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REUAS -5 HE il

FEDAS J2 — R X 1 R 8, Uity 5 5 AR FH R Bt P A6 T 3% b i A7 Sy 2 it 6 o £ v
ANTT BB — . B RE S A A SOAS B A 38 IR MR AR I R S AR A . LA, Unity
Bl T B Y =MIES . C# .JavaScript LA & Boo, {HZiEFE Boo fE A FF KBS WEHE
JEH A, M Unity 23 6 38 75 28 A KR LR E . X B RAEH IR % . T LL, 7€ Unity 5.0
J& » Unity 28 ®F T X Boo 5 M AR 45 78 Unity 2017 ZJ5 X4t 5 T JavaScript, A<
HEBL CEIET APIUHE Unity 515 A B B HE 442 07 75 SOEAR 9 5 13 28 35 00, O 5 &2
2R AT R AT T 3L A

3.1 [0 7 ileR ok

Unity 51 %0 C# A Net ZEH R C# 2R —-NMEF . A5 AFEEAZH. H
Unity 51 %0 C# 2B 177E Mono & EY, KR C# W21 7E. Net *F 5 I F — 2L
XF Windows “F-& %€ H C# B ET GETCILAE Unity 51 i . B, 4’5 Unity 5121
ALBR T EFERIET B S MIEE NS, A2 E F Unity 5 8 &R E R .

N T BEIBATINAS , d5e B Y R R A S 5E 45— GameObject 1E 0 & Y A 214,
B 18 B 7 s 8 B A 24 B GameObject X2 A4 Inspector L W) 25 H AV &, BUE TF
Hierarchy #LE H1 ikt GameObject XT 2 , ¥ i A< 3 1] Hierarchy #i & H ) GameObject X
5 BIVAT 52 I A 28 44 i s

Unity 5| Z AR JLA & EEZ IS, B/ MonoBehaviour, Transform #1 Rigidbody/
Rigidbody2D., MonoBehavior J& T4 Unity I A i 3L28, 3244 T K019 Unity Zhfg., W0
RIAAAZ 4K H MonoBehavior, W JE 20K X A IAAE B 40141547 . Transform 2872 &4
GameObject #6115 19 BRI\ 20 0, & 58 4k 7 o7 5 78 H | i &% | 4 00, A W) R O B SR D) g
Rigidbody (2D A< H Rigidbody2D) 2 | 3= B 47 {4 #H Th G

3.2 HKhERS
3.2.1 GIEBKR

PFE Unity 5] ZSZ AR ) Assets—>Create—>C # Script fif 2, B H#— a5 H A ¥
HoAr 4 Move, W 3.1 Fiw.,
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Create

Show in Explorer
Open

Delete

Rename

Copy Path

Alt+Ctrl+C

Assets GameObject Component Window Help

>

C# Script

Shader

Testing

Playables

Assembly Definition

Assembly Definition Reference
TextMeshPro

& 3.1

B — A5 1R

1E Project L H X5 Move . ¥THBIAS, 1T A% E . 7€ Update O BREHHHAMT
1, eRECHN B — Wi, REH S R UT.

using UnityEngine;

using System.Collections;

public class Move :

void Update () {

MonoBehaviour {

transform.Translate (Input.GetAxis ("Horizontal"), 0, Input.GetAxis

("Vertical"));

}

Hor Input. Get Axis O BREGR [B] — 1~ 1 KA, 767K F-Hl1 L, 7677 18] 8808 B — 1, 45 J7 1]
XN 1, BT HBATZER EBHFARIL. LY B S50 o, SRR Edit—>
Project Settings—Input Manager 74> B} 0] 5 2e il 565 21 7K S 7 ) F1EE B 5 1) 19 % 1 44 Fk Al

PREEHE, AN 3.2 B .

Edit | Assets GameObjethW ?oTpgnent Windo
Undo Selection Change Ctrl+Z
Redo Ctrl+Y
Select All Ctrl+A
Deselect All Shift+D
Select Children Shift+C
Select Prefab Root Ctrl+Shift+R
Invert Selection Ctrl+l
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D
Rename
Delete
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
Signin...

Sign out

Selection >
Preferences...

Shortcuts...

Clear All PlayerPrefs.

Graphics Tier >
Grid and Snap Settings...

£ Project Settings

Audio

Editor

Graphics

Input Manager
Physics

Physics 2D

Player

Preset Manager
Quality

Script Execution Order
Tags and Layers
TextMesh Pro

Time

VFX

XR Plugin Management

Input Manager

| | This is where you can configure the controls to use with the UnityEngine.Input API. Con:

* [ instead.

v Axes

Size

» Horizontal
» Vertical

» Firel

» Fire2

» Fire3

» Jump

» Mouse X
» Mouse Y
» Mouse ScrollWheel
» Horizontal
» Vertical

» Firel

» Fire2

» Fire3

» Jump

» Submit

» Submit

» Cancel

& 3.2

Input Manager 3¢ 5.
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3.2.2 HEERIK

BN HE T AR S5, 75 2ok A B B xR X 42 I, 7F Hierarchy P& " B 75 2 05 i i A
) Main Camera, R J5 ¥ A B 32465 Main Camera 1 Inspector #8& B2 AL &, WA 3.3 Fr
7~ »Move BIA 4% 2] T Main Camera [+,

© Inspector
[Main Camera ]D Static v
" Tag Layer Defautt ~
v A Transform e 3+

0 0
1 1
> Bt v| Camera ]
i1 v Audio Listener e
(%]

Tr

T

23

v |#| v| Move (Script)
|#Move

1.

Add Component

Bl 3.3 MEIACHE 3

3.2.3 BITHA

TE Game fL & h Bty Play #2056 47005, 7T LA DB 480 B 0% O 1) 86 COK PO 1] 88 5
6] B AR AL iz A7 R AR 3.4 AL 3.5 Faw

K 3.4 asfriltcR K 1 Kl 3.5 @7 iliKaR K 2

3.24 EEFEM

1. 47 B MonoBehaviour 2

Unity BT A+ 28 8] i & X 2 09 A b 4 & 19 28 # 4k 7K 3 MonoBehaviour 2§,
MonoBehaviour 2§ 1 5E LT 4 Ff [0l 98 5 3, #1 4 Start, Update Ml FixedUpdate 55, 7&
Unity A CH A, REMRRC ST T LM E L, WE 3.6 iR,
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NewBehaviourScript.cs & X

[c#] ZaTmszis: |' #3 NewBehaviourScript
1 Flusing System. Collections;
2 using System. Collections. Generic;
3 | using UnityEngine;
4
5 Elpublic class NewBehaviourScript : MonoBehaviour
6 {
7 // Start is called before the first frame update
8 = void Start()
9 {
10
11 B
12
13 // Update is called once per frame
14 = void Update ()
15 {
16
17 Lt}
18 L}
19 |

& 3.6 f£ Unity f 8] & C# A

2. {# F Awake = Start FHE 4B L
1E Unity H, C & /1 F T 91 45 1k B9 BB A R 10 06 25 & T Awake () B Start O) 7 ¥ H,
AwakeO Hl Start O B AR [F Z AL 7E T Awake O J5 3% & 78 B 5 5 02 17, Start O 7 B 1
— A A UpdateO) 8§ FixedUpdateO) J5 B 2Z R .

3. RBFWMLE 47
& Unity H7, C# AR 4288 44 w6 5081 ST 24 AH TR o 75 DU 25 00 AR 4 280 300 9 X X G 45
il 5 2

4, W RS EBRET = 7 88 8 /R Inspector 1 & &

1E Umty L C# A B AN A B A5 AS B 4 8 /R 1E Inspector A1 1, 1fij private Al
protected ZERY A AR EANBE RN . WARJE PEIEAE Inspector ML H B/~ , W Z5E public
A,

5. RERREAWIEEH

£ Unity H1,C 2 AR 55 2700 38 oR B ) 4 A0 AT A 28 &, T2 4 Awake 5 Start
D7 RS, AE R — T (0 A 8 pR A PT BE 2 F BU™ 5 R KON B S i R R
BPHE T IS 1 pR R B TR AR A I AR PN AR L X S W IR A A BE ALY L R S 5 &
SIS . B, — M ol T kGl A 15 R4

3.3 MikAREiInE
3.3.1 BIWIFE

1. mE#HE
T BN AS PR 5 00 3 g S e it H b T B AR B S L AR B O R S B — A R R
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g e PO SR RCR . AT H 15 A7 G 1 AR PRI 2 1 D0 U SRl B2 2 A8 Uiy 5156
AT RS NG SRR T 90 5 1T T kAl

2. A&t

AT A RIAE Unity 512 A 81 H# — A &) B89 Cube #5283 53 8 £ 19 J7 1] 9% B 4%
Cube BRI [V F 2 AR IFRES MR I8 Cube BB HIZOR AN 3.7 Fis .

B 3.7 s

3. mME X

%518 Xk Unity Hub B4R 808 ARV BAT6E AR L i A7 b AR T a7 $ L
A — A HT I H L AniE 3.8 R

@ Unity Hub 24.3

= o X

& unity U Unity T A TR © Hb249FFH (AN - A
o @E mAe wm |
a0 HK

mEEH Unitysfizs BhE¥S BESH 1 Q
s %3

New Unity Project
ih UPR C:\Users\Administrator\Desktop\New Unity Project 2019.3.2f1 ~ HEFE - BN ZE

Unityffi: 2019.3.2f1
O WM C REFESAE
= »E

3.8 HismiH

52, SRR P GameObject—>3D Object—Plane fix 4> , 75 i %k 37 5 b 4] 8 —
A~ Plane /5y Hu T, A111& 3.9 Bros .

34 BEERAEPH GameObject—3D Object—>Cube A 4 . ¥ B i & 7E plane )
T AL AN A 3.10 R .
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o Game
Display 1 vlFree Aspect v | Scale @— 1x Maximize On Play | Mute Audio | Stats |Gizmos|

P ————

Bl 3.9 4% Plane

o

o Game
Display 1 '|Free Aspect ¥ | Scale @— 1x Maximize On Play | Mute Audio | Stats |Gizmos|

e

K 3.10 gJ# Cube

B4 R ORAIE— A, A AY Assets—>Create>C# Script fig 4, I
TET H AL E F FE A5 44 A Move,
555 . Wy Move A B A0 F A0S,

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

using UnityEngine;

public class Move : MonoBehaviour
{
void Update ()

{

transform.Translate (Input.GetAxis("Horizontal"), 0, Input.GetAxis

("Vertical")):;
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Update () pRECTE 5 G4 — Wi 22 77 4 98 36 L J2 R 20 e e A7 A AW Bl 8 F i b . 76
A R TR B — AN TR 4L T B transform R MUCE 7 &, Translate BREUH x.y
Mz 3 SR

506 BRAFIIA (PREERE Curl+9).,

574 WHAS SRV, BUK A HE 2] Hierarchy #LE H 8 Main Camera X}
Z b X B A S s rh R AL A T R,

85 8 20 My Play %410, A 8138 oo B 48 Uy 1) B AT LAAE 3 st RS S R AR L, {H 2
FERG P, I HH BE AN RE S

594 AU NEWT.,

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

using UnityEngine;

public class Move : MonoBehaviour
{
public float speed=5.0f;
void Update()
{
float x=Input.GetAxis("Horizontal") * Time.deltaTime * speed;
float z=Input.GetAxis("Vertical") * Time.deltaTime * speed;
transform.Translate(x, 0, z);

}

{7 F Update () pR X I T K 3X 4~ 3 B A4S i speed & — > public 28 &, ¥ & W/R 1E
Inspector A&l Hr, w] DLy & W (E o8 T3,

5510 20 BEMUET A DI HE L 52 B0 AR SR ARL S AT AL B Cube WX 4, 81 EE C#
JEVAS W iy 44 M Create, I8 B A 58 352 1) Main Camera [ WA 3.11 iR,

© Inspector

@ | Main Camera | Static
i Tag MainCame~v Layer Default «

v ).  Transform 9 +
Position X 0 R 1 B -10
Rotation X 0 bl O & 0
Scale X1 il 1 21

» Bt ~ Camera @
{1 v Audio Listener Q@

v #| v Create (Script) @
Script + Create ®

¥ #| v Move (Script) o +
Script + Move O]

Add Component

B 3.1 WA B
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class Create : MonoBehaviour
{

public Transform newObject;

void Update ()

{

if (Input.GetButtonDown ("Firel"))

{

Instantiate (newObject, transform.position, transform.rotation);

}

9512 8 Rl

Unity 2019 7 RRA R 1 B 12 A9 T 1A 61 J7 2, B4R Ui % G2 M Hierarchy #R P 4t
| Project ML, BIAJ 52 i Tl ¢4 9 A gt . ELAR SCBA , #F Hierarchy 90 v il £ 58 52149 37
F7 & Cube #i 3] Project #LE H , T A4 & MyCube B 0] 58 5 3 il 4K ] & 80 H0 45, A 3.12
iR,

[ s ™ R 7
v €{ Script*

B 312  RBETHH &

13 . Wik, PEBUR R BURE IEACHS o A B R B £ 15 L Unity #2446 T Debug 26,
Log O BB ALVF I A2 34 45 BB Unity 0061 & . M Bl b, & 38—~ B 8 Unity
B & AU R,

using System.Collections;

using System.Collections.Generic;
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using UnityEngine;

public class Create : MonoBehaviour
{
public Transform newObject;
void Update ()
{
if (Input.GetButtonDown("Firel"))
{

Instantiate(newObject, transform.position, transform.rotation);
Debug.Log("Cube created");

}

% 14 4 ¥ MyCube #i A Inspector FLE P XT Create AT , A01E 3.13 Arw,
4. I B ik

BAT I B — N Cube SEA, #2461 62 3 Cube created F4E, WA 3.14
i, RS rp A d T8 Cube, WA 3.15 iR,

MainCamera

Clear on Play

Add Component

K 3.13 X Create JIAR IR K 3.14 Pl 5 WAL ALUR

315 BT iR
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1. mE#HE

T 437 S v vk G2 ) % 3¢ B AT LAGE ab AR P IV AS 45 OS2 B . B E AR R T A 3
A 551 R R W AR AR AL U B Project A B B 3% #E 2 Hierarchy LK W5 58 2 2 76
GameObject FHrEH A A Unity HH7 WA G 55 3 B2 R IAIAS g5 72 20 25 1 B 4l 5
T B A 5 . AR H TR R R A 3 B 5 vk BRIV A A G Bt 3 A B BN S 1T
P53 2 B ] CreatePrimitive J5 5 A # Unity &R 48 B 4l (9 J& 4% Jif 0k %k 42 F0 4
Instantiate S J7 36 %F Tl (A 47 S 9] fb B84

P Instantiate J7 ¥ SE B4 % % 5 98 ] CreatePrimative J5 ¥ 1) & i X% X 4 1) fi
LG JIR T A —FEI) , SEB AR AR R G2 230 X 52 00 D A B T A 4k 7 DG 2R S 161 4k 3] Ui 4R 3 55t
o, A TAIE Y K Y CreatePrimative J5 7%, Instantiate 52 46 J5 2 9 $hAT 850 % 22 & AR
Z . IR, E 2 A Instantiate J7 L AT LB K. WA Z T EA, — RS
Wil i Prefab 4548 1.

2. ;&I

AT T i C# BIATE Unity 518 NG — ] 58 Cube #EAIFI Sphere #1241,
Pl B A 5 W FR AL Cube A1 Sphere BRI, WA 3.16 Fiw .,

3.16 A& Cube Fl Sphere i %I

3. LB %L

B, EEFPE P File>New Scene 74, B & 37 5 , B & 1 . $8 #2 #) S i 5
W 3.17 Fiow.

%2 . ffiJH CreatePrimitive 7 £ G @ X £, Q1 C# WA K Ha & H
CreatePrimiteve, ¥ AfCHS U,

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class CreatePrimiteve : MonoBehaviour

{
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v | Scale @— 1x Maximize On Play | Mute Audio | Stats | Gizmos

B 3.17 A

void OnGUI ()
{

if (GUILayout.Button("CreateCube", GUILayout.Height (50)))
{
GameObject m cube=GameObject.CreatePrimitive(PrimitiveType.Cube);
m cube.AddComponent<Rigidbody> () ;
m_cube.GetComponent<Renderer> () .material.color=Color.blue;
m cube.transform.position=new Vector3(0, 10, 0);

}

if (GUILayout.Button("CreateSphere", GUILayout.Height (50)))
{

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

m_cube.GetComponent<Renderer> () .material.color=Color.red;
m cube.transform.position=new Vector3(0, 10, 0);

}
3 4. ¥ CreatePrimitive AR 5532 3] Main Camera ¥4 I, W& 3.18 fi~.

@ |Main Camera | static~
T T ——

v ). Transform o 3
Position X0 ) |z -8 ]
Rotation X0 B o izo )

Scale X1 ) @ | - ]
» Wi v Camera

i1 v Audio Listener
v #| v Create Primiteve (Script)

Script + CreatePrimiteve ()

& 3.18  JiiAS b 42

ﬂ

® (oo
T+

ﬂ
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4. Bk

Wi Play # 81 #1700 K. 7T LA 2], 7 Game L & H H# if; CreateCube #% £ 5§
CreateSphere 41 5 » 45 43 B8 Fl CreatePrimitive ) J5 5, T 81 & Cube F1 Sphere I X% %}
G B FTRCR N 3.19 M 3.20 iR,

A 3.19 B4 AT B 3.20 @47 e

333 THMHIZTTE

1. E#R

Mol e A S e 7R M A gn 5 b 22 % 38 B, BT LU transform. Translate () |
transform.Rotate O FF J7 i 5L 8, AT H 38 i — A 37 77 A A I AS 4 235 v 19 8 8l L e e L 4
TR 40 5 A S OnGUTO oA E3E 1 I RE R SEBE

2. MBEIT

AT H R i C# MATE Unity 515 A A1 & — A 5219 Cube 284, R ] OnGUIO)
TS 3 A HAEH B S Cube BEBYHEATHE 3 R (A0 M 22 LI RE , WA 3.21~ 4] 3.24
iz

e

Kl 3.21 WIR SRR
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Kl 3.22 B shsr i RECR

Kl 3.23 e #e S J7 R SCR P 3.24 4 HsL r ASOCR

3. B %TE

1A, B File>New Scene i 4, Frd g5t

952 4. AR GameObject—>3D Object—>Plane i 4> . A1 @ - i , 45 4 {7 4
Yrse A 3.25 s,

o

o Game
Display 1 v|Free Aspect ¥ | Scale @— 1x Maximize On Play | Mute Audio | Stats | Gizmog

[FRRNNN=,

B 3.25 A EE

34 EEFHAR P A GameObject—>3D Object— Cube #y 2, Al & — &+, W
[ 3.26 FiR,
% 4. 7F Project MBI BT —A> C# A B HAy £ 4 MyScript, 3T 0 7R 9 4
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g3m mMAFrEM |7/

@ Game
Display 1 "FreeAspect v | Scale @——— 1x

Maximize On Play Mute Audio Stats Gizmos | ¥

P 3.26 7 X4 1A 7 5 422 il

IARHS AR B s .

using UnityEngine;
using System.Collections;
public class MyScript : MonoBehaviour
{(//F B a AR i
public GameObject myCube;
public int transSpeed=100;
public float rotaSpeed=10.5f;
public float scale=3;
void OnGUI ()
{ if (GUILayout.Button ("B k"))
{
myCube. transform. Translate (Vector3. forward * transSpeed * Time.deltaTime,
Space.World) ;
}
if(GUILayout.Button ("FEH L J5ik"))
{ myCube.transform.Rotate (Vector3.up * rotaSpeed, Space.World); }
if (GUILayout.Button ("4 2 5k "))

{ myCube.transform.localScale=new Vector3(scale, scale, scale);}
}
}

A (R 585 5 AT 8158 8 AT — LA BT 4 A~AE &, HA#H A public &4, BT LLEATTAT LIAE R
J&PE H BLAE Inspector ME . BIAIEE 9 478128 17 172 OnGUIO B, T 78 51l 2
TN L R L B S ST O R A LI RE

%5 . BIA MyScript 584 %3] Main Camera |, 3% Cube #i A Inspector £ &,
wmiEl 3.27 Fios.
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K 3.27  JEAHERE

4. I B i

B Play #7050, 7T LI 3] Game HLE B2 B S IE3 N R4 Bahr ik,
T 2 7 A RN 4 B A, B AR N B 44 B BT S G N7 R 42 B 4R e B, A 3.28
s o

K 3.28 AT IR E

45 34 WHRARSSRE

1. mME#HE

FEALE Ui ] LUERE U Xk e R DR B, Unity 512 32 4E T 28 — AR K56 = AFR B
PR A . AT H 8 AT AR S0 — A FR i 0018 i D R L A 1 IR A AR Unity A
WS T

2. BE gt

AT H T RITE ) 5 AR — SE B A TUAT A, i 7 R 3D 3 5L R T C & A IT R 5 —
AR oAl . Bt S A0 WS ALD SRS S 0 A AT E il BUPR SE B ER
LA T T Re . an i 3.29 iR .

3. ME XK

% 125 Rk Unity Hub B#R, )83 Unity 5%, @7 — 420 H .

952 M TEWERR I Soh RS B 19 GameObject—3D—>Plane #ir 4 . A # — > i
W 3.30 fims.

%3 0 PSRRI Y GameObject—>Create Empty 74, B 28 Py 1, I 45 HoAR 25
%N Player,
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F03.29 S — AR ME UL dir I a3 SR

&l 3.30 A @ i

— AR R R G — A B AR AT R, bR IR S T R T X i AR S A
TE AT DA FH AR 25 51 5 5 AR A, 38 20 98 AR B0 S BB AR ZE O 52 . WS bR 2 1 ik
AR, Bl e Inspector M A EJTH) Tag, By Add Tag. ST IR &4 Bl g AR5 72 Hoh
A Player, W& 3.31 iR . SR FRIEREZS WK 7E Tag M9 TR 4R 3] Player b2,
SE PR ZE TN, A&l 3.32 FiR .

© Inspector

) 7 Player | Staticv
@ Tags & Layers ¥ Tag LPIayer vJ Layer [Default VJ

v ). Transform o i :

d 3.31  FTIFAR 24 LA & 3.32  WIbR%
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% 4 . 7F Hierarchy & W& tp Player, 2R 5 % £: 52 842 H1 1) Component—> Physics—
Character Controller 4>, & £ Player 3 il Character Controller 14, WAl 3.33 i/~
Character Controller &% H T 5 = A FR8LH — A FRIWE AR 32 /A 45 6, IF A 8 Wi 9y 2
L& N

[® 3.33 ¥l Character Controller 2H 4

% 5 2 #F Hierarchy #LE Hp3EH Player, 4% J5 % £ 32 B8 ¥ i) Component—Physics—
Rigidbody 4>, & T ffi Player %Il Rigidbody 2B . ¥E Rigidbody 44 & R BLTE Use
Gravity, %' Is Kinematic, fifi Ho AN SZ ¥ B 52w, 1) 57 A ¥ 6) , a0 E 3.34 Fiw .,

[# 3.34 ¥ Rigidbody 4114

26 4. 1F Scene MK H % Character Controller L B A K/ A HE T¥YmEZ I,

%5 7 AE Project MUY RS 7R3 R A PREESE B 3£ 4% Create>C = %, 8
A C# WA A Ay 2 4 Player,

88 & A AU IR R .

using UnityEngine;
using System.Collections;
public class Player : MonoBehaviour {

public Transformm transform;

/ /G R AL

CharacterController m_ch;

float m_movSpeed=3.0f; //f8 e F B
float m _gravity=2.0f; e il

void Start ()
{ m_transform= this.transform;

m ch=this.GetComponent<CharacterController> (); //3KHUM (¥l %% 41
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}
void Update ()
{Control();}

void Control ()

{ float xm=0, ym=0, zm=0; /1R L3 AMETE RS 3
ym -=m_gravity * Time.deltaTime; / /T J1iE 3
/I LR ELAB )

if (Input.GetKey(KeyCode.W)) {

zm+=m _movSpeed * Time.deltaTime; }
else if (Input.GetKey(KeyCode.S)) {

zm -=m _movSpeed * Time.deltaTime; }
if (Input.GetKey(KeyCode.A)) {

xm -=m movSpeed * Time.deltaTime; }
else if (Input.GetKey(KeyCode.D)) {

xm+=m movSpeed * Time.deltaTime; }
/ /8 A e 2 R AR Move BT B

m_ch.Move (m_transform.TransformDirection (new Vector3(xm, ym, zm)));

}

R FEREER EME.E.L A B, TE Start O KA, B LK
CharacterController 201, 2R J5 7 Control PREUHH i #E B BAEFRE X MY Fm ErEE 3
W%, B¢ J5 # F CharacterController 41 #2419 Move #3h £/ . f#i H CharacterController
SRR DI RE RS 3l TERL S Y [ I 25 [ S5 A% sl 5 3 5 2 18] Y A

% 9 2. f& Hierarchy ¥ H 3E o Player #iF Xk Xt £, 8% 5 4F 19 Player I 7§ 2 2
Player #iF xkxf 4 b, A 3.35 FioR

© Inspector

@ ' Player ~ Staticv
o Tag Player ¥ Layer Default %

» ). Transform e

» ' v Character Controller o

» &  Rigidbody o

¥ #| v Player (Script) o
Script # Player ©
Transform A Player (Transform) ®

Add Component

&l 3.35 Player A58 £

910 0 R Tk, e WS AD AT DL EMAET S A GBS, HE T
Game P& HEA B £ AR 5 B sl R =X 2 o SR HLIE % A 5 3 0 iExk
MR, AT BRI GRS, $THF Player.cs 282 i MRS, I F Fiows .

using UnityEngine;

using System.Collections;
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public class Player : MonoBehaviour {

public Transformm transform;
CharacterController m _ch;

float m movSpeed=3.0f;

float m gravity=2.0f;

Transform m _camTransform;

Vector3 m_camRot;

float m camHeight=1.4f;

/MEBC start () BB B IR PSR AR HL I 7 B e 5% f B2

void Start ()

{

}

m_transform=this.transform;

m ch=this.GetComponent<CharacterController>();
m camTransform=Camera.main.transform;

Vector3 pos=m transform.position;

pos.y+t=m camHeight;

m camTransform.position=pos;

m camTransform.rotation=m transform.rotation;

m_camRot=m camTransform.eulerAngles;

Screen.lockCursor=true;

void Update ()
{ Control();}

void Control ()

{

/ /AT A% Bl B g
float rh=Input.GetAxis ("Mouse X");
float rv=Input.GetAxis("Mouse Y");
/ /R AR AR
m camRot.x —=rv;
m_camRot.y+=rh;
m _camTransform.eulerAngles=m camRot;
/ /8 3 # W T 18] 5 1] 5 BB AL — B
Vector3 camrot=m camTransform.eulerAngles;
camrot.x=0; camrot.z=0;
m_transform.eulerAngles=camrot;
float xm=0, ym=0, zm=0;
ym —=m gravity ¥ Time.deltaTime;
if (Input.GetKey(KeyCode.W)) {

zm+=m movSpeed * Time.deltaTime; }
else if (Input.GetKey(KeyCode.S)) {

zm —=m movSpeed * Time.deltaTime; }
if (Input.GetKey(KeyCode.A)) {

xm -=m movSpeed * Time.deltaTime; }
else if (Input.GetKey(KeyCode.D)) {

xm+=m movSpeed * Time.deltaTime; }

/ /B AL Transform
/1A BT i B
/ IBAR P

/ /AR A ) A AL
/ 1ARBARAGHL

/ /BRI Uy 5 &
f—E

/ /B B bR

m ch.Move (m_transform.TransformDirection (new Vector3(xm, ym, zm)));

//EBEHLE S F A
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Vector3 pos=m _transform.position;
pos.y+=m camHeight;
m camTransform.position=pos;}

}
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