3DETIZEE}HT

CDIVFIUVIE, TA=ZFasEpASAEVR TRHEHZNTVLET,

ZER NE studio




WEREELET,
DO—& ELDAssetx 7 ') w2, Import Package% &R L T,
Environmentz 2 J v 7,

Y = Hierarchy__|
(ol cresee -| GeAT—— ]

G| VI

RS

Assets
Create
Reveal in Finder
Open
Delete

Import New Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies

Refresh
Reimport

Reimport All
Run API Updater...

Sync MonoDevelop Project

ZERC/ONE studio

Custom Package...

2D

Cameras
Characters
CrossPlatforminput
Effects
Environment
ParticleSystems
Prototyping

Utility

Vehicles

NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW
NEW

NEW

Projecttl 2 —MAssets®Hi(C, Standard AssetshER S 115,

m
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@LEDAXZa2—DAssetsz=2 ') v, Import Package’ #iR L T,
Charactersz 7 ') v 7,

Assets

Create

Reveal in Finder
Open

Delete

Import New Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies

Refresh
Reimport

Reimport All
Run API Updater...

Sync MonoDevelop Project

Custom Package...

2D

Cameras
Characters
CrossPlatforminput
Effects
Environment
ParticleSystems
Prototyping

Utility

Vehicles

B TREVA Y RODETDImportz 7 U w7,

m2



wHERZELXRT (2)

ZERC/ONE studia

DEDAXZa3—DAssetsz=27 Uv U LXJ, Import Package..z &R
L. Custom Package.ZzZ7J v 7 ULET,

GameObject Component

Create
Reveal in Finder
Open

Delete

Import New Asset...
Import Package
Export Package...
i Find References In Scene

Select Dependencies
ﬂ Refresh

Reim
Reimport

Reimport All

Run APl Updater...

Window Hel

Sync MonoDevelop Project Vehicles

2D

Cameras
Characters
CrossPlatforminput
Effects
Environment
ParticleSystems

Prototyping
Utility

@7 RV kv FIT3H Bsozai.unitypackageZzopenlL £ 95,

QHETHKITA Y RIDATDImport2o Uy LET,

sozai

M v 8Bit Classic Free New B
o &é Ave Maria.mp3 CNEW |

) & Courante.mp3 [NEW |

| i Je te veux.mp3 "NEW

) % Pachelbel's Canon.mp3 [NEW]

M & Pavane for a Dead Princess.mp3 [NEW|

o Readme.txt {NEW|

M v&& Food NEW |

M v Materials [ NEW]

| O Cake.mat [ NEW |

M () Donuts.mat (NEW]

o (*] Hambuger.mat {NEW|

Y 0 Hamegg.mat (NEW |

v ) icecream.mat (NEW |

o ) Milk.mat [NEW

M ) waffle.mat "NEW | \:
. - A oo L
|_An_J[ None | (Umport )

o —}
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wERZULET (3)
DEDAXZa3—DAssetsz=27 Y v, Import PackageZz &R L.
Custom Package. =27 Y v 7,

Create » < main.unity - benkyokai_s
Reveal in Finder
Open

Delete

Import New Asset...
ght Import Package Custom Package...
Export Package...

Find References In Scene 2D

Select Dependencies Cameras
Characters

Refresh ¥R CrossPlatforminput

Reimport Effects

. Environment
Reimport All ParticleSystems
Run API Updater... Prototyping

Utility

Sync MonoDevelop Project Vehicles I

@F XY kv 7IC % B UnityChan.unitypackage%:&iR L. Open%k %
Uy T,

@HTELETA Y RIDATDImportx 7Y w9 3,

COIVFIVE, TAZF452A21EVR; TRHEZNTVETY,

4



ZERC/ONE studio
YeUnity D E 5t A8
D —> E 12— (Scene View)
T —LDERZED XIS
@k ITZ)LF—t 12— (Hierarchy View)
DICBVWTHZDEDDY A MHERRINET,
@A Y ARY ¥ —E 2 —(Inspector View)
DICBWTH2HDZEIRT 5 &, FHFHBRBERNIRRINET,
@Oy ¥ hE 21— (Project View)
T—L%E2EZOMBDOETNRRINET,

Untitled - benkyokai0524 - PC, Mac & Linux Standalone (Personal)

¥ + EIRAIo]
= Hierarchy o
|creae~| @AT ) |l|sh

Main Camera
Directional Light

“ll20]] % | )| & "]

B3 Project
| create -

v/ Favorites Assets
@AII Materials
@AII Models This folder is empty
@AII Prefabs
© All scripts

a) @

W5
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Scenet 1 —DEICH BT T T GamelctIDEZX £,

®4 ' —LE 12 —(Game View)
WAZICH>TVWBREDHERRINE T,
T—LABEEICHTL 20, COERICKED £,

Projectt 2 —D kIc$h 2% 7%, ConsolelcINDEZ £,
®3d>Y—J)LE 2 —(Console View)
Io7—RENKRINET,

m6



ZERC/ONE studia
*\\/—\/%t_j\big—o
OCtri+STtE—7 L% 9, AL T dialoghtH TR EIT DT, main&
WS ZRITTE—T U TLEE W, unityh&EHF T& 5 % (Hung up) 2 &
NRHZDT. TEHIC, Cri+STE—T LTI W,

% CubeZ{ED £,

(MDHierarchyE 2 —® Elcd 2Createz 7 ) w7 LXK,
3D Object DA DCubeZzEIRL £,

#le Empty
Create Empty Child

3D Object
2D Object Sphere
Light Capsule
Audio Cylinder
ul Plane
Particle System Quad
Camera Ragdoll...
Terrain
Tree
Wind Zone
3D Text

3 Project
I Create ~ | T—q
V{} Favorites Assets » Standard Assets

@AII Materials
©\ All Models

) All Drafahe = _— _—

m7
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CubeMHERFEULM?
TOKSIC. BOFXLEMN?

ZNTR. BERIVZRUTHATRL &L D, BEZIEDHDEEZE, B
S—EBERYVERULET,

® + BEAIG]
e

' ®8 Animator SN .= ®nspector
MIEIEIEI-T|

¥ Cube(Mesh Filur) ,
Mesh o
¥ i M Box Collider 2,

- Edit Collider

Is Trigger
Material

Receive Shadows ™

» Materials

Use Light Probes

Ref ﬂectl Probes _
nchor Override [None (Transform) | ©

Default-Material *

ori
©) All Materials
This folder is empty

Add Component ]

@Cube@%ﬁﬁb‘\ InspectorE 2 —ICH 2 & =R L £T,
@CubeDNEZZFEULEJ, InspectorE 2 —DEHZEDHLD £,
@CubeZz[EEr I £ 9, Inspectort 2 —DEHZEDLD XY,
@CubeZ35|EZEIX U XTI, InspectorE 2 —DEHZEHLD T,

BBox CollideriF 2 —JIlcD2WTW%x 9, Colliderid. EIZEERE &
WS ETY, Box Colliderid. CubebEWSATI U KMcEWLWTL

%Y iR—=x> ~(Component) T95,

®RigidbodyZEL £,

w8



ZERC/ONE studio

Add Componentz?7 ') w27 U. Physicsz?7 J w7,
% UL, RigidbodyZzZ7Uvy 2 UXY,

BARYVEBUTHEL £S5,

@RigidbodyZHE D A L £,

Copy Component
Paste Component As New
Paste Component Values

mo



ZERC/ONE studio

®R7YUREEIMULET,
SR U7 7O7 2 L% T CICETHRER
WWET, TZTIE. CHEEWVED,

Tl

e "AVVUTNERE &

Add Componentz2 U v %2 U, New Scriptz7 J v 27 UXY,

Ric, ARIZturn,
AV P

il

8% Csharp& UT. Create and Addz= 7 1) v

m10
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OV UET

DturnEWSZBIDR I Y 7%, ScriptDHICBEILTEEZXT,
@turnz ¥ 7L Y w o LET, monodeveloph FHE £,

