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EFREE

3.2.1 Unity 3D iR E

TE IS S e TS AR TT f  E [) —2s R) Dl 7R R UL R B A A HL A B FE v
T BT P A2 HL ek AR b A TR R [ R T A R U3 S S B AN AN T S AR 1] B
e ] — 2 B] DI AR50, TEAR 5 b, 2 2R X R D037 S5 v 1 R 0040 R AR il 4 R U R 0L
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PRS2 15 3 Al A8 A v DAAS DU 30 4 A A5 A A L Al AR A — SR HAE A FUA il A
55 WA — S 0 B A ELAT G 1A R ik Rl AR L G SR T A AR A A R IR S X 5 il
AT IS | A ST SR L 5 0 TC Rk ik &, O HL7E 4 BISE A0 v 5l A 1 M A 2
WA E 25, 3 A5 HAL GameObject % A= ill 18 W] . 75 %2 A — 2L KR 5k (19 F4F , 9 an , 5
A B B UAR PAT — R IV BY S AR X 50w 4G 00 3 Al 4 00 4 B RE S A . Ry 158
R 7RI RO 2 AU DL MR RS AR R —REALE B TR Z ML, W Box
Collider F1 Capsule Collider % , iX L& filf i i 1 FH (14 5 & A 8] o (H &R 26 250 45 il 8] GameObject
o A AT R A I G AR B S ik % s (Ts Trigger) J& P, BRI R 4T fib & 4G 00 . 7E
Unity 3D ", 24 DL 32 11 R Rk b B4 3 PR ol lf 438 A 0

fih A AT AT

MonoBehaviour.OnTriggerEnter(Collider other) : 243 A fih & 4% .

MonoBehaviour.OnTriggerExit(Collider other) : 243 H fil % %% .

MonoBehaviour. OnTriggerStay(Collider other) : 432 B fih & %% .

ilf: 42 45 B A A0 R

MonoBehaviour.OnCollisionEnter(Collision collisionInfo) : 24 A filf & 25 .

MonoBehaviour.OnCollisionExit (Collision collisionInfo) ; 418 H il & 8% .

MonoBehaviour.OnCollisionStay(Collision collisionInfo) ; 2415 B8 TE hlf 1 %% .

PL A4 TR J2 MonoBehaviour Y BREL, H T8 22 19 AT A # 4% 7K MonoBehaviour iX
AL TR A B A U S DL ESAS RS

o BRI

A 25 5 > A I 5 A il 48 2% (Collider) s I HH b — AN K6 2050 47 Rigidbody Wi 4
JEPERE AT LA T A S A BRI . FE Unity 3D 5188 v, BEAG I R 8 & A= (0 5 20 BIFP,
— bR A FH R A g Dy — U g . Bl RS AL TAR Z RS, 1 Box Collider (& Ailf
f#1A) Mesh Collider (1% K& fill 48 4 ) 45, X L& filf 8 2% I FH 09 3% & A [8) (5 #5256 250 4% m 3]
GameObject I,

I fish A2 a8 2E A7 Rl 18 4G ) 2 5 B2 AE Inspector [ AR 5 B4 1lf 48 28 2H 14 A &) % Is Trigger
Jo P S A E RIRT o R B S A 0 380 40 A ) Sk AN AEL L A I 52 v ) AR A% 2y BCEAG P —
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7 1) 2 5 00— 2% Ta 8 T B2 AR S S 03 T 5 HE At W A 2 i R R A R S . SR
FHYE R Fe ™ . Z2 LT Rl AR

o JHE API
Ray Camera.main.ScreenPointToRay(Vector3 pos) : S0t 2k Ray MR A LA+
AR — A

Ray Camera.main. ViewportPointToRay ( Vector3 pos): & [B] — 4% 5 28 Ray M Z HL
FIRLE LI Z AN TR0 8 E — A K

* Ray gtk

RaycastHit: Y2k # 4 nf i (5 B, .

bool Physics. Raycast ( Vector3 origin, Vector3 direction, float distance, int
layerMask) : 42 £ 5 5 4T o filf 48 25 58 SUEF S B, 5 00 R )

bool Physics.Raycast(Ray ray, Vector3 direction, RaycastHit out hit, float distance,
int layerMask) : 7E37 5 145 T w] 5 Jir A7 filf 48 g flf 48 09 — 2% 6 2k I3 [l w48 09 449 45 L

bool Physics.Raycast(Ray ray, float distance, int layerMask) : 24k # 5t 5 1T o] 5lf
T8 e 58 SCIN Ry L A5 A

bool Physics. Raycast ( Vector3 origin, Vector3 direction, RaycastHit outhit, float
distance, int layerMask) : 24 G2k £ 5 A An flf 48 85 52 SOy 5, 75 0 R ik

TR W RA—ARBARE AR B I KRG B E A,

* SRR

Origin: 7E 5 AR B v 5 26 008 1R A

direction: ¥F£&H9 T I,

distance: SRR,

hit: ffiH] C# t out JCHEF AL A — A 25 (1 6l 18 15 228, Bl 48 5 WO . mT LA 3] il e
transform . rigidbody.point {5 & .

layerMask: HiEE layerMask 2 PN B Rlf 18 4% LA 2 P9 Rl 5 25 22006 05 355 M b dlf 43

RaycastHit[ | RaycastAll(Ray ray, float distance, int layerMask) : #8f— 6418
0] BT A Wit 42 , U0 gt S 3% 5 B 2R 9 3R [l — 4~ RaycastHit[ g5 44,

DASE AR 7E 7 B Ry e a5, B — A ] R R SR R S 2L B A SR 2R AR 3.5 R

7 FH T T T A 289 1) S e A I R i 4 — > 38 B Ty B v s T R SXORE B 22 HL 2 RE T 7 Ji Y
ARH DL 0 R 43 T2 R B s 19 28 BRCR S 50T LR A A 1y 5 =X

(1) #FHiE—"1Y 5, 78 Hierarchy & F #4147 Create—>3D Object— Cube #ix 2, 4l &
Cube Jf1ii & & 5t . ] Cube WAl 3.6 FR .,

(2) TR T B ) AU XS T REA S BRI T L A8 3D 355 b YR K L sl %

FEACH AR T NEE I SO ER S AT A N ) PR B TR IR 4 350 B 14— S 1o P 2 S P A A S ) s

HORAR RIS A G T A HE AN, R B T SO e O A AR R AR SR AR X
14 5 33X FsF 7 R UL 940 A5 v S 0 P S A A S X — DB . B — A AV i R S A
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RayDemoOl.cs* # X

2% Assembly-CSharp

~ *3RayDemo01

: MonoBeha

“ + hit.collider. name) ;

Debug. DrawLine (ray. origin, hit.point, Color.blue);

3.5 GlEgLk

Bl pengehuangjiance - 3 - PC, Mac & Linux Standalone - Unity 2018.4.10{1 Personal [PREVIEW PACKAGES IN USE] <DX11>
File Edit Assets GameObject Component Window Help

vyEl O B g % enter @ Global

# Scene  omGame | AssetStore

= Hierarchy
Shaded v o [8 g - BUH -

4 aa
vas3
&2 Main Camera
& Directional Light
0 Cube
& Plane
& cube (1)
P Cube (2)

~ [Gizmos [+« Al

<persp

E 3.6

B Cube

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class NewBehaviourScript :
public GameObject prefab;
private object danhen;
void Update () {
if (Input.GetMouseButton(0))
{

MonoBehaviour {

®cCollabr | &

M Project at
- B & ¢ #Pis

£ v @ Assets.

» M resources
» B Scenes
» B skybl
Q2
<3
® New Material 1
® New Material
IR NewBehaviourScript
0 Quad
B RayDemo01
B RayDemo02
= u=3135354194,28353915008f,
» W Packages

Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition) ;

RaycastHit hit; / /AR B
if (Physics.Raycast (ray,out hit, 100f))
{

Vector3 weizhi = hit.point;

/ /S AT

/ /58 R b ) A B A6
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GameObject danhen = GameObject.Instantiate (prefab, weizhi,
Quaternion.identity) as GameObject;

/ /b S R e B, ) S R

danhen.transform.LookAt (hit.point - hit.normal) ;

danhen.transform.Translate (Vector3.back ¥ 0.01f);

(3) K A 6 ) B L AL Main Camera b, 3547 3C0F ¥ TIE 1Y prefab 45 & 3] 52 1k
Mg, LHIRmE 3.7 B,

EdT_Assets GemeObject_Component Window Help

& % Center & Global

3.7 ZHGIMLEIR

(4) Blbs B i A R o AT LA S0P 500 U2 2 ) SRR A 88 X R 58 T A5t T L R e A
il R BB T Y ROCR L (H 2 SR I /Y 7 5 R AN AR R L 7R EEE R LR LA
ST

GameObject danhen=GameObject.Instantiate (prefab, weizhi, Quaternion.identity)
as GameObject;

b SR B ) e
danhen.transform.LookAt (hit.point - hit.normal) ;
SRz H

Ray ray =Camera.main.ScreenPointToRay (Input.mousePosition) ;
RaycastHit hitInfo;
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3.2.2 Unity 3D BE&Oitbzg

W5 B N A% 3 1 A5 B AR TR SE AT AT — MR AR AR AL Tk 2645 B . AR Wr g mT LA
AR PAE B AR SR T TR 2 . W ud i v K 1 ) e R s — A B2 S ) 3 4
AR R 0l Bl 2 A TR XHE BTN SRS AL B RN . A AR A P Y IR B A% B
AR B TR 5 P IR R AR OC AR RE 7 A TR Y R R R 7 A R R . e R
FEMR — 8 DG B0 T A A IR . €8 5 R B9 B R O, AN [) 19 2K 4 7T LA™ A= A [ A3 %
AR 0 75 P AHE AR . NSERERE T B33 20Hz~20kHz 197 ¥, Hh 7E 1000Hz~
4000 Hz i [ N T 98 i 8% 32 M B i . 500Hz LAR Fl 5000Hz LA b (4 75 ¥, 5 BE AR K i A fig B
W), o BB At 140dBCr DD B B | S 08 AN P2 W7 58 T 2 R o8 . A28l UBE A 19 3 3 9
HIWHEE 260H2~5600Hz, Wi ot RETHEH A 4> T =2

W 7 L ] L 220 % AN S Y 7R

PR T = R AR TR = A & L i sh Yy iy s

R N 5 B A = S,

W5t 3 G AR 8 R 48— A%, I LA A9 48 56 Ok % B % A . Lindsay PH #1 Norman
DA B9“# ¥}-BK 3 ” (Data-Driven) F1“ # 25-3X 3 ” (Conceptually-Driven) £ #2 ., 44 #}-3K 3) #5
2R 5 1 MORHE BRI B AT (I Tk A% e R i R o ek A B Sl )
TERR R A B AT R Tk B, B2 il BT O dRe i B9 25 A& ) iy e i i B2 . A28
W5 2 G % 7 o 00 i R T A B s AMLAC B R G b i & 10 & Bl L 742 T ok 2 v,
HRAE Unity 3D H 7 & 1432 ok B A3 A FEAE M 40000 85 v i 1A 3L

RIS T, — AEAE DI AN & R — Pl B K B 75 55 8 AR, 9 — Bl = ) (] 5 1
BACCIE B L AR E R .

Unity 3D 2R LA 3 SRk X

ATFF . 35 H T30 0 & 2k SCUF T AR I R AT 2k 85 4.

WAV . i FH T30 0 5 SO mT IR AR 3T 28 3%

MP3: id& T8 B 5k SCPF AT FHAE I A 5 k.

OGG : 3 H T HA By & AR ST AT AR AR S8 ok

* Unity 3D "h G IR

Unity 3D X/ & E4T T 30256, LR = AN A2 85 0% 5 0 AR 4L

582 Audio Listener 2. — MOl E 5 0 7E FHEHL Lk &4 A XAz 4
PR —ATRE 2 T M BT 5T 0 TR RO 8 O R 3 6 R L R XA
RS KA &, HEATEQEZ RN, — R sh HREELEDN
GameObject FEM— AT LT L AH & ZARIE X A~ GameObject A 85 5 , ir L —
fe# B8 Unity 3D #9878 8 E AL B m B ar

HUGE Audio Source 2, F& M — N4 28 & SR ARG WA 2 1, 7T LA SE 2o Ja P 15 R 45 o
BRI — SERUR BB W] LA R T I SCR R SORS Y ik 3 DL 4R

T A 2w F R JE Ak
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AudioClip: 7 ¥ h Bt i 7] LATEACH v 25 20 28 s UBOE SR SO

Mute: J& 75 .

Bypass Effects: J& ] FF & WRFRL

Play On Awake: FF#HL A shi&ik .

Loop: TE¥HEHL .

Volume: & K/N. BUEVEE A 0.0~1.0,

Pitch: #&HHE , BUEIE BN —3~3, %% 1 NIEFREH /DT 1 e R . K+ 1 K8
PlIBECE D

R JE —A & AudioClip H . S —AF R AF] Unity 3D L 33X A ¥ RSO3 2728
—1 AudioClip X4, B 7] LA B 48 H. 36 35 ) AudioSource B9 AudioClip J& P4+, 7] A
i1t Resources 3 AssetBundle #F47 Nz, in gk >k i xXF 2 2 856 2 AudioClip.

o RS I T R B

Aits B — AT ARG, BV AT fin g 2, OF BAR PR . B — A5t 45 Main Camera ¥
—~ Audio Source ZH 4, 7E Inspector B M _F 2 Add Component 40 % A Audio Source
FF I B OB A U 105 SR SO HE 3l B AudioClip J& 4 I, 2) i Loop 5 H: v DLt 47 10 FR 5 ik
A 3.8 B . Bk [l £ 47 R e B AT S B0 I #6475 5 O PR R

) (@ @ X Hpivot [@clobal |3

20 (& w0 & v g0 & v X m~ G

B 3.8 #EMAEFAY

o FREOR

Unity 3D HE 5 &40 =ik AT & 8, o LSO 3D SRR . 7R B AR 1 22
HABBUR o] DU G g2 T P AR K . % Audio Listener A 7E— XUH- & B9 3% 5t vl LLAR 47
BT 42 3D FRAHE T, Unity 3D 2R #iF Audio Listener ¥f 2R T 7E ) GameObject £
Audio Source X} % i £ ) GameObject | Wr i 25 143 B AL B 32 5 wb 1 3 5 R /h
MR . B BT AW AR SO, AT E N 3D R BUAE R . AR IR 2 2D & Ak
ARSI R /INROR T B 0SB E AR 3.9 iR,

TEARZAEBL S, Ry 1 028 B AR G T 058 35 30 23 i AR i V8 ISz AR 25 2%, 3D A i 4k KL
BLLF LB #E.
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B yinyuej PC, Mac &L ~Unity 2020.330f1c1 Personal* <DX11> - o0 x

B39 JFHXHEE

(D) AlEE—AH 0375 72 = B I =4~ GameObject, 7 Hierarchy TR #R T $44T Create—>
Create Empty 4 . 207 & , A & 25 X 4 (GameObject) 41l 3.10 Fi/R .

3.10 fJE = 3t & (GameObject)

(2) i Audio Listener 2 F 47 b ff 11U B 3% 41 % £ Remove Component BET , £ i 3 45
1% HL i) Audio Listener 2014, TE GameObject ) Inspector TAIH _F Bt Add Component $Z4H ,
#i A Audio Listener il Audio Source, %y GameObject % fill—- Audio Listener ZH 14, Hfth 7 4
I Audio Source 17,

3) B F#E ) 3D % SR Hi3h B GameObject (1) #1 GameObject (2) Y Audio Source
L pp [l L AT A7 1) S R 2 18] B B A RUR

o fCR R s 5 100 B ORI

private AudioSource audioSource;

e E AW Audio Source L1 . 75 W1 58 WS 7E start J7 ¥ o BEAT 40 F B AR
ETRERE TN
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_audioSource = this.gameObject.AddComponent<AudioSource> () ;
AudioClip audioClip = Resources.Load<AudioClip> ("bgm") ;
_audioSource.loop = true;

_audioSource.clip = audioClip;

_audioSource.Play();

o HERORHPEB— R AL I

7H e 5 1 0 K SR i Y SRR TO IR AE M L S AR SR R AWML B R S BB R TR
AT B FREE N FT 2238, 75 R 8 1S A it () MR R, T30 2 P 1 0 B AR T 30 D)
SEMRR Y WS IR, — B, IR A R AR A AR — 2, RN SR Y 7 Al X
A 52 R0 5 B2 3G I AR 3 2 R A AR o R R AR T, AN, 8192 Hz Y S
HAE 100dB 38 B2 ™ AR 195 JH 2 1L 80dB B & L 1) 128 Hz 1975 & ££ 100dB W BF 7 A= i &
PE L 70dB WHE . B I A9 ELA ) 58 (MeD o B 1000Hz W7 B LA 1 40dB OBSE S0 19 405
JIE 72 4R 14 35 98 R 1000Mel, 35 98 HEE 85 1 4% 2000Mel CRBUH X4 F 3000 Hz 4185 (935 4D .
MR 1 AEHEFR A 1 AN AESEE (Octave) s A0S T35 5k P 3 A3 & — N OVE S B, 7
Unity 3D o, ] DI RS 35 64T n] AL 1Y B

U B 1k P L et BT 78 3 00 2 1 BR A7 B8 2 30 ey 150 0 ik A2 T 659 L 5
ARG EE . & W A HLAE B B 20 R 43, & I RE % 8 i S 4P 9 UTIR & . 7E Unity 3D
TR P EAR AT S E IR R AN B H 5 AR VRS SR AR N T I TEUR
B AR REE Y th P 2 5 A0EG BY SUE L R Be R P XS R S AR . R [R A O, T
DAAR 4 HRE SO RO R A AT AL DR . BARSEBIL SR AN

(1) A& = i3 5, 47 Assets— Import Package = Custom Package iy 2, 5 A
Koreographer 1 £ 1 & /& 3 b1 £ & % 5. 0 3 5 P (9 Ball 350 WK 41 7%, 16 Ball )
Inspector T AR F ¥.i7 Add Component #Z £ % A Rigidbody @SN WK 4 14, 7E Assets [
Project T MR H Y 25 1AL A7 7, 76 350 B9 PR EE S B b ST Create—Folder fir 4, B 2 — 4>
MyDemo 3¢ . 7 MyDemo SCFJE T Y Project TR 1Y 25 AR A5 i 76 5 1Y A PREESE B
Fr i fT Create—>Folder Ay 4, Bl # Koreographer, Scenes. Scripts, Materials 34 3 43 5]
FERCE L S5 JAAR M BT, S ARM WA 3.11 PR,

(2) WA FTIF MyDemo SCHF3 , 47 i MyDemo SCI4F: 3 iz 23 (1 4L , 78 55 Y BB 32 o
F1# 47 Create—>Koreographer 4, ] @ Koreography, 45 ili Koreography, 7£ il Hi Y P £
S B rf ik £ Rename ¥E 95 20 44 1 MyKoreography, 7E MyDemo SCf4 3¢ T B =5 1AL 47
i E B A PR EESE B P B FT Create—>Koreographer Track x4, ] # KoreographyTrack,
#i i Koreography Track, 7 3 H (¥ P4 2% B b 6 £ Rename #5700 8 2 44 F5 4 BallTrack, Jf:
TE KoreographyTrack [y Inspector [ At | {8 Event ID & 2t & BallTrack, 5 ®j i i)
KoreographerTrack &M 5¢ W 24 BRI FF — 3. 18 Koreography WAl 3.12 i~

(3) ¥ E & 5 i 3h F| MyKoreography ) Inspector T # HF # M Source Clip k.48
BallTrack #& 5) ] MyKoreography HY Inspector T & #% i) M Tracks F, i Open In
Koreography Editor #%4H . ¥T & Sk dn it %5 . Inspector AR WA 3.13 AT/~ &

(1) FEF B EHRAE AR 1522 T Select Draw ., Clone % J7 ¥ W g 14, b 1] LA 1 5 78
AR XL L B
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Assets | GameObject Component Window Help
Create >
Show in Explorer
Open
Delete
Rename
Copy Path Alt+Ctrl+C
Open Scene Additive
View in Package Manager
Import New Asset...

Import Package >
Export Package...

Find References In Scene

Select Dependencies

Custom Package...

Refresh Cul+R
Reimport

Reimport All

Extract From Prefab

Run APl Updater...

Update UXML Schema

Open C# Project

Properties...

B 3.11 SANZE#H#

Folder
C# Script
2D >
Shader >
Testing >
Playables > Create >
Assembly Definition Show in Explorer
Assembly Definition Reference Open
TextMeshPro > Delete
oeene Rename
Scene Template Copy Path Alt+Ctrl+C
Scene Template From Scene Open Scene Additive
Prefab View in Package Manager
Prefab Variant
Import New Asset...
Audio Mixer Import Package N
Material Export Package...
Lens Flare Find References In Scene
Render Texture Select Dependencies
Lightmap Parameters Refresh &R
Lighting Settings Reimport
Custom Render Texture
Reimport Al

Animator Controller
Extract From Prefab

Animation

Animator Override Controller Run API Updater...
Avatar Mask Update UXML Schema
Timeline Open C# Project
Signal

Properties... Alt+P

Physic Material

GUI Skin

Custom Font

Ul Toolkit >
Legacy >
Brush

Terrain Layer

IKoreographer Asset Labels

Koreography
Koreography Track

3.12 )% Koreography

@lnspector @/ [lighting
F\ My Kereography (Koreography &t &

Open

Open InKoreography, Editor

M Source Clip AT AL - ©
MiSample Rate =1
Milgnore Latency Off

» M Tempo Sections il

¥ M Tracks 1

Element 0| /EBallTrack (Koreograp @
+ —_

3.13 Inspector H R
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REEFEUT .

A Select ZH A4,

S: Draw {4,

D: Clone 4,

E. #& a1

Space: #ELEUE %,

(5) Bl A BallTrack, 52 3 /NER AR 4l & 5k 19 22 Bk 31, 5] A 4y 44 %5 [A] SonicBloom.
Koreo, TE/NERFA Inspector AR _F &1l Add Component #2453 5l i A Sphere Collider £
BallTrack, 25 /NERE i Sphere Collider 40 4F Fl Ball Track A, X J5 ¥ BallTrack #J ID 4
PRt 2 3] Event ID I8 & /N sk i) Bk 2 3R

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using SonicBloom.Koreo;

public class BallTest : MonoBehaviour

{
private Rigidbody rigidbodyCom;
public string eventID;
public float jumpSpeed;
void Start ()

{
rigidbodyCom = GetComponent<Rigidbody> () ;
Koreographer.Instance.RegisterForEvents (eventID, BallJump) ;

}
private void BallJump (KoreographyEvent koreographyEvent)

{
Vector3 vel = rigidbodyCom.velocity;

vel.y = jumpSpeed;
rigidbodyCom.velocity = vel;

(6) fE Hierarchy 47 Create—>UI—>EventSystem 7%, ] @ EventSystem ., Jf {47
Create—>Create Empty fiy &, €] # — NS WK, 25 25 W K 8 2 44 B8 & MusicPlayer, %
MusicPlayer 3830 , 7£ H: Inspector M # I ¥ i Add Component % £l ¥ il Koreographer 41
ff . Audio Source 4H M1 Simple Music Player 4014, £ MyKoreography 8 € i 5145 Simple
Music Player 1ty Koreography R#, A J5ia 47, il DL /NERBE & 2k 5 2 8k 3.
TORE AN 3.14 iR

(7) 4T Assets>Koreographer—>Dermos—>Prefabs—Particle System fir 4, #i A% %
Wif. 7 MyDemo ) Koreographer 3¢ {1 3¢ T 47 i . 76 5t th 9 P bl 3 50 o 4T Create—
KoregrophyTrack fiy 4, # # — 4~ KoregrophyTrack, B i 4 Ff iy ParticleTrack ., [F]FE 15 B
Event 1D & ParticleTrack , 5 HZ R FF—3. 818 A ParticleTrack i 3h%] MyKoreography
f) Tracks I, #.ifi Open In Koreography Editor % £, T JF i # % . MyKoreography & &
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(8) #£ Koreography Editor H7, ¥ Track to Edit ¥ A X K BEHE K T R4 &5
Particle Track, £ 51 W 15 AL WS i =F {4 . Koreography Editor W& 3.16 i~ .,

[Koreography Editor
Koreography #&EMyKoreography (Koreoaraphy) © [New Koreography | 2
Audio Clip DRFT _SRLNR - B (]

Fempo Section Settings:
Tempo Section to Edit 1) New Section >  Section Name New Section Delete |InsertNew Before | Insert New After
Start Sample 0 Tempo 120 @ BPM  Samples Per Beat
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Track EventID ParticleTrack Load New Remove
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using SonicBloom.Koreo;
public class ParticleTrack : MonoBehaviour
{
public string eventID;
public float particlePerBeat = 100;
private ParticleSystem particleSystemCom;
void Start ()
{
particleSystemCom = GetComponent<ParticleSystem> () ;
Koreographer.Instance.RegisterForEvents(eventID, CreatParticle);
}
private void CreatParticle (KoreographyEvent KoreographyEvent)
{
int particleCount = (int) (Koreographer.GetBeatTimeDelta() * particlePerBeat);
particleSystemCom.Emit (particleCount) ;

DAL il id Koreographer 214, SEBE T MR 9 35 SR 59 40148 il xle < 11

3.2.3 Unity 3D &N EH
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Ab B2 A Flare Layer .GUI Layer,Audio Listener 2404,

Unity 3D #GHLE S SEUT
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Skybox: K75 &, BN, TEF A P92 FE 08 Wos YT @l K= &, i
M HTBAR PR 15 K2 & 2 BUA M Background Bl

Solid Color: #lift, HEEZBI, 5rde b1 SR R Y HTHE LY Background Bifh,

Depth only: {UHEE . %A T A A BEHE BT R 00 .

Dont Clear: NFER, B TEBRATATE G 80RESAF . HE A0 8 — Wi 4L 19 45
REMET —Wiz b, —M5 A& X1 Shader BLA 1 .

Background: Hit, WENTRIE, EELTRTAICRE RS HEAEE RS &
BP0 T S 4 U Y 6 0 B B 5 1 &S B AL

Culling Mask: 5l B 5, e85 fir 2 B R (1) Layer,

Projection: #&F /=,

Perspective: &M . FAZHLE FE K 5 2R 18 JeliF e xd 4

Field of view: MEFEE . T 45 W AR A 58 5 LA S A1) 0 £ B2 RST

Orthographic: 1E5Z., HARHLEG HITCE Y J7 20k i G e e Xk £
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Size: K/, T IE SR AR LA RN

Clipping Planes: BY& T, SARPLIFIHTE G 51F 1R E e Z A BE 2 .

Near: ¥l BARVLIF LA TE G4 00 B 1) .

Far: JEai, $RPLIF UG TE G4 1Y 5o i 5

ViewportRect: SR EIFEIE . FH DU B ok 12 ] S5 AR AL 0 00 P 22 o) HC A e F Y
A8 IS AL A R R A b R BUEVE B 0~1, MR RIEEEZE T A

Depth: BEE. T2 6l $RAR ML E GL W o A58 R R 1 B8 AR LK i T G AR 550/ ME 1Y £ 1R
Mz k.

Rendering Path: JEY AR, T ERBGHLATE R T,

Use Player Settings: {§i i Project Settings—>Player FAJIX & .

Vertex Lit: TGO, BARPUE BT A 9307 X6k G AR 2 T O B ok v g .

Forward: PREE Gy . BRARBLKE A e XX SR i B Fhobt o — 3 18 1) 7 OR TR L

Deferred Lighting: ZEIR YRR, AR ML XTI A Ui xk X G A7 — Wk Jo e BEYE ge , FH B 4
23 (6] /I 2 i s DR A7 TUART A B IR B2 L 12 e DA R DI i 52 2 0 22 b 25 FH T H B0 IR,
[F] B 2 i — KR B OGBS D G i s o IR T A Y RN G 2 Bl PR TR G Y e I O AR
= B Buffer (UNZ .

Target Texture: HARZUHE, T AR AL B i th OF e Qe B0 B e b, — O T4k
AU P i v e A OR

HDR: wmahB0eME gy, T a8 AR LI = 3h 2590 Bl L D6

M E R SN 28 WA Unity 3D 38 QB S HUR £, BT LATE 18 HI 0 o 72 v, AR A [6] 19
LN HAT A — SR BEHC, 40, 72 AR R AL R ik B E

(D G TR, fi B35, — 4 Camera, —> Cube,—> Canvas, f£ Hierarchy Tfi
W IAFT Create>Camera A% . F @ Camera, 14T Create>3D—>3D Object A4, # & Cube,
AT Create>Ul—>Canvas 4, #r & Canvas, [7] i 1) &2 03K A9 # 4 A1 UL, A 5 Canvas, 7
S A PR AE SR B AT Create—UI—>Button fir %, 47 i Canvas, 76 3 H i PR HESE B b 04T
Create>Ul—>Image it % » H AT Y8 T L AT BRI BRI T 35 d 7 5N 3,17 Fis .

(2) 1T Unity 3D WE T 8ARPLIYIR 2 07 85, BT LS ERARHL I I8 BOF A 2 1R e, H
SR B AH R A B AR B A A BT 8 OB AR MLIF B SO s P . $i4T Create>C# Script fiy
2 A A CamController, 7E A i E CLLR A8 i,

public GameObject caml; /15— AR B AL
public GameObject cam2; /15 ARG
public Button btn; /1A A ML 4% 4

(3) 7 Start J7 ¥k P72 = IR IR 1L .

void Start () {
caml.SetActive (true);
cam?2.SetActive (false); / /B AR AR L
btn.onClick.AddListener (changeCamera); //WiWr ¥l 4% 4l
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[ CameraPro - SampleScene - PC, Mac & Linux Standalone - Unity 2019.4.10f1 Personal [PREVIEW PACKAGES IN USE] <DX11>,
ets GameObject Component Window Help

n
rarchy 3 i  mProject
0.997: Maximize OnPlay| Mute Audio Stats a +v o
& sampleScene

B 3.17 #£&H=

(4) A% changeCamera () bR AL 76 H A KT EAZ AL A9 2 BE0R S I SE BUERAR WL D0 46k

void changeCamera ()

{
if (caml.activeSelf == true)
{
caml.SetActive (false);
cam2.SetActive(true);
}
else
{
caml.SetActive (true);
cam2.SetActive (false);
}
}

(5) 7E UpdateO pRELH i H Input O & E5 i H 88 i i, s G ML LT S L

void Update () {

if (Input.GetKey (KeyCode.S)) //S BERLIE T HIRZS
{
if (caml.activeSelf == true)
{
caml.GetComponent<Camera> () .fieldOfView +=Time.deltaTime * 10;
}
else

{
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cam2.GetComponent<Camera> () .fieldOfView +=Time.deltaTime * 10;

}
telse if (Input.GetKey(KeyCode.W))

{

if (caml.activeSelf == true)

{
caml.GetComponent<Camera> () .fieldOfView —=Time.deltaTime * 10;

}

else

{

cam?2.GetComponent<Camera> () .fieldOfView —=Time.deltaTime * 10;

(6) iz 4727, ol il i Button #2 £l V) # AL ML, o v] 38 1 ¥ WS EIR T A0 B i L.
Button Iy e ML EF Ju B W&l 3.18 s,
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HI A, Nav Mesh Agent AU 3.20 Fis,

® Inspector ® Lighting o i
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- Tag Untagged v Layer Default =
Model | Open Select Overrides =

/~  Transform [2 LA
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Carve

3.19 Navigation Static 28! 3.20 Nav Mesh Agent 28 {4

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.AI;
public class BaseNavigation : MonoBehaviour
{
public Transform target;
private NavMeshAgent nav;
private void Start ()

{
nav = this.GetComponent<NavMeshAgent> () ;
}
private void Update()
{

if (target&&nav)
{

nav.SetDestination(target.transform.position);
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(3) Al £ H br ¥ 44, I #i 3 #] BaseNavigation i 4%
target fJ-RAg,
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bout the component workflow.



