHE SR o] U i RN & A THRATNUEGD A B #TE), AZ
. LXWX—SFEBEHE, AFEZNEFEIU Time.deltaTime BT,

AT ERZMIBF AT 2AEERD BT AR RN, iEFH1#H— SRS XF 7 ER
=Y inpeck:-

X K “WFIRIL”  (framerate independence) HIME&. ZEWURIRSLHIHExEL D, BIfFDHIR
BIRSEEA TN H R R Mg mitRNER, WARIEEREERGEEHTBNE—
Fo X2 EAENER T EBAE S5 deltaTime, 1RIESEFRAM M B KT EN R NHEE) .

FS—HM, 7 “DIEMEHE” (framerate dependent) B, FraMEEESE T 5m
KIEEY, MAREM. AEZSEE— “BirMEX” , FlawsH 30 hisl 60 i, FHELL
Bl ERBIFRAOME, FTATEBIXNMEIRME. RE, FEEFSM “G0” HEMX
WEMROTATIEME, HEEFRIBAREE BIrE . WRLFRRRTF XD BIRE,
WA EDHIENENRR, BAMERESZEETBUCRHITH, Mbls i (86 KBR
B e IR H R TEE A

XA EUEREE TR EVNF LR, BAFEEBEML T B BREVNOEGF
B & W R ZEE 00 IR EE 1, T DIBISRE X L e B SR FF & 5K

FH—FHH, PCHKBEEN SR AENEHEE, WREXIMEBTEHEENME, R
REUBEHMERE. XTE BARMENIIRARRE, Bl IPEEHRE RS HNITR K
TR, EAMIIANES AT AR FFE AR, MRS EGF 30 3 60 Hi.

Unity SE & BF B PC FF K ENF B AES, L “GF” ARME, BAIEEA
TRINFEERXRAFE—NEERS.



F£10E ERHE

10.5 B*

B (atribute) o] EEZMMEIRILE X FHIELH . XOTEKTEFLEHME, BE
B TEESINRIEBFIHNEIFE. BFRATUFHEBMRIEEXATEXNELREER,
REBBMHENIFMMEIFAMNEX £ (tbansk, TE. 7% . HMRBEEE T RDIRE
XEETE M ATHE N BRI
UnityEngine 65 & = [B)32 it TIRZSLAME M. 120, Hidelnlnspector B MR E— HE
BB, BB EHNEIZE, FHITLIE Unity REESSH “KER” FODEBZETE. T
AEXANBEM, BINTNERBEENERNRFEALAHTE, NWEEMMAE®SBISSI AL
BE. EREERLT, RITESEMATDTH public XEMNTE, BXAEILENEBE ‘&
B FOPHEN (F2AEILEMNSA “KER” g0NTED .
ERBEMNBEEX £, FEAEXFAN—NFES [, FEEDBABMHEEZR.
WA, EFHRNZHRBILARI0E 4K P25 rotationPerSecond A 5 :

[HideInInspector] public Vector3 rotationPerSecond;

EXKBRFAE, E—HNEXFIEREFPNEZ T —NAESIH-—1TEME.
R 7R FH IR B Unity 45 35 88, it & & B SimpleRotation B & &9 17 3% Xt %, o L& %
rotationPerSecond EAM “IER” BOFIHEKT .

BAEXTUEZTEN BTERUSFTEE —NFIES (. ATRSKRLNTEM,
o UG B A E X 53 A PRAT:

[HideInInspector]

public Vector3 rotationPerSecond;

wREZITEM, BEETUAGTEMEIRSE—1T.

i, EEFRNAD, FHAIIH RIS rotationPerSecond fY 57 i A HidelnInspector /& 14,
EARMNEELE “KRER” BOPRET. TURETHEXDBEHEMNET .

MEBFREER —PXANEM Header. BITH Header BIHEMMNEIZE L, TTUE “4&
B AOPHETER EARN—DHEENRRE. XPEMXNTE “KLER” g0 dn b
XAARMNTEREETER, %L “LER” FORDEIEHM. BF. ENHF, £—
PEXDMFACITANEAD, JREREZAEGES . BREKBGHFHNTEAHRE T EIRE.

Header BEMBUEES — 1N FHESECRREMIA XA, FHTSHNBEMEN X EMUT
WABEIMEERY . ARABUERE, FSEMI—NEES () FEEPRNFRHE:
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[Header("My Variables")]
public Vector3 rotationPerSecond;

REHEE “KER” g0, BII1EEZ rotationPerSecond T F FHI—MEE B R
BIFREE “My Variables” , 20E 10-3 Firir.

¥ |#% [v] Simple Rotation (M%) 9 i+ i
571 8 + SimpleRotation
My Variables _ _
Rotation Per Second X 0 Y 180 Z 0

10-3 K25 2% eh R i SimpleRotation 4= Szfsi] ©

WRHEE Header BN BRI E “KRER” FOPLATILNETEL, LLWWHEH
[HideInInspector] BN T EI R ELTE, ML ASHIE “KEE” gO0D,
XBEPTEMRAE S, HMEHY “KER” FONBITEN L EEEEEMNER.

10.6 /h&§

KEWHMR T WOIERE X EAMAAGHRMNENERN R E, 2I 7T “KER”
FOPAFEREE, MBEXENLAMNEE. ESEHAT.

| EHAKRPEENARTETE “KER” FOPHTEENSRE. WREZENR
AEIMKRE, TUERKETEIRPEEXEE, EXERBRERKEILEERIEH
R

2. A BT FRNELNMEMAXHRES. WREMRA—, ML ERHAEAAHE
BREEDDEBE R &R | .

3. A BRIA T I35 (8] transform Ak R T =, 'E 35 0] B A BT 02 69 7E?inXT%E’] Transform 2815 .

4. B C(attribute) @iTFIES [| KFBH. Unity 27T —LRNBHME, BB ENNE
FTEL, TULUZHIANTIGE, bk “RER” quﬁ%\ﬁﬁiﬁijﬂﬁgm
EAARER, ff “lRER” FONAEDENEEEF.

®© #FiE: HATRARE F IR Unity S840 bug, FR—ERAERZAMG I AL IIME T, #d9,
iX ¥ 49 Rotation Per Second #t 7 AL i% 52 HLAK



BN E HR

4k 7% (inheritance) 2 M MX RBIEWIZ MR —. ER—FILEH], RITHHOEIEEE (Tt
W) NIMBHEIREEB PR FE (LbLTEFMHE)

RIEERDE, EMHEENFZRILTFEL2MER, AAIHEP—IEEZ T —PFRIAFTE.
DHREXBITEXORLEARE—MEEBZKN I, RAENHNRIBAIIESER.
MEWRDFRENTE, EFEEXNENHBENENBME, ARSI EHITER,
HBEREMNERF . WREIFHEFERNIE, RIREERTEHENRTF.

PRI T —MBAR TR, BNTUNE—NEE, HPBERIELEFTNIIRE. A,
HAh Kol DUMX D ERG K, BakEETENHE. wit—k, StooETERMETE,
BWRENEMEFREPREFE—E

1.1 RN FIEA: RPGERPHYIRERS

HEAEHEEX (RPG) b, HANBSEEEZEXEENER, LHEEMEYRRS
HIE&R. XTSI YREEHREE TE/IL N FE:

o —EHE, RVREREPHEN:

o —NHRE, XT-PLEE “THE” ;

o —NFFH, ATRTYENER.

sy, BT URBEEANEMFE, LY aERNYSES.

BRYXEBABM, HRPEHFE-LEEFGRHFERMENYR. BRRBRNEGE-LERE
THRHEBUNEPN— LS THMEMORSE, LR EMA “EF7 Eum “SEEH .

XA DUBII K. BAFTECR—IEX, HbEEMEYREENAR. BF
XNEERABEYRNEME S, TIAEEMEEGEA “tem” . ZELHERLE, FTTIUE
EZ DM Item KUMERNFE, BEITHBEEEARNARAEM.

BREBHEE — TRREFEERBI —BE T EEFERAMBIBENNAE. HEE
ERHRZMEN, ZEPNNAERSER: ARSRBHBEHRAN, RO TSR

AT KBRS, FANTT U E— D44 “Equipment” #F 2. HTF Equipment
FREKE Item 2K, THE ltem KPHWEFE, UKLV ESHAE. Rtz 5,
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RMMEAEENT AN EYFE: —PMHETERAEITHNAE, Z— T MRATRIEAWNAE.
BYRESRRT —TEAUNKGE, HEWMAERES THE—S. SEIWAEMREAN 0K, 3
BHSHN. IRTUBEEEEERFLAHAERERAWMAE, UBAEAES.

BEE, BB ECE— DB A“Weapon "HIZE, E 47X B Equipment, FFEINAI T —LF R,
tbinm/ NI A EE. WHREMURREEEE (— MR, aFF. . 7. 7.
EFHA FFETD .

HHEEGRE—IEA “Armor” 9K, ERMFLAKE Equipment £, HPBE—PHT
REGHENNFER. 1o, BINEFTE-—MREREXRTEFTHRLY (o7, BT, FE.
BBPSLE) , XBARAEERPTNAEEE.

WRAEENERESD (WHKFRY) QB —TEK, TUBEE—TEEM ltem K4 H
Consumable 2. %, XEXNEREMWW TR, SR RmENZEIRNSREKXR:

Item
Equipment
Armor
Weapon
Consumable

BNEERHR—LERENTE N, T (subclass) EL#BZE (superclass) FHIEK. 7
XANBF 5, Ttem 23, MR Consumable 3 Equipment iX £ 8 B K #) fk A 2 E 807 2.
Equipment £ BN EEEKMRA, 552 Weapon I Armor. XHE T —PNEHEREW,
Hop Ao 67 Rmis 2R,

11.2 AR

BAN T DUE A < IS BAEN TItem KAEAEK. EBREHKEETNIN “ZHAEK” MyScript
Kp, XEREHMEATIELP Item K. MR —MREXNXRTHETBERBEA, X
A RGN, (B Item XFFLERBAYENZAERIHMRAX G PFE, NEAEDTE
SEEAIFE .

BT EATE BT Item SEAMERD, AT EBEER, TRUEELSHRE A MyScript K5 .
A, BNFEMETHFRN—EMER I FE:

public class MyScript : MonoBehaviour

{

class Item

{
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public string name = "Unnamed Item";
public int worth = 1;
public bool canBeSold = true;

}

MERBEXT Item B2, XEVRMNEEAXE, HPFPETHEVLLEENEE,
HAEINEETRINME. XEBRNEELTEMLNEETN, BABMMEEREAXEETERM
MIERE. A, REXEERINMERLTH AR,

WA, 1EFATKE X Equipment 25— & £ # F /£ Weapon A0 Armor 8y #£F £ £, €
Equipment K E XM EE S Item XABR KRB G, EKRE Item XM EX. XEKE
Equipment F Item ;2@ —%%H), #HREER—MRIDELG:

public class MyScript : MonoBehaviour

{
class Item
{
public string name = "Unnamed Item";
public int worth = 1;
public bool canBeSold = true;
}
class Equipment : Item
{
public int currentDurability = 100;
public int maxDurability = 100;
}
¥

BERMBESEMEFPIEFTHELL, BE—HUXFET class Equipment 2 5 ZIRE—1E
S :, IX3BE Equipment ZFHEE F—1NK, BE, RIIETCELRKMNELXLTR, R Item.
X—/NERR AL {E 2 REF Equipment 7K Item FREEE I £ EFRAD

ETRES Armor 25, b4, XEXREZATZ R IMNENIR, B EB— ArmorType
WZE, ATXATERENESR (WFE. LED) . BXFBNEXHAE MyScript RIGER S,
X7 Equipment K2 f5:

enum ArmorType

{
Helmet,
Chest,
Gloves,
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Belt,
Boots
}
class Armor : Equipment
{
public ArmorType type = ArmorType.Helmet;
public int defense = 1;
}

WENFPEEEHLEERE, XEHDETRT.
Armor Z£4£7K B Equipment, M Equipment X Zk7& B Item. X6 T — M 4k&EE, @BI1TiX

Fi AR, Armor XFLYWK T 7 Item XPF RN EEE, MK Equipment KPP FE AR
2. BIEZ5N, Armor EXEBE— LI F: — D HTFHEME ArmorType BEELHN T E,
HERIAME® A Helmet, RFLE: BE—THATRTERHHON int T2, HBEMEA L.