1[5 bsing UnityEngine;

5 L
3
4[]

=

O ~NOY WD

9 -
10
11
125
13
14
15
16

I

[

using System.Collections;
public class turn : MonoBehaviour {

// Use this for initialization
void Start () {

}

// Update 1is called once per frame
void Update () {

}

@RDESIC, EEAATLLEEI W, EERb-RS, 7AVTL%
RELU X, unity®DScene®tz—7 &[EHK. Ctrl+STREL X,

ml

1
2
3
4
5
6
7
8

9
10
11
12
13
14
15
16

using UnityEngine;
using System.Collections;

public class turn : MonoBehaviour {

// Use this for initialization
void Start () {

}

// Update 1s called once per frame
void Update () {

this.transform.Rotate(of, 1f, 0f);
}



TR & el R
(MEEEREZHRS UTHKU & Do

()XEHE D ICEE S B THEL &£ Do
(3)ZEA D ICEER B THEL &£ Do

12
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ZERC/ONE studia

WA Z S

(DHierarchyt 2 —®Createz 7 'J v 7,
3D Objectz &R LT, Terrainz 7 J v 7,

- IK I = ol

= Hierarchy
| | Create ~ | (@Al — )
Create Empty i
Create Empty Child
3D Object Cube
2D Object Sphere

Light Capsule
Audio Cylinder

ul Plane
Particle System Quad
Camera Ragdoll...
Terrain
Tree
Wind Zone
3D Text

TerrainhEkE L ieh ?

@Cubeh TerrainDEARICEKD L SIc. HELET,
TerrainZz#&R LT, InspectorE 2 —%Z2FXRUL £,
positionz, X:-250 Y:0 Z:-250ICULFT,
TOLDICIBEDET, RKESZHARBLTLLLEE W,

w13
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@Terrainic&=2IFT £ 9,

Hierarchyt' 2 —CTerrainz#R L. InspectorE 21 —DENY—V %
7Uv Y, =D, Edit Texturez 2 YU w 2, Add Texturez 2o Jw o
LEd,

Staie AL [RE ESE 1 MR
v w# M Terrain L3 1.2(
(a2 [ad [ a2 B | [ %]

Paint Texture

Select a texture below, then click to paint

XX EETXX
ot L LR A

o AL

e vy

Textures

| No terrain textures defined.

(| % Edit Textures... ||
o —

HTRILNSBOA Y RIDERODOERETDSelectz 7 U v 7,
©® O O Add Terrain Texture

Albedo (RGB)
Smoothness (A) Normal

‘ A Assign a tiling texture ’

Size Offset
x 115 o ]
y 115 o |
( Add }

w14
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TYORXFv—DOF M5, GrassHillAlb.Z#5 JILo7 YU v T,
(Ffld. 7YYy I UL TEIRUVEERETIOA Y RT%ZETY)
BDIA Y RODAddZ T Yy T,

® O O Select Texture2D
@ bl
Assets e Add Terrain Texture
A Albedo (RGB)
. . Smoothness (A) Normal
! |
GrassFrond... GrassFrond...
O\ !
Metallic
'
\ Smoothness (e [:]
GrassRockyA... Size Offset
T x 115 o |
\ ¥ |15 llo |

MudRockyAl... MudRockyNo o

ﬂ- :

None 4

TerrainicENBEWIZ &%= ELDHE T,

W15
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TR 2 [

(MEU &SI LT, GrassRockyA.ZEBMLTL ZE W, SAED
%Z—’%'DT@“? L/ &K 50

16



ZERC/ONE studia
YeFirstPersonControllerz iU £ 9>

(MProjectt 2 —MAssetsz= 7 ') v 7, Standard Assetsz=% 7)LY
Uy,

‘ == Assets
= 1
_ | |
‘

@Characters=% 7I)L7 YU v 7,

QFirstPersonCharacterz 4 7)L7 ) w 7,

@Prefabsz=5 7L Yy 7,

w17



ZERC/ONE studio

[; Assets » Standard Assets » Characters » FirstPersonCharacter »

——a_—k

BFPSController
ZHierarchylE 2 —~B&#H U £ 9,

®Main Cameraz &R UL T, Inspectort 2 —MAudio Listener®
Frv A ULTLIZE W,

@OBERY Vv ERULTENLET,
CubeZiEUE U &£ D,

1R E A
(1)CubeMBEEXE>TWBDT, DLLEICEBESEEL &5,

m18



ZERC/ONE studio

WAHICARZEZ KT

(DHierarchyt 2 —<Terrainz 2 'J w27 L. Inspectort 2 —DAR®DR
YoEBULET,

QEdit Trees.2®27 YU v 2 L. Add Treex 27 Y v 7,

m19



ZERC/ONE studia
DFERARZTTIVIUY I ULET, Ric, ROICE TRV R
DAddZz27 v I ULERT,

O O O Select GameObject

@l )
Assets — Add Tree
‘ ' i Tree Prefab |Broadleaf_Desktop (]
None AlThirdPers... *
—
CarTiltContro... Conifer_Desk...
)‘_n v

Broadleaf_Desktop (Game Object;

BOARZEZE T,
ScenetEa—DTerrainz 7 VU w2 LTLEEI U,

®TlE. BERY VEBULTHAEL £S5,

w20
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AT EcEEF, shift+ 7 U v I TRZEEET,

TR & [m] R
(NIEEDESKREEMULT, RZEARXU &S,

21



ZERCONE studia
WAMICEZEZART
(DHierarchyt 2 —CTerrainz 27 'J v 7 U. Inspectort 2 —D{EDR
Yoz ULET,

(@Edit Details.. =27 YU w2 L. Add Grass Texturez27 J v 7,

Detail Texture
Min Width
Max Width
Min Height
Max Height
Noise Spread
Healthy Color
Dry Color
Billboard

w22



ZERCONE studio
@DEZYITILIIYY I ULET, Ric. RPOICH TR > RUDAJ
27w ULET,

O O O Select Texture2D

Add Grass Texture

@ )
Assets | Scene Detail Texture | GrassFrond01AlbedoAlpha | o
Min Width 1 |
Max Width 3 |
Min Height 1 ]
Max Height [2 ]
Noise Spread 0.1 |
Healthy Color I !/
EthanNormals  EthanOcclus... Dry Color [ 1.2
Billboard ™
GrassFrond... GrassFrond... l
GrassHillAlb... GrassRockyA...
Add

N
v

GrassFrond0TAlbedoAlpha (Texy

OEZIEZEY,
Scenet 2 —DTerrainz2Z U w2 LTLEE L\,

W23



GOBERY Vv EHUTHEL £ D,
X9 EfceEd, shiftv+ 7 Uy I TCEZBEBEET,
R RIRE

(MENRICBRTWTWEDZEETZIULEL &£ 5,
R)KBDOUEZHEFTZUXU &£ D,

24
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ZERC/ONE studio

KRG ZENT,
(MDirectional LightiC X7 U 7~k ZBINL X,

Hierarchy ' 2= — . Directional LightZz:&iR9 %,
Add Componentz? 'Jw . Scriptsz?7 ') w7,

Scripts

Ric, Taiyoz7 w7,

XKFOEHEINRXIIVTNZAELERLIEDT, ZORXT U T %z
Directional Lightlc:BiIUL £ 95,

m25



ZER

WAV VTR EZRS

Dtaiyoz ¥ JIL7 Yy LEYT, monodeveloph\FHE £,

1 using UnityEngine;
2 using System.Collections;

4 public class taiyo : MonoBehaviour {

6

void Start () {

Sy

void Update () {
this.transform.Rotate (0.1f, of, of);

@Updatefd#ic. this.transform.Rotate (01f, Of, Of);
EHDET,
UpdateEEN M IEN D ElC, XEFE D ICO.TEITDEEL X,

Q@BLERY V2R UT. KBGHEIK ZEZHRULE T,

@b >5—FE., taiyoEF I Uy I LTHREET,
AV TRZahDPILITdHlic. IAXAVYRNEEZFT,
OXY MNMTIE TTORAIC T//1 ZR/ITERTS
BT HE
TOEIICA—=YILZEWT, Ctrl+/&ELET, H5—E.
Ctrli+/ &2 & TTICED ¥,
26
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ZER

BUpdatef#DH 0 if Hh53THDOIXY N EHNT,

©SEld. RICHE-STH, mEF—%#HI &, BBICEDET,
BERY VEHUTHERLEL &£ 5.

TR 2 1) R

(NKEDEREZHRFT U THEIL & 3o

27
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YeUnityChanZEE U £ 95

(DHierarchy £ 2 —DFPSControllerzDelete U £ 9, FPSController
27 Vv UET, 2DHe. 57 YvI%ZUT, Deletez#EIRUFK
ER

@Projecttl 2 —MAssets®HDUnityChanz 7 J w2 LT, RIC,
Modelsz ¥ 7ILT Uy I LET,

VS:? Favorites Assets » UnityChan »
@AII Materials
@AII Models
@AII Prefabs

i i D ”

v Assets
» & Editor

.ﬁ Food Amimators F: i License
script
Gl Standard Assets

’ﬁ webplayerTemp'ates - - - - - .

@unitychan%zHierarchytl 2 —~\#&1UL £ 9,

Create ~
R
@AII Prefabs
@AII Scripts

4 Assets » UnityChan » Model\

Vi Assets
» &3l Editor
» & Food
script
» &3 Standard Assets BoxUnityChan Materials
¥ &3 UnityChan

Amimators

w28



ZERC/ONE studia

@CubeZDeleteU % 9,

BunitychanD U4 XZR/EL £,
Hierarchy ' 2 —Tunitychanz 7 J v 7 LT, Inspectort 2 —®dsize
T, X2Y2Z2UET,

©BERY v EBLTHEL &£ S,
unitychan® A X Z[TERD £ U= ?

DAAXZDAIEBEZIED T XIS
Hierarchy ' 2 —Main Cameraz 7 'J v 7 LT, Inspectort 2 —®
positionz., X:0VY:2 Z-4& ULEY,

@BFEMNY v ZHULTHAERL LD,
unitychan® KRE AXZICD X LN ?

R [m] R

(T)unitychanZ 180ERE I T, AXTDIESZML LSICULEL &
Do

29



ZERC/ONE studia
YUnityChanD 7 Z X =3 V% {ED XS
MProjectE 2 —MAssetsz 7 'J v UL%9, Projectt 2 —®DCreate
Zz7')vw 2 U, Animator Controllerz2Z v 27 L&,

Javascript
Shader
Compute Shader Editor

Prefab
Audio Mixer _—

Material .
Lens Flare

Render Texture
Lightmap Parameters Standard As

Animator Controller
Animatinn
v

@Animator Controller®£&gijl&. unichan& UFE UTco &ARIIGRAT
HEWEHE A,

®@Animator Controllerz% )L Uvw o UE T,

Assets »

i

Standard Assets (LI RD

I

w30



@TFT D LS BAnimatorDEEAIENE T,

#2 Animator
| | Layers H Parameters | k- Base Layer

+

ZERC/ONE studia

Auto Live Link

unichan.controller

BProjectt 2 —MDAssetsDHDUnityChanz2 U w7 L9, R,

Animations=% 7L U v I L%,

w31

3 Project =]
I Create 'I

¥ 7 Favorites
@AII Materials
©! All Models
@AII Prefabs
©) All Scripts

v Assets
» & Editor
» &l Food
script
» Gl Standard Assets

» &l WebPlayerTemplates

Assets » UnityChan »




ZERC/ONE studia

®unitychan WAITO2ZEL £ gh, BLICK WEEE, ATFOLN—
h—BEEFCEHANLET,

Lo | W )

»

Assets » UnityChan » A

R e lelele]

unitychan_AR y DAMAGE... unitychan_DAMAGE... unitychan_HANDUP...  unitychan_JUMPOO

¥ | & Animations e—()

@unitychan_WAIT02% Animator DEEDF IcBEH I E T,

4 Assets » UnityChan » Animations /

¥ 4 unitychan_RUNOO_L

» L unitychan_RUNOO_R

» 4 unitychan_SLIDEOO

» 4 unitychan_UMATOBIO0
¥ L unitychan_WAIT00

¥ L unitychan_WAITO1

AITO
¥ i unitychan_WAIT03

w32
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@WAITO2HEntrylc DHD £, BZEHICHELXT,

=JLr==

©@Animator®unichan%z. unitychanlCE&E U X9,

‘_/Tag Untagged # | Layer| Default +
Model [ Select [ Reven [ Open |
¥ .~ Transform %,
Position X0 Yo zo
Rotation X 0 Y 180 zo
Scale X
v %,
Controller one (Runtime Anima ©
Avatar

Main Camera
Directional Light
Terrain

List is Empty

u Cull Update Transforms 3
(1) Notinitialized

[ Add Component ]

@3 Project

Create ~
A 4 Assets »
» & Editor (& Editor
» &l Food
& script

» & Standard Assets » . New Terrain

v UnityChan € sample_Scene
(&3 Amimators script
Animations (& Standard A.
Documentation £ unicha
? FaceAnimation UnityChan

OFERY VZMULTHEL £ 5o unitychanh @=£ Lich?

W33
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WEBDT7 ZA—=2 3V ZEMLET,

MAnimator®v 7% 2 ') w2 L. AnimatorE 2 —IcIDEZ F T,

Center

@AssetsDFDUnityChan®Animationz 7 ') v 2 UE 9, Animation

NRIRENFET,

MAssetsODHRD 7 ALY 1F. EIO=A~—7 () =27Uv o953
CETERENE T, ERESNTWB 7AW Y . =AY—I7NTHRE

(W) Icih %,

w34

v Assets 4 Assets » UnityChan » Animations
» &l Editor » i unitychan_ARposel
» &l Food » L\ unitychan_ARpose2
script » ) unitychan_DAMAGEDOO
» &l Standard Assets » i unitychan_DAMAGEDO1
'v UnityChan » . unitychan_HANDUPOO_R
S P L unitychan_JUMPOO
. » L unitychan_JUMPOOB
ion » 4 unitychan_JUMPO1
FaceAnimation P L unitychan_JUMPO1B
>l License » i unitychan_LOSE00
» & Models » L unitychan_REFLESHOO
b Prefabs > i unitychan_RUNOO_F
ReadMe » i unitychan_RUN0O_L




ZERC/ONE studia

@unitychan_RUNOO_F%. Animatort 1 —I|c#%81L £,

Assets » UnityChan » i i

» 4 unitychan_ARposel

» L unitychan_ARpose2

» i unitychan_DAMAGE|

» 4 unitychan_DAMAGE!

» i\ unitychan_HANDUPQI_R

» 4 unitychan_JUMPOO,

» L unitychan_JUM

» L\ unitychan_JUM

» 4 unitychan_JupP018

» 4 unitychan_LEISE0D

> i unitychan AEFLESHOO
R 0

0
> Q’junnychan_kuuoo_L

@WAITO20D EFlc. RUNOO_FZEEL F£95

w35
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GWAITO2%ZH2 U w2 L, Make Transitionz2 Jwv 2 ULZEJ,

Make Transition

Set as Layer Default State
Copy

Create new BlendTree in State
Delete

OKHNHTLBDDT, RUNOO Fz7 ) v I UTRHZDIBREXT,

@RUNOO FEHZYJw 2o L. Make Transitionz27 YU w27 UXx9d,

OFEINETLZD T WAITO2Z 7 ) w2 LTERHNZDREET,

W 36
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WP ZA=2 3 VDYIDBEZDOFREZED T,

(MAnimatort 2 — =&/~ LU. Animatort 2 —D i LT BParameter
#OD)w I UED,

22 Anim;
Base Layer

ILay "

+

@Parameter@ TO+MR7 %227 Y v U, Floatz:&RUL F 9,

)_ I Layers “ Parameters I ‘
{arName
List is Empty

Trigger

QZLT#H&Z %, movelc ULEXT,

#% Animator
Base Layer

l Layers H Parameters l ®

) &

m 37
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@WAITO2H 5RUNOO FADEEIZZ Y w2 UET,

BInspectorE 2 —D T DIFE S I8 B ConditionsD+~¥—0 %0 ') vy
LEI,

Conditions
List is Empty

A

@FBAIOHFZ05ICLXT,
move Greater 0.5& 74D £9,

Conditions

|= ‘move |~ | | Greater$ | |0.5] |

DFD, move>0b5 &&=, RUNOO FIcE® U X9,
Has Exit Time®F v o7 %=NUZEI,

w38
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@RUNOO FMASWAITO2ADKREIZZ Uy UE T,

®InspectorE 2 —D T DIE S [Cdp B ConditionsD+~¥—o %0 ) v o
LE,
]

Conditions

{ Listis Empty
+ —
v

QABIDEFE%05ICLET, GreaterdEHN%E 27U v LT, Lesslc
M0EZF9,
move Less 0.5& 74D £9,

Conditions

= ‘move |*/|Less |05 |
+ -

DFED, move<0b &ofcE =, WAITO2ICERB UL £,
Has Exit Time®F v 7 %Z=NUE,

b

w39
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Yrunitychan %
(Dunitychanic. Righdbody% 7 £ 9%

Hierarchyt 2 —®unitychanz 7 ') v 2 U£ 9, Inspectort 2 —
D TICHBAdd Componentz U v I LEXT,

Physicsz 2 U w2 L. RigidbodyZz7 'Jwv o L%,

ConstrainZ£BIOP»~—2 %2 ') w2 L. Freeze RotationicF v
T ANET,

¥ /. Rigidbody @ %,

Mass 1 |
Drag 0 |
Angular Drag 10.05 ]
Use Gravity

Is Kinematic ]

Interpolate | None

||

ollision Detection | Discrete
nstraints

Freeze Position
Freeze Rotation

@unitychanic. Colliderzfti+£9,
Hierarchyt 2 —®unitychanz 7 ') v 2 U£ 9, Inspectort 2 —
D TICdHBAdd Componentz U v I LEXT,
Physicsz2 YU v 2 L. Capsule ColliderzZ Vv L&,
Capsule ColliderDfEZ AL £,

v [ capsule Collider ¥,
Edit Collider
Is Trigger L]
Material ‘None (Physic Mater ©
Center
X0 1) 'zo |
Radius 5 |
Height 2 ) |
Direction [ Y-Axis |

W 40



@unitychanic. X7 U 7K ZMIFET,
Hierarchy ' 2 —®@unitychanz 27 J v 2 L% 9, Inspectort 2 —

DT IcdhBAdd ComponentzZ J w7 ULEXT,

Scriptsz7 ') w27 LT, UnitysczZ7YUv o7 ULZXT,

Add Component

ZERC/ONE studia

Add Component

(Q]

N

\_J/

Q]

D,

Component

<

Mesh
Effects
Physics
Physics 2D
Navigation
Audio
Rendering

Layout
Miscellaneous
Scripts

Event

ul

New Script

using UnityEngine;
using System.Collections;

public class unitysc

Zy

Animator anim;

Scripts

: MonoBehaviour {

public float moveSpeed = 500;

void Start () {

anim = GetComponent<Animator>();

by

void Update () {

float mov

anim.SetFloat(“move",mov);

}
@DBEERYVEHUTHEL £ D,

UnityChan
UnityStandardAssets.Characters.FirstP
UnityStandardAssets.Characters.ThirdF
UnityStandardAