H H =

AR B 28 4% JE UL A AL BAAS (9 S B L A 5 — AR A B = A RR AL A A Al 4
S BB o Pl o 2 B S S W LA RN ir LA o BRI 22 A R BB K A 41
UHER R S8 Cinemachine, I8 i 75 1] € 75 1 SLAH HL WA 5 Timeline FC & 6 il 4 52 %
it

3.1 F— AMEEMEM

FPS ZE R Xk i 40 FA S B A0 A 55 — A BRI AR, B B 400 A IR 5 A I 8 4 R, T P ]
DL E oy b ) 45 Sk s s A A 28 A . Gl R O R S TE SR — AFRAL AR L BRUBR DG AR 23 9l 3
T X 1 1Y e I BEO , il HOR AT DL i D) e 5 238 ik Cursor EH Y visible F lockState
A ERASAR B S AAETE

//% 3 & /FirstPersonCameraController.cs

/ /R IR A B B AR S A

[SerializeField] private bool hideCursorOnStart =true;

private void Start()

{
if (hideCursorOnStart)

{
Cursor.visible=false;

Cursor.lockState=CursorLockMode.Locked;

}
Horp, visible J] T & & BAR DGR 28 7T I, lockState S H2E 2K M, 618 3 DA {E . None

BRNARZS 5 Locked FRaR YEhR #9767 X B 1A Hh 0 s Confined 7R b i R ) 76 98 &
JCIEAL i BT 1T
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ey I TS — AR A F AL BE Player (FH P A %)

A B A @R Ehay . A B F 2 LB N Player (T4

e AN 3-1 97 7% o TG 200 1R B o 5 o A R L L

e S 3o A B 45 oM AL B 8 B (. 8 P P S B K R
i

[ 3-1 Player 5 Camera 2% KR B )
SR ARIBCERARLE K 2 B ) bR A R A R

BE B R % sl O 1) FEAT R Bl Sk AR U A B9 AQRS FT LS #E MonoBehaviour B £E iy Ji 1] B
# Update O w7 ZETE REAY IR 12 R BCEE TR T — U T p 7 S [ B 1) sl A ] i 5 ) 41 i
ANTA] 12 R ECEE RO A58 A O 2 AN TR] L DRI Sy 1 Rk 2 A2 Ak o 7 A AR IR iy A (B3R
P Time 26 P 18 878 i deltaTime, %88 5 o b — WS >4 By g i) i6F (i i B o LA S A0
Update O $AT A UK D 32 15 5] [7] B 65 107 09 (B AR 0B G . BRI =2 B0, O 1 R0t 42 1l %
B RALE 38 H L 223 VL RN RAE R B AT

//%% 3 & /FirstPersonCameraController.cs

/| R E
[SerializeField, Range(1lf, 10f) ]
private float sensitivity=3f;

private void Update ()
{
float horizontal=Input.GetAxis ("Mouse X")
% Time.deltaTime * 100f * sensitivity;
float vertical=Input.GetAxis ("Mouse Y")
% Time.deltaTime * 100f * sensitivity;

}

AAMLAE K V-5 18] L 68 £ AN 32 AT An B T A 8 B 5 16 4 2 7 204 fie KA fie/ME
4 B 1 o By 1k B Sk B A B L AR 3-2 TR

M 3-2 Bk B
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P float 2RIAR & rotY \rotX Ab B FRARFE AKFJ7 m) R 2 1 77 10) b 9 AR AL B B
B RK LA (rotX,rot Y. 00 8 J& AH ML B B 5 /1 B2 E . fr & 8 Quaternion 2 H A9 i 25 2R 4L
Euler O ¥ iZ Wi f e 45 1 oo 8, A an T

//%% 3 & /FirstPersonCameraController.cs

/ /3 HJ7 18] £ fie /)RR i
[SerializeField, Range(-80f, -10f) ]
private float rotXMinLimit=-40f;

/ /3 HLJT 18] 1 R fie KRR
[SerializeField, Range (10f, 80f) ]
private float rotXMaxLimit=70f;
private float rotX, rotY;

private void Update ()
{
Il oo
rotY+=horizontal;
rotX-=vertical;
rotX=Mathf.Clamp(rotX, rotXMinLimit, rotXMaxLimit) ;
Quaternion targetRotation=Quaternion.Euler (rotX, rotY, 0f);

transform.rotation=targetRotation;