Bk B Weapon 2. &I T RIGZRANNE] MyScript REDERE, ZEIEE Armor £ f5:

enum WeaponType

{
Sword,
Axe,
Hammer
¥
class Weapon : Equipment
{
public WeaponType type = WeaponType.Sword;
public int minDamage = 1;
public int maxDamage = 2;
public float attackTime = .6f;
¥

Weapon 254 7 BA 1S %z '5 Armor £, XERRIDE JE X —1 WeaponType (%, ©H
—RANEARREER, KRG, XERMARILFEBE Weapon 2, T 4k/& B Equipment FE7x07 — L

Eﬁiﬁl\é’\lﬁim, @%E&ﬁ%éﬁ’_ﬂ\ FRY N RN FIEA G EEURRI TR RS & HE N6,

11.3 9i& iR £ 5%

FMER, AN KERINFE P —MIEREE —TE S MBI T, L

H0Aa s ok L

ATEFNEZSLFIFHRAPTENRMIEHNE, BNBEAXLEER
HEZREI9AIK
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APFRBEFTERECEXPEXHNHRTENERN. Mltem A, ENE—1FEESE
E 4 Ttem F b E X 8 worth F1 name 58 A 75 B 2413 (& .

FENZE, B MAETUERX IR
HAXANFE, ?*E’\]*’]Emﬁ—ﬂ&ﬁﬂﬁﬁ%*ﬂ’]ﬁﬁmﬁ & XA H1E 0k 25 ] AT
ROE KMMIE R L, kibEH. XPMIRLR EREMSRFNF P EERRELNY
BRE, F BB Z R E NS

A UXHFEREER BN S REE D RN ERTE L INFE R ENIEERN
S8, BEXHABREREBRNSNFNRES NS, BAXEFESTUZRAEELFHNEIESR
R, R, S TMERNNAEFHEEREEALNATANSE, BBLHIEZT
KMBUSHEW “F3” SWERKETHN E—F, BEXNMERFHTWE. flw,
Equipment KRS 7E Item B 7E X KR RIS Z 327 £, 8 Item BOM9IE BRECR AN IR X EE S

THREERWOTRIE. EEERS ltem KNS REL 7E Item ZKHRABER FRAI AT RAD:

public Item(string name, int worth, bool canBeSold)

RE
P

{
this.name = name;
this.worth = worth;
this.canBeSold = canBeSold;
}

KR Z BRI NEVEMIERETE X . BTZHERSE Item HFE AN RABIRT 28R,
FEAXERRTEWMEN, TIRAT this KBEFRXDSHENETE. RILz5, B
LB S EEMR S Item KHTE.

B3R E X Equipment 2891438 B £, XM 41 BR £S5 BB T Equipment Ko, RIRAD
BFEHZE:

public Equipment(string name, int worth, bool canBeSold, int maxDurability)

:base(name, worth, canBeSold)

{
// KRR Rm A
this.maxDurability = maxDurability;
/] SR AL ST RN A
currentDurability = maxDurability;
¥

O #iE: %EE*/\%éﬁ#ﬁxy&*ﬁﬂ’?ﬂ}ﬂ B =AM, Bw A TRANE R RALALREME
BFARFEE W, £ CHIBS P, X 21T this 5@4}?.5-%‘? base X4 F R EIE .
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WE, BRFBEREXRT. JESR, SHEHERE— base. Lﬁ%’]"]ﬁ"%ﬁﬁ
base XFEFIENEBETERRNEL, LGP, EIENZE Item K. base EHE—XNES, X
HETEAERB L —FHNWERE, Rt E = ltem AIMIE KL

HRAE—ENMSEREEN, TECFBIEERNFPENVGLSE, XESHE LR
S R E P BN S EAER . XS EFHIE Equipment XL F, MM Itemfl_ﬁﬁéé’] Sfiid
A PG EAE B Item MIMIERFCRANIE., EF, BN EETEX T Item 1918 5 Fk 403

XEE, MEARER, BINERAKBREET .

b4, Equipment 25 #9441E o8 £7 X 75 B8 7 — D T A9 5 21 maxDurability. XM S 2
Equipment JREF K], FFINAEEE EEIBES Item XENHERE. Item FAAFAEWAE,
@d]]ﬁg?_Equlpment*é’]T’h_ LR X NS ECRIR BTN AE .

AT PUEE], X2 QA maxDurability X T 541, M%H A currentDurability & X 5%,

ER A& 5548 maxDurability ZEHEMR A8 R B9 ZEAL R (this.maxDurability = maxDurablhty),
SRIEE R currentDurability 1% & 3 maxDurability 89{&, 0itt—3k, RBEBBRIAEBERAWA
. EI2fE, BT currentDurability 2 ¥ ATE—PEBIA R, FMNTUEZEBIHAFRKR
BE. ME, BFHEREPREE A currentDurability 5%, FrESIBX N T EH %
IR0 this X8 =F .

BT, BIEELERM EF—SF B, A Amor KEX —PEERNIE R L. F0Z 57—+,
BH1E R EURNIE] Armor EP N T B2 /5!

public Armor(string name, int worth, bool canBeSold, int maxDurability,
ArmorType type, int defense)
:base(name, worth, canBeSold, maxDurability)

{
this.type = type;
this.defense = defense;

MNERIHNZE S 2 BTSRRI EER . KRB S5 EZMERMNINFF BIGESE (X
*Bﬁj\_ﬂo{E&E% o3k) , BIRENEBRAE LN ERE. X RES K Equipment 3K, Ff
IX maxDurability SEWHFARINE N B LK ER AR . FE, XERREBA Armor £JhE
BT AR (type FO defense) R0 T BINASEL, HAERBATNHAEN.

AT EEWMETREE R NSRRI EMS KD FZEMN, THIHEMESR
5, HEhEGPME R NigSH R RS

public Item(string name, int worth, bool canBeSold)
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- public Equipment(string name, int worth, canBeSold, int maxDurability)
- - public Armor(string name, int worth, canBeSold, int maxDurability, ArmorType

type, int defense)
- - public Weapon(string name, int worth, canBeSold, int maxDurability, WeaponType
type, int minDamage, int maxDamage, float attackTime)

APLE CREFER LZB” NS BT BRXANTERE R, MBS ek ERENEN
SEN AR TR, REENEHB TR T RS BHRERXR.

IFE, 7E Armor ZEFD Weapon 2£d, currentDurability ZE A ER S Bs1 LI, BAXLE
SR W E R Equipment MiE k%, LLERAGIE., WRAFEREEREE, RITELERE
B FIRENG B FDRED, I Tﬁzﬂlﬁﬂﬁ%%ﬁ?ﬁﬁ’ MEAEBEHTEXNTERE S .

$E T 5k 75 88 Weapon #iE pRiEL. FX R, RNIZERREBIESSEHXTES T :

public Weapon(string name, int worth, bool canBeSold, int maxDurability, WeaponType type,
int minDamage, int maxDamage, float attackTime)
:base(name, worth, canBeSold, maxDurability)

{
this.type = type;
this.minDamage = minDamage;
this.maxDamage = maxDamage;
this.attackTime = attackTime;
¥

MEERE T LN ltem KK R F BBSE, B A Equipment 28891 52 (maxDurability)
Eﬂﬂ%ﬁ, REBFHEECHBOMR. RE, ERKRTHESHINITESEERZ R
iIIE, &z BT Armor 2K FRAIABEE

T, MERBERELERE—RY%, HIIE4 A Item. Equipment. Armor 1 Weapon iX
PEEM T B 1S REFIEIRIZE .

11.4 FHREMLERE

RIS RARKRNEN, RMNEEFTEERELREEIR, AEFHLHRERN
BHENREEBTHANFE #?EJH:T&'E&(&*HFH’]&LIE

B0, ?jzﬂ]_fu'l#bt%%gé’]ﬁﬂﬂ’ﬁﬁ Armor KAM S|, FFHREF{EA Weapon £
WS BHETEE, EANREEPENRSED AREEIRMPEENY L. EREEER
KOV LEN, BARAET. BAGKTUISREREXENY R, RS ER Item X—
HICREHIREEPNE IR,
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PAVBEXBRETRROED. WREE—DEEAD tem WEE, EETUFHE
Item AR FEEH S H. Bit, ERAODEIES, FrEWaEs o UEA Item KB 74,
X 2£49) 58 SCBR £ o DUZ Ttem BT 7255, 540 Weapon 5 Armor, T A= SEHIFR RS
AEEAE, ERXEYRNA tem B, FATREEIFE] Item K0P E X HIALA, LEL0 name 0
worth & . W EH B FXEFFNM RS KER.

XEHMEFL R T KB ¥R (typecast) “HD” 7. 20R7BI5[8] Weapon = Armor & F 3K
EXBIME, SRR ltem KBV S| AR AE RN A FKE,

BB R EREE R FRPABNRILEN A, Wik—3k, RFS[HTRUFZIE
A (a0 Item) HI5|HEERNEEMAKEZER (40 Weapon) BI5[H.

BEMUTRE., XERILEZE— Weapon, HFAEMSERME T —LZIE, LEEX
AT —1 “Rusty Axe” (EFEHNEL) . RXENI, ©EEHEFHEAN Weapon KEHNTE,
MEWEMEE— N EEA Item HWFHIFEE T

void Start()

{
Item item = new Weapon("Rusty Axe", 4, true, 40, WeaponType.Axe, 4, 9, .6f);

}

TR BAZAT B BN FOBA, (@FARBRET —TEHER. ALK
g (Bl 60 W9 RBRATH L, R AT AL Jo b iF 3512 SAE B AIE R
float KA. AF o2 R RMBEAMN 2K —F R T R,

XANTEFPN BT EHAR R F A E0IR. = Fr DLEEYE Weapon 171& 7 Item T2,
& H 3 Weapon /& Item B9 F 3. 2K Weapon EHIE(K, EHATTIUNIEEN Item, AAEER
Item P EMA, BIEER —EHNINRAMEXRR. EREXHEATT, KNTER
Item 3 Equipment #9 L5 77 4%7E Weapon = Armor ZKE HTE P,

FREAETF, 75| Weapon 3 Armor BJSLFIES, FTHAEEMRBXLFERMNFABMA.
MR —F 2 BF 5 Weapon 3 Armor £ &, ELfr EHFHENEZ Item, HAEZIIBAH
Weapon 3§ Armor JRE AL REY, A TERIMSSIKEIR. XS AT ARFSEMN—FI6TE
NAVFBANX . FABXIBSHN—NEFARE, EREEFIRIMEFXLERN, MK
FREDHERTFIEE S, ARSI AR,

FAZ R 244G Weapon LBIER Ttem BIKBEI BT 7 6, 1EFATZH G EE B Weapon
51, BEESREMN4. AI—1TRE, FBE—1KEA Weapon IFHEIEE, HE ltem X
FNEMSXIEE:



£ 11 E 4K

void Start()

{

Item item = new Weapon("Rusty Axe", 4, true, 40, WeaponType.Axe, 4, 9, .6f);
Weapon weapon = item;

}

HAFIE item TEPFHE T — Weapon, FrPUXERAILIER ENZTUTE—EUR
RAFFEE Unity, BITBE2FE T BXHENERRESR:
Cannot implicitly convert type ‘MyScript.Item’ to ‘MyScript.Weapon’ . An explicit

conversion exists (are you missing a cast?)
BEREE “TAR _ﬁiﬂl'{% KA ‘MyScript.Item’ #%#:74 ‘MyScript. Weapon’ . 77 & =\

B (REBEESTICHTEEEHRT? ) 7 INNBRBRIEE TRNBEHTHERME: B
il

LKA IR (implicit) ST (explicit) HiftfT. AENXHNET, BFAEE
BATR R IA 7 e ts R, M ERILIFEEE TR FS “BIRXDLBEHEARNEE”
LRI AR R, XMEIR AR BRRIERNER T 8T,
BIRIETAS 7T —FEVLE, BBIEFRNEEERMITEARNZHTHRIEER . BRI
FE XA Item 7 7 —> Weapon, TE'—E FESFHAANE, WIEXFEER — TR F R,
Hit, ?ﬂl]ﬂv)ﬁﬁ TREARXWER, XIR—MAERFETN (BIERFMERS) BIiTg
TR, FEBIIFHRIEERLI. XMERZA “BRN” BHEE—FR150E R
SPITIEXF . REEREARNNBHERTHTHN, MARBHEEN.
I XFP KB I BREF AL, ENNIELRR EEMERM, BEEXBERLRNERLT,
l:ﬂ]E’] THEERE.
— R ARTE item S| B Z AR —NEES, EHTEEEZFR, [ZrBEBRATALE

KRKE,

Weapon weapon = (Weapon)item;

ERAXMITENERLT, WRAESTHAMKERIE (Fli0item SLBR 32 E M
Weapon L3 2 Weapon HFEILED , BFRSMHEER. wRERTE, XNFHENDT
AR DA% item 54 HA 4 Weapon K2,

FE R TIERRER as BIEFF:

Weapon weapon = item as Weapon;

R AR ARREN TR RE, MREKLE ull, XBEF—NREEEFTRAEHN

097
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S5IH. WwRE, EREMINKRE Weapon KE,

LK, as BRIEFIMEREHARKEFEFEEEE. UREEREBERT XD
weapon & (LEE KM P IFRIERIIBH 75 , MEMNEAnl, FLAEEE~EER—
AN 2R —fLBNER.

11.5 XAWE

B AEIHP AN A P, BNBNEENRE T wEE, A KEOHE.
BAEXZGRNBT, FEFELHASIBNIRXBESHEME, RETHES5ZXE.

RIEE—NI8M0 Item 8951, A7 BRI ANEAM @R, FERIZXD Item 5| HEHATE
EIRYRERIBREN. ATHEENZESWEDIGE, BNFELIRMIEENAERTFEE,

Xo] PUB I LR AR R REBNE—1EA “item” WEEHSE, EMNEREZE
Item. AP4, NIZA0] W E RS A Weapon 3 Armor Ufg?

—F A EARERBRERFis. ENENEZ—ME, EMEESIB—1EE. WRENH
BEEFEEMNETNEDE, FERZEWN—PFX (MEEFKNEKE) , BAERRRE

true, & N=IRE false:

if (item is Weapon)
Debug.Log("Item is a weapon.");

else if (item is Armor)
Debug.Log("Item is an armor piece.");

else if (item is Equipment)
Debug.Log("Item is some kind of equipment, but not Armor or Weapon.");

XERESBEARBERICEABHEEEER: WR item TEHIRH A Weapon K 5
Armor £, RGEICEK—ZBNEER: WR item TEELAETF Weapon th~EF Armor,
B3 324 Equipment, FH{TFIER—EZBAMER; R item TEAE T Equipment 27,
BALRGR A IEREREE.

F—RFERERE—VREWBRIER as K item TEMELE N FRUHLTE, ABE
it BARMRERES A null. WRA null, HEKE item TELBETFTBNFE; WRLR
A null, MEKE item TEETEHEHNFX:

Weapon weapon = item as Weapon;
if (weapon == null)
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{

/] BEHREM, 'item' K2 Weapon 895Ef
}
else
{

[/ EEMRRNTN, o AAREEEF weapon X351
}

BN, BNTRFERE-IHRALPEEEENLETLMER. KRX—BHRAK
WA ZBEBLER. BNFEENREIEA GetType SEOIFERDRIENRIAKLE, A
ERBRERN — XD LB S ERERHATHR, FENEETeESE. T, FfTXFhL
KRB, TREE B A KENER, R SUHE A typeof(-+) KA ZFRIGIRK, 0T REBFTR:

if (item.GetType() == typeof(Equipment))

Debug.Log("Item type is exactly Equipment.");

EFEB item TERK, FNAEM T —1 Weapon L6, FAIMERE item TEMNRKBESR
77 Equipment B, BEMERIEE false, HEBEARSHWICEK. EEET, Weapon BARZ
Equipment #JF 2§, {BEHFZ%RETF Equipment.

BEEAME=fA% BIULFIUAEMESE#HTRERENGR.

11.6 A&

&ia— N B RYRNKER SR A (virtual method) HIBEE. 5B ZDREUEXRTE
ZATEFE, FNERBFEANBENNEEFARE. B5ET)XBEETRHRIEH,
BNARGERTB— TR AENEXFAR.

BHREFPHAREAERREEN T UM FEES (override) , atb—3k, FEFTRUR
BCKIhEE, EEZEBEMNET —RRETRUENE CHESEE T2 ER (overwrite)
BEEXHTh#e.

EBATBY — M EENGIFRIEE. BREHNEET —LEXRREFARANDREDR, LT
40 Consumable:Item Z£F0 Food:Consumable 2.

Consumable £ i FRRGAKXFEH T EFREYI &, 5 X LY 5 o] IXBDBY /= £ E R .
EREERET —NEAN “Use” BERZE, ZFEES— target ZE, @R T—MEE
HISEIE, EEZ0BTEE NPC. HBra s NPC B Z57KE, M1=M Use AR B CHER
target ff N FE A VAREEX target IR~ 4 AR

099
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AT AR i B 63 —LEF 2K, tE a0 HealthPotion:Consumable #0 ManaPotion:Consumable,
HEXLERDPEFE H A Useo FEAVENENLIN ST UF BE AN target ZEINIT AR HIERIE.
140, 445757 (Health Potion) ATIKE target WM E, M 5/1257K (Mana Potion) FAFI&
BHENE. SHAKBURENAFREX Use AiE.

e 48, 3T L) 8 — 4 Food:Consumable 725, EEH P M Use H7%, BERYH
tastiness (SEORE) RFE(K target B971H/E, X2 Food KIMBEMHRETS.

RIE, RFEES| A Consumable, FATEE T AT T target X & A Use 7%, mA~A
KX Consumable 2B T AFXE., RERBNERHFRNTEENHFEIEE—UR
consumable 2R Y, NP BIRNIEE: WREHK, NIREAKAKERRE BIr6I £
BE3ENE

XANINEEEFERKN, EATFRENFESHBLIMFNmME, HFNB AL
— I FHEFM.

11.7 7 {ERE

BELNMNERE, AZENKEERBATATEE —LEEENKRERN T (200.60 ,
MIEERMEBBENGINY. £ C4iBsP, f2—D “BR” (suffix) .

BHaDURINEHFENRE, BTERENEN 1 ZUBMERELINERE. FIXELEN B
1J int 70 float XFFPRE, BT XHEE, THEMBZEE, BIIEREFEMOIETES L
ZHRE. o, BH-EXBERFRET ZHRESTR, ExbAEZHNAERZE; M
F—LRT K ANREFENER D, BREBTFENEESTEEBERN.

ZPIKL, sbyte KEVESEEIRELL int KEUNG L. int KEGEBFHENEESTSER T, &5
ik 20 12, BIRTIIAT 20 12, T sbyte ZKEEVAIH ETFAE 128 B 127 Z [B|H9{E. sbyte ZKF!
AtEN ESANZEED, EXthBERELITENBHRD, sbyte KB ETFE BB RHEIE.

F B HIRETIE B LS (unsigned) BRA, BN BEFEHECENNH/IMEA 0, BN H,
AR N IE S E AR ER RN S, fl40, sbyte FE s RE “BFS” (signed) , MEMS
SHERANFRA byte, EFF, int BITLFFSIRAIEIRA vint, HEEETGEIT 40 12, EREENTF 0,

FEHF AT PBESERFTEEAIN—NEHRFKR, LLWH fFRR float. HLERKT
EEXHNEER, FERITBNEERITI. G40, (byte)120 of DUFELT 120 M int ZKEV 4L
73 byte K7,

HERINERT, BENEDNEESHEIRAA int K7, BRIFZE(EBY int KEHFFHE
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SeHl. WRFEBY int XEKEE, HEBRSENEFE—NDERNOEIBREREEZEE.

T8 /NS o BB FEE A double (RUBEZ S B SHARICZED , B float KB EZ K,
B EENEER D EAE . WRSEHAEEE— 1 float{d, BEINEEEANT 0.6 XFNETF,
A AXEKER ERENT —> double B, A TREXTER, BINEEENFRENL (EH,
FEMA— float {&.

HERZHEBERT, int ZXIH0 float KB LT LB AT, HH Unity SIEPHJLFFRER
B RERHABEE KA B IX AP KT > —, Unity A E A float KERRRH/NEEH
B, FIRMESEEEIHFEEN 1.

XA FERGEE T KB MmN AR, FRRTRIAGRNSEXERONE. B4, &
FE float KEHBfE, A4 double KEVABERT (Bzh) HHA float B ? A AFAIHM
EFEHRFEEMEXAD fIR?

BERBEHE: FEA double KB FFERIES S L float KEL L . M double 25304 float 3K
BaRR—E N MER, MXEGEETRENEFREE. AL, RNEREFIELITH—
FAVAIMBATRIR H AT K . EREHE, M float EKEVEEH int KB, NS ASHEF,
i DUX Fh i 0 th B 22 @ it 17

SR, A0RAG—> byte KB E—WRIFTIR, X2— M0 F 255 HEF—WES
int XBNTE, PLAZWEEGREMHET. 8805 %E, TFERNTS. XRERA
int ZKE O] DU IF 0% byte MFFEE R, RMXMERASEEREIENOXE.

FARBIE T BB, 7 Unity &, AL FRELIE int 70 float XAFIEHEEE., B0
REEFEHAMBUEERE, JUSER11-1, EPIIHTEABEEXBREEE 5FE,
BREESHEE)

x= 11 BRREXRBERERR

sbyte -128 #| 127

byte 0 #| 255

short -32768 | 32 767

ushort 0 #J 65 535

int —2 147 483 6438 F| 2 147 483 647

uint 0 £ 4294 967 295

long —9223 372 036 854 775 808 £ 9 223 372 036 854 775 807 L

ulong 0 % 18 446 744 073 709 551 615 UL

101



102

BB HRIZEAL

s, BE=FTENEIREE T MARR AT H/NENEE, URHEFSE:

o float CEEE, MIMRABEEFSHSLFH B {5 F GHREKFRT:

e double (BUBEF S IUZH) HEREERMERNEARKINERE, WREEESR

BNE, ST UFEMA d 3 D BERKkER R

e decimal BT m 5 M BEEKFEK R,

double 2B > Fr A# R4 double, 2FAE & AHNATGFE float XEH S, M decimal
& AR FFZ double KBV MRS, HELE float KILHIUAE,

FRHEHTEEE2EHYN, BIREFMIEERNEERN. B8, EERZNEEN
EMEN, BATRESAINER/NEEBDERUNNWE. L float KEE RAOEIERE AR 71
BFROEE, AELEBSRPRFESHEE. Td, ERZE Unity FRH=SP, float KH
ELENHERERT . LEELEBRROLEN, A UREEFEXLETAESBENEIERE.

11.8 /NG

W, REAXWNHANB B TVNTHTH. XE— MBI ZHER, FNERREMR
BRXMIRE, EXTHELEHENK, XLIRELER T . BERERENTIRA,
REBRMAMEREZ T VENI,
BTk, BBz AXEMSIRUENENNER, I MR ZR B8 B
kB RIBEES.
AEE LSBT
1. FEREMRKBELMER, 22F1K1E, Armor KB Z 4k7& B & 2 Equipment 89F 2.
2. FERYRTEENFENR, kT EM A, BN, FRETUFPBE SEFEEHMR.
XERE FRBLE FREBF RN,

3. MERERE R FRER T ENERPPEEXRAZTNSH “FB X", XEEX
BIHEIE BB E AR IR

4, KBHEXNTELSHITUFREIZERNTEFEONR. Fla, Item EKoJUFMHE
Weapon 3§ Armor 8L, BA=5| & EMIEER.
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B 1 EEHENBIRLNHES. WE, RNEENERET —ENTHR, BNEE—F
KRERRORBESOBEIRERERET . WREBNVRIGHIES T ZIFE Unity PRTIEIR,
BT ERBAZENSRETERE, T, RIDATUT BXED G THERENNBNME.
AER< 5 H Microsoft Visual Studio Community 2019 k#7/E R, BIEXNEAIEETE
HRES PEETK, FrBMESEBHEMERES (LEA0 JetBrains Rider) , I H SR EFDERIE
FRMWNMIZE LM,

WHERERIESRN—DRAIGE, ERATFRERREIOET—TIRCANR. 5
BEATIX—TH, BASNBRFEZEE, AEFRERTUNROREBRESRIE
EXENE. XEEEGENEFEY, FETUERLEENER T EITHiTRE.

ERDRERBISABTHRERLERN, MR BAIERESFT. ELHEA
:}ZKE%%E%*EE’]%[%E’] BR. —NELNBRFERBILIIA Debug Log kEEHHE

EEMPRFF. BAXT T EAFNIREBRRRER, ETBERENXET.

FMAEETIRE, RNTUERBRXEHRE — PR, ERFRTE RN, FAREZ,
BT A EHREEMEREN L RIE. 2107, WREMAKN Update B SR PIREW
WATNEBZMAB SHLHEE (ERAREKXPFIHNETE) MK Update ﬁiﬁm%ﬁﬁgﬁﬂﬁ"]
BEMEE. ARG, RMNETUERTRHITRE, EETRDHAREMFTENERS, XTEEE
MePITIE R .

12.1 BEFLHE

WREEH S Visual Studio, TTUXFEBENE: £ Unity piEssE O MEPH) “HR”
XBERH, RERTTHESRIBN “FIF CHIB” . WRZAET Unity Hub 5 Unity —
24T Visual Studio, BHFIZETINIZE BFSF Visual Studio. ©

7 Visual Studio &, TERE— 4% Attach to Unity (FiA0E] Unity) , 20& 12-1 Fow.

O #iE: WRAENEHNFT FRKABBEBRXER VS Code, HE “HE” | “HrR” | “4r3p L7
oy “ONE B R ik dF Visual Studio.
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BB HRIZEAL

[& 12-1 P& Visual Studio % HTRESHI “FInE] Unity” %40

7F Unity P TR 2 5], SMBEEHX NI, ES IR Visual Studio FF a6 5 0Tk B
Unity 482380155

12.2 e

AN

B ZE, ERRRF-—TRIREMSKERFARTIE —TREBNEZ. 0
R EW =, B IBIXEEMI0E Unity, B EZ#FTIAIR.

—MAEREFTRETAMNNZTEL ((FS5EH) RERS. L. o UFEAThEER
F9 SR SCANAR (text cursor) M BIEF7EAIRILIT IR BRI S

WEWSE, RETEAUSER—1MLS. URFEZBKRHS, TUBREFEXDERN
BRIZF9.

(BT — DN E RN FRETBIRIGE. FE— DB A “DebuggingTest” 89 A F
BENLORNEBREPH—DHERNRE. EXDFIFP, BRNREFHAEE, it
BEEE— PR L.

XE AR AT Update 77E, FrIATTIXAIBEME . FATRER Start EHKFBH— N EEE
EFRBENEER=X, WTFIT:

public class DebuggingTest : MonoBehaviour

{
// Start is called before the first frame update
void Start()
{
int a = 5;
a += 5;
a *= 2;
a = 0;
}
¥

XBRREASTHERAANABX, RMNAREEEXAZTENE, NEBITEKSRTEE
EHEL.
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Eita- 5 2GRN A 08 122

ik i FEERazii—1Tm, ARXTRES 12:2 46U M IO A
SRR

W, BHRRCEIE DebuggingTest BI A 1 EI 55 P AT R £, 2 Visual Studio
h g “BIHIE] Unity” #24H, R/E% % Unity R4E 85 8 HEMIRHIB T .

DebuggingTest Bl A SL1 of #9 Start 75K SCRIHKIB R, W7 s Unity 4R4528 1 AOMEXE
{21517, 1RE Visual Studio, W= FiENRIITRERER, RPRBLELHTEXEHE =
T—FEE BREFAEPTEEORE, BRIEFNBLIES. Unity RESBFSFRE, SFHA

14 Visual Studio & H G THIES . HEMZH, HFUBRFEEETREA.

Visual Studio JREZH) “F/ILTE” FOB R T EW L TITXTRETANETE —RIM S

FRrE IR b T E. TTINEE, BREEaEN 0, WA 12-3 FiR.

e 31
ey

UnityEngine.SceneManagement.Scene
Debugg
: UnityEngine.GameObject
0 int

12-3 Wi Bas,  “RFASER & R T S BT AR S O R B

T%TD':IJEE%T?G%E—?—this, ERTSIREERITHERI AENZK. BT XRETF this KELH
MABSTZMA, ESBE—NMNEGL RRITU B BEEAR. 2HEFLET
*E%ﬂﬁé’]ﬁﬂﬂ}ﬂb\, 71_1_ XM FEEEEE, FFUBROBMAH IS, EAEEZNEEE
KA R, TUBIXMPARNRKEEHLPHIMR.

UBMIEEAREIEE a £, TUET, ENER 0. XERAMSSHEEXREBITH
FZziERETER, MARZE. Hit, inta=5; 5B RHES BETE a.

AERFEITSEEGE, BARN “HINE Unity” IZHET A “44:”7 2. FHTXNEE
SRS TETHREORE, R, SRFETE T —IEN, FXEEXEE
BEXNMIFP, BXREASHEREZE, BA Start FEPRIZE T — DW=,

“URG” AN E - EH ML, W 12-4 FiR.

ExampleProject

12-4 Visual Studio 71 HJ R % 190
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BB HRIZEAL

THRBMNEZARBAIX LR HER.

o ZIFIAE CIREFER Shift+F5) : BHURMEERYNFRLRE. WX Unity
PREIETT, HFEASAEMSAERE.

o FITEsN CREEHE Cul+Shift+F5) : $$M@ﬁ%i%ﬁﬁ%,@$%§EUMy%
AEER P HUIERL  7E Unity FF AR S, XM ETREAARNE A, ERINLNBUERET ‘=
1FEIR” #2581, 7 Unity R8s hi= 1k /}3'%'5& RIS ERHEN0E] Unity RT3

o JIRF—%1BEG (IR$ERE Alt+Numpad *) : B HULIEH o DUREE L F BIEHITH T
— %1849, WRAPHESBRIFTEESELZTIHAXHE, FHEIRIKE T LM =T
BIREDITE, X MR REREE.

o FiB4 (ThEEEFID . A& FXPHANKRET LEEN, JBE XM EEIERE
FHiTREHAN (BN FEABHFEZFENE—TREBLEE (WRABEHE
WA, ENRERKE “BIR” BED .

o R (TNEEREFI10) : BHURHSETHIRET, RAEBEXEERT. XM
I SCZ Step Over (BkId) , XTSI ARMAESEERITHITS FJ'J'TJ{EEHT,
BXprE, XIENREASER “FB0” BESALFREBITINAFEBH, M
PATERIRETT, HBIT—1T.

o Bk ClREESE Shift+F11) : BRI URITER A ENRRIBAREHREZ.
WRANCTZAN—DFZE, SoTRUBIE X MR k.

XSG TASRIA. fln, ERERR—PAEZRUIERLITEHFFLROLE
REER, TTBIY “BE” HEXBRTHITRE. iTxiEE, EidEE e &vEA
XN FEARELT. WR—FRIEGPIFERTZDAE, TUEZERENNHTIINFRE —S AN
A%, RERNE—FTREBBDEE TS, XTREANUER—1NA% REATITS
HM A ERRENZAENSEE, WTFFR:

SomeMethod(A() + B(), C(), D());

EXHMBERLT, BIMNTUEETANA BTAB REEC EERED mhe
SomeMethod B9 FH .

WE, EMEBERMELET: BINELRET — TR, THBILROBEERE
EEWMER. EME Unity HzfmlMzE, BFEEFPTENE —TRIBLERE.

B BT B, TUBEIEREBTHRNT, T —TREEEERER. E B
LR dOF, NIZIUEZETE a EEHTH S.

W, BFRERNITa+=50EET. BRES “BIR” RHETXTREE, TIXEER



%12 it

TEaWEEHN 10. EEETa*=2, TUETETE a BHEM 10 T 20.

4 Start JAP A E T MITRIBTMTRES, WRFRES “BIiR” 2, BFE
SHED T TR ENTHRE. XEETEFSEHE CEZNNKE, M Unity SIEZHAMR
R, ARXFERT, RFFH A RIRNCERENRIDTT, HERETERSE S “H%E”
i, SN REAE S AP A S p kR T

EEREIENE, XERHRBELEAIBEHATEMNRE. R8I HMITH,
REARHAINPURE T AR EE Z BT EMITE DR,

12.3 EH Unity B A X

PHEETERKOAREN—FFR. BADBAERFANFTERTz—: BAILT0R
A R IE Rk R Tk B4, (EARFR, BN IZOESHERNRER?

AP UELEMIESIRUITSMREFHBE S FHEMNIIR, BEEE—X, REEM
SRR, BARRBRINEE. JREE—TEF RN, KhrE, AENSEITEREENR
Fis B FRERILH BT HEMAFRNERS. 5, ROFRL BIREIIF R, TE15?

AFRSEPBEEN, RPEXEEREXEEN. TAGMNERSIZEBELS
% Unity B A XEEAE —NERIRESR. AEEEERREPRA “unity” FIRE T RN
K2 AT (Eban Light 57 Rigidbody) BIT.

Unity FE XS AR : FMFPEA API (Application Programming Interface, L 3
BEFHEEO) .

o FM (Manua) ERIE2—NHZENE, FANMR T AN ITERENFERAFN, B%
BEHERFTRE. ENBENEORFPNBIHE.

e A API (Scripting APD 2% ARFRRBENRAXE, ENBT Unity PaIKFH
EMNNMRE, BETE. BESHESE. XITMTXHEE2TINMAs MFERATE,
PR T FERAOBE, HRETEZEEEE, CUTEFEHEOEIEEXE, FENER
BIKE, FEESNSHOEDNER, FENSEHEHURENZENERS. ©
STEFBEEFR T # Unity WA BRXEF R, HEBESRENRERE, RR00]
FRXENAS KRG EZ#HTRKE.

E—RERNXEESMRERRPREN. BRI ERTEDSRERFEMULE

MAHEHE AP X, RAREREMRAFMAEE. ZDFF, BK—CH BBRIBSEEHN
NE R T BX Cr BB KB H .
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BB HRIZEAL

FEA0EF, WRET BEER PO EN DREFEBSE, TT B —T5 System.

B TEEXNAR. MRENEEPRERXET “System 10 s B =[E)” , BRHEFTX
N Z HRARRERNAFIS] . B XEPIH T REDER XA AR ENESMEFTA,
FRAFANIE BRI RE . WRTAMEEXNGEZEEHA, BTMUEAEEZNER
R\, ot “aflfE C# PERNXAXH” , RAEREFELRERINBERL, RETRXIES
7,

SEN AP XY B ZERIHMEAFEF AN ENNRERR. AR, HNAER
BATOEAENMEGNZREEE, RARRT B - TRECANIIELRENENESH
FBR. ATRRNXE, BNAFTEFEHRR - TR T RRABHEXERIFREF B TIE.

TR EHAS S M RE J1 O DAZE IR SLAROR [B)RAD SCIL PR 75 Th 88 L7 4 B KA

12.4 gt

FENQUEETHXSERENRZHIIE. BEATEINRIAREAKRER, Ea
RRBHIPERE, WHBEEERABNOMGBE. BB TURTHTREHFENEE
wB—FHNE, S5EEEA DebugLog BLL, BIXB B ENEREIRA B, H5, K
SEEEEWIT Unity XSG, HETW0ERIEHESR.



%13 E BEBEEK: it 5@k
%14 E iR

FISE RTS5FE

B 16 E EAKBRY
®17E HELS
F18E KiBE

%19 = 8BS

%20 bRl

¥ 21 E ®ItXF

F2NE XENAFRE
F2E BFRAGEEE
24 F KRG

B 25 E BRREK: R4



£ 13 FE BREMWE: ®itS5HEhE

W, BEm @R, BHNELEARTHRT Unity SIZENEMINIRFHRENERRE,
ENEHNFFRE-NROERIE T ¥ TFEEAFNMIR, IERxATENItE, 1
BARR, BERBLSBXEM SN AELED, NENNERIBLERZ.

HEFIEZE, IR, BNALKNTANETZESEWNETRFISHM. KABENETF
XETEEEHUNRE, MARUBISAERNTENSTMER. RMNXFEHNENRILKRE
AT HRFEREX—0E, BEFRTE2EE. AETXARE, RTMUREECHEROTRE
BT KR . VFZ IR I R EX A ST &£ XS (thnEEFEd) BHE%5E,
BROTUFAERN EFENHE (FEEEEREHN) , LBCHEEZNEREA S
REEEE. 3E, BTN —LEEEESHASEFRER, LERMNSMABNESS
ftodil.

FRIERE—IORENES, XFRIFLZARNMBAMAET. EHXELIAST —i
NI P, BRTRERETU—REEFMEYN R FAELRN AT TREIRAR. XPER
TEFER, EXTEURATMUESHBRATFROED.

WETHARZ T, AEZEFEE-—TMRYNFEER, EXFE, TTTEKEILE
EEE. ANRE, PN - LRI A%, FETERS, WA LA,
NEREE. Z—FE, —E£FLELFAETY, mMEMmaF “HBR” #HmE. BEN
B8R, BERIELSHEESE CHNFE .

HEAED, BNIBEDFHA R ALY, XHEHTRMNERAZMHAEIR, BD
PHENERE TE.

13.1 X ITiEM L

FRE—BHFROIUE. HRERA— TN EAFIREBERRACHRRAESRT. IRE
F3 WASD &7 LBk LB, ARABNBARNBRSERTET IR BRERT
RIS E — MR ANE, Btz ERPRIKRERSHEDEFRE.

WK R P SRR A m AR, HEXETHANAER I THiknEeE, DUELH
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TX . xR —BERXEEER AL RESG, KA R REIE IR A ER S A .

T, R EFRREFESY, MAL R, §PRFERE T RAFLS,
DEMERER, RAFTEIXLS (—PMIENERAKE) . WRGIR BN EESY
fmiET, T MNEREHFLE, EIMMMEALRE, FUASER (SR, IRBETY
BE B 0 HEIBURE RGR IR R

RS BB T L.

o KiF F ) (Patrolling hazard) : E1SBETLHELTH, TH—R/GREIRRIES,
HBRET—RER. HEPNENKEREESDEHBEFCFDNEL. (EARKY, ERH
), SEEMIIRNRIETK.

o A4 (Projectile) : REVHEBYAS, EINEEEL T, EFEETEE. &
HY RS EMIT R RIEITTR.

o 5% /A4 (Wandering hazard) : B M5 B Y 601730 B &R PR & 2 £ IR AORE T2
XA, ENSNANBEVEE— T HNOEIrR. EHE T HNERRZE, X
ERYsZiEkE MmN Bire, RAEFBRESES. FuEhziilkEeA T %
DiR B RNV EY[E], DUE R B A %

o KAIFaH (Spike trap) : ENISERHE, A —BEaLRIRAGEHERETR. IR
FELRIPE T RRIT ER

FREFREXFEXTNINE, IRTUBRE—NLDS PR TOME, RETEESHES,
B B H IR R I E AE R R R

FEFRISRRES, MRIRBHERE HFXF, TRUBITIET Esc B RN LE R,
FHiREEHE,

RMNEELUEEENERA. HRALXZRESEAEPBHFRBERAZ OS],
HEERET HXE2ET . WRERNZOIUARZ B, EENXFERFATHES
FHELFTE, EEMFRSRIUFRD.

XK OV H BIERB. BEEYEENRIRETHNES. BRIBERD—
HEP LI XERZ UG, EHRRENEBWHRTIEG, BELWAXATEERDEAT.

13.2 AR

HEEFFARBERZE], EHRERRBCBELIMEAS, FHEZWEIEFLSIE LI
Efl. BEELRHNRR, XIMIRLE/HRMSONTF, ENERNT, CNZRAEEF
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SFNERS FE 1: PESH

FRZEFBFREINRENEATIER. AX MRS, RUR AR — L RS EEE
BB R SRR BEREE . tesh, ERGES XTI E B —PBIKINR, BETFIESERIF RIRE.

13.2.1 TExEH|

MERAEHW NI EREAR: —MRANLFHREATER, MBHERE— N TRBAER/N
STE, fEmRAENEEEIEHTTE (SUREFEHTIRAEAMWIL) - WE 13-1 7w,
JREBE ST AR R B R B S ER BT A o

Player Bl ARG MY B IR RN R—— P =N R L. BPHR
KMEWN LT EEEAFHRRMBZ PRI R E. ERETLX
MEFEFEIEEKAENGEN, AFBREX L TE,
B R RFF AL

itk —3k, KA EEINREATXAENFNR, £H
IR EBE . HTREANRESTIERE, ERIBIRE
BF—uREBGVBRERENTE, HEBEIER. BONFEE
B RBENEN B RFAE, BEREREN BEW0LMT.

Player fIABEPE SHIRITAHERNTNGE, TEFRITFKNH TN E.

ZERITEMRNEERYE, THRNBHHRETLIBIT WASD BHE LB, B
ABHRENE, ERRFE-—ENHERESHEFLE. T, XZPEIRAZAEK, TN
IRTEIEFEAB. ZNFERFRENEHE, NEETRMEENIZET NS
HEKRZ, EWBE—RmE, TARKXAENEHNTEFIEELERE,

R T RIS R T SRR TN, XA R mE 7

XPHMERRSER, BELHE, EABHIIEIHTE, WHRIABENEEREZSEH.
itoh, IR T EEEN, IRANEEHEXNTEES, SNNENERZ LA

1322 A 5&F4E

ERRETE, et — BN EEELENESEE. A THRERRERTRST
RgRFBERE), BEEEEZHZA Player A, I ZEFAMARZ —PMNEENIIRS,
RAEERKFALFRE—"TIEETHHNIIGE.
13.2.3 ¥k

KXFHEITEEER, Hd, —IMRERFHENFOBEBELET, #REBERR TS,

13-1 Bro A 3R AL
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FHEBE-EWAEREN TR, TUREBFEREENONN. SMRBHE, MI1ES
HREERHE, FULFREB AR, X — M AR, BEREZERGEV, XRHEEN
NMEABUHR, BaB 2D OFRAWEMR, Hit, AROWHE, HEFHRELIER
ERHNTE, RAEBIHFERXSFHE. IXREALEENNE (RAEEER) , X
FPHASEREIEBBR. XU EXTRERAKGTER, BARAEL, FEHTEEXMER,
X SRR TREWREK.

XFXRRITFEBATEEHERE, EENEERRAET YRR B EGRERTEN. R
BfreAA—R@ Vi, BRABELZEFTAETVHNERFTFENERANXFEIT, BiX
HAREHM L0 B R,

ATIMREBZBR, FEEH— Goal AN RO RNESR (F “BE)”) L&,
FAER B X FIR B X IR FE R .

13.2.4 XFEFAE

BRI E— M RINGF. FREHN, RABENEESR, XMHFPEM
TR FENR ., IR T BEFERE—EFEEDRFT, FEITRUNEMEX 55
TR, ENEFNSRE, s BsEEFERENDS.

BYXFGSEWHBES—ITREREI, EFHEBEBAEXRFTLT, ULREFTXFHN
TBERE.

AEIF I E N X FE, R EREIIF R TR RE L.

13.2.5 [Ef5Y

HAREMNED S, BNERFFEEIABGNNEES LTSRS TE,
ERHMEZ BT A X EES YR EM AT .

® Hazard BIA: XN REEMITRE REITIR.

e Wanderer BIZ: {33 RICMEHLIFS -

e Patroller IA: AT AR KX BREIAE NI,

e Shooting BIA: fsFiFxk Xt REHA & HFILH Y

® SpikeTrap: {EEG AT FMRMMINEL, REEFEMN, KEMLTEORS, &

WE B SR B B XS,
BN R EREEAXERMA, aTULIMEB TR BESY.



14 mue SERS FE 1: FERBSE

13.3 MBI E

ITE, AR — D HFH Unity T B SRFF & X FRHE3E . FTFF Unity Hub J 8854 E A “FHETR”
ZHRGE—NHIIE . siEIH IR OUERE, X ESMHANE ONIZHFEE. %£5F 3D
i, FEFHENTE S A “ObstacleCourse” , FHFEHFRFRSENXE LD, WE 132 .

= FFEER Q [ERFERER

B iR ’ "
G 2D (Built-In Render Pipeline)

S TSR LR

e FEIER

a 3D (Built-In Render Pipelina)
e 1]

3D (Built-In Render Pipeline)
This is an empty 3D project that uses Unity's

Universal 2D built-in renderer.
SAp
= AR
W FEES

r 3D Mobile FEER

] hrefyein O rR=kid ]
WEEH
ObstacleCourse|

1 2D Mobile -

& 13-2 {# 4 Unity Hub H 2RI 3D B4R Fr & ObstacleCourse i H

7 “DE” @ 0FSME Assets XK, oTUEFIHPEEZEEF— Scenes Xk, AT
45 Scenes L HE “MNEEIL” , BAVBE Assets LHERPFHE=NHFR, Fo53E M4
%4 Materials. Prefabs 0 Scripts.

ILFE, & Assets/Scenes 3 o BRIA B2 & 80 SampleScene IR E & A “main” o X TJ
BT “UE” 0P EREFTRBERGEE “Ens” XEM. EGEBZME, Unity o]
AN —TMEOKERNSERESMNEG S, ©HF 9% Rid.

BHERFBIAE S — Directional Light 1 Main Camera, T IEENIRE TX. HH, FH
BB AR E— a2 mE.

o MOREFEMIBHREALAMEFERN R, “IDXR” F “F@E” .

o WRERILF Plane, BHE “BR” BOPEFE, AGEE “REHR” 0.

e & Plane Edp4 49 “Floor” .

o 702 Transform AHHIALETRZ (0, 0, 00, B AH (0, 0, 0), MHREMNFHRES.

o ATHHRMEBBIEM, EEWERXT, BENGFREREA (1000, 1, 1000) .
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ERERAG, “IMB” & 0NZ0E 13-3 —%.

[ 13-3 FHE S RIFE AT A I “BH” E@H

13.4 /NG

AEHE T X—REITENIUE: —MERENERAREREL, B ER WASD
B AMBEXRED, ZRBEFRKROERY, MAEXTES, HRIUER 7 E#H S
BEE, BAIR N RIF 1018 5 A LB & N E D T



F14E GiEBH

EFNTE S, RMNELEEFEAMRNBNEE. AT REBEREIFF S —LHN
7k, BATERB—ELEREENRIT.

FIRE 13 ZTRINBE, AERERLT, IXBEBAGHEI—BRALREERE, &
AETFRB. IR LRI EREE AR FRREREEELE, SFNZE— N EEY
WEH. IFNTERTAK, BAXTEANENEEBHbRESE, T ATEIL
xR RS 8 CF MR

ETREHINASS RTINS, RN IZT 2R GKEE.

BN IR R W NRE . REH Vector3 BERIRR, EAFET X, YA Z=
NEE, AREARIRAESNIR PO E T FER “ B/ B EAEE SN, i,
WREEZE (15, 0, 12) , BAFEUEH 15 M EUHEREREHS), WS 12 M8
WEREZ GRS IRASEY LB, BAEXDERPD, TIRAELTHE, e
KRB, B, GR. BAMEE. ElEKT, IR TESE Z 4 A
RA “EE” A BT BE. XRERAEERETEAREREHN, XL EAEZHE
%, (BXfrLE, ARzEG, ZHRENRIHGEIER,

HFBRBEIAEAFB TREBERR, URIRANEHATEG “BLE” , REKE
fEARERGENE. Bit, EX MRS, IXNREFTSRY . TIxHERS
AN FHBRE L, Y EEREKZER 0, FAXAREMRIIERSITEHE.

AT AERGE, BMTERETXNBRRANRESHFREE, FREX
PRETHBERRACHNE (BF—K) . WASD Mgk o ARESAE, It
Ko DURIE B CREFHITIERE. ERIENNBEINRE, REBTHTL, MNimSEHER
MRS ERER

EHHN, TRNABEREFEARMNBZHNNTE. ATEERBRTIZ—, 3]
BEIZ— MBI A RAMNERER, Hb—PraRSiEaiix /i ait, B
HRPENTHABT 0. BAXTEAEENL, BEAIMTATES, ERNEUEE
FHRERLHY Ik,
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14.1 $I3E Player ¥4 &

e, RIHRFFISRE Player WK T . ELHMEL, FrET L TIEIEZE main 58
R, TRHEHES— MRS, BTSRRI,

14-1 B 7R B 5 Player BN REN “BR” =gz Iy
O, FEHE T HAC B S DN REOERE. “ER” ++ [ Al
% 0 B # Floor R7 E—Zh oI, TIFHE AN T @maint
i N e () Directional Light
§IHbE . Floor @ —PNEENF @, ENBNGMDHIZE & Floor
¥ &9 Player
(0, 0, 0> #0 (1000, 1, 1000) . ¥ 6 Model
EHENRAEN, LEREZER AT v (D Base
% Player £ Transform 20 £, 2% %K, X E 0k%E Player ® Mﬁ?ﬁf’mera

WFHRMWEB B, AW, kX % Player #9

Transform 4144 REHE R, BHEXHEREH. HiE 141 LE Player BT
F, FHEREKXABBRIEEXNEGEYIE LNEE—F, FrMWRIER Player FRN R, &
BBz —RiEl:, XLTREMRBRERNABIHERFMERX.

AT B IXFPES, FATEIE T =3 R Model £ 4 Player T3 &, ER2“HE R A 28 ”(model
holder) , &I TAXRFMTE SEEBRFEENT R, HAS|HZEX R Model # Transform 28
Rt fThes:, FnBEAAPENNAE. BEXM AR, (SEGTEXEKN) RIFX
NEFIA=IeE, AEnRREE e .

Model BE NI HIREAFIIR, 2575 Base # Top. LT 2EIE Player R L EHFFH
FHRNTE.

1 BIE— PR R (£ Windows R4t {5 FRIEE Ctrl+Shift+N, 7 Mac R4t FfF

F Cmd+Shift+N) FH¥EHap & A “Player”

2. A Player S| — PN EMF X R (F£1E % Player BRI T, 7& Windows L {5 F (R iE R
Alt+Shift+N, 7 Mac {5 F3 R EE4# Opt+ShifttN) HEHGEZ A “Model” . HHIRE
BELER (0, 0, 0) , 5Player £E&.

3ABRELCRERE 0P H Model FiEBIT“3D X5 7> “ 3L H1A "4 Model BIE— N F X %K.
XL a7 “Base” , FRHBIUBREN (0, 2.5, 00, LHKEHN (14,
5, 14) . XBEHNEHEFEHN, [EHT Base WA XK RNGEHIIA 1, FIULENS
HamM SR GEME%E. Base WA Y NENEWEEN Y BREN—F, DFERL
FIRMEE SRR TF, mARUP ORI FF (RS2 Player B RN E) .

117



118 FIERS BPETIE 1. FEBE

4. B2 E DL FAEAN Base I F IR, HRHGEZ A “Top” . LENNEERERN (0,
0.5, 0.5) , ZEMEREXN (033, 0.1, 0.7) .

5. Main Camera J N RN IZEAFETH RS 7. WREENIE, st “HRETR” >
“BBA” KREIE— Camera, RERBHEGEL A “Main Camera” . FBEVIHEZ
Player 53X & £, {5 bﬁﬁjﬂ Player 1 FXN &R COF =, TEHLEIRE N Model I FXIH) »
U, BENBBAUBEREN (0, 24, -5) , FEHEEREHN (70, 0, 0) , XFFH
HEBEUEGRVAN T XA L AHHESHMNE, O TMTRRN T —EHNAmE. B 142
JE R T Main Camera B9 Transform B “KEL” 0TS,

Towmm L ai
@ + Main Camera e -
s 7% MainCamera v BB Default -
¥ /).  Transform @ 3+
bt X 0 Y24 |25
i s3 X 70 Y 0 Z0
YR ® X1 il 1 21

14-2 Main Camera ff] Transform 4 4F7E “firas” & 0P BE

6. %5, ¥ Player BRI EMN“BR” GOHEAN “TIE” B OB Prefab X £, A
Player )2 — D THI#4 .

R “RER” Drﬁi%u 14-1 8—%4.

Top 3 ARG F5 B BT R M RT 4 (RD BT X T 151 B9 7 [6]), IXAE R BE B WD IR 71 Y HATAY A 6]

14.2 MBI E

WE, BRHEAE—TIARNBEET. BRI FEREETRENTRE, NERRMBX S
Top #1 Base. 97 LM IX— =, FHFE Unity PH—F A BT E— R (material) . £ Unity &,
MEBTFFEATOERME (32D BB HNEE. REFSIENE, MERATFRITES
ENyATME L. sOEARL2E®E 2D BR, TR BHERE— 1M (B 3D W5
F, NfiARAMESFEANRE TS0, WK, Bk, GEEEIN. TEFERHZE
AR LS, —ERESFERELYANR A, 55— SRk of g8 X ARSI R E

MRRHT ZMEEED, BEENFESHERREESTIFRME PEX. REE
REINBEE, KPR Mt]\%kﬁl_ﬁﬁé’]lj\]ﬁ EXANIME T, RIMNASERM A&
Thae




£ “INB” @09, HiE T Materials X4
S I BE Create, FAJ5IEEE Material. BB D1
B, FaAEENG4 A “Player Base” F1 “Player
Top” « EPEER—THEIENMR, =BT ‘K&
HR” FOPEBRT —NURENTE, ELET
NEZF. FENE, BNRAFTEFEHPH—NN
=4, “Main Maps” FIAX AR TEH “ KGR
—wAAENE— I EERE (ZE 14-3 hEH
), BB -NHEERR.

XEMBRNBEFE, ERANEEEHN. ‘K
HE” EMNHEEEBRTMRESRERANHRE. £
HFXNEEEREEE— “Bie” a0, TUE
HbhEWge, WK 14-4 Frm. Kbz sh, o

e - | A
HEE .
P
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(omma A

Player Base (Material) [ L
Shader  Standard v || Edit.. | E «
Rendering Mode  Opaque »
Main Ma
I o R el
oEmEI & =—————— 0
FRE ——e—— 05
& Metallic Alpha -
| OKEME
___a
= aﬂgi SRR
ok
EETH X1 ol 1
R X0 Y 0

[& 14-3 Player Base M [ “Htrds” & I

MBEHBERMR ABEERE LNEREMERERHE

DERGETB—TMITENRZUNEEFHEN. X

/[RGB 0-255+ |
R [ i2ss |
c N >
B | | 255
AL | 255
Bwaviic| FFFFFF
v HE
[ 110

14-4 “Hits” & H

MR EEZEBINME, IFZTERTNESRRE. A
iy, XMESHAES.

FeRtF 0N LT — 1 MXERNER, FEAE
—NMEEXE., fHeRtHNREeTNRETEME, mEd
BEREXE T AT ENRAENRE.

B O T EIoRM T LT RUE B FUE R A E.
H=TFENNERENENTE, ENNEUEE—
FRIPOR, AME—IMREFE, EBEEBE—1TETE
FHNFE. HFRERTHEPENERKLE, FHUZ
NNHNFEEMNES. EesE:— " aiiI R,
EgtERT Sz N BEENER DR, BT
Tk, aTBI B HF & A ESIES) A ERNER KN T
AeENgE, NEWRNFACHELERAET BTMUERESR
BT

M4, B (color component) ZfTAUR? XEUR
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SFNERS FETIE 1: (RIS

FHEANAERE. ITENFEFAPRMEREEERF©: RGB (L. £, %) FIHSV (48,
MAE. BE) o SHERENAENARNKRFHE, BENZET EREE R, o)
BEERTANTHXEREXGEEE, EHRINEERZ RGB (0-255) .

HSV BZEFFERFZEM. B4 (hue) IENRFE—UE. 8. K. £6. F€.
HEZ, E2—TEEHN0F 360 HE, SR EMNAEENN. WFE (saturation) &—
NSEE A 0 F 100 HhfE, RFEMNEREE. BAEHEEK, FensBEHK. BE (value)
RTAENRE. EHESR, FemiEiTRe. PENTEEHZ 0% 100,

RGB HANFRFHEPLAE. FEMNEENENESE, HEETIURZM 0 F) 255 584,
HEZM0E 1 ZENSE. BIIRBABLAREX=MRE, T4 &R TRENHE.
a0, & RGBIRZEA (0, 0, 0 NMITMUBRES, BREANRAKE (255, 255, 255 TR
cHf, HEENEIENEERESNGR (255, 255, 0) . IB— M EEN =SB LEERNS,
BAENBNESHENER; WR—PHFEN— P IBENITELRS, B SRS, X
AEALEHNAERARENE L. RFESENTEHLRRE, AEBEBEBLEREE.

WE, =P FTERONESXEARER T 4L, SHEEFTHANEUNFTEXRRIRMAR?

XNFERARK Alpha 8, EFETHEREEKEED. Alpha ERE T HENERE, St
20% 100, BAEFHREARSFETMHR, BAXMIBEAXZFFEEEHE. BEFNERL
T, Alpha #{K, FEFiLiER.

ETERSMNFR, ©RTAENHT XS (hexadecimal) EERED, BEFIEEFRA hex
Ferl, XE— P MATFERAFENTHE, BFBNHEFTEAR. UREXXNTE, FE
FeENB8BawER. TRHAFREREN THPRIETEAREN, EREE LEARGE
—BHEVNFHAS, BEERHT7T —MEEFENEEFR, REZERARIREN TR
Fefn, RUMRESREEFANGE (WRFEME) . Bk, BETRESFER TR
FA BRI ER M R & .

BAEZIL Base REAREER, Top KBAXEE. REETUAEEBCHEE, ®HFE
CERNEE, BURESERNEE, A Base 9T X#HFIE & R152E 7CBADO, Top
& B6DAFS. R HEEEXERIBEMATNNMROAEEFSRPHNTREFFER, SO
RTINS HKNIERE.

R %1 5

BEFMEZE, OLUSEMNNABTFHENNSI FEBERNET . NEREH, XE®
I “KEER” B 0P H Mesh Renderer AR A, EEATEN T AR EZIEMRERBM
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“IMB” #OEME “BR” FOR “BHR" BOPHNERBFUNRE, EMEEsINAET
Mesh Renderer A, '3, 15IE Player Base MR N AZIR R K £, & Player Top N A
FTEBEY/ L R E

IREXBENE, B UEIE— DM BRIIGE N BT Floor ¥R, HLEREMAREH
i, REET —NTAHEFIFERILA CIDTC4 HIFE, {F Floor R T KIUER M
REE.

Zitb, Player NRWEREWELRETE, HEREOTNTEE. BTk, Bz
FHRERLT .

14.3 FHHTE

EFEAMKNENRERILE, FELEUE—TIHE, EEBEAAGRIE Player
MR E, & “INB” 09 Scripts XK 8 EHHH, ELHF Create > C# Script FRHFHEH
ARG 2 A “Player” o RKHIASHIEABHIINEIE A Player BIIRIFHRN R E, BAHBUER
¥ Player IZAM “INB” B O#E “FEH” &0 P Player R L.

WE, & “TNE” FODPNEITHFFHEN Player AR, WRRIDEIEEZZERZ, N
REEEAMIMRERELSN “RIE” | “HIEZI” | “IMNIITR” $8 “INIMARES" PiEEE
ZEANRIES.

AT, SEFHATEHINREDINEE. XETESMNF AN THIARLNIFLL:

public class Player : MonoBehaviour

{
// 51/
[Header("References")]
public Transform trans;
public Transform modelTrans;
public CharacterController characterController;

/1 %

[Header("Movement") ]

[Tooltip(" BWHHNENE, FEEL. )]
public float movespeed = 24;

[Tooltip(" AKEIGREEEMBHINE, MU ARL. )]
public float timeToMaxSpeed = .26f;
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FENERS FPRmE 1: PEISHE
private float VelocityGainPerSecond { get { return movespeed / timeToMaxSpeed; } }

[Tooltip(" NEEEEEIFILATHE RN E, UM ASRM, )]
public float timeToLoseMaxSpeed = .2f;

private float VelocityLossPerSecond { get { return movespeed / timeToLoseMaxSpeed; } }

[Tooltip(" =it/ 5 B AT THE 7 EIHE R B 7 MBS HEh BB, TiREMES N KERETHEE).")]

public float reverseMomentumMultiplier = 2.2f;

private Vector3 movementVelocity = Vector3.zero;

}

XERILGRARBAFIRSEEZFNEZEDPHIL T, (B VelocityGainPerSecond F0
VelocityLossPerSecond FIFS BALLE A . ENIR “BM” (property) , © HANEEERAITE
XS, WEAEBENMNENMERR, BETIRBENBRRSBRESEE.

XEERAEEF T T EANEMAGNSIH. FIRAAFRE (W0 Transform) &%
25, MUMEEAE “KER” FOTREZTENE, IHRAFTEEREITHESRILKIAE
BENAGT . AZEERER T OPRE KRS A, o MUAERE STt A FERE.
AT “RER” BONHREIBWHES, 55— 5| trans % E 7 Header B (attribute) ,
AIXEES| BRI T — MRAERE,

trans % 275 [ Player Xy & 8 Transform A, XHEMFEZE2H FHELE—LRE
REVE A Unity B A B A R transform, BIAE #HFH — X Transform 895 B 2 LR 5 2.
modelTrans 5| 7 =Xf % Model ¥ Transform 2H4. # /5 characterController M| 5| B 7 —4
i R EZ A H CharacterController. X MM EEFIAEHINNXE, AEZEHEENBIHFAR
XA

MANT—BLrEBE— IR/ BHN— A TXDEBENEXNTENTIRE. X
RELIEE A T Tooltip B (attribute) KA N TEIRMHHER . B RIS Unity “1ER”
O HNTEFE I E, XEHRE BREK. BN MUERIDERE—HEB TIEM R,
O® #FiE: ECHiIEZ P, & A property A= attribute R AR FAE “ B, (269 2L TAEE .

property £ — AN KRR, A Tt L6 —METFENFE ., € @4 getfaset ik, ATk

IR EHZF M. Hl4e, F Person £ ¥, Name ¥ vAYE A —A> property 4, L RATT A F

RIKIRRIXE—ANAGIEL o attribute WA T ARF G0 LE (k. FEIEKE) Rk

o XEAKETUALERFNERIAZFETHLENRR, BFEFOITAHRRER XZ L. Hlde,

“[Serializable]” #t 2 —A attribute, f£& ERAnXA attribute Af, '€ 2% I HiFE XN LG E )T

VAR
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W BEFEBNTE Unity 5| b B xTENERHE. ESHMASEF RN, XERAR T IES
BN 3R B An el (5 IR S R A .
BRTARFERRPTESIEENA R, BEATIRER, ILBNBEPEH—T&
NEENTE X,
* movespeed MK B AT NEANHEE.
e timeToMaxSpeed BITHK M EE LIRS IR ERAREFIFEHNNE], BAEF.
¢ timeToLoseMaxSpeed R T RINFA B NEIT, Mg AREHIRE T2 IEFrFEEHE(E.
e reverseMomentumMultiplier B TR K BEAZAE — DA L= 1E%5, HrBIFF
WGt R Fash. SiRFEmMRA@BHN (G0, IREREBEED), BR
SRR EHS) , MMNRESOREEZEEUXDEE. Fit, WRBEGIRER
0] % 5 B BE 0% ARSI Z H0R, 37 E X reverseMomentumMultiplier 1% &4 2. 10
REBREIRA50%, EHEEN 1.5. BABUINTEX 44, BoRXMERT 1,
REBENHEEZENEE., REXPNTERAN TR NEIRIEENRE.
XL EE T UM Unity REESI TR PiH0. WRFE, BN TMBTERXLETSE
KRB RNB . BEEFKESDINNGINES RE, XEHETESRELRELE
ATk
AL &% /& —1789 movementVelocity = — 1 FAH B Vector3 KE T E ., Vector3 2 Unity 5/28
RENEIERE, BURTRX. Y. ZX=1mE. FORIXETR, @& RRMAIER
AE (B1MMWET 360 zED FNBEBMNBHNESMNEY. AXE, EHARRTIIRMNE
BIRE, FNEEMHEINNENE. THELE X #HF0 Z 3 £ H9SEE 2 IE I movespeed, 1Y
BEXREZAEHE.

14.4 [Bt%

VelocityGainPerSecond F VelocityLossPerSecond ;& F I1€ 32 #058 —#HE/E % (property) . i@
HEBEXLEREY, BN LEANKFEE ‘8" 2EETEEUNGRD. witk—:k,
BAFEFHTXEZE NG, Lo UEERASRMIASHFERERT L A EEEEC!

BHINEERTEN A ENESH. BHNFHEFAXUTEE, BEEERNSKE
RfARNS, HEEIEERINME. A ANREEMN, RMNTUEAETE—HFXNFF
EA: BT EBEMNE, BoTUBSENREMNE.

BAEFPEEMN, FEEXASIAEMNNERNRENNER / SEREENNERNKEH
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SFNERS FETIE 1: (RIS

BIE. EXAE, BERIGRE A TEMNRIGERSE, 5T B getter £ setter. Bif B X,
A1 RIE A get XEEFF set KEFRFH, I BEEMEBIRE—MREDER,

getter /& 76 B AR BN $0/T BORADER . FO 55K — 1, B A A return KB F SRIR Bl —ME.

setter N 2 7E B MHIZEAMENHITHREDR. ETNREEME. 7 setter RIGER P,
o LB IT value KEF K15 0] G R 4B 4 #1E -

BT DUE B4 Hh 5 B getter. setter S & P E &S BE. 75 B8 7 WRDRLAE BT UB AP 2 1E .
WEt UL, WREBMZEF A getter, FLARERIMENE; FIE, WREBMZHF B setter,
MAREREBEENE. BIENRIEIEES setter, FAFRNTITERBXLERMNE, &1
AR—TMRTEAfFsENRESSN. Fit, FTEARIEAFRT getit, HEEGRST
—FTRERIREHFIZENE R,

BTFEANER, XEBRREEERTERLEIL. B iRT NI, CHIBSH AL
FOEMATR G, XARBEN—B 2. STENERKRILE, EHASEARITH%EH kX
HAMMBOARIBRANLE R, MEEBEEESHOYSXKA. TRB—FBGHRME DT,
REGEMERNSRKERIAMNEM GFERBEFOBRPERBASIE . BIRFAFSIITFD ,
TTENFL Y EH IR RN EE . FARTAEHE LS T RIFRGN—BUEF o 54,
MAREAEEGRH E K.

HA—EERT, TURBEEXNXLEMNHTHE, ERTHEN. EBMFHD,
e XA . BT ENRE get REBRPH—FTHERE, BIVEXEFAEMRNENL, M
EEFHEAE T 2TREP.

BRI R N HXEN:

private float VelocityGainPerSecond

{
get
{
return movespeed / timeToMaxSpeed;
3
}

WRRERNE, RAXMEAFTRLEXZETUN. BEANAREXMAATE “IE
WHAR”, BRINABRTFBEENEE AUEMOTFREBHAIR. T, WREH
getter BEHNNRIBEZ T —77, HEF setter, RETHEXAFTNARXEEFB. XMIFR
iR T — & AR, SHEMITH - LEHRHNRIEEIL “AN” BLHAREN, EF
EAATE fi & £ H it .
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14.5 IREFRE

PR BTHAGTHTRETE, MIEX—PF, RITEFEREREEMETNZE,
By R AEBHMNEN. XEH1BEES movementVelocity FE X ZHEX, HAEEXTH
MEFEENEEES .

64" S Update AP HIRIBZFT, SE LI Update 7% IR EIZ BT A /)
WA E—XE—MEGEARNT IR,

Blgn, A7TRKHNEELSE Update HAP JREFAMNEMEBIEDE IR, oTIABIL private
void Movement() SR LB BB—N 0%, EHPREMESHMNEXNELE, ARG Update
FEPEAXDAE. XHEUEN TABRHNIEXROMAEEEREE, RHARBERERSREH
TITERBRNTIEE, IERIEBICERN REELIENRID XK.

TEFREERKNHENEBEZT, FHEKEE Movement FIEHIRBEM. SR, Fr
AXEREEHREERALNRERGD, NFRILTHEHENTET 7

private void Movement()

{
/] TGRS KHB 6 R AD
}
private void Update()
{
Movement();
}

Movement A A FEBA—PMEEMNREFE, EFNREEMAAS, HEHEBESH
Update 73AFTIE A . WRAKRKFEZE Player AP RNFTNINGE, BT UXKBRFENFHK
89 B iR S — MRS R

ME, —EMEFLEHA Movement FARERILT . EIE, XERIEEWEHSHIT, FHit
NS UM ENIBERSZIT. T, FIEENGH AMEN B HOEEXIFEIA Time.
deltaTime, FLIR5E 10 EZPHIT HOAREE,

B, BAVEER—F3 if A else 1IBAHRARB IR 893258 3 A\ LK% movementVelocity & &
B B FPIRZS SR B 24 movementVelocity (ETE 648 ) 75 a1# w08 K7 F reverseMomentumMultiplier) o
ZJ5, Bl TR EAEIX— W2 S T2 8 movementVelocity, 2R1FHE, #iFE B ERIZFITTR B,

BETR, BB ZHATF, 2SLUACHIHANGRIE. F—1PEXUNE W E
o EETSKEAIRERN, DAERHRE. ATHRAREASEBITE A E LK movespeed,
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SFNERS FETIE 1: (RIS

TR B 5% 5 5% Mathf. Min A0 Mathf Max. B1& BEKB 2SS, FiREX
A EEPHR/NME (MathfMin) SR AE (MathfMax) . REFIERHE, NIE?

XFP AR EWARS — PN TENERE LR, SERNEENEEFRERLEHBH L
PREG T AAEEE, {5 B8 Mathf Min 5 Mathf.Max o] XA — TR G EHLIABR MR . FAl)
NEBILEMIR D FNRFEENEE, MEEEEEREN Min 3 Max THHENER.
PUF 2 — M X ARG 0 B E B9 7 1

value = Mathf.Min(maximumValue, value + addedAmount);

XN RBID, value TEHMEFIZEMR Min FAMNLER, Min REZESZHENSH, FiR
EWEGFENHNE. B—PNSEEN value BT R AE (maximumValue) , =72 value
LHTHE N LR B NAE. WRABIGEH value WERTHRAE, BLERS/EAERIRE.,
BRBITHRAME, maximumValue St E7EALERIRE .

B4 502 th o] DAY B FIRUE B 1E:

value = Mathf.Max(minimumValue, value - addedAmount);

XKL AT Mathf Max, FERTRECZRIEMAEINE. EXFMERLT, WR value
HEENMESINGE RS T &/\VE (minimumValue) , ERSEAGERERE. Rz, N
minimumValue = {£ 445 R1R [0

o FEHEMENER, £ Min RECKIZE FIR;

o FREMNMER, A Max RECKIEZE TR,

BXEMSLGZENA, TUBEMNTRIESME KN @ EIHE:

// INSRIFE WS EET kG

if (Input.GetKey(KeyCode.W) || Input.GetKey(KeyCode.UpArrow))

{
if (movementVelocity.z >= @) // WRBEKRZEBRIEE]
// {£F3 VelocityGainPerSecond &/0 z R /E, {B& = A HEHIT movespeed:
movementVelocity.z = Mathf.Min(movespeed, movementVelocity.z + VelocityGainPerSecond
* Time.deltaTime);

else // WREAZEREH)
// 1€ reverseMomentumMultiplier #/0 Z 4%, {BREERBIT 0:
movementVelocity.z = Mathf.Min(@, movementVelocity.z + VelocityGainPerSecond *
reverseMomentumMultiplier * Time.deltaTime);
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XERBE—BTRBLEE SR, BRAEL, TX=—TTHBTENER. B2E,
LK EEHET, velocity.z (ER R AL, MEMBANNLELR. BFBEILTFIRR
FrRFRERRABE, rAERSL, “migt” (9ApNNFEt, “FER” MXNNFET.

R velocity.z BIEE T movespeed, N EHEREDIR FAENRANREOEHsh. HR,
20R velocity.z B{EZ T -movespeed ( B 7189 movespeed) , M ATIEH U AN EE 0550,

R XERILFFEMARETE, o UG T EXERIA:

o WRLiFRIE(ET W s &L

o e HEWRLEwEF#H (E) zhE, RENTHDE, EEHREASBE
movespeed;
o e &N, WRIIRIWEEBFER(CHL E HEBNFEH

)
reverseMomentumMultiplier. BT HFTHRE RN, ERERIT 0. —BREIXEF 0,
1% 1E {F A reverseMomentumMultiplier.
ERXUEMEE, XAEEENNERREFERT. SLUZFTEXTEETHNRE, EEF
8 Min #0 Max Sk REME LR P B EERSIE— N SENSEE A,
MR ERN, FTEMARBER— 1 ZRIFENEM: VelocityGainPerSecond. 7&K
RAEEHEN, EEFTNHXFENAHL:
movementVelocity.z + VelocityGainPerSecond * Time.deltaTime
XNMIRRGFER, EAXTBEHNBFFELENDER T ENER: MY Z2 BE
AEM, RENEEMHREEE. BTREE “8” , FrlE X5 M Time.deltaTime,
MEZHZENBE. IELERIES — MRS FERERF* VL ERS TRER +
-, FRREFREBREFELERNNBFSEEEE, RAEBETRENGERITINE
SRR E. BT DR, 5 Time.deltaTime fH3€ 892 VelocityGainPerSecond, =2
movementVelocity.z 5 VelocityGainPerSecond 180 /5 6045
R RBENERA T, RATTUERES KB EN BLEAAEE HEX AWM,
AEHTHRERERY, BNRESXFHEETHEMER, HREXAMH:
movementVelocity.z + (VelocityGainPerSecond * Time.deltaTime)
GEATE, EOERNA %N, KRIDE T HXFEN:
movementVelocity.z + VelocityGainPerSecond * reverseMomentumMultiplier * Time.deltaTime

X5mORBEELIL, RATHPRINT —DPREMEF UK A
reverseMomentumMultiplier. {14018, AFREZEX D, RENFIEIMFHAETE. TR0
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WEEEH=1T3IANIF, EREFRFAE.
FTXEGTE, RELZETERINRELAERGMBEEN/LFMEMIR. KZ
EETSBSRAAFAIRT, REHARZHFINIMRNTE.
ETREZANENZ IR OEHHINRE. XERIERERRENNBEN if Bk (A
OB W RS LR ETHEIR T NI -

// RIEE S HTFEKE:
else if (Input.GetKey(KeyCode.S) || Input.GetKey(KeyCode.DownArrow))

{
/] WRBREEBFEE
if (movementVelocity.z > 0)
movementVelocity.z = Mathf.Max(@, movementVelocity.z - VelocityGainPerSecond *
reverseMomentumMultiplier * Time.deltaTime);
/] WRBEREREHNSEEEDN
else
movementVelocity.z = Mathf.Max(-movespeed, movementVelocity.z -
VelocityGainPerSecond * Time.deltaTime);
}

XERL S MR RS NREM, AP EE-ENMEK. Bk, EfEMAXET cse
Iff AR IR ERREEHE T T SH LR RN T HRETK BN IZE L THERN,
Hop—Mg (EXERMEBHE) SMEER, AR MEENER.

toh, BTRXEENEEITEABRE, PTUERKE Max R0 2E Min B,

BRI BRI EIER A BIE:

o WRITERIE(E S B FETLE:

o eenen HFEIRLGeEFRH (E) shE, NN reverseMomentumMultiplier 89 5] B+
MR E, BEHRERKT 0;
o e BN, MRGRYFMEELGER () MEIRKZTEHNE, WEHDsh=E, EEH

R EMETF 7 H movespeed.

MAERAF TP RBRAHFTELE: SRETZITHBDTZGREN, RENIZL
. WRADBXNEZGHNE, IRACERABNBRENASRE LS. XBATE
HRIBEHN.

AT RN, FEAREOEBNERESHILTH clse if BARZEARIN—1 else
BAER, AEFIHSHERXFE MBS AREIZT, X1 else IBURBESHERIIT BRINEWURAIE,
ERESTMHRE 0; HRIshEWRAN, WEZHENE 0; shEWREHFH 0, NAHIT

=
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o] 1
else // WRBIHBERBHIRWIZT
{

/] BREHE 2 RERE 0

if (movementVelocity.z > @) // WRFEREEBFEE,
// Y& 2 R FZ VelocityLossPerSecond, BREERT o:
movementVelocity.z = Mathf.Max(@, movementVelocity.z - VelocitylLossPerSecond * Time.
deltaTime);

else // &N, WREAKERGSH,
// Y& 2 3 E L velocityLossPerSecond, BERGEST 0:
movementVelocity.z = Mathf.Min(®, movementVelocity.z + VelocitylLossPerSecond * Time.
deltaTime);

}

ZBEEXMELAHMNWEE, BN ARLUMNZER . b, JUERELLERER
MR (BIE BB A LETE Movement AP ELITAR) EF—IB, RSB A/D
ML/ HEk. BN, TFEELFEX Z #HH0s5| BT X #i51/H, HENERRIE.

EFHTXERNN—EEML! WRSICHEEN T “2” B “x” , HFXRTESH
W—EBZRATNITA. MA/ BEHNHIHRILWT:

// WRITRIRME D B A KE:
if (Input.GetKey(KeyCode.D) || Input.GetKey(KeyCode.RightArrow))

{
// MREREEHE
if (movementVelocity.x >= @)
// 1A VelocityGainPerSecond #/0 X #E &, (B = T aE#Bid movespeed:
movementVelocity.x = Mathf.Min(movespeed, movementVelocity.x + VelocityGainPerSecond
* Time.deltaTime);
else // WRBEXREEFK,
// 1£ M reverseMomentumMultiplier #£0 X #EE, ERS TR 0:
movementVelocity.x = Mathf.Min(@, movementVelocity.x + VelocityGainPerSecond *
reverseMomentumMultiplier * Time.deltaTime);
}

/] WRGIREE A BRAST LT
else if (Input.GetKey(KeyCode.A) || Input.GetKey(KeyCode.LeftArrow))

{
/] WRBRAEBEE
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if (movementVelocity.x > 0)
movementVelocity.x = Mathf.Max(@, movementVelocity.x - VelocityGainPerSecond *
reverseMomentumMultiplier * Time.deltaTime);

else // WRBEAZEMEBNSZEHE
movementVelocity.x = Mathf.Max(-movespeed, movementVelocity.x -
VelocityGainPerSecond * Time.deltaTime);

b
else // WREAHEEBIREIET

{

/] DIEHRE X EERE 0

/] MREAREEEHZ

if (movementVelocity.x > 0)
// ¥& X ERERZE VelocityLossPerSecond, {ETREERTF o:
movementVelocity.x = Mathf.Max(@, movementVelocity.x - VelocityLossPerSecond * Time.
deltaTime);

/] BN, WRRAKIEB LD

else
// ¥& X EEN L velocitylLossPerSecond, {ETEESTF o:
movementVelocity.x = Mathf.Min(@, movementVelocity.x + VelocityLossPerSecond * Time.
deltaTime);

14.6 MR #zh

RERMEE—F T —NABHRE, IDIREGEEMERNER I, XEBD
Unity A & ) Character Controller A#kLI, EEFER T HAEREEFRELN. @
RE P @ E BRR A EH Transform (L ER#HTHE), BAMRBEEFISHITEOIRE
SN—TEMNSBMR —HFIFREERSY. MaRF A Character Controller H# kK s Tt
e, ENs5B83NERY A EMEF AR —iRE X EEEYH A EAA LT,
EiBIT RN R FREABEREAFTIR (bR AR, BRIKZ) B, Unity SBZIAENERS
S48 LB O RE A

B9, 1EFATA Player 3k R (H#H Player Bl AREA BN X %K) AR HI— Character
Controller 44,

7R @OFERE Player W, AEHEE “WER” @OKRMBY RNAH" %4,
XERF—1NEE Unity FRERHA TS, AXNFELEG, oJPUBIIACOKE & Physics 0
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Character Controller 38 7~ il Character Controller 2B, ol DI7E FHi ¥ b HIERIEE A
“character controller” , #X/5#% T EIFEEBEARINXN4AHF, 3 Character Controller 484 H IR

HERERPHEESTE,

Character Controller Hf RAMERBRER, X7&E “HE" FOPERRGERET
IRGEHNEIE, [T HiX A E7 S Character Controller 1% & T &I K/

£ “HESR” %0337 Character Controller ZBHEI T, ERNSHEIRE, HICh i
7300,25,00, ¥EHA1, SEHARS IHENRETIIRBEBABEIRERNETEB,
HAENAMBE —m=E. ERMOEETDRFAE. WSS, Character Controller 42
HE “KER” FO0PHRENIZSE 14-5 — XK.

|T %: v Character Controller @
# PR 45
S RER 0.3
BRI 0.08
BuNgahieE 0.001
dhy o 25 [0
B ]
BE 5

14-5 “RrEds” & O IR Player Ji# X85 % ) Character Controller 28 {c &

& B %F Character Controller B 2 /&5, Bt o] IMi% B Z BI7E Player BiA B BEHIX T EHIS| .

7 Unity 43828, TABEZMARN AN RABEHRESI A

o T B BOFHEINT Player A “AEEG” FREAEMN/)NEBEELE,
BHEZE SHE—18a0, HPIHHFPErEGE CharacterController B Xk
M. WHEEPH—T.

o 7 “KEESE” % O o 2 CharacterController 28 14 #x 87 42 b 849 #H 1K 3L & “Character
Controller” , Z$EBEHEXDNXARIFFEHEIE Player AT H “H izt FEL,
DSEavac] bz

e M “ER” FODI Player BN RIENET “KER” FOFHNTEFER L. Unity
IR 5 H1Z F B FEZE — > CharacterController 5| 8, F 7T X8RI & LT XN
BILR .

RAFM—f ARSI DUEAR BN, E—EFXERSENEE.

REGFERE, ©¥E R#HE CharacterController B 89 X R LB FR, HLIRE
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(Character Controller) FRxSLBRTFAEHI AL LE,

B4, FA1EFERE Trans 1 ModelTrans 85| A, XD FERNZA T RIRIEE H
CharacterController FE&# E 77,

BEFXSZHEE. TUE “KERR” @ 0K Transform A HIFRRAIESNE] Trans 7
b, SREMN “BR” @0%% Model BN RIER| “0ER” BOPHENFERL.

MAETUBRZF KRGS, FENBENINEE T . 7 Movement FIAMES, BT RILAR
HEIER B IR NFIFE sh R E RIS Z /T

[/ ORGIREF—FmEHs) (E/E5LE/ T -

if (movementVelocity.x != @ || movementVelocity.z != @)
{
/! NABHRE:

characterController.Move(movementVelocity * Time.deltaTime);

// 1 Model Holder MEREHFNNITHE:

modelTrans.rotation = Quaternion.Slerp(modelTrans.rotation, Quaternion.
LookRotation(movementVelocity), .18F);

}

XA ZEENEN. gEABII— i B0REE X BN ZHEETEHE: WERX
A0 (|| BIEF ZZD% Z T7'J 0. ZZD%E, #1813/ (6] characterController 5| A 31 A HE
Move F3AERN BN . XD FEESZ— Vector3 EFRNSH, RAX—MEBEBESINNIES.

Xt =2 612 movementVelocity E’\]%TXD EBEEEIENE, BTFENIRERZ “BF” itEH,
Fr A5 Z4% E & DA Time.deltaTime.

Z &, BNEZENE Model Holder, MfEHEMm@BENFE. X5k 2 —L& 2 5rg i
TEEERIE, FTIABRKTEESEE.

Unity XA “MIT#” (quaternion) SRR TRIEH . RENTH TGN RIBHEN & &
(TEREAEZEFLETRA, BHFERE, BINHFAFTERZR X LFIBRE o] T Unity PEAE.
REFERT, LEERA Unity WA E FER T AL es:. B—FETHROS, UITHAE
FRERF—MIEH, ETURRI—INRIEQNFOSHENRANAOHEE. 7 Unity 8 “KE
B BFOP, ATETHFPBRE REWRERA Vector3 K2, FESNMDENESTTEEEO
F)360 . %A, 7E Unity BIAEE, fE@id kiR ~FfEEN.

BEHRIEAR T HA%: Quaternion.Slerp F1 Quaternion.LookRotation.

Slerp B EZF—NEANE, LHEALE O SRR INE. E2 spherical linear

interpolation (BKEZMHEE) HHEE. BHEXKIW, Slep 2—MEI=1SHNFZE:
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o FFIAEAIIREIRZS (— I ITED

o BFRIEFIRES (R —1 T ;

o —MFEH, RTEHEUZRNRETA BIREEIRAS.

XNMZEHE—NMNT O ZEHNEY EELALERE “X—MFEZMH B IR
HBEDZZDL? 7 MR EREEAN 0, WREASEHE:; WREEHN 1, WRELAIEHE
B BARRES: MWRERENL 0.18, BEKRET—DUGIES B FRIEFH 18%.

TMFEERE—T, URE2WITLINEEBNEERRN. EF—WMNEFD, ]
#Ri@ 1T 18 A Slerp 774K 1% & Model Holder 897&%: . Slerp 7734 898 K18 &L L 2 5T B e d%
KSENES, FUBIRERENLS. B0, E—WiEEEE BIREESN 18%, RET
—MXSHEFERIREBH 18%, KILKHE. MES—MNEH, SRRERSS BirkH
REZENEBRSBEN TN, XFET —FPEARMNBERR (spring effect) . —FFIEHTHY
EEERERR, BEEURSETBIRELZRS, RERESEZNBEEEIE. XHEMH
MU E B R IE Ve EE B EENRY, RFESEM 180 FiEk 698 [E]F0 90 EiE
HAEME .

AT K15 BARIESR: (Slerp WA HE —NS%0D , 18 Quaternion.LookRotation 773%,
EESZ— Vector3 25, RO —MEXT REFE Vector3 5 B AIMER: (Quaternion) .

BHRE, XERR AL movementVelocity EAS411%1% %5 Quaternion.LookRotation 1,
DIKEL— T, BN RBOEFREANNOFTE. ARG, XEREFE Slerp 7%, #
X R E—MER M B AR ER S TER: 18%.

WRAFELBNRERER, TN ERKRE:

modelTrans.rotation = Quaternion.LookRotation(movementVelocity);

XF AR AR TR RRE WL, FEEEHHTO—R. BARAYRZEILE, B
KEBEERIL, FalEMER DRSS RAR A8 R 7 68 &

Zit, IXACHNBNNEELTINEMN. EELERAHE. Bk, BNKTIRET
B FMEE BILBRUR T o RIEXT Player IR E R, HHBRELZTE Player IR S| I
DERBEETHEXTE., I, EFERRACEABNE L ARSEKE, SNESSS
= P ol R IR A e EEE.

iR AR IZ o iBid WASD BRIgT L@ sh. BRINZEEELR EF, BEIXR
W sh s (BHENNERFAE) . iRELFLBEMIERE, FenXSpiEshAm.
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14.7 ING

HX—FD, FNRTTIIRBNNEN. £ENB 7 WEBLEFIN AR ARk
AR EZARNERE, FFHR T 20 A Mathf Max 77 55F0 Mathf Min J5 5% 78 18 28 114 B R 1
ENNSEE, i, AERFEPTOLAERRAECENNORETL, FRRABEERBIRE
WASD $#3 / m BB A SR SUFR. AR ENEDH, HKIITECE Player NRNEH
e Z BB I R AR EUAD Player I EMIB A EHF. XFECENFREAZSEE THRR—
TR KB IEs:, BEVIGELBRFEERNMNE.

AEZESLEAT .

1. B (property) FIZ=IRABL, EEBRHHME X 7RI % ELTEMNNIZMITHRED.

2. EEEE I ERMED, A Min RE0] RS EE N B TR & K E.

3. EFEM D HBRIES, FH Max RO DISBEREENMETIOEN&/IVE.

4. Slerp BT IATER D RRIEFL I U TTE < BB EE.

5. U E— T A TR RIEFENEIELR, Transform.rotation i R E— PN ITE, F=

Transform A4 HATHIEA )

6. Quaternion.LookRotation 77353 % — ™ Vector3 fEAS I IRE— WL, EEHEREK

el e %L 4 BE{sE Transform 2B #F8A1811% Vector3 i3 0189 7 6] Fh B B HINES: -
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