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5-29 AN Assets (&l 5-30  ENINAE AL AR

1using System.Collections;

2using System.Collections.Generic;

3using UnityEngine;

a

5 public class NewBehaviourScript : MonoBehaviour

6{
-
8 // Use this for initialization
9 void start ()
10 {
11
Find References In Scene Sprite Atlas 12 }
Select Dependencies Sprites. » 13
Rabaah CurleR Tile 14 // Update is called once per frame
Rei 2 15 void Update ()
R 16 {
Reimport Al 17 if (Input.GetKeyDown(KeyCode.R))
Extract From Prefab s 18 transform.Rotate (@,38,8);
19
Run AP1 Updater.. Timeline 20}

& 5-31 HHa A & 5-32  @INiEA)
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Directional light,

5-33 AT E

K 5-34  ROGIRBCRE K 5-35  BOGITRCR A

OGBS R — N ) — > 07 1) & S 6, IR X 44, 9 B R R BERS i A
R, Al 5-36 TR .

2. TXBEM
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5.6.2 SZIPYERR
FIF 8 2 B 51 B 2 5 52 6 B 39 28 15 I 763 AT 1R 28 I AT 328 46 10 ' W BT A 14 725 AT L 7

RIVEE T

BAEL IR

(D #EFEHIE—~>I[Mode)—>[Realtime].

(2) 7E T HF#H B[ Window)—=[Light}>[Settings]).

(3) ST B 8 2 5% e U il Realtime)—"4) 3% H s BBl Auto Generate],

5.6.3 XIOeHER:
T S 32 5 PR B A e 283000 L ) B 125 8, 20 0Ty e A P45 10 R 7 40 A I

BERE AT 6 FO S R A 2

(1) g Wy 1A A A W A a5 W) A — ) 1 1 25 Static ]
(2) ReAT it B R A 3, AT I —~TMode]—>IBaked].
(3) 766 R ol R B A X il Baked 1= HUTH ) 1 A 2 8B L Auto Generate]—

#dilGenerate LightingJF #HE 4

5.7 BNE

5.7.1 Zhmigiig

FAF| Unity H 9 3D 3l FK 4 3 ) 59 8 ( Animation Clip) , 2l ) 89 55 43 & — BOAH A 58

AW B, — AT LI 24 i B4 . MR S ) 3D RS A B Unity HEF, &
A zh A 2 o) im 5 4

Animation Clip lyimi 878 , Jf] T 47t £ (4 sl 3 fi7 50 5y i f) 2 o 5406, & 2 3 A A g o

CEATTY N T B B AR T R ER 7 A L 6 Sl i Sl £ A8 BRI 2 3 G Animation #L 1A

.
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i Animation ¥ AT LAY i B 19 Sl im 57 45 50F L 5T RE44 N anim ., B i 5T 45 K04
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5.7.2  ghmpR AL

1. Animator 28 {4

b3S SEREROE JiUEINITECY INEE S B RER )
Z U8 Animator 4144, 71 H 75 20K A 8 4 /9 3) imj
oH #4845 Animator ZH 4 #) “ Animator
Controller” )@Y, WK 5-38 iR,

2. BHEEF2EF Animator HLE 5-38  Animator Controller

Sy 25 AR L . 7 Assets TH AR R
T8, L Create}>[ Animator Controller],

By ] 45 7E. Animator M AT e WKL 5-39 PITs ,

%l 5-39  Animator

it Animator #E1$T IF 2l im0 42 i 65 0] DL 31— > 25 19 2h 42 ) s 65— shim A
O Entry.—/~ 30 H O Exit fl—MEZ S EARZS Any State,

AT DAE Sl i 42 1 4% A 7S 00 S im0 6 Sl i 5T 4R A0 2 Animator A& L SERR D 2l R
A —A> gl YRR — A S RS W6 B RS BOR

3. HERETE

— AT LA Z R0 3 RS (B PE) L Y R —

Make Transition

SR P L T B DAl S0 R 255 ) 5 S RS Set 5 Laye Do S
= N 5 o D Co)
@U@@j@lﬁﬁ%ﬁff ’ Y{ijlﬂl)lj(?g A Li%ﬁgg’ C(::;enewﬁlendTreeinStale
# [ Make Transition), Q& 5-40 Fin . 8K 5 #ti s ks [ O

A —AghERE B Lt TS EARES A B ) Kl 5-40  Make Transition
AR B B Shm i I, 8 7 Sk, W 5-39 fr
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AR R DL S RN K T R T AR TR AN AT i i — A 38 R AR BIVE R B B N
AT DR B R PR A S B T BRI g AR A

5 AF| Unity W05 55 SCHFR 035 85 89 38 (Audio Clip) . & 31 %R A B 468 A A 5468
iy =X AN AT F 48 00 A0 SR - 0 SCAE T SR FH R 4 %) 5 4 SC AR 23 S X AT R
A PR AE 230/ S Y 2 i ER TR B B R AU CPU %R AT g i, Bir LA
B A PR T SN P R B A AN R i ) T = T R AR AT DA R 4 % S
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