3.2 F=AFREBMEMN

TE5 = NFRAL A v A PLER B A9 #1317 % 3l s AW Ff 8 1 3K 8l 4% I 72 Update O &
Forp sz ol T AHHLER BE ) 2 55 8 B 7E LateUpdate O B, iZ BB T Update O) B EUIH
7 AR AT LARH DR AH HIL Y 32 3h 16 2 A N W08 3 2 5 IR AT .

FABLAE KT 1) b A5 ) mT LS5 €0 B9 5 o) DR 45— B0, 1 3-3 () iz, i ml L g JH
FI s w16, RS A o B S 8] 7 6 A 3-3 () i » I T A 24 3 A A A o % Sz R
=

3.2.1  qlad At gl 4 I A

U SR AR ZE AR MILAE K P51 % 0 1 45 A € 50 1 R R — 50 AN T S0 IR bR A 7K
J5 1] b B9s A S RS N A 0 B BRCRE A BB AR LA BB AR . 2R e VR A BILAE S B )
AT R BERe L 5 — N PR B Bl — 2, TR R e (B R R /M AT BR A AR
LA
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() HM APAR EnIRiT (b) H ¥zl
& 3-3  MIHLAE A

//% 3 &/ ThirdPersonCameraController.cs

/ /3 B3 1] £f1 BE B/ B BR
[SerializeField, Range (-80f, -10f) ]
private float rotXMinLimit=-40f;

/ /3 B 5 18] £ B AR BR il
[SerializeField, Range(10f, 80f) ]
private float rotXMaxLimit=70f;

private float rotX;

private void LateUpdate ()
{
/ /BT A B T I e A AR
if (Input.GetMouseButton(1l))
{
vertical=Input.GetAxis("Mouse Y")
% Time.deltaTime * 100f * sensitivity;
rotX-=vertical;
rotX=Mathf.Clamp (rotX, rotXMinLimit, rotXMaxLimit) ;

}
Quaternion targetRotation=Quaternion.Euler (

rotX, avatar.eulerAngles.y, 0f); //yHBAY A EOERPA v IH
}

N BE S RN W U B A AR L T Quaternion 28 H AU R 1E R X Lerp O , AR 41 i@ % o
) HARME AT EEE ARSI .

targetRotation=Quaternion.Lerp(transform.rotation,
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targetRotation, Time.deltaTime * rotationSpeed);

B i 3 A BB TR e n] LAR B AL S N AR 2 8] Y B R IR 4 5 2RI RURR IR B8 1 IR
SR I Bl 285l 80 R 2 o B g s e (LR O B I IR AR 7 30 R G [ A R A R
{EL A R /MELHEA T BR )

ST RV N e g W e i i VI T e 2T W e e L 7 D = DN G W)
Fo sl . n] RUE i — 4> bool ALY AR It 45 i 2 15 S AL B (9 J7 7] 24 HO true FL A
fHIRLL— 1, R aF .

//% 3 # / ThirdPersonCameraController.cs

/1 RAR R 5 R U

[SerializeField]

private float scollSensitivity=2f;
/ /75 S B 5 1w

[SerializeField]

private bool invertScrollDirection;
/ /BN B

[SerializeField]

private float minDistancelLimit=2f;
e INET

[SerializeField]

private float maxDistanceLimit=5f;
/ /5T B B

private float currentDistance=2f;
//E AR EE B

private float targetDistance;

private void Start()
{
currentDistance=Mathf.Clamp (currentDistance,
minDistancelimit, maxDistancelLimit);
targetDistance=currentDistance;
}
private void LateUpdate()
{
Moo
/ /BB VR % VR 2l B e 78 B g
currentDistance-=Input.GetAxis("Mouse ScrollWheel")
% Time.deltaTime * 100f * scollSensitivity

% (invertScrollDirection ?-1f : 1f);
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/ /B PR

currentDistance=Mathf.Clamp (currentDistance,
minDistancelimit, maxDistancelLimit);

/ /1A

targetDistance=Mathf.Lerp(targetDistance,
currentDistance, Time.deltaTime) ;

}

FRALAY A B AR b3 e 5% 5L 160 )5 0 V- 3% F AR BRS, JF B N0 € 09 A A (A5 1)
TN A R O AT RS TR PRI PRI A — A4 o e R A A L AU A

//%% 3% / ThirdPersonCameraController.cs

/ /B
[SerializeField, Range(1lf, 5f)]
private float height=2f;

private void LateUpdate ()
{
Ml oo
// B AR
Vector3 targetPosition=targetRotation * Vector3.back
* targetDistance +avatar.position +Vector3.up * height;
/ /W AE
transform.rotation=targetRotation;

transform.position=targetPosition;

3.2.2 ik o A TR A

5 3.2.1 WA S 1l A A € W e 4 B0 R = N AR A SR A B P A £ o
LA B OIS A R 25 D7 37 W R A M RE At b AR £ K P T 1) L A
w AMERL TR v (6. 30—~ bool JERIAR i, ] T3 7 e 15 Hh A1 € 59 1) 422 1l AH ML K
07 1 s 2O rue IE LN S G BIBERIL Ay B 2 HON false I AR 4 A (B

BEE R y {H AU

//% 3 &/ ThirdPersonCameraController.cs

// ...
private float rotY;
[SerializeField] private bool backOfAvatar;

i
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private void LateUpdate ()
{
/ /25 BUbR A B T I E 5% AL A
if (Input.GetMouseButton (1))
{
float horizontal=Input.GetAxis ("Mouse X")
* Time.deltaTime * 100f * sensitivity;
float vertical=Input.GetAxis ("Mouse Y")
% Time.deltaTime * 100f * sensitivity;
rotY+=horizontal;
rotX-=vertical;
rotX=Mathf.Clamp(rotX, rotXMinLimit, rotXMaxLimit) ;
}
Quaternion targetRotation=Quaternion.Euler (
rotX, backOfAvatar ? avatar.eulerAngles.y : rotY, 0f);
70000
}

P2 F ok S B — AT g X AHAL AL AR AR P S AT e i AN A a1 Sk R TR
AT S, A 3-4 TR

S FB A Bl 0y B T B HEAT BRI ok K I S B B R SRR A, E 35 FTR,
46 FE 1k 2 BRI ELEE, T LA A 2l ] 0 Sk 1), AS R BE A AL A

Bl 3-4 fi o Sk B BEATHLBL A 56 30 35 fh {3k M B B 5 R
FEBIL A A i AR BILHI 7 — i B AR A5 0 a5 2 Sk BB 5 2 1] 09 0, % 008 2 A 8 3k 3 A A
KUY BCE ) 75 1) AR 2% 1) T LSRR H AR A (R 40T A R R 5 A BRI 3 L
H T e S 2 360719 . L 180° A Al . 24 £ B Sk — 180° I 5 ] i) AN £ i A 180° I J&: — KR 1Y
PR UL T B — R SR AT R . M A B 180° ) LK s 25 360°, 4 A BE /N — 180°HT
o B 3607, 3 AR fH AR B A IO G B4R 24 [ — 180, 180 ] ARAG N T »
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//% 3 & /HeadTracker.cs

private Camera mainCamera; //ZEAHL

private Transform head; //3k#B

[SerializeField] private Animator animator;

[Tooltip ("/K¥Jrla LA RS "), SerializeField]

private Vector2 horizontalAngleLimit=new Vector2(-70f, 70f);
[Tooltip (" H Jilal LR EEMRM "), SerializeField]

private Vector2 verticalAngleLimit=new Vector2(-60f, 60f);

private void Start()
{
mainCamera=Camera.main !=null
? Camera.main : FindObjectOfType<Camera> () ;
head=animator.GetBoneTransform(HumanBodyBones.Head) ;
}
/ /AR 18] (14 5L
private Vector3 GetLookAtPosition()
{
/ /REBLEG J5 — i B Y 7
Vector3 position=mainCamera.transform.position
+mainCamera.transform.forward * 100f;
//F T 1K 75 18]
Quaternion lookRotation=Quaternion.LookRotation (
position-head.position, animator.transform.up);
Vector3 angle=1lookRotation.eulerAngles
-animator.transform.eulerAngles;
float x=NormalizeAngle(angle.x);
float y=NormalizeAngle(angle.y);
/ /7275 1 BR R R P
bool isInRange=x>=verticalAnglelLimit.x && x<=verticalAngleLimit.y
&& y>=horizontalAnglelLimit.x && y<=horizontalAngleLimit.y;
return isInRange ? position
(head.position +animator.transform.forward) ;
}
//H8 AR HEAL
private float NormalizeAngle (float angle)
{
if (angle>180) angle-=360f;
else if (angle<-180) angle+=360f;

return angle;
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AT 0 AL E 5 78 LateUpdate O pRECHE K FRAE 01200 & AU TN T

/ /%% 3 & /HeadTracker.cs

private float angleX;

private float angleY;

[Tooltip ("ffifHHE "), SerializeField]
private float lerpSpeed=5f;

private void LateUpdate (
{
LookAtPosition (GetLookAtPosition()) ;
}
//<summary>
//F T B
//</summary>
//<param name="position">% [f] i K < /param>
public void LookAtPosition(Vector3 position)
{
Quaternion lookRotation=Quaternion.LookRotation (
position-head.position);
Vector3 eulerAngles=1lookRotation.eulerAngles
-animator.transform.rotation.eulerAngles;
float x=NormalizeAngle (eulerAngles.x);
float y=NormalizeAngle(eulerAngles.y);
angleX=Mathf.Clamp (Mathf.Lerp(angleX, x,
Time.deltaTime * lerpSpeed),
verticalAnglelLimit.x, verticalAnglelLimit.y);
angleY=Mathf.Clamp (Mathf.Lerp(angleY, v,
Time.deltaTime * lerpSpeed),
horizontalAnglelLimit.x, horizontalAngleLimit.y);

Quaternion rotY=Quaternion.AngleAxis (

angleY, head.InverseTransformDirection(animator.transform.up))

head.rotation * =rotY;
Quaternion rotX=Quaternion.AngleAxis(

angleX, head.InverseTransformDirection(

animator.transform.TransformDirection (Vector3.right)));

head.rotation * =rotX;
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3.3 BHIEHFEXBMEMN

AT 2 P P I AR BIL A AR 1 S B, 3 9a1] S L %€ AL A s o R i R A A
AR XBIAE T BTE AEAR A AR R R BEAT R S 2 A R BT 5 A% Sl B A R 4R
5 LT Y S8 BE RS R B AR AR ML A R AR R A B BET R L ZE A Bk R O BEA T RS B B A
%8 A St A7 e e NE T AR 5.

3.3.1 ML B

TEWREEE W b AT LB 87 A W.A.S.D.Q 1 E 8E3E47 880, X 4 W 4
SURE G A FALE . fETE A — Vector3 RIS B, SRR B B 0 J7 1], 24 %)
B FR AR B A R, i A R L AR A

//% 3 & /GodlikeCameraController.cs

/ /%37 1]

Vector3 motion=Vector3.zero;

if (Input.GetKey (KeyCode.W)) //[n W% 3l
motion+=Vector3.forward;

if (Input.GetKey (KeyCode.S)) //IilJG 3
motiont=Vector3.back;

if (Input.GetKey(KeyCode.R)) //IaE#5h

motion+=Vector3.left;

if (Input.GetKey(KeyCode.D)) //4#3)
motion+=Vector3.right;

if (Input.GetKey(KeyCode.Q)) //If F#3h
motiont+=Vector3.down;

if (Input.GetKey(KeyCode.E)) //I L 3h

motion+=Vector3.up;

i T L 2o % A BRbR 2 B R A A L AR AR SRR A L A A A% e AT R B A I — A
A JR Y Vector2 ZERIAR &, AT T 3¢ b — iR SR A7 B 25 5 WTAY BUAR A2 B0 25 B — T AaY B
b B T AR A bR A% 2l 14 i #% i ARRS IR

/ /%% 3 & /GodlikeCameraController.cs

[/ IR b — WU B B

private Vector2 lastMousePosition;

private void Update ()
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Il oo
/ /B 20 SRR A AT, R AL B R AL TR AN
if (Input.GetMouseButton (0)

&& Screen.safeArea.Contains (Input.mousePosition))

/ /B WTRY BUAR AL I 25 b — W AR AL A 2 e B i

Vector3 mousePosDelta=new Vector2 (
Input.mousePosition.x-lastMousePosition.x,
Input.mousePosition.y-lastMousePosition.y);

motion+=Vector3.left * mousePosDelta.x

+Vector3.back * mousePosDelta.y;

}
/ /38 53 R L E

lastMousePosition=Input.mousePosition;

Rt 2 A o i AT LI o bR TR B 1) 9L A B DT B O 24T RS Bl AR IBORS 2l T 1) 9 AC R

float wheelValue=Input.GetAxis ("Mouse ScrollWheel");
motiont+=wheelValue==0 ? Vector3.zero
: ((wheelValue>0 ? Vector3.forward : Vector3.back)

% (invertScrollDirection ?-1f : 1f));

AWK S J7 1 )5 75 B AR AL AR AE L i T 38 PR VR e B 3l 2 W A B Y5 UG 5
TR B, i H AR RS Bl 2 A i 5 2 8] R BT VS 78 A S DT R AT A B Y TN I R AT A
A

i i a5 7 M Y Shif e 428 nT RUBE R 3 I8 4 745 % 3h 75 1) 0 — 4k i, 7T L i
Ii] bt RO A B fre 28 (4 7% 2l o) B . 3 o e DU T Ko LA RS Bl el A B F AR AR AR L DA 2 T AR
P AR ) E AR A b (B E AT i R s 3 SE B i R o AR T

/ /% Bl

[SerializeField]

private float moveSpeed=50f;
/7N RAL, M shift BT I A AE
[SerializeField]

private float boostFactor=3.5f;
// B b5 A B B

private Vector3 targetPos;

// BAR S AR
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private Vector3 targetRot;
/ /B
[SerializeField]

private float lerpSpeed=10f;

private void OnEnable()
{
targetPos=transform.position;
targetRot=transform.eulerAngles;
lastMousePosition=Input.mousePosition;
}
private void Update ()
{
Il oo
//H—14k
motion=motion.normalized;
//¥EAEZE shift HAT A% Bl ik
if (Input.GetKey(KeyCode.LeftShift))
motion * =boostFactor;
motion * =Time.deltaTime * moveSpeed;
targetPos+= (wheelValue !=0f ? Quaternion.Euler(targetRot)
: Quaternion.Euler(0f, targetRot.y, targetRot.z)) * motion;
transform.position=Vector3.Lerp(transform.position,
targetPos, Time.deltaTime * lerpSpeed);
transform.rotation=Quaternion.Lerp(transform.rotation,
Quaternion.Euler(targetRot), Time.deltaTime * lerpSpeed);
/ /e 57 B L

lastMousePosition=Input.mousePosition;

AT BB A B B BB I, W A 58 b TR Y S8 R R AT R L A8 mTE BRUBR A B T 06 Bk
L R SR A g BU R e S S I N p g

2.2.4 WAGT ) Y RIS B AN SR ] 2 R B AL I I L B R 1 0 R SR
25 B % X A 1) e A R R K. JEF G, 7T LU 3 transform. forward 5 Vector3.
down [i] 1 KA AHAL AT 7 5 T 423 18] o IE T 5 1) 65 09 4% 52 80, DTS AT LUAR 908 32 4% 5% {8 A AH
LR AR AR y (B R A5 MARAILAL B W AR LT J7 21 11 T A9 B B L e 245 30 58 i A s AR A0 T

//% 3 & /GodlikeCameraController.cs

/1 BRAR A 4 0 I PR 8 2% i HE AT T e

private Vector3 center=Vector3.zero;
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private void Update ()
{
/ /BRI LR 4 R B TS A B8 Y AR
if (Input.GetMouseButtonDown (1))
{
/ /AHBLTS 75 5 i 52 8] v I 5[] 4 1 AR X (E
float cos=Vector3.Dot (transform.forward, Vector3.down) ;
/ /AR HE AR X AEFAHBL AL ARy (EL R A5 DA AR BIL AL B 5 AR BIL T 5 2 - T 174 B
float distance=transform.position.y / cos;
distance=distance<0f ? 0f : distance;
center=transform.position +transform.forward * distance;

center=!float.IsNaN(center.magnitude) ? center : Vector3.zero;

7000

-

BireE A 3-6 Fras .,

— “ distance y  distance=y/cos(a)

=3

=

center(=21.2, 0.0, 7.1)

Pl 3-6 KA LA

MRS A RS H TR P Transform 28H1 1) Rotate Around O J7 3 B A] 52 3 442 58
ST R ARSI R .

//% 3 # /GodlikeCameraController.cs

private void Update ()
{
Il ooo
else if (Input.GetMouseButton(1l))
{
/ /TS b — T bR o B K A 1 i 7%
Vector3 mousePosDelta=new Vector?2 (

Input.mousePosition.x-lastMousePosition.x,
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Input.mousePosition.y-lastMousePosition.y);
/7 BRAR A SRR T i Bl o 28 32 e
transform.RotateAround(center, Vector3.up, mousePosDelta.x
¥ Time.deltaTime * mouseMovementSensitivity);
transform.RotateAround(center, transform.right, -mousePosDelta.y
* Time.deltaTime * mouseMovementSensitivity);
targetPos=transform.position;

targetRot=transform.eulerAngles;

FE RTS 2 (10 3 0k o 3 25 3 BRI D RE 24 BURR Y6 AR B8 2 21 of 42 30 2k it , 9 Ay th 2%
WD 7 0 AT RS B0, SCIIZ D BE 1 e B 58 SU DR (R D % R BT 4 55 Ry 2., ot 45 43 B
R 1920 X 1080 4 bR AL bR 2 MEAELO, 218 [1918, 1920 JHUH 5 Bl Y I, 50 AL bk y fH
FEL0. 2181078, 1080 JHU{E 3 il P9 i . ] LA A SR S 7 o8 e i 2 AR 4 F

//% 3 # /GodlikeCameraController.cs

/ /75 T T RS G A T B 3 30 5 5 1) 9175 2l
[SerializeField]

private bool enableScreenEdgeMove;

/ ZAE T R S 30 2% X8
[SerializeField]

private float screenEdgeDefine=2f;

private void Update ()
{
Moo
if (enableScreenEdgeMove)
{
bool isMouseOnHorizontalScreenEdge =
Input.mousePosition.x<=screenkEdgeDefine |
Input.mousePosition.x>=Screen.width-screenEdgeDefine;
bool isMouseOnVerticalScreenEdge =
Input.mousePosition.y<=screenEdgeDefine |
Input.mousePosition.y>=Screen.height-screenEdgeDefine;
if (isMouseOnHorizontalScreenEdge)
motion+=Input.mousePosition.x<=screenkEdgeDefine
?Vector3.left : Vector3.right;

if (isMouseOnVerticalScreenEdge)
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motion+=Input.mousePosition.y<=screenEdgeDefine

?Vector3.back : Vector3.forward;

3.3.2 &AL sh

182 e L ) - WL 8 R A 4 o 19 52 B R 2 A0, LA o A T 9 L A 4 o v A BE RS B
I ALY B B 07 1) BEAT R 3l X 5 056 2 O A P il bl o SROPR TR B 4% 3l 9 O s — 2L
Ak BRI LA ) B S O AT RS L AN T R PR R A Y Ml B i B bl A L AR BB
FE7K - J7 1) AV BT 1) A e A 2R AT e e B AT, AU 4 T

/ /% 3 # /RoamCameraController.cs
using UnityEngine;

//<summary>
/ /18 Ui B RUAR BIL 42 il
//</summary>
public class RoamCameraController : MonoBehaviour
{
/ /%% Bl
[SerializeField]
private float moveSpeed=50f;
//INE A, 2 shift B T RN
[SerializeField]
private float boostFactor=3.5f;
/R SR T3 18] T AR R #E e )
[SerializeField]
private bool invertScrollDirection=false;
/7 R Bl i R AERE
[Range (0.1f, 20f), SerializeField]
private float mouseMovementSensitivity=10f;
/ /L EG K5 Bl 77 18]
[SerializeField] private bool invertY=false;
/ /4 R R
[SerializeField]
private float lerpSpeed=10f;
// B b A b

private Vector3 targetPos;
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// B BRI {H

private Vector3 targetRot;

private void OnEnable ()
{
targetPos=transform.position;
targetRot=transform.eulerAngles;
}
private void Update ()
{
/ /25 A bR A B4 S e i A A
if (Input.GetMouseButton (1))
{
float x=Input.GetAxis ("Mouse X");
float y=Input.GetAxis ("Mouse Y");
targetRot+=new Vector3(y * (invertY ?1f :-1f), x, 0f)
* mouseMovementSensitivity * Time.deltaTime * 100f;
}
/ /%% 37 T]
Vector3 motion=Vector3.zero;
if (Input.GetKey(KeyCode.W)) //Ifl R 3h
motion+=Vector3.forward;
if (Input.GetKey (KeyCode.S)) //IiJ5#3h
motion+=Vector3.back;
if (Input.GetKey(KeyCode.d)) //M A5
motion+=Vector3.left;
if (Input.GetKey(KeyCode.D)) //Ii45# 3l
motion+=Vector3.right;
if (Input.GetKey(KeyCode.Q)) //Ifil F#3h
motion+=Vector3.down;
if (Input.GetKey (KeyCode.E)) //In L#5h

motion+=Vector3.up;

float wheelValue=Input.GetAxis ("Mouse ScrollWheel") ;
motion+=wheelValue==0 ? Vector3.zero
(wheelValue>0 ? Vector3.forward : Vector3.back)

* (invertScrollDirection ?-1: 1);

motion=motion.normalized;
if (Input.GetKey(KeyCode.LeftShift))

motion * =boostFactor;



¥3& YRS P 73

motion * =Time.deltaTime * moveSpeed;
targetPos+=Quaternion.Euler (targetRot) * motion;
transform.position=Vector3.Lerp(transform.position,
targetPos, Time.deltaTime * lerpSpeed);
transform.rotation=Quaternion.Lerp(transform.rotation,

Quaternion.Euler(targetRot), Time.deltaTime * lerpSpeed);

3.4 Cinemachine

Cinemachine J& B J77E 2017 4FHE ) 09— L 1= RIARHLAY B TR, B i ke 7 B2 Pl
] (9 52 2 4 il TR A DD 55 5 2 B R A ) L, /D T AR T R ek AR e 3 R A L A
A pES G 5 BT R ) A O BE PR S — e SRR AL DI RE. X T H W E AR Package
Manager 1 F - A WE 3-7 FiR.

Remove

[%] 3-7 Cinemachine Package

£ Cinemachine #1, EEIIAAHL (Virtual Camera) /& — A H E S, B @ ERAMHLE,
et B AR LSS F 3R I—A> CinemachineBrain 24, 41 8 3-8 ff 7 o 1% 41 1 J& B A i B
BORE A TT DAFR R R, B2 T Camera ZHAF BT X 42 b Wi BT 5h b
T BROR 2 10 FE FARAIL DA S 3B Sk (0 D e S 45l . b Ah I & 35 36 AT LU Timeline > 42
il K FLAR BIL 52 BRSO S B B Sk Bl i,

3.4.1 FETIBAPLIE B = AFRIL M

Cinemachine H2 4L T 28 = A FRAH ML e 7 %, A Cinemachine T. H.J5, 1] DL &
Unity I TR# £ T — Cinemachine 3¢ B2, i i3 32 2 1 AY Create Virtual Camera 3%
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None (Transform)

Smart Update

Late Update

Ease In Out

None (Cinemachine Blender S¢ ® | Create Asset

Add Component

& 3-8 CinemachineBrain ZH {4

T BV AT 7 3 55 b A i — A R SR AL

BRI SE S T AR G 5k A T A, S — AE MM Zgh T — A
br, aniE 3-9 Fros iz K bR 2R EHPLEZ T CinemachineBrain 4, — /N3 & L7 7 —
4~ CinemachineBrain 4. B .= h 2 T —HEHER YR CM veam] , ZIER YK I
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