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€ Unity 5.6.5f1 Download Assistant - X

Unity 5.6.5f1 Download Assistant

This assistant will guide you through downloading and
installing Unity.

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

Click Next to continue.

Next > Cancel
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Lens Flare
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Custom Font
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m Assets GameObject Component Mobile Input Window Help
Undo Ctrl+Z
Redo Ctrl+Y
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D ‘ery Hig
Delete Shift+Del
Frame Selected F 3
Lock View to Selected Shift+F
Find Ctrl+F
Select All Ctrl+A
Preferences...
Modules...
Play Ctrl+P
Pause Ctrl+Shift+P 1
Step Ctrl+Alt+P
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Sign out
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Input i
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. Time
Snap Settings... o
Physics
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Editor 2
Script Execution Order
Preset Manager
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Directional Light
Point Light
Spotlight

Area Light
Reflection Probe
Light Probe Group
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(6) Allow HDR: I T4TJF HDR 2R .
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A 5. 45 iR,

Assets GameObject Component Mobile Input Window Help
===

Create >
Show in Explorer

Open

Delete

Rename

Open Scene Additive

Import New Asset...

Custom Package...
Export Package... ! 2D
Find References In Scene Cameras
Select Dependencies Characters
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Reimport Effects
Environment

Reimport All
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Open C# Project
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Import Unity Package
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(7) Base Texture Resolution: 4 J&j F iz &b H B W5 KT (1) 3 B %

TR4. EHIHE

WA AR N GORIAELF 0 18 0 AT DL B A W 5,50 B,

M Import Raw Heightmap #2481 . B s E R I G . S b @ PR B AE, & 5. 51
i
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Import Heightmap n

Deptn CS—
width ame——
Height e ——
Byte Order T a—
Flip Vertically (m]

Terrain Size

[0 v zfs0

Kl 5.51 J@kixdE

E 5.49 HEMIESH

SB s, BEH
(1) 7 Hierarchy Mt £ HIE . 7E Inspector #LE 5 B LT 7 AN B HEH 4

R HIE T B Ak 5. 52 Fioi,

Paint Texture HJ B8 72 A7 MR U $2 w5 AR AIG =1 B (G D RE L & Shife B 7T LA 1 P
Wk 18] 7 ) L 2 il F A e BE P B s R O 2 IR R SRR iR

Brushes DAL 2 MR 2 2B M o AT LA f $25 1l I 12 R 3t 2 XA

Details X £ ZE % & , 7] LI i Edit Details dSINZER 44 B . Brush Size FRE ] 2
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Bl 5.52 B T H

Tl KN s Opacity JH 45 il W 08 FH 1) 50 22 1) 375 WY B8 B3 19k B8 5 Target Strength F 2K
HEH bR L 9 EE BN TR 0 PS03 R A Y S e R

(2) 1R SGE A R BT HUB 1A

Bl#E Terrain 5 » 7£ Project MR 4 i 1% 4% Import Package—Terrain Assets (& F A |
LR FLGEUR) L FE Hierarchy AR 3% 4 Terrain,

TE Inspector TAIML W AU Terrain T iEBEZE R, B Edit Texture #Z 4, FH &7 Add
Texture ¥ £, 75 5 H /) X i HE o 38 $% 22 31 A9 Albedo (RGB) Smoothness (A), WA 5. 53
N

Add Terrain Texture

Bl 5.53 i AHIE LB

(3) FHA AN 3 PR R 2 — ARG B W A I, - RE e e B L LR R
A AN P S 1 R A S5 T e S P AT A B . WAL 5. 54 R, i R 5. 53
Y Select 4L 6 — 5K R WARJESE — sk K 7 e B P .



Add Terrain Texture

B 5.54 BEFRE A
) BB A . Al Add S BCRINE 5. 55 iR,

& 5.55 HLIERR

5] B A M P b 2 il kL B M T EL B B8 N 4L Wl 5. 56 TR L 7E Brushes
HE B OB A AR X BLAY Height W8 R 100,885 Hifi Flatten #5841, B4 HE 4
%Uﬂ%gﬁﬁﬂi—‘ﬁ( Flatten fﬂfﬂo

XA i Y BB 2 B P AYE HOE B2l bk T 0 B R A L X AN Height BRIA
(B2 100 CFH 25 TP 1D A SR 2 1l ik o ol LT i A BB R T 100 BIAT 5 4 2R 22 2 i IR Bt
ECE VA AR EE AR T 100, SRR REAR T 0. W AT AT Height 473 A9 3 HORIE 35 =
B BOREWE 5. 57 iR,

LA 2 BUPRZE MU b 5 1 0 I, 2 3 B 5l TR 38 B Height (6 1, s 22 28 10F
M. 2048 Height 9 /8 B2 80 U8 BE Bk T DAAR S 38 4F T Q. 25 R A OB B0l AN 2 o0 il
Flatten #4H) .
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E 5.57 MR

e mm"* 221 58 L1 DK R TE) R i, G SR AR AR LA 6 L AT
—— - DIk sk Hd; Edit Textures ¥4, i Add Texture —>
Select—#k & ¥ f. £ 5¢ B R 5 FF o i B R, o
Kl 5.58 B,

LA L, g R e, B & e SR A
WG AT 25 L BRES I E€ , PRL R S 2 2R — B S Y &
R DA 2s &4 R R, AT LUl it Brush Size 375
L EEE FGE i Opacity B8 6 Jy B 1l ki
BORUNE 5. 59 Fiw .

W 5. 59 FTR, Z2 ¥ J2& Opacity H K 5 J5 ¥
AT AR 90 5 R I, T 5 1) I 66 9K B 2 AN —
FERY . WORAR RS TR FANTR] B B, n] DLk £k 22 7R
N R . 546 0] LLIE i B2 Target Strength {H
l5.58 LU A BRI
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(5) MK A B9EAE, anE 5. 60 fizs . B Remove Texture 241,
(6) TR A . £F T AR B AR, B Edit Tress—>Add Tree #r4>, H AU XTHEHE
PEFE AN 5. 61 iR . Hiidi Tree Prefab 4730 B RIEF40 . ol 78 B AL BE A O3 WA A XA .

Add Tree n

Tree Prefab
Bend Factor

Edit Texture...
Remove Texture

&l 5.60 Bk B 5.61 ERANA A

SRIGTEMIE b it il 3 B ¥ Tree Density (B Y % B2) I Brush Size G B B2 R A 1Y
AN AN E 5. 62 BT .

FF Tree B Settings ZHOEMUNIT

Bush Size: ZE M #42  LIIE 547 m 15,

Tree Density: M AR% &, HB KR ARBZ

Color Variation: & R4 1 20 €5 7 BE &% (57 FH i) B AIL 42 5 {1

Tree Height: # 1R UE S E,

Tree Height-Variation: # & BBEALE & .

Tree Width: A 1) 58 B

Tree Width-Variation: # % i) BEHLAS &

JE W EFLFIFL

R
i
e
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JE I A 7% B, 2 H AR

Bl 5,62 VRN TR O RR
(7)) BSIME & 5. 63 FE 5. 64 Fix.

(a2 ad a2 |7 50 |5

K 5.63 ¥ANE

Bl 5.64 FHHBEE
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Pixel Error: fRF 522 505 19 (BT BETE YL At , (E 2 05 [T TT BEAS 2 JF K5 0

Base Map Dist: #4515 I ZHAG AL A IE 2568 1 b (8, 2 (0 #2005 K] DR o3 B BoR .

Cast Shadows: TEHEIE 7 A= 152 o 49 2 1Ly 0 7 A 1 B 52

IR 6 DSOS 4171 X RIE e S8 E . Draw P 3R 7R J2& 5 18 G4 BRI LU
MRS G, YT EAE A T IR R HE R A

Detail Distance: PR RALEE 18 X — FE 2§ 0, 40795 45 1k o

Detail Density: HEANSEE , B 40/0NIE JLbi)E ,

Tree Distance: 4 FEEARHL IR 28 L2 R AE IR 5K,

Billboard Start: 448 RAL Y I B i 2 (H I, AR RL 45 JUE LT 46 R

Fade Length: B A D A% 3o 8 21 7 45 A9 I 5

Max Mesh Trees: fff H] W% I8 2EAT 18 4% 09 fe KM AR .

IR 4 W0 Ky 3 S 4

Speed: UM AL ;b A8 T 1

Size: [A]— W ] 52 31 XU e B 14 45 6

Bending . W R bl XUE 47 25 il A9 55 B

Grass Tint: XFFHIE LA A9 I A 50 F0 4075 ROAS Y AR T e i 6

i Edit Details>Add Grass Texture Ay 4 J5 2t — T 35 HE, AN 5. 65 i,

Add Grass Texture n

Detail Texture [None (TexturezD) | o
Min Width [z

Max Width [

Min Height 11

Max Height E

Noise Spread |n.1

Healthy Color _ 7
Dry Color [
Billboard ™

B 5.65 4075 it

Hid; Detail Texture £7 31 B BUEHHL BB A 7. BRI anf&l 5. 66 PR .

SRIG PR R, sl Add 3% 4. BRI 5. 67 s,

(8) ¥ Wind(XO : 7E Hierarchy mi# I A o5, % # 3D Object—>Wind Zone I, Il
&l 5. 68 7N .
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BT LU S A A AR 30 W MR 5 0 4 b AR

Select Texture2D x

(2 Grass D)

K 5.66 BEPEE QR

B 5,67  ERINT R ALY ECR

(9) Werk A5

R LIS — AP AR, A 5. 69 s KR %E#H Standard Assets—>Characters—
FirstPersonCharacter—Prefabs, & 2| — APl 45 . FPSController FL#:#i A5 5c
AR, ] LUE it Project TR F AT R IIAE B4 A 4R

X L FPSController S5 — AFRFE il #7 » L 1A 5 4 (A, nT LE O WLALS.D
R AT S 22 A, Space BB, $i 8 PSEHE Shif e+ W hn #, H BRUPR S 1w . 4
IRAREL AR U, % FPSController, £t 7 Inspector H A IAIAS , X6 3 B 47 4& o4, 4n &l 5. 70
i

e Ja HAE . Play ST AT IR T

XRE, — AR BRI R S e T



Copy
Paste

Rename
Duplicate
Delete

Select Prefab

Create Empty
Cube
Sphere
Capsule
Cylinder
Plane
Quad
Ragdoll...

Terrain

Assets » Standard Asset:

FPSController

B 5.69 55— AFRILA AL [# 5.70 FPSController ¢ &

5.3 HIE5|E

W44 fit T T 4 0k G g A 3 5 | A T s o L B i A a2 2 4k AL S BB S A B
SR . AT U KR X 2 b 0, WA 21 1 S B8 E A7, ol Ak B AR it in B S At X G gk AT
AZH %k — VI #R I E NVIDIA 2 6] 1Y PhysX 9y 35| 252 B,

5.3.1 &H
WA L E R B 0 5 e T 90 B 7 8 A 45 0 22 T o DA T 5 0 2l i % i 4% b SR
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i 25 WAt I Ak 0 #% g e, 5 LA AY 8 8 B Bl HAL B R R IR A

X 2 ) e K0 22 5 7E T J1 (Forces) B8 T, WK BE 22 52 4k 07 F0 A 7, B AR w) L,
5 [ A AT DA SRS, AR S e RS (A s L W BT | B RN — R 4 NI g
# 5l & 1 [ I, 2 52 ) 0 G2 1 28 45 B 3kt 2 ol A BB X 3 =2 — A Dt BT 4 2R )
I 45 1 T A g 722 4 A8 2 P PACA Tl 8 R G At 52 40 1 s i £ £ i) R,

BT 38, X R I 21 s i B 3 R 42 b 38T R B SR AT Component— Physics—
Rigidbody ED W ¥R, Z J5 X RAtAL T RS | SR 2T K2 B E 2 m i T %, i
FE A% 5 AR 2 7 s ANt AT BB A T 2R I — > Collider 803 Joint 11T BRI ELF 5 R 1

v Rigidbody [P ﬁﬂ gl
oras ; Unity #1 B0 %) 38 51 4 (9 8 #E % % 0 5. 71 FF
s S8 R T X A TR A AT A
e (i : (1) Mass: ol 00K ke IR E LG 42
s iy | T 4 AT 22K 100 AR E

(2) Drag: ==X B 11,0 F/REF 7, infinity

K571 EHiRE R - ~
= R M IR

(3) Angular Drag: #l 7R S BUE = LIE .

(4) Use Gravity: JE{F % 5 JIFMW,

(5) Is Kinematic: J& 7 N Kinematic WA, Q1R J5 % 2 80, WX G 23 4 40 B0 BT 42
il s FHORE G A R A e R AR R A — R S B B L B A A Hinge
Joint [ 3y i R4

(6) Interpolate: 12K WK iz 3l A £ 3, 22108 2otk 2 %0, None R 7m WA i {6 .
Interpolate F7R MR L — Wi i 7 & R ACF 15 4/ 1B . Extrapolate 3875 MR 46 000U A9 F — i 49 32
EE R AT 9 A 1R

(7) Freeze Rotation: AL HiZ eI, 8 2 WA KE A 25 K o A1 g 55 #1051 & AR e
g, FUBEE b AV AS (Y i e R EIOR EATHRAE

(8) Collision Detection: flf #8455k . HI T By 1k WA DR PR A2 2l i 2 0 Fo At X 52

(9) Constraints: WIMAIZ 2l 4 £, 0046 {07 B 20 90 RN e % 29 oL 2) Bk Rom 78 % A6 bn AR
RV HEAT SR

5.3.2 #bafpk

AT XS HABAE Unity Hopl 8 H 09 97 2851 2 8 MR T PR 38

(1) Parenting: i — "X R4 TY I BEEH Z T o, EWiEahl S5 AL %
N TF . WR A ST AR R K SRS NIRRT 5, 55 A MIMATE 8 ) JmlE 1 e
SZIEE S .3

(2) Scripting: il WA (14 75 2 32 2 J2 38 Jxb A0 AS K it Jon 4 3 R 7 5 38 5k A WA X 42 1
W AddForceO) 1 AddTorqueO) 77k . PR 7T L 244 1 W B 5 | 25 Sk 45 i WA A s i, AS
B AR PBRAERT S0 A B A .



(3) Animation: F 2 T 4CHE LEROR , 58 BUTE ) i 5 ) B ) 2 (8] iy Bl 4, 7T LA
B WA 3 N Ts Kinematic, 243 % 4 Kinematic B zUE, &8 R A2 240 S, X ik R
Al 38 1o AR 4y SORFRAVEXT 4, B2 Kinematic KRS &2 HALNIE A AC A S HZY
MO, F a0, % 7F Kinematic NI{K I A9 Joints i 23 4% 2 5% A 3% £ 19 o5 — A4~ 3k
Kinematic R4 , 7] B 1, 5 98 45 A Wi 44 7~ 26 fif 4 5

(4) Colliders: Flff# {4 J2 ) — Wb F- S AN AL AF R LEXT R840 K A hl i, >
A AR 2 fih 380 — 2 1 B A% B A T 1 T P 0 15 1 il 4 i 5 U B L R R S AT
) lE 488 ) o TS A AR 1 A R AT A B AR UL 1 i 2 T B b 2 e LA R 4k

(5) Composed Colliders: Hl 2~ FEA 1) filf 5 44 XF 52 41 G 1 B, B B — > il ST A9 il 4 14
X5, MR — 2R SO BB H Mesh Collider (B 58 7] LA FH 41 & filf
EETZN

(6) Continuous Collision Detection: CCD F Bl 11 4 %% 3l i) P 74 25 ok HoAl X 42 .

U RO 1 8 e e A 0 SR — WU AR X — 1, N — I R O TR
T3 1T o AR 2 A 458 s 000 B 3 o A Y00 AN ) A ) R AR L AR O G A G A i o i R
Continuous , X B 6l 48 A6 0 55352 0 2 By 1k X 92 28 3ok BT A 0 #f A Al 14K s 3 ¥ Continuous
Dynamic i ¥F 2B 1k 5 33 HoAth 1% & & Continuous 5{# Continuous Dynamic B N|{&, CCD
H 7 #f Box.Sphere fll Capsule [l f# 14,

(7) Use The Right Size: 4 JH 4 35| 4 ) I 05 , i 4k xoF G 19 R /) LE WA i) o 5 B o
B, MR R AT R AN AR BT IR Y, Lo A 2l R A8 B L B0 AN BE T A R A T G A
AT 228 OB R A 46 BB . Unity BYBOAFALJE unit(lunit=1m) , Y7305 5 0 11 50 J2 1%
HEGX A B R Y . AN, — AN JBE SR R I 81 38 5 — > i BRUR 5 Y B 2L s 7 9 81 1 2 56 4
AN —HE 0 BRI () /D P 0 G2 7 S A s 80 7 12 4 R 8 — 1 EL A

XFF— A N A ORI UL, B A 2m &, AT LB — BRI S B 1m /) Box 3k
VEZ: B8 L B LA — > A1 80 3202 Box RIS . U8R AR BE B 3B B B AC B, ]
DL 3o 16 e S AR RN ) i R L B L. #E Project T AR HP ik Hp AL, 1 % H Importer J&
PE RO AR A A . G SRR B U R e S0 Ak B A AN [ 8 (R B X G, AT DL
7 4 B ) 2R TRCAEL o {F 2 ) B 5 | B AR B XS X G 0 B i 3 2 A 2 A — LA L X AT RE 235
M FEME BE L AHIF AN £ KO8, W FEZE IR R, MR XA X R AR X4, non-uniform
scales WG —E ), FEF DL B JUPA I 6 76 ) A A5 Y A I i 50 4% I Uiy £9 L4911k
L,

(8) Hints: P> WA AR X BT i PR i B AT Bl 98 A9 IR A K 2 Ao B iy . 4 WA 5
R R I A SR E RS E R, RSBl A 3/, n ] Drag 240, AR S
X R E R E, 2B, A Drag (0 0. 001 (EAEE) ~10CHE) ., Wi
7 i 28 6 1 B ke 42 7 X 5 IR 4 28 B — > WA 4 0 0 8 i B Kinematic, 41 2R
RS ok 7 4 e B8 2l Xk 42 [ IR SCARLIC I 0T G 0 il 48 O L IR 4 b A 45— A R LA

(9) Mass(Ji) . TEYH 2, B BOR, Bk, XA LA C 89— ME .
ER B 5 45 0 SO 3 557 b B 0 R B S e AP R AR 25 100 A5 D b, BB 0k P T A A
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22 R R W AR Rl 488 I 2 77 A 3l DR A 2, AT 52 ) 3 R B

(10) Drag(BH 1)« X HLHG 102 25 B 7 o 25 Ui w0 4k 52 30 52 D7 i s e 3 A {E
R ERS B, W R E BT BR B3 R 2 RIS IR R8 E)

(11) Angular Drag(Fi B J3) . [FIFEHE (9 2 25 SR 7, HOAS 2o J2 FH >F BH i 0 A4 e 2 114
TR B8 T R B3 WA 23 5 RIS I R

(12) Use Gravity (ffi 15 J3) « /) 8 I, itk xd 5 23 32 B iy 52

(13) Is KinematicCZ F 3 &) « ) % I, 2 75 i X 6 G2 32 ) 21 51 28 19 52 ), {H 31X
AN AT T A WA 2 . ok 3 T R 2l A A A SR A AN 2 TR A 5 i 32
AN

(14) Interplate(ZE{E2EAD) . W R NIAR s B8 sh AN BRI, 7T LR B LU — Fh S i
7.

@ None(To2E{H) . Al FH2EH V.

@ Interpolate(Z{A) . G L —Wk K5,

@ Extrapolate (45 MG T — MWK A A7 BRI 5.

(15) Collision Detection CHlf 4 #6175 ) .

@ Discrete (B H « BROINARERE A 77 2. YK A 32 S AR PR B, A 7T AE HiF — i
TE B YR ETIE  J5 — WIS AE B W5 1T L 3K A B0 A 2 fidh & 4 = 1R BT LLAN 2R SR
A D 33X A AR 100 S AR 20 P I TR e A 0y =

@ Continuous GEZE) » X Fp J7 2 AT DL A 25 00 A% Bl 18 45 119 20 X005 52 0 4 Al 488 A )

@ Continuous Dynamic(#&#ELZL) . XM XL G I AR E T 2 8¢ 3 J7 M IiEk xF
RAEAT R AT

(16) Freeze Position/Rotation (&5 7 & /g ) . ol LIXTIRTE XY Z =AMl E i 47
B/ R AT BUE R 2 52 BIUAH N 1Y 7 S i L AEURT DA S A SR A

(17) )5 0 B3¢ — T 18 1 414 (Constant Force) . f1 F FL 8 25 5 B A6 M e AS f50E
MaH T, EHHHM A 4 A8 505 & Force/Relative Force (it 5L /A0 X /E I 1) .
Torque/Relative Torque (5 /AHXTHL 1) . X EESHAE T HHINFERIR iy XY . Z #liJr
] 6 7 1 KN, 53 AR B A UE A A W LS e . AX%& T LA C 22— AW
PR —A> Y Bl ) 1 7 R AR KR — R R R A

5.3.3 ##H

il 3 AR R R AL A 45 LR 6 A

(1) & FHifE A . Box Collider,

(2) BRIKHEHE RS . Sphere Collider,

(3) IEPERH#E %% . Capsule Collider,

(4) M L5 fili 43 2% . Mesh Collider,

(5) ZEHR Al 2% . Wheel Collider,

(6) HIEAIFE RS : Terrain Collider,

28 2 D T LV 0 S0 T8 U 5 BT, V52 R 1 T



A B, R R g B S i ) BB BT GE 1Y, W [W @ Box collider FEX

- Edit Collider
K 5.72 Fizs, Is Trigger -
BESERY U+ 54U R G5 AT Collider, | Matertal 5 Siane (el Hateriah 1
Center X0 lv[o 2|0

FRAE R i B I PABURRI e e
0 SR 0 2 0 AT B R [
1) Is Trigger J& P£ B9 I M5, X J7 & ] Lhid@ i
OnCollisionEnter bR £k I lf 48 ; 40 28 2= /b — A filf
FEIRK Ts Trigger Bk E B2 X 7] Ll i OnTriggerEnter £ 0 filf 5 ,

Is Trigger (il A& %) « Al 43 4 09 5 — @ 14, FH T 40 Wi 0 45 el P floh 6%

fi s < - P il R B B FE W AA 865 Rigibody (WA 44, #5 JC NIA , TIE 4 filf
& fih & F54- & OnCollisionEnter ) , #57 Is Trigger )% 2Z J5 flf 4% fih & 25 4F & OnTriggerEnter O,

TR TR DG A AL S R TR LA RS F DEAR

1. Pkpkek

(1) H49efE Hierarchy WM 4 7, ¥E#E 3D Object B A Plane 1 Sphere, 2R )5
{1 Sphere P8 23iE 4 A7 &, WE 5. 73 Fis,

& 5.72 Bl ARG E

5,73 Bk BRER I Al 4 4G

(2) SRIGHE Project T REH A5 . B ) BEAL i BK Physic Material, W& 5. 74 ffios .

@ Dynamic Friction: Z) & BE J BEIE R 0~1, {HA 0 FRCRBIK, MBA 11,
Yk iz g AR P R BRAEA AR KIS ) 8l ok sl E

@ Static Friction: #SEEHE S RERE R 0~ 1, 1 TR W IR R T i L EEE ).
M{ER 0 B RO UK YA 1 B IR A B T A TR

@ Bounciness: M M5 S L RBO . 0 AUFRA S, 1 AR AR RE R 2R .
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B 5,74 By ERAL R

@ Friction Combine: FEHE H A5G, 2 SO Rl f3 ) 1S A9 B 452 T3 O iy &5 5 k2 R
HHEAER .
S BR A B T i B AN 5. 75 FR

© Inspector
ew c Material

Bl 5.75  SCHUER B4 A B 1A

(3) Y H A RER MBI 45 Sphere, If H %5 Sphere IS IN—RIER , EI0NEA DL 7 Fh
7.

G —Fh. IR P& 788 P Inspector 14k F] Add Component, 5 J5 7E
P RAE BRI A WIS FRL A8 5. 76 R

‘. Rigidbody

=y
o
m
o
]
o

8

& 5.76 WS IMRIR (D



B TRk rp A IR B PR 5, SR RS Component—Physics—Rigidbody fiy
A WK 5. 77 BN,

Component | Mobile Input Window Help
Ctrl+Shift+A
N || create ~| (&7
Character Controller
Loy > BoxCollider
ucio) > Sphere Collider
ik 2 Capsule Collider
[ty > Mesh Collider
T > Wheel Collider
e > Terrain Colider
Playables >
AR > G
Miscellaneous > Hinge Joint
Analytics > Fixed Joint
Scripts > Spring Joint
Event > Character Joint
Network > Configurable Joint
XR % Constant Force
ul > T

B 5,77  USINRIR % (2)

D BIMGENMRSS PRSI A T 5 1 RS0, X B By Play $#%41, ¥7 0450 AT L 7E Ml il
Plane ksl T . /NERSAE B, 0F H AWK B — & 194k ) Fsks) .,

2. 1EJ7 PR RUER P ity filf 6

(1) G JLA Cube Fl—A> Sphere, # & i L NIA Rigidbody., 3 — A~ 1E S &4 3 fift
FH. & 5. 78 FToR .

& 5.78 WS IMAIR % (3)
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(2) Huifi Play #8132 47 )5 (8 2 B 4000 52 A 06 b B RIEJEE . DAL Dby 3 26 = 2% Wy A i b 1
Plane #3747 H Box Collider, Capsule Collider 8] Mesh Collider % J& £, Bt L) 58 r= 4= filf
E

5.4 BFES

KL R G R = HETH LIRS 2 R DL — S8 0 A B G 9 BRI 46 B T
il A% 2 B4 T e AR A L S B SR ) B S ML . 2 DR T R SR UL B R AT
FRIE K RAE TS B 5 VAR R R R B RR OGS R B R A R A
# Unity E’Jﬁ?ﬂ%&ﬂlﬂ'%ﬁiT#?fééﬁﬁﬁﬁh

5.4.1 % @ 4% Particle System

IR RG EWAR, A 5. 79 PR, Hph &3 mm & LT,
Duration: ¥ F & & Jl #]., @& 5. 79
T JioR A8 & 5F 5s LG i AT — kL & 5
JAH, %A A% Looping, 5s Z J&5 B F
IR AT

Looping: 7 ¥ B J& BA G 24 & 45 .

Prewarm: MRS, flm, 4=
] /IR R G, A5 RETE SR I A B A
L ST S 8] AH S KL - A& I R A R A,
N %A% Prewarm,

Start Delay: i F i & & . &) &5,
B — B} (8] A TF i & 50t

Start Lifetime: 4 M %2 A I & i 0
] < 2

Start Speed: HL ] 4f & A= if 1 3

3D Start Size: T F7EH — 4 J7 1
R,

Start Size: B FHILHHI K/,

3D Start Rotation: F F#iF7E . —4>
J7 1) b A e

Start Rotation: i FHIUHHER .

Randomize Rotation: Fifi HL i€ 5% ki 7 J5
[ I € e 4 7 7 v R O - RV N A

Start Color: K. ] 4 B €4, ] DL %

Default-Particle @=| mbEEa,
- e AN e— | Gravity Modifier: B & IE,

B 5.79 kT RYEMMNR Simulation Space: & & Local, Itk i %7

v
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F R H R ) R World, BB R+ A2 BRI AL A% 8l 5 14 Custom, i F 23 1R
ERENYIRE .,
Simulation Speed: ##E Update £ 114 H R .

5.4.2 Emission # #

16 Bk Fm b 4% —4 Emission BEH, B &N &I & LW,

Rate Over Time.: A} aE] N AE BUR F B0 80 .

Rate Over Distance: FE&E IR - EMR F 8. RA SR REB N, A4 Kkt
A

Time: MEJLEPIFAG .

Min: fge/IVBLF 4R .

Max: f KRR FEE . KL AR 2 7E Min 5 Max Z [ AL E .

Cycles: fE— 620 19 EL

Interval: PR Cycles BYAHFE B [A] .

KL R PR P s R, WL 5. 80 i,

Emission of the emitter. This controls the rate at
which particles are emitted as well as burst

. |emissions,

Time Min Max Cycles Interval

List is Empty

5.80 A HtEEHR

A A Trails B, 20 7E Renderer 145 Trail Material B .

Ratio: 73 HC 45 3> KE 746 R A%

Lifetime: £77E 4 JF& (1) i ] [8] B

Minimum Vertex Distance: & SR T 76 Trail 42 £ 3 0 5 2 A 26 2047 7 19 BE 2 .
F2 52 07 T LA HC OB € A Trail,

Texture Mode: AT 363 &% B 4 B

World Space: @03 A, BIf F Local Simulation Space, Trail T0 &t A 25 [ & ki T
ARG MER D, W, Trail 2x3E A SRR R HZRALFTR 7 REMH D,

Die with Particles: Trail BREER FRFEH .

Size affects Width: UNR2) %M 3E , Trail F) 5% E ST LUK T R T,

Size affects Lifetime: Trail [fJ Lifetime 3 LKL T RGN,

Inherit Particle Color: Trail [ 23 AR 4 b7 - 1 2 €2 4 %

Color over Trail: AT ¥ Trail ZEMhk FOEIH

Width over Trail: I 745 Trail 7E M4 FA SR .

Trails BEHANIE 5. 81 FiR .,

F5%F BUAFEFREFFL <
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[# 5.81 Trails #iHt

5.4.3 A F 24 AHELE

BLF R GRS E B R E R T & BT IR, I8  & 51 4y B A, BT R ST R Y
JE AR (Shape) 3 15 Bk 44 (Sphere) | 2 Bk & ( Hemisphere) . [& 4 (Cone) . 37. J7 1 (Box) . M #%
(Mesh), A W45 R HN AL AL T i nwl 4s g . & S un &l 5. 82 fis .,

K 5.82 KT RESHUE

T 43 0 X AN TR AR B R R S AR I S RO B AT A

1. Ek{& (Sphere)

Radius: BRIKMGPAZ,

Emit from Shell: MERIRSNFE K 5. QS A% I, 67 4 DBR AR P93 & 5 .

Align To Direction: J& 5y & BRIKF L L T &9 .

Randomize Direction: H ¥ J& 75 BEHL 7 17 16 4 15 8 BRAR R 101 12 207 0] K55

2. JEk A (Hemisphere)

Radius: JERIKATH1E

Emit from Shell: MEERIKSNFE K G A0 A EE IO, RL 45 D= 3R P38 & 5 .
Randomize Direction: BEHLIT [a] KL T2 7EREHL T [0 18 2 10 4 2 BRAR R 0Tk 28 07 0] & 50
3. [ (Cone)

Angle: HETE LA B 7 ) I M. WA BE R 0 R IRIAE R R A — A7 1) R AT
Radius: & 5022 IR R T A E 4 . WUEORAEFE T R N — UK 5T,

Length.: [B] HE (9 /& — Hb 18 F0 I00 5 (9 #E 2. 32 Emit From 2 805 i, {9



(Volume) 3 N #AM 5% (Volume ShelD) & HiBsf 7] H .

Emit from. & WU B &5 1. AT 68 B9 (E A I &8 (Base) (I #F 4 5¢ (Base ShelD) | 4 #8
(Volume) fI N 4P 7E (Volume Shell) ,

Base: 7 DA I3 #4517 19 48 28 A7 8 T 8 A RR ) 2 539 4 25

Base Shell: M\ I % J& 1< 320 9 46 0 2 100 7149 07 1] A 5

Randomize Direction: BEHLH 1],

4. 3 Jifk (Box)

Box X: S2J7 K Xl 52 I7 KR Xl A0 4 il

Box Y. SrJrih Y il SLO7 Y S AL

Box Z: SLJiR Z il SEO7 R Z 4R K

Randomize Direction: BEHL TS ] RS 16 BEHL 5 ] 38 2 5 & 2 7 Z b 5 ) &30t

5. 4% (Mesh)

Type: KSR KT 7] TR &S (Vertex) i1 (Edge) 8% 1 ( Triangle) & 5 .

Mesh: Md‘ﬁﬁh,ﬂﬂﬁiﬁﬂﬂk

Velocity over Lifetime: A=y J&l AP BB . B4z )y il Ak b7 5 9 3 %, Y 7 3 2R 0 A3 17
g (AN 3 B 55 ) %5\7 XY Z R IERCSU TR T ] B B RO B 5 [ R

Space: Local/World, 3 B {4 A< i A br 2R 38 2 T A AR A 2R b 194 .

Limit velocity over lifetime: A= iy J& 3 PN B9 2 BE BR 1, JEAS R TR 1, an SR
BEE I BIR E TR e 2 00 o] 5 o B A8

Separate Axis: 7r &34l . T 3E A R H

Speed:: FR il #Y 3 B .

Dampen: BHJE 6 2 0~ 1, 42 il N 9 15 14 4o 3 4 ) i 38, 497 ISEJT'Z%JIE‘JHW’J,
BT LR A S0 45 TR IR L KRR S Y B R E 0, o i 2 *rﬁkﬂﬁﬁﬂzﬁﬁ B M
0. 5 FR IR, DU 2oty 3 30 i 1 28 Dok Py — 2k

5,44 A2 FHE

XKL B ) Y B AL 5. 83 TR,

Grid: JHRIESEEEL.

Sprite: i & AH [F] R ST #Y Sprite 5230k -2 i ,

Tiles: MA%HIFTHI4L.

Animation: LA #5015 & 2 3R .

Whole Sheet: zhimEAEH T 24~ F2HH

Single Row: il H ] T B —47 . A —A>BEALAY 2L T LA 35 50 2 e £ 5l iy —
froRAfEghm,

Frame over Time: H4J B[] 55 0T, B8 A bR 2 B9 1) Cs ) SN A s 2 T A~

Start Frame: F4fMi, 81

Cycles: TE 1s Z 6 PR 4% 150 £k .

Flip U. #1% U,

Flip V. #l% V.

H5E BPAFBAEFL
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]
1
0
0

Everything

& 5.83 KT Bhim

5.4.5 st 4g4em

L ZR G0 I R R AT M L5 PR R . RO T A AR L BR T AL L1 A A A

AR LAY T Rl 48 Oy B3R AT 4

TEE 5. 84 Hp AT A T Y+ F AL T IS Il — A Plane ®E 48 {4, 7€ Hierarchy & Hbi 7 &
S FwikT B, XA SO E IR,

Visualization. BEEEAE A BT

Grid: Scene f & th ] LLFE A% , Game LK AT 240347 .

Solid: Scene Fl Game # ¥ Hr#f 23 F B — 4~ F-1H .

Scale Plane: #ilf i {A& 19K /N,

Visualize Bounds: 275 ik 7% 7 T A4 flf 18 14K

Dampen: FHJE (BUE 0~1, {80 1 B, B0l W PR 7 il 18 A 1 )

Bounce: )] R,

Lifetime Loss: filf {8 J5 ki 751 < 2 /> A= i A]

Min Kill Speed: L filf f# 5 2k £ /D @ BE

Radius Scale: filf 8 fli % ({H 8 K R+ 55 Rll 18 4 S 28 Alf 48 1Y) o BT 25l 88 440

Send Collision Message: J& % & 1% filf 1# 2514 ,

5.4.6 ##EZ LT LHAB

FH T DL R A i o e v 7 7 A T R S S
TEE] 5. 84 v BT A THT A - 5 BHLAE W] LUHT i RE 1 % 5 4% . 75 Hierarchy #L I HORL 7 R 5L 1Y
TR B AT R — R T R G g Bl B B T R O R A R T R T

\\’/
[ I

B 5.84 R RTAFBEE

TE B HE R & S 5 S T A] DU R I

Color: WEHIf,

Speed Range: 3 £ Y U 0 FEl (R 33 A™ DX 1) 5L A% 3 52 4l o 7 T ) 230 68D
Size over Lifetime: $ 5~ AF iy Jil ] b 1) R/ EARSRAE 5B —FF) .
Size by Speed: Hi K /NFifi o B 1 AR AL AR e CREAR B AE S5 B —FF) .
Rotation over Lifetime: FiFE iy J&l 39 v (9 e 5 B pe R AR B4R 5 B8 —FF)



Rotation by Speed: L 1€ &% Fifi 5 3 1 A8 LB CREARERAE 5B —FF) .

Inherit Velocity: 4@ (GEARAFD .,

External Forces: #MEBAE ] #8683 (AT 42 i XU A5 385 R %0 o

Color by Speed: FF & & i 7 76 B A A iy J& 1 v 2
R A AL, FEARFEAE S Start Color — 4, WA 5. 85 s,

Force over Lifetime: & ¥R F 7 X.Y.Z #i# 77, W
K 5.86 if7/n., H i, Space #Bon Bt R, J1 2H I #E
B, BT DUBE T 19 3 B AN [l F Velocity over Lifetime #5303 B & &, W& 284k 08, Fr LA FH F
HEALRL

K 5.85 WEBIM

5.86 BEKLTAE XY ZHIA )
Limit Velocity over Lifetime % B4 F1E X.Y.Z #iA0 3 E , 0K 5. 87 s,
& 5.87 BER T XY Z Y

(1) Separate Axes: 275 PR il il A9 3
(2) Speed: FiF 1)K GTHE .,
(3) Dampen: BHE (BEHN 0~1),

5.4.7 £ T % % 2]

T3 A A S R ) B — AR RS
B e TE Hierarchy WA i , Huili Particle System 3£, 2R )5 7£ Inspector [ Mg HP & B HH
KB K, Start Size fll Start Color 4B N 0.5 MLk, 4k 5. 88 Fi/R,
. _

emission cycle will repeat after the

& 5.88 BT E Ye s (D

F5%F BUAFEFREFFL <
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1E Shape Hi%$ Hemisphere (YR AT DL £ A & Bk (IR 16 2 3 36 iR
ME 5. 89 s,

B 5.89 WHENTIEPEBEA R

Color over Trail #E#LE(, 4N 5. 90 Fix.

Bl 5.90 i EORLFIE YA (3)
SR JGAE Project TR B — P i EK Material, 7228 H Shader 288, 0K 5. 91 ff/N .,

Standard
Standard (Roughness setup)
Standard (Specular setup)

¥ ~additive-Muiply

Additive
Additive (Soft)
Alpha Blended

Alpha Blended Premultiply
Anim Alpha Blended
Multiply

Multiply (Double)
Standard Surface
Standard Unlit

VertexLit Blended

B 5.91 wENTFIEREEAW@W



B e 5 BB AN R R G . XL LIAB SR T R G Trail MIBIEG T . SR W
K 5.92 s,

U2

Kl 5,92 BCERTEGROR

5.5 Unity Bz

JEIAS & — i R A R B . Unity 3D BS54 %€ Fl P A 17 X i 1 A 2 1 ke ] 4
AN ] B R 4 — 23 B RE S BRSSO B B 58 B R W s TR

5.5.1 &R 5 4] & A

TE T fif Unity A Z 0T, 56 FF B 5 45 10 Q) A 1 0 2 4% , W&l 5. 93 s,

Fie BRI JELAS (0 B @ 0y & e A =4 Cube, 411 5. 94 FiR .

HAE =R, &£ Create>C#H Script fr2, & 5. 95 Fi7R .

HORANIE 5. 96 JiTR

ATLVE W R IB AT 20U PATIIUT A S 2 1, 3555 8 — D0k, 8 Exec 19
Update O 7 iETERE s AT Ja ORI 5. 97 FroR.

Exec BIMEM Bx T UpdateO) 7 6, B A S HZ AT LateUpdate O J7 3% . 1M /2 55 1
Execl 1 Exec2 H' i) Update () J7 ik #B $ AT 58 5 LU J - 75 25 AT F A 19 LateUpdate ()
Tk

AT X AN e T AR 55 28 b T RE Unity J5 6 2 W0 ST BAR (9. S AR Y
Awake(),Start(), Update() . LateUpdate() ,FixedUpdate ) %%, i 1 J7 B 75 )5 & #8029
CEF i,

J5 £ 19 Awake()

j/ii%ﬁﬁ?ﬁﬁﬁl’i] 5.93 HY A AT IUT, S5 T 23 R B ST LA SE SGZ T

A 2 Y Awake();

A 1 Y Awake();

JiAs 0 H Y Awake() ;
}

FSF BEWAFRFTFL <
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JE I S Fa s 7% I, 5 H R

Reset is called in the Editor when the script is attached or reset.

Start is only ever called once for a given script.

The physics cycle may happen more than once per frame if
the fixed time step is less than the actual frame update time.

FixedUpdate

yield WaitForFixedUpdate

C

Internal physics update )

If a coroutine has yielded previously but is now due to
resume then execution takes place during this part of the
update.

OnTriggerXXX

OnCollisionXXX

OnMouseXXX

C

Internal animation update )

OnDrawGizmos is only called while working in the editor.

OnGUI is called multiple time per frame update.

OnApplicationPause is called after the frame where the
pause occurs but issues another frame before actually
pausing.

OnDisable is called only when the script was disabled during
the frame. OnEnable will be called if it is enabled again.

LateUpdate

OnDrawGizmos

yield WaitForEndOfFrame

OnApplicationPause

OnDestroy

& 5.93 A B FE

Editor

Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering

GUI rendering

End of frame

Pausing

Disable/Enable

Decommissioning



B 5.94 AlE =4 Cube

BF N cubedf —ANHIA

B 5.95 A=A A

& O SO O O)|l0 & O

5,96 QH=RAERBCR

0,
(1)
(1)
(1)
D
(1)
()
(1)

K 5.97 8 Exec i) Update() J7 % 1 B 18 25 5

FSF BEWAFRFTFL <
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JG 5 W5 7% Awake,Update,LateUpdate 5 , #BJ2& ¢ JL 3 , 55 7 A Ui 48 % 42 [ A vh
1 Awake 01758 58 Z )5 » B 224147 Start,Update,LateUpdate 58 7151 .

J7 & 1 Update( )

{

/73X B4 B E] 5. 93 m I A BT IUT , S T 43R B 8L AT LA SO T
JNA 2 h i) Update() ;

JAAS 1 ) Update() ;

JliA 0 1) Update();

}

5.5.2 MHAIMAA

PLAE G JE S AE — PG 0L . ZERIAR 0 1) Awake O J5 35 P B B — S S T R X 4, R 5
TERIZAR 2 1) Awake O 7 & ZRBUX AL TR & . RBENT,

using UnityEngine;
using System. Collections;
public class Exec : MonoBehaviour

{
void Awake()

{
GameObject. CreatePrimitive(PrimitiveType. Cube);
}
}
//Exec2.cs
using UnityEngine;
using System. Collections;
public class Exec2 : MonoBehaviour

{
void Awake()

{
GameObject go = GameObject.Find("Cube");
Debug. Log(go. nane) ;

}

TSR AR B AT 2 SE AT Exec, SR 5 FEHIAT Exec2, B4 Exec2 W1 Awake 7]
DL IE A b R 303257 D7 PR 5 5 {HL 0 R A 1 $AUE T W 2 e AT Exec2, SR 5 /& Exec, I8 4
Exec2 1§ 5E 2= R4 H 5%

TS bR H R B IAIA 2B % 2 BATTHY 5B 5 AT U A1 I A B . A A g 1 IR
MR EE AR R AT 1, BV 90 7 B edk o 2 b i I A e g AT . (H — e, I TE Awake O J5 1
A1) i AR X 42 35 Resources. Load(Prefab) XF 4, SR J5 7€ Start O J7 i o 4R O X X 42 5l 35
AT S R B PIA TR 2 T 2 B0 AR T LA R T B — R T

3 4h Unity W52 7 — A J7 ik 38 & A 59 $047 T 78 Edit— Project Settings —
Script Execution Order BT, 40 5. 98 AR,

FAE AT A - TR SR N B ARG B B BT BAAS . BAAS R in sE BE TS L BT A



[ Edit | Assets GameObject Component Mobile Input Window Help

Undo Selection Change Ctrl+Z
Redo Ctrl+Y
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D
Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Select All Ctrl+A

Ctrl+P
Ctrl+Shift+P
Ctrl+Alt+P

Tags and Layers
Audio

Time

Graphics Emulation >
Network Emulation >

Snap Settings...

Player

Physics

Physics 2D

Quality

Graphics

Network

Editor

Script Execution Order
Preset Manager

Inspector

a Script Execution Order ##,

Add scripts to the custom order and drag them to reorder.

Scripts in the custom order can execute before or after the default time and are
executed from top to bottom, All other scripts execute at the default time in the order
they are loaded.

(Changing the order of a script may modify the meta data for more than one script.)

Default Time

% 5.98 Inspector MM

SR $4 2l A A SR S DA HE YL A 4 e T G K R AR B A B AT,
Default Time 27 5 A B AR AT IR A0 L6 B A 59 PRAT IR . an sl 5. 99 Jfow

FSF BEWAFRFTFL <
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0 inspector |
@ Script Execution Order *,

Add scripts to the custom order and drag them to reorder.

Scripts in the custom order can execute before or after the default time and are
executed from top to bottom. All other scripts execute at the default time in the order
they are loaded.

(Changing the order of a script may modify the meta data for more than one script.)

— Exec [-100 | -
Default Time

= =l 200 -

ENEXEER 300 -

Juctaic]

El Console
] Clear | | Collapse | Clear on Play | Error Pause | Editor ~ |@s ] M
@ [09:58:59] Exec ======= Awake

UnityEngine.Debug:Log(Object)

@ [09:58:59] Exec2 ======= Awake
UnityEngine.Debug:Log(Object

@ [09_:5!:5_9] Exec ======= Update
UnityEngine.Debug:Log(Object) > Update()

UnityEngine.Debug:Log(Object)
(1) [09:58:59] Exect ======= Anake Awake()

@ [09:58:59] Execl ======= Update

UnityEngine.Debug:Log(Object)

@ [09:58:59] Exec2 ======= Update
UnityEngine.Debug:Log(Object)

@ [09:58:59] Exec ======= LateUpdate
UnityEngine.Debug:Log(Object)

@ [09:58:59] Execl ======= LateUpdate
UnityEngine.Debug:Log(Object)

@ [09:58:59] Exec2 ======= LateUpdate
UnityEngine.Debug:Log(Object)

LateUpdate()

B 5.99 HEAHEF

5.5.3 M A% FIAA

H T AR B9 2 5 0P 2= 95 R e iR SO e, T dn B T 2 B #Y Plugins, Editor if A
Standard Assets b i 19 5 I SCAE e, B LURIAS A9 08 A7 Bt AR W s 28 1, T T — A
TR LI [] SCAF e v i BIAS 9 G U L 18T 5. 100 BToR

& Project
Create -

Standard Assets

AR S

P 5. 100 REVAS A i 0P



TR A Sz 1IN 5. 100 Bz B9 SO J2 S A8, IR AR 9 30 H 2 )i, 23 eI H SO
SEFRE R I SCHE . 7 A R I H SCESS RN E] 5. 101

Je rp A gl — 26 7% Editor . firstpass iX

B,
‘ 1. Assets 2014/11/10 18:36 XiE=
). Library 2014/11/10 18:37 XE&=
) obj 2014/11/10 18:37 =
). ProjectSettings 2014/11/10 18:35 3zf=
) Temp 2014/11/10 18:51 Zfg=
FQ 006.sIn 2014/11/10 18:37  Microsoft Visual...
E 006-csharp.sin 2014/11/10 18:37 Microsoft Visual...

& Assembly-CSharp.csproj
& Assembly-CSharpsproj
& Assembly-CSharp-Editor-firstpass.csproj

& Assembly-CSharp-Editor.csproj

& Assembly-CSharp-Editor-vs.csproj
& Assembly-csharpsproj
& Assembly-CSharp-firstpass-vs.csproj
&l Assembly-CSharp-vs.csproj

2014711710 18:37
2014/11/10 18:37
2014/11/10 18:37
2014/11/10 18:37
2014/11/10 18:37
2014/11/10 18:37
2014/11/10 18:37
2014/11/10 18:37

Visual CZ Projec...
Visual C# Projec...
Visual C# Projec...
Visual C# Projec...
Visual C# Projec...
Visual C# Projec...
Visual C# Projec...

Visual C# Projec...

Kl 5.101  F=A: I H S

TR PR AR — T X R A AR R DL B AT A 1 G R B AR

(1) B MNIA TG F H B F, Unity3D SCHF 3 Fi A5 =, 40 2 9 4 3 L CLI 1
DLL,

WER T H 4L & C# A IE 4 Unity3D 23774 PL Assembly-CSharp i A 28 () T2,
ZF RS vs R Virtual Studio AT, AL vs AR 4 MonoDevelop ffi /Y .

TUH i AR T R AR SR TR S R

@O C# Assembly-CSharp csproj.

@ UnityScript Assembly-UnityScript unityproj,

@ Boo Assembly-Boo booproj.

W ART H k3 R AR ERAETE B 4 Unity ¥ 24280 3 FRETZ 28R T/,

(2) Xf T4 — P IANASTE 5 M A A I %) 7 GRS 43 AR 8 A AS B9 4 P o b G 4 8 4
JEE A i AT AE Editor SCFJE ) Unity 4R 4 M 200 TR, Hp, firstpass R
Se4 i, Editor F/RiFE Editor SCHFIE T YA

e L s b A3 T E DT H TR SO, 58 Virtual Studio il MonoDevelop fif
MORHRAANE vs) o N UL FAT R0 vs TTH A3 BRI R T .

Assembly-CSharp-firstpass-vs. csproj

Assembly-CSharp-Editor-firstpass-vs. csproj

Assembly-CSharp-vs. csproj

Assembly-CSharp-Editor-vs. csproj

BT R BT AR

(1) A AE Standard Assets,Pro Standard Assets 8% Plugins 3432 i i) i A 25 77 Az
—~ Assembly-CSharp-firstpass-vs. csproj 34, 3 H /6 46 % .

(2) Fr 7E Standard Assets/Editor,Pro Standard Assets/Editor 83 Plugins/Editor

F5F BEDAFERFTFL
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A e R A A P2 4 Assembly-CSharp-Editor-firstpass-vs. csproj T8 X4 FEE i 1% .
(3) FrA 7 Assets/Editor ZMi Y, I HASTE (1) F1(2) H Y BEINAS ST (— JBEIX 25 B AR gl
ERIMACE WA mESY BIHA) 274 Assembly-CSharp-vs. csproj TR 30, #f 4w 15,
(4) A7 Assets/Editor H 1 A 7= 4z — 4~ Assembly-CSharp-Editor-vs. csproj L2
S W

5.6 ARSE@A

A EFEAY Unity P AYEIEH P A (GUD i fe . Unity P IEH A GUI
A APLLE SR P (R A P A1) 2 R PR S R G UL,

5.6.1 #H&

Unity 34T A @1 8 GUI FLE A 1. Unity I 8A #2408 — 2 J5 4R (1 o] W4k
GUI JF & T H fH & AT LL7E Unity Asset fi i $2 21 — 26 5 J] 55 A8 X0 KB LA 4 5
GUI BT H ., Autodesk Scaleform i #& Mt T — 7] L F gl ) 3K - 4% & E Unity A9 4, A0
B H X} Scaleform i F # Unity A B8R, ] L) Scaleform Unity Plugin,

Unity $& 4t 7 P4 EE M KRG E GUI, K, GUI XM T GUIT £ 14 1Y & & A )= »
GUILayout EH T F 2t & 1) GUT #44 . 3X T2 Z 0] /Y DX 30678 5 T P 20 F .

Unity 424t 7 GUISkin ¥, & 0] LIgk W 45 € 1 GUT £ 44 , H#E 4t —Fb i FH i
HNIFNESE . —A GUISkin H & GUIStyle X £ E A . 4 GUIStyle M4 5E X T 84
GUI R, e I 4 AR 28 sk SOAR K,

GUIText AT H FIE G N1 AR ITEE , GUITexture 2H 4 0] VLg% H F I8 42 — 4
M BT BERE . GUIText 1 GUITexture #Rik H T itk 2 il GUI TR ({8 HUD) , fHiX
SO 2] AN 3E AR Ui otk b 22 SR A . Sk T O R ) S B A5 G 0k B R S I I D TEDD B X
ffi ] GUI il GUILayout 2%,

XSO R 4 2 G R RN A R AE R — AR SO A 2 A

5.6.2 4lz2%%

SR — T W ff J GUI 1l GUILayout 7E Unity @) 2 38 84, 3 J& 7w 40 ] £ J
GUISkin 1 GUIStyle H & X GUI #8978

1. OnGUI

GUT A48 e 2 i B @ A IF E L OnGUIO BRBATH . AT 19 GUT T8 YL 8 % 78
1% PRBUT BT B E— B OnGUTO 98 A9 o8 50 AT .

B an e B AR L S T — A OnGUIO BRI 2K,

Demo. cs

using System. Collections;

using System. Collections. Generic;
using UnityEngine;

public class Demo : MonoBehaviour {

/17141



void Start () {
1
[/
void Update () {
}
void OnGUI()
{
float buttonWidth = 100;
float buttonHeight = 50;
float buttonX = (Screen.width — buttonWidth) / 2.0f;
float buttonY = (Screen.height — buttonHeight) / 2.0f;
/R3S (A 22 ) — > button 4 {4
if (GUI. Button(new Rect(buttonX, buttonY, buttonWidth, buttonHeight), "Press Me!"))
{
//AEVR IR AR & T Ep — L S0
Debug. Log( " Thanks! ") ;

}
T AR s A7 8 - 4y ) an Bl 5. 102 A 5. 103 fis .,

™ Assembly-CSharp
1 Elusin

=]

per frame

X, button¥, buttonWidth,

K 5.102 ) A i A0

2. GUIStyle 93

K LB IR I, O ARS8 SRR E I RS I SOR SR MR, e
— ANEE 38 E SO 5 R R IR 48 GUTContent 4544, X265 GUIStyle HA %
HAEVEX R, GUIContent 5& & et 4 , GUIStyle & LEFE R,

F5F BEDAFERFTFL
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Press Me!

Kl 5.103 TR0

B 4n , o —~ Button TR N A SCFAE B, 7T LR I RS .

using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class DemoTwo : MonoBehaviour {
public GUISkin Mygui;
string text = "hello text";
/1 Wik
void Start(){
}
/7 T
void Update() {
}
void OnGUI()
{
GUI. skin = Mygui;
float buttonWidth = 180;
float buttonHeight = 50;
float buttonX = (Screen.width — buttonWidth) / 2.0f;
float buttonY = (Screen.height — buttonHeight) / 2.0f;
GUI. Button(new Rect(buttonX, buttonY, buttonWidth, buttonHeight), text, "Photo");

—

3. GUISKkin

TE Project T.EEHIML A 45 k5 . B Create fiv 4, B11# GUISkin, fA 5. 104 fr7s,
BATRL AN 5. 105 FioR . B TR T GUISkin, Button 7% H T 9 2l 48 i HE R 0 3¢
d%\

o

at
of



Folder

C# Script

Shader

Testing

Playables

Assembly Definition

Scene
Prefab

Audio Mixer

Find References In Scene

ST Select Dependencies

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Textur,

Refresh Ctrl+R
Reimport

Reimport All

Sprite Atlas Extract From Prefab
Sprites
Tile

Run API Updater...

Open C# Project

GUI Skin
Custom Font

Legacy >
UlElements View

B 5.104 )& GUISkin

(0,0) (width, 0)

Top Right

Bottom Right

(width, height)

(0, height)

& 5.105

i
D
2
H

B 5.106 Screen. Width il Screen. Height J& ¥
] LA R Y 15 A 7

5.6.3 #H Bi##H

i GUI 2610, 06200 F Sh 42 5 5 % E 4k, A GUT # 25 sR 81 position
SEORIEI . N T EG R L 200 — A4 Rect Z5F1E R — A4S 8fL 8 4 GUI
PR, Rect Z50 Ik LT X, Y. Width. Height J& ¥, S {7 #5214 2, & 5. 106
FoR .

FSF BEWAFRFTFL <
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1. GUI %

GUI 2502 Unity HI TR E QB0 5 B a9 F 238, GUI 2501 T 2 138 50k v B
e DAL X R R R TR TE G AR i 0h 20 I b AR o TR b 00, A R
T IR 0 7 V5T A 2 AR H B 0] LUK A 45 ] s R R
MF 162 GUL # A& , vl i GUILayout 25, J5 MK P41 & GUILayout,

2. GUI 1t

TE R A E 55 o R A AR GUT A GUTLayout B AT 89 AS [a] £ 48 L i 26 24 4 44t
A9 Bk A 45 1 & Box. Button, Label, Window, Texture, ScrollBars, Sliders, TextField,
TextArea, Toggle # Toolbar,

1) GUI Button

BB Z— 4l o] LU# A GUL Button O # 2 REUKR G 22 — 424l . B pe
BOH TR F ST e B B %5 b AN TT AR HHLN s EGR 1] true,

{EA%— 4 12 GUL Button O bR ¥, H HA Y AR TEF 8L 4% T IF BAEFZ #1 - AA I i
AR true, A0SR HT T %A Bh BUBR 78 4 AD R B L U eR BSOS 253 18] true, [
FeEdh, R P 3N T RS Z 5 BGRB8 o B 4L L SR S B BRUPR i R B AN 23R
true, EIZREGR 0] true, DA TFE AL T HE T IF R RS .

DA AR T FH T FH e B — 1 17 50 09 55 9k 4 5 4% (fRUE 7E Build Settings X i
T ZA YR SRR .

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

using UnityEngine;

public class Demo : MonoBehaviour {

/7 Witaik

void Start () {

}

i

void Update ()

{

}

void OnGUI()

{
float groundWidth = 120;
float groundHeight = 150;
float screenWidth = Screen.width;
float screenHeight = Screen. height;
float groupx = (screenWidth — groundWidth) / 2;
float groupy = (screenHeight — groundHeight) / 2;
GUI. BeginGroup(new Rect(groupX, groupY, groundWidth, groundHeight));
GUI. Box(new Rect(0, 0, groundWidth, groundHeight), "Option Select");
if (GUI.Button(new Rect(10, 30, 100, 30), "Level 1"))
{

Application. LoadLevel(1l);

}
if (GUI.Button(new Rect(10, 70, 100, 30), "Level 2"))



BApplication. LoadLevel(2);

}
if (GUI.Button(new Rect(10, 110, 100, 30), "Level 3"))

{
Application. LoadLevel(3);

}
GUI. EndGroup( ) ;

}

BATRCRANAE 5. 107 i,
2) GUIL Label)
GUL Label O B S R BH T 26 — 0%, Fr&H

WL AEBRHE LS E BB RN SCT . AR I B T i
R TE S50 B HE R4S R VB 4 Bk CLL A1 S AR RE A SC A B ———

PR AT AL B SO b BT B T SR S T 2w A
GUIContent £545)

T A AR B SR 2T PSR T, R4
PR 018 P (0 (B P bR 25 52 R

using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class Demo : MonoBehaviour {
/7 ¥R
void Start () {
}

/7 W

void Update ()
{

}

private float masterVolume = 1.0f;
private float sfxVolume = 1.0f;
void OnGUI()
{
float groupWidth = 380;
float groupHeight = 110;
float screenWidth = Screen.width;
float screenHeight = Screen. height;
float groupX = (screenWidth — groupWidth) / 2;
float groupY = (screenHeight — groupHeight) / 2;
GUI. BeginGroup(new Rect(groupX, groupY, groupWidth, groupHeight)); AN
GUI. Box(new Rect(0, 0, groupWidth, groupHeight), "Audio Settings");
GUI. Label (new Rect(10, 30, 100, 30), "Master Volume");
masterVolume = GUIL.HorizontalSlider(new Rect(120, 35, 200, 30), masterVolume, 0.0f, 1.0f);
GUI. Label(new Rect(330, 30, 50, 30), "(" + masterVolume.ToString("f2") + ")");
GUI. Label(new Rect(10, 70, 100, 30), "Effect Volume");

F5F BEDAFERFTFL
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sfxVolume = GUI.HorizontalSlider(new Rect(120, 75, 200, 30), sfxVolume, 0.0f, 1.0f);
GUI. Label (new Rect(330, 70, 50, 30), "(" + sfxVolume.ToString("£2") + ")");
GUI. EndGroup( ) ;

}
BATRCRANE 5. 108 Fizs .,

Effect Volume

# 5.108 iBATRLE

3) GUI HorizontalSlider O #1 GUI. VerticalSlider()

GUI. HorizontalSlider O fil GUL VerticalSlider () 3% P /1> 2% 28 500 23 51 1 T 2 1l K F
AR, W TR S — BN — A EE . 7E L B T AN KOE
VB Ok 48 S B R AL 0~1,

Slider PRAZHESZ 4 15 1 B W e d5e/IME F0 Hedge KB . b A9 1) 7 J@ o 1 anfal fifi
K- B T 88 9 B T A A R R 1 2 8, R e M e s T AN R KT 25

T JR R T S L MR B — A A A R

using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class Demo : MonoBehaviour {
/1 WiR Ak
void Start () {
1
/7 W
void Update ()
{
}
private float[ ] equalizerValues = new float[10];
void OnGUI()
{
float groupWidth = 320;
float groupHeight = 260;
float screenWidth = Screen.width;
float screenHeight = Screen. height;
float groupX = (screenWidth — groupWidth) / 2;
float groupY = (screenHeight — groupHeight) / 2;
GUI. BeginGroup(new Rect(groupX, groupY, groupWidth, groupHeight));
GUI. Box(new Rect(0, 0, groupWidth, groupHeight), "Equalizer");



for (var 1 = 0; i< equalizerValues.Length; i++)

{

equalizerValues[i] = GUI.VerticalSlider(new Rect(i * 30 + 20, 30, 20, 200),
equalizerValues[i], 0.0f, 1.0f);

}
GUI. EndGroup();

}
BATRCRINAE 5,109 i,

Kl 5.109 IBE17RE

it KT 1 B fe /AME AR PR A2 30 B KB AR T B A 3 . Yl % R R
e/ METE T, 5 KA TE 3 BRI

4) GUI Window O #1 GUI DragWindow ()

GUI 24 T 76 B 4% L 2 %7 H 9 pR &R, 0 1] DU A3 R 20 (B T OnGUD) ki
Petd DR AS . WUERAESE B [ R &0 8 F GUTL DragWindow O bR IR 1 1114 23 2 AT
Hizh i

T A AR A T — 4 AT IT RT S R

using Systen;
using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class Demo : MonoBehaviour {
/7 Wk
void Start () {
}

/] B
void Update () N
( 99
}
247 RENEE TN A RO NN

private Rect windowRectO = new Rect(20, 20, 150, 0);
void OnGUI()

JE W EFLFIFL
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//iEYE H ID R 0
windowRect0 = GUILayout.Window(0, windowRectO, WindowFunction, "Draggable Window");
100 public void WindowFunction(int id)
~ {
GUILayout. Label("This is a draggable window!");
/7% 1T M4 5% (drag — strip) , A ARAH XS T8 024 1 fA
GUI. DragWindow(new Rect(0, 0, 150, 20));
}
}

BATRCRME 5.110 iR, Draggable Window
1AL 5 PO B A B E] GameObject I 32 & REEL S
G 11 8k 3965 30 B0 CBR AL AT DS BT 1 A6 7 5
Hi g,

FE H v R] DU AT B R p A i R AR Univy 78
W | AR G — R, % A
GUlLayout. Window () &% 1fii A & GUL Window () bR %L,
M{fi Fl GUILayout. Window O pRELET , Unity 25 H s & BCH 1A & B DLIE I N 25 .

5.6.4 ax4A5

T R 16 - #R 2 0 GUIT R BT HY . GUI KR HE T M 7e e 4% Bl 5 4% .
TEHE LN B0 Fah B AR A AL A SR Unity B 3 i 5 8 420, W75 2 1 H
GUlLayout 28, X MREHE TIF 218 GUL —FEM DI RE L T8 4 F 1 K/ .

BONTE AT, 4 GUILayout p& B BT A 40 &1 b 9 4108 2 % H HE S . ol LA fil
H GUILayout. BeginHorizontal I GUILayout. EndHorizontal # 25 pR 5 {d 5 7 46 48 HE
., A H M — K GUILayout. BeginVertical £ 251 7 # i ) GUILayout. EndVertical 5 H
Xt & B — K GUILayout. BeginHorizontal W 2 25 7 #H i f) GUILayoutHorizontal
5 X R

T JE R T ARl RS R K P A R R B A A i R

using System;
using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class Demo : MonoBehaviour {
/1 Wik
void Start () {
}
/1
void Update ()
{
}
private string firstName = "First Name";

private string lastName = "Last Name";



private uint age= 0;

private bool submitted = false;

private Rect windowRectO;
void OnGUI()

{

}

var screenWidth = Screen.width;

var screenHeight = Screen. height;

var windowWidth = 300;

var windowHeight = 180;

var windowX = (screenWidth — windowWidth) / 2;
var windowY = (screenHeight — windowHeight) / 2;

/7K O B B )

windowRect0 = new Rect(windowX, windowY, windowWidth, windowHeight);

GUILayout. Window(0, windowRect0, UserForm, "User information");

void UserForm(int id)

{

GUILayout. BeginVertical();
/1
GUILayout. BeginHorizontal();
GUILayout. Label ("First Name", GUILayout.Width(80));
firstName = GUILayout.TextField(firstName);
GUILayout. EndHorizontal();
/1%
GUILayout. BeginHorizontal();
GUILayout. Label("Last Name", GUILayout.Width(80));
lastName = GUILayout.TextField(lastName);
GUILayout. EndHorizontal();
S
GUILayout. BeginHorizontal();
GUILayout. Label("Age", GUILayout.Width(80));
var ageText = GUILayout. TextField(age. ToString());
uint newAge = age;
if (uint. TryParse(ageText, out newhAge))
{
age = newAge;
}
GUILayout. EndHorizontal();
if (GUILayout. Button("Submit"))
{
submitted = true;
}
if (GUILayout.Button("Reset"))
{

firstName = "First Name";
lastName = "Last Name";
age = 0;

submitted = false;

}
if (submitted)

{

®

e
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GUILayout. Label ("submitted!");

}
GUILayout. EndVertical();

}
BATRCRNE 5,111 B,

User information
First Name  [First Name J

Last Name

Submit
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using System. Collections;
using System. Collections. Generic;
using UnityEngine;
using UnityEngine. UI;
1 14 public class TestOpen : MonoBehaviour {
— /7 Wttt
public Button[ ] myButton;
void Start () {
myButton[0]. onClick. AddListener(delegate { Application. OpenURL("https://www. baidu.com/"); });
myButton[1]. onClick. AddListener(delegate { Application. OpenURL("https://store.unity.com/"); });
}
/7] W
void Update () {
}
}

i Button &, 2R IE 5. 131 FiR.,
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Store M 7T,
— AR P AR SE R T .

5.7 Mecanim T H R %

B Unity 2% 8893 2R 48 Mecanim BUCIH & 48 Animation,
5.7.1 KA A4aqn

O Bl Y — A B A PR B — A T P R A B LB Mecanim 5 58 F ALY WL 5
FE Mecanim MARE H L X AWK A Avatar, BB 208 22 g s b, an &l 5. 132 FiR

Mecanim A %; Avatar F P SEbr R
NGB ZREER INIZEE 1]

& 5.132 Avatar W5}

Avatar FZHTHRNBHEEA, 0] LIS A 5 2 (8] 1Y Retargeting, AR AR N &
Bt B,

P AR R A S AR 2 B8 . Modelling (AR —Rigging (W # B 4L — Skinning (52 ) .

$I8 1. Modelling 3 1#&

(D) EIEA BRI FHFNEE Y — > G B0 b o 2 2l i 7 3l 0 I A% A8 T R 5L 1Y

(2) TEE MRS I Ee 0], B i f— T 2% A JEABE PR AR R 1 3 A4k, DT 8¢ '8 4 1
) 1) 48 T L A5 O TR AR S A LA —FF)

(3) 2Tl €8, (A5 A1 €5 1) S0 oty 2 A e it e B0 A AR 0 Bl A7, A O3 R R M R
FE b TE b, S A R A CE R AR e L) FE T L S TS B

(4) IS E I ABEAL MR B T F R EA (Unity I ABERRUE T 5 Z T ae M
RN

(5) PR, Fodni by P . AR AT R AYTE L 2 5 AL KR4 0O HRS R BRI L X 23
XTS5 KA B R A B 5 R

$ I8 2. Rigging & B 248

Rigging [ H 19200 E 8 42 b0 5C 1 1 il AL R (1932 3

XFF AR AAA W] LUK B 48, R Bk, i ik H s il ghim; 28 ARIAL 2 B 4
R g, FARBAIC G Tk VRS S IR A2 B A X S AT DL Ol 4 i AR
Rl F B AN

% 3. Skinning 5 Ff AN
% B 109 0 T 4 BRI U R s

(1) AU RS A T A 8 3 8 A4 0 0 0 (— A TS 3 0 — i e AN — — X i
ARE A TR AR 2 I — DB O MBI E (— AT e 2 2 D E . B a A —E
D .
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(2) ML ERALIR. A EEH— AN sh W F A 5 5 R IR 4 e sUR
122k,
(3) BATEREZHE 4 MEH, XE UsD i EIR,

5.7.2 &z A

7t Animations SUEH AT DL g5 Clip St g 474, RIRE 30 5wt ik fish & 54> =54

(1) %5 Clip By H 2817 Fhn Event, Function 5 /& 3 14 i) 4 5%, H fth 19 2 X 4> Ry

(2) & L — AR FEWGX A F A, Tk A B 75 2 L — A IR PRI A B LT
void Ani(xxx) O R,

(3) AL . MRS IAS 1 s EOE R A% S 40 LN void aniCint @), W% int 4% 2K
ZH, ani(Object a) MAE Object #& X Z %, ani(float a, string b) 4% float F1 string M
FAIZ B, ani(AnimationEvent a) W /£ 3 4~ Event (45 T S 80 M 24 A5 Event XJ W A%
Clip B{EE) . WIT Event #J Clip ) Animator Y& W FE X T %% 44 Function
4 BR B AV AS 75 I 25 e 4

Unity Script #8493 F] & F class AnimationEvent, £ 215 1% Event Fr7E Clip Ay — &
=B 455 I Event #H81 stateinfo. clipinfo, DA &% Event A& & 1915 . . 41 Event ¥4 A 1)
%4 functionName. BRECE FH ) 2 %0 [loat/int/string/object CR WA F R E X ) .
time CHF 4 19 fisk & B5F DD

XA Event LA LLTE 5 31 5 26 Wt i ST — S8 = 4, ) 78 B A S8 i A R %, 7R

A SRR TR P TR R A SR AT — 2 1 T AR AR TR A ST X RN R TR

237 T S B b1 228808 . I W] UM AL REFT WAL - 4 47 380 55 7 A~ it =2 [ 1 ] DA AT

Wro T RIAE—AS L TR RIS vh s SOl F2 W sRe 14 1 ek 500, O 0 A7 A0 B 4 B3R £ HT 1 Event
BLH .

5.8 BEME%

AT I Unity B SAURSE. ARG H 50 F] Navigation HH ek 5 2
{7 FTH Navigation i .

5.8.1 #M@K

M Windows 32 HLF i Navigation #£301, $TJF Navigation M, 4N 5. 133 fizR.
Navigation [t H 48 LA T JLA B,

(1) Agents: ] I¥INIZ 4 NavigationAgents, 7] DUHAN[E ) Agents,

(2) Areas: A] LV HE H 3 T EEHLEG 2

(3) Bake: LGS HMRE

(4) Object: & & ZHLEEEASXT G2 , Foan ¥ 2 2810, 3t mT LAAT A M9 T % 42 .

W



| X Navigation |
IREH Aeas | Bake |  oObject |

Agent Types
[+ -]

[ 5.133 Navigation [ #

5.8.2 MY B

(1) 783 5 P2 A5 PSS RY G 466 d bR L AHE L LR BB 5

(2) N BB | Navigation Static F1 Off Mesh Link 28 {4 G A AT 4 45 75 2, 44
0 Hb AR 5 RS A % L RHOE AN T ZES I Off Mesh Link) .

(3) FEPRAL AR . FE TN Off Mesh Link, 3% B 4 T 4h 55 FIZ5 55,

(D RS Y%

5.8.3 L T4

fEH Unity B H 25556 R 5000 B an 5 W0 g4 B e 2158 H 09 b AR Al RS2 R
HURE B LT IR, T DA R T AL Oy . T T R — TF R AL 1) B X L A ]
R, SR TE PR A 21 R A B WA RS i O L IXORAR L 2 N T ) B B AR A
R AEk B, Qe 5. 134 FioR .,

BB RTS8 B LR 1 AR IR /N LR o] DA e A T, LR AR E S 0.1,
RS BCR AN B 5. 135 B . b3RR3 A b T B A0 WA HE RS b XOORRAR /N T

R AR R RS, AR BB A AR, AN s RAE B AR E Y LA
JEZ A0°, WA B E O 30780 AR, AWk T DAARGUR] M € [k . a5 B £
BEARR , N Wrsh s B4R Bk T ML, LRI B 00 B A B2 507, M i) LA 8\ 2 B 4%
BER R . IR AR B E S 40750 LUR ANk nT DU IR 1~ R T .

AT SR R TR £ 3% B A 1 ) R, B AT T — E AN RE A L A A
WEZRESBRA . WK 5. 135 BR85S 0 6 %A 5 2% LA AR/ SE B Rp il
BRI B A R, A B S RAE XA Ty

NS RAEF B2 Ab . P R 5 B0 A D A0 A5 4R 05 4 119 6 A% (FFE 220 W65 T AR AR
FHERTEE T I F A B35 B 0 # g )80, B DATE LT it th 2% 2 8 B A i 5 bz o
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B 5.134 TR

B 5,135 ARk ff B ) st

Bt AT el AW R AR ML 0 S g AL . eIk B E R B AR . 1k ST TR
G X BB E LA H AR Y A B — A HAR I, [ #E F—A Hiriz s,
AT .

using UnityEngine;

using UnityEngine. AI;

[ RequireComponent ( typeof (NavMeshAgent) ) ]
public class NavigationTest : MonoBehaviour
{

public Transform targetOne;

public Transform targetTwo;

public Transform targetThree;

private NavMeshAgent navAgent;



private float distanceOne;

private float distanceTwo;

/7 WGtk
void Start()

{
navAgent = transform.GetComponent < NavMeshAgent >();

navAgent. SetDestination(targetOne. position);

/7] HH
void Update()

{
CheckReachTarget();

}

void CheckReachTarget( )
{

distanceOne = Vector3.Distance(transform.position, targetOne.position);
distanceTwo = Vector3.Distance(transform.position, targetTwo.position);

if (distanceOne < 1f)

{

navAgent. SetDestination(targetTwo. position);

if (distanceTwo < 1f)
{

navAgent. SetDestination(targetThree. position);

5.8.4 A %F%

AT — A 17 BR8] F Sk 18 B ande] £ 3 T35
(1) 7£ Scene MLE T =4 Cube, A X ANE 5. 136 s,

K 5.136  H3h T #)
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(2) #5136 H Y =4 Cube,JF1E Inspector A H 1 H 2 (static) T 72 T /Y

Navigation Static, K ¥ 3E £ 3¢ B £2 b 4 Windows — Navigation, ] F J5 1 Az 21 & 5. 137
B,

o’

K 5.137 Az T2

M R A R fA 9 Bake $e 40, B AT AR BT A%
(3) F st ] LLik—A4~18 SRR 4 — A~ S 00 M A% 32 3h 2] H AR B .
B H #— Cube Ky Hr{y B .4 K TargetCube; SR AIH —4 Capsule (R 4) iz

Bl , iz 21 4 — 1> Nav Mesh Agent (Component— Navigation—>Nav Mesh Agent);
EE — AR AT LUSE I B 3T 8. AT .

using UnityEngine;

using System. Collections;

using UnityEngine. AI;

public class Run : MonoBehaviour

{
public Transform TargetObject = null;

void Start()

{
if (TargetObject != null)

{

GetComponent < NavMeshAgent >( ). destination = TargetObject. position;

}
void Update()

{

}
RN 7 7 I B e B4 b SRS H TargetCube T IR EEIA [ Run A 217

SNIE 5. 138 FR  BEBE R 2 4 BT Sk i 75 1018 31 8] Cube (7% .

BOAE— R 3 3h T8 S8 BT TR B EORS A M T, S B b L B R A

S5 ATAR A T A R A S B AT A
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5.8.5 &t

TFH A Navigation ZH {4 H1 Nav Mesh Agent 4H {4 HAH &S5,
1. Navigation 4 1}

Object: YRS B0H M,

Navigation Static: A ¥EJ5 RN %X 5 S 5 00 A B9 HEES .

Off Mesh Link Generation: )3 )5 Al BkEK (Jump) F00 M 4% F1°F 7% (Drop) .
Bake: HEKE 2800 .

Radius: HAREME P UREAR A28 80N A 1 94 T AU K
Height: BACRMEMPIER L.

Max Slope: &K A E .

Step Height: G &E,

Drop Height: UKW T IEIEE .,

Jump Distance: fRVFE KA BEEKIEE .,

Min Region Area: P#% i FL/N F % 8 WA A= 5l S 0 044

Width Inaccuracy: & K5EE HIRZE,

Height Inaccuracy: R KEE IR ZE,

Height Mesh: 2] )5 2 0/ AF 5 FEAR B, o [ I 23 T4 A8 — SE PR RE A A7 it 25 1)
2. Nav Mesh Agent 411}

Radius: ¥R F4% .

Speed: PR AYAT B KHE .

Acceleration: PR AT SE T

Angular Speed.: 17 i i 2 i % 1] B 9 Ff SRS .

Stopping Distance: & HArlE & A ZmiHF 1k,

Auto Traverse Off Mesh Link. 527 & H BRI\ 75 =0 oo 85 2 %1% .
Auto Repath: 7EA7 3 r A B 26 st DA v 8 5 2 75 |08 T i 3-8

F5FE BB EESTFL
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Height: #{R8 &,

Base Offset.: flf 18 A5 1 1 52 (A5 HL 22 [1) 1) 2 0 7% 5

Obstacle Avoidance Type: [& 5§k i) 2 B0, None 3TN AS B EpE 65, 55 4, 55
GBS R SSOCR B TR VS AR RO TR RE L

Avoidance Priority: $FRE{G B,

Nav Mesh Walkable: %4 a] LL#E1T R AS J2 #0615

T T I — ) R U B Q04T FE Navigation H S B S K 7% 22 DA K Bk iR .

AN R RSB 0 J2 B K . Nav Mesh #BJ& 3 £ Off Mesh Link SCELAY . A8 Off Mesh
Link 977 VA WA 451 ki o 0] 5 #E AT Ul B . o 1 S B ), TSGR 3 B LT UE A
Tk BARPLUZE DT 0, — E N M Plane, S8 J5 & F1~F5 JLAS S I07F 248 —#F
M By, L1 AN L2 2B AR A 45 6 A K man, G B 319 H bR & target, H,man &
A A Nav Mesh Agent A4, R 7 ULEE 58, 7 target & 47 1 Light ZH1%F,

e R TR L Plane 1 F1~F5 4 Bir7E Navigation T8 M # 2] # Navigation Static %
I, 98 5 Bake, W% Scene ML , 2 K I &4 1 T T 29 Nav Mesh A%, SL7E AT LR 1 THT
HEFEALE Plane B2 AT B AL 30 T B AW A S TCHERE Y

IR E] L1 AR AR , TEAR R 00 T 46 R0 45 TR 04 67 B 00 T A i XA A TR R B
% . T LA empty GameObject KA, 4 T T M4, I Ab 5t & Cube M8, FF i 551w 24
A startPoint, 45 R &5 fir 4 & endPoint, 40 5. 139 iR,

K 5.139 SR H D

JEE: startPoint #7 endPoint #9942 B &L BT £ 89 T @AM &5 — 5.8 )L,

R R —Fh A Off Mesh Link #9775 #: . M L1 #8686, 8 /5 7€ Component T
PLIEIF A 1L $E Navigation—=OIf Mesh Link,

PEFESS , Off Mesh Link A C 2% M3 7 L1 B 5 b, AT ITE Inspector TR E .

R A EAE Y 5 B B9 startPoint f1 endPoint $8 %€ 3] Off Mesh Link 4 4 i Start
Ml End {7 8, H AW LIRS BRE

PR Bake, PLTE,7E Scene M B , startPoint Fll endPoint Z [B] 4 i T — 45 £k, 1M J5 )
J=M startPoint $§ 1] endPoint f . 3X B n] LLid i % 20 B A5 201k /A 6 JF G IR #6 L (1 E -
ERZJEMEE N ARERL Tk, R BAr i 303 Plane b, M A2 I0E BB T K,



fifi F R RE A 5 % L2 A2 B Off Mesh Link, 33X A4~ Ep i L (0 12 0] DUR R Z A6 86 T
B H—DHAREMR T,

T RMATEHE A BARMSIE, kot — T RATGEAWEEMN 2. 5m M5
JEAET Bk, Al 2. 5m, K& AR, AWt AERk. R)EEm AR AR 2m
M

MR E 2R X FE SO0 . L1 R L2 HARE e . L2 A L3 2 ]l DL gk
PR, L3~15 2 rl LIAE T Bk,

FJ& . 7E Navigation T Mg B 1A $8 F| Bake #2, Drop Height (451 7% & B 3H 2. 5, Jump
Distance (B BRIE #5) 3 2, A7 #F 2 m.,

HER RA S A A Off Mesh Link #9751 . ¥ L1~L5 ¥4 7E Navigation T
M Object £ B A% Off Mesh Link Generation W2 % . %5 Bima B R ZH N Off
Mesh Link, % & Unity i & 75800 DLk EREE T 7% i M 77 A 34 B T Off Mesh Link,
XN i AT LU A% 30 B AR s kA G T BRER RN R YR 1. BEAT R L A R
SET .

FERIVE R FR oh (BN B A XA RIS R A i 2 T — > e 8 A0 A o O TE B 466 R ik
SR P9 IR0 7 AR R E — W 1] 52 10 Y B0 RS IR @A 6 A Bk BR s /E iy il 2

P 5. 140 Fr7 o S0 2 0 7R

1. 5m
AT RABKER

3m
TredkE
~
2m

AABEE

3m
T HEEE

2m
AT LABkE

2m
AR

K 5.140 SHAEH(2)

Ko BRIN Y Nav Mesh Agent A H 2 A)#% T Auto Traverse Off Mesh Link( H 3} il
id Off Mesh Link) B30 X IR . AP HEEF] T Off Mesh Link BT 4 5. 82 H 3
#% 30 3] Off Mesh Link AYZ5 5 5.

RN XL Off Mesh Link B g A7 42 8 5 2255 S0 5 IIAS . X HLART SR 28 — T
Peo B e HPIRAS SR A e A, Lb A N AT LA 43 g il ar G B AD BT BB LR ] kB
AL T 4% JLRCRZS . 1% NavMesh SR , A9 157 5331 53 S 0 57 IE # 19 NavMesh 5+ % 13
id Off Mesh Link B s JLFIRZE . B Auto Traverse Off Mesh Link I . #& )5 @ id
AWI7E Off Mesh Link £ 8 (19:4R 25 (7] LA NavMeshAgent. isOnOffMeshLink JH7) . 3% 55 24
BifiE o 7 Off Mesh Link: OffMeshLinkData link = NavMeshAgent. currentOffMeshLinkDataj

F5%F BUAFEFREFFL <
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XEERLBE IR B A link A4 FF 4R 45 RN 45 5 45 A Ak #5 (link., startPos #l1 link. endPos) , 3X B A %) 5t 7T
VI B i B Vector3. Lerp SR AT 30 . Y AW BN B B8 1 45 o) s Ak A, AWTHY Off
Mesh Link # 3l 4R 25 50 7T LA 25 o, SCHE B A2 [0l B W S8 sl HF i RS 7, fEX 4D
Vector3. Lerp Yt B2, AT DL FE 2 M 458 ) A 490 59 1847 ki 2 Bk BR A0 sh 4

5.9 BREN

A2 )2 Unity W& R S AURSGE . Bl A i 06 00 387 %, 90 X o A 7 i th B T Bt %
P AL HEF e, [ R O 0 Ak s A R R A LT 2 v, 8, RN IR Y SR AR /D
JRUIR A JIR 11 75 58 o AT ] 288 AR 1 9 X b #88 J AS T Sl 1) — 3B . ZE WK s — AN A P AR
RE LR AR BT — 4590, Blan, 2675 gk R E MR B h e B — AR & ity il 25k AH
Tofr B 15 5% 7 JRR B B A i 412 T 30 KR 1 Uk

FEUFRE T, — B A7 A W P 3 S — iR B R 5 1 3 S5 SR s g — P e ) A Y AR
et s oy JF R E 505 .

Unity 3D 5T fi LA & R A%

(1) AIFF: i& F T8 0 & R SCHF ol FIAE BT 3k & 2

(2) WAV . 3 BT80SR S0 ] ARl AT S 3 2L

(3) MP3.: i F FHA B & AR SO, ol AR R T 508 R .

(1) OGG: 3 M THA Y & AR ST, T AR AR 508 ok .

5.9.1 # :at

Unity 3D XS & AR HEAT T B35 SRR UL B OSSRl 2 3 DEEARMA M, F o
X 3 AN,

1. Audio Listener

e 5, — M Camera FEES A X AA0F A RA — AT RE, w2 MY
HiT 3 50T 00 B A 8 800 18 O 4 30k 26 35 2 L R BT XA A R 2 R AR AT A
s — 7 5 R BT N GameObject A INT— N Z 410, T A1) @ 2 4~ 1% 4
1 AR R ELRUEIX A GameObject AN 55 8%, iir LA — 4% B Unity 09805 , 78 F AR IR
JmEpAr,

2. Audio Source

P — A48 58 B SRR AL AT L S P T R A AR Y — SEROR TR N A ]
LI EE J7THSCE http://docs. Unity 3D. com/Manual/class-AudioSource. html,

T A 2 A R Ak

(1> Audio Clip: 7 ¥ R B, ib v LUZEAR A Hh 3 25 b AU 2R S

(2) Mute: JEMH#IF .

(3) Bypass Effects: ZHmTIFE MR

(4) Play On Awake: JFHLH sh#& ik,

(5) Loop: &L,

(6) Volume: A& K/N BUEVEE A 0.0~1.0,



(7) Pitch: #§
1 kg o 4

3. Audio Clip

MRHATH — AT R T A Unity 3D H1, X4
FAR SRR A28 — 4 Audio Clip XF 42, B Al L)
BB B4 53] Audio Source B Audio Clip J&
P, AT LIl 53 Resources ¥ AssetBundle #
AT A ok B X G A R Audio Clip.
Audio Clip T H A 1R 2 24, & & K R 4 5 i
B NP 5. 141 R

(1) Force To Mono: ¥ £ & iE
IR E O SO RN MR 2 T TL B
M., 5B Z)E,. A Normalize & #EHE
A DU R 3 W R A e — sk,

(2) Load In Background: f£J5 &%, 5

BB ZE E AL, EBOARCH R, BT

UG R T PR AIE iR A5 AT I A K 3 i — 3R
PE. AN R MR A 25| B 17 i R 5, IR
DO R 751 1= AN S BT R 1= S G g DR
I 2 (E AT A 1

(3) Preload Audio Data: 7£# A 37 5t ) il
TERE 0, A RS ) 1k B S — A A
n# . #ECE R TCA A AH UT 5 8400T LL2) 3
FIEFEA KR & BB, XA A 2 iz Ay
IFIa]

(4) Load Type-Decompress On Load: & %
— ELBOmM B 23 i AR AR N AF . X TU\?E’:
BEEE o B R o N, H 2 5 N A
Vorbis 4 fi 47 &, PRI LA & 40 /N 75

(5) Load Type-Compressed In Memory: &

17 5 )

B BUE Y —3~3, 1 E 1 N IEH B,

ANT 1 D e AR R R T

@ Inspector

- pickupHealth Import Settings 2,
Open

Force To Mono -

Normalize 4
Load In Background [_]
Ambisonic O

Default | S |

Load Type | Decompress On Load

Preload Audio Data o
Compression Formai| Vorbis

Quality —_—_ 100
Sample Rate Setting| Preserve Sample Rate |
Original Size: 2026 KB
Imported Size: 23.9 kKB
Ratio: 11.78%
(Revert) Cavely
Imported Object
w pickupHealth &,

& 5.141 Audio Clip Hi#x

A NAT I LATR 4 1998 A7 4 %%ﬁﬁlﬁj‘ﬁﬁ’if R T A B AR AR HAT S TN

7. & A Vorbis TE 20 A9 K S04,

CPU h&F,

(6) Load Type-Streaming: &S A, X A5 =5 FH W A7 /b
MARIE . X IHFET LIFE Profiler 1 Audio Y Streaming CPU F 3|,

A R B E .
(7) Compression Format-PCM: x5 i &
(8) Compression Format-ADPCM . — 26435

X #Ev] LLAE Profiler 1 Audio T A B9 DSP

ST W AR

A R
25

il FNIUB LN

Ho2 0 2 UHR T & W ml LR

M 7

A BN IE AT RAR 5 . B PCM FR4R T 29 70% . CPU JHFEZN L Vorbis /v, &

F5F BEDAFERFTFL
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AN R R AR

(9) Compression Format-Vorbis: J&4g 5 /N9 SCH B &8 A 3f &, TR 48 8 7] DLTE
Quality ik H L& 7T LA W i1 3% , 5 J5 i — 6l 1 R4 %,

(10) Compression Format-Quality: 4 4, X} Vorbis 8B R, & SCHF R/
7E Inspector MM P AT LB 2,

(11) Sample Rate Setting-Preserve Sample Rate: JGHTERIANAI{HE .

(12) Sample Rate Setting-Optimize Sample Rate: i fx @R Mk 2 )5 915 .

(13) Sample Rate Setting-Override Sample Rate: H & X AR R B9, 8 3 2
NGB
5.9.2 #HFHGelTF

Unity fo Vil o 6] B9 46 3l LBy JF BARS — 47 ACH BIAT 52 303 2R i R 78

Ha— N5, 44 Main Camera 51— Audio Source 44, 3% & & SC 4 #i 35 3|
Audio Clip J& 1 I, 213 Loop fifi Hn] LXBEATIE PR 8 5L, WAL 5. 142 PR

® ¥ Audio Listener
® ¥ Audio Source
Audio Clip #bgm

Mute

Priority

Volume

Pitch

3D Sound Settings

2D Sound Settings
Pan 2D

B 5142 FEHHE R

1847 Ry A] LAWY B 75

Unity Z L& SR 8% PR 43 i Audio Listener, Audio Source #1 Audio Clip X 3 ™41
4, o T A i DR I R S B A R

WA Audio Listener B AE— X H- 2, = 4k & JO8CR #h R AR 4 b 9% PR A% . Unity SR
¥& Audio Listener XF 2 T 7E 1Y GameObject 1 Audio Source T7E M GameObject X 1 55 F
A7 B R AT ) W, DT S 00 S e A v 8 et 0 R /N B SR

B, AT WSRO U E N =5 R, AR A H R A S H R
NI .

B —A 5t I 3 4~ GameObject, 455 — AU IT—~ Audio Listener 414, HAth
NI Audio Source @ A4 I W P AN & 2R SO,

FB% Main Camera [ Audio Listener 2 {4, ¥ B8 F 1 i9 07 & 2 0ixX 3 A~ 41 7k,



B 5.143 PR,

& 5.143 =4EEH5K

BATUERR , IR 7] Scene L% , #i3h Audio Listener 4 09 & , 5t 7T LA B 1) 8% 52 5| 25
TEPAE W Z [ R s R . (o F 81 Audio Source A 35, A] 4% 13 B JE 25 0] L3 i 36 30
HERI 2 S5 EAT IR

5.10 VR 4

5.10.1 TGAug| &5 %

RGN R R B RETE = o] S rh By SRR OF A S eI bR R B
Joili EER IR LR R B A2 ] ) Unity BEIAL,
JERET T A i X 5 b AN B 5. 144 o,

5.144  JEBEHEIE A XK 5D

E{NYYII B 2310 R i o S e
SR B A AN G BT

AN
1f (Input. GetKeyDown(KeyCode. Space) ) 127
; y

transform. position = Vector3.MoveTowards(transform. position, new Vector3(3, 0, 0), 4);

}
FEHIWIE R T T 2SR5, WEORE T 7 2 M i, AT 0 B 44

FSF BEWAFRFTFL <
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Input. GetKeyDown(KeyCode. Space) // 3% T 23 #% 4t i) #54E

transform. position = Vector3.MoveTowards(transform. position, new Vector3(3, 0, 0), 0.5f);

B EE N B B LB transform. position, # 31 B H #5 &5 new Vector3(3, 0, 0),
0. 51 f& 4 —WiF% gh i K E .

PR MG B A A0 o A e A R, e e RHLT B 0 45 A 50 40 WS I T A8 AR

using UnityEngine;

using System. Collections;

using System. Collections. Generic;

public class MouseMove : MonoBehaviour

{

/1 BRAR 28 3k s A0 ) A 7
private Color mouseOverColor = Color.blue; // AR oA
private Color originalColor; /77 B AR e R A AR ok 1 B
void Start()
{
originalColor = GetComponent < MeshRenderer >().sharedMaterial. color;//JF ifi i} 15 %)
/1913 6,
}

void OnMouseEnter ()

{

GetComponent < MeshRenderer >( ). material.color = mouseOverColor; // AR i Bt el 48
/1 IRER @ R i
}
void OnMouseExit()
{
GetComponent < MeshRenderer >( ). material. color = originalColor;// AR Bk &2
/T EA SR W B
1
IEnumerator OnMouseDown( ) /7R U E R 7 3% 3 = 4 A, BB SR B O 1R R B0
{

Vector3 screenSpace = Camera.main. WorldToScreenPoint(transform. position);
/1 = A A B 2 g Bt e AL
/1% RUbR Bt % AL KR 6 g = A Ak b, FEIT SR W AR B 5 RS 22 8] 9 B 5

var offset = transform. position - Camera. main. ScreenToWorldPoint (new Vector3 ( Input.

mousePosition. x, Input.mousePosition.y, screenSpace.z));

print("down");
while (Input.GetMouseButton(0))//#~ RARZ M, — EL il = 45515 (195 43 IR B AR % 2))
{

Vector3 curScreenSpace = new Vector3(Input. mousePosition. x, Input.mousePosition.y,

screenSpace. z) ;

var curPosition = Camera.main. ScreenToWorldPoint(curScreenSpace) + offset;
/73T B B 57 e A T 38 o = A Ak
transform. position = curPosition;//H 4 [ 5% e J5 1Y BUBR (1) = 4k A bR W 1EH 45 24 /10 (1%
/7% X R B2 RIS | Y R4y
yield return new WaitForFixedUpdate(); //%#f FixedUpdate( ) bR UM 1T 58 B



SRIG AT LA SRUbR 4 2 3 A KL 2 B R o 04 A 5. 145 Fro .

B 5. 145 AL EE PR
Zed LR — RV B, RHLS I B IR B AR L 5E R,

5.10.2 VR 5 *f A 4 #

VR 5 4 7= 252 B Dy 6 2% 7T LAAE 28 P 18 00, AT DL 45 S 4L A 2l 25 O B 1 1 45 4
SR

AW AR S A Unity . JATH Z A b B — A5 — AR (45 6 &%
CharacterController, fE Unity ', CharacterController ZH{4 24 Hl A B 31y, @id e —
A BE R 1 E I —A> CharacterController 443 4% il & % 1K (19 %% 5y , IF BB HARHLAE R g
PR F YR — R Z A TR SRR L, 18l 5. 146 iR,

B 5,146  BIN—A5 — AFR A g il 4%

FSF BEWAFRFTFL <



> BT A iR I E AR K

T i j& PlayerMove 7 .

using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class PlayerMove : MonoBehaviour
{
public float speed;
CharacterController cc;
void Start()
{
cc = GetComponent < CharacterController >();
}
float rotateY;
float rotateX;
void Update()

{
# region % 3 Y Yy fig
float h = Input.GetAxis("Horizontal"); / /3% BUK S/l E
float v = Input.GetAxis("Vertical"); BN E =R

Vector3 direction = new Vector3(h, 0, v); /1 EF B I 1A

direction = transform. TransformDirection(direction); //4E4H X} AR bR )7 B %% ik

/7S A AR I A

cc.Move(direction * Time.deltaTime * speed); //i# i3 035 il o8 e 35l M @ T 3h

/853 S AE i 6] BT i
# endregion

# region it ¥ Y T fig

float x = Input.GetAxis("Mouse X"); /3R FR I X 7 ) AR, B BURR 7K P 0 4
float y = Input.GetAxis("Mouse Y"); J/IRAR Y Y J7 8] B e, B BRbR I A 1B
rotateY = rotateY + x * Time.deltaTime * speed; //ffifE Y §ill I A Jie 5 1% &
rotateX = rotateX + y * Time.deltaTime * speed; //fffE X fil I i JiE 5 1% &
rotateX = Mathf.Clamp(rotateX, — 20, 20); / /PR X dh oy ) 04 e i, YW R — 20°~20°
transform. eulerAngles = new Vector3(rotateX, rotateY, 0); //HUHEHE B MK{E4 A M@

/YRR A

# endregion
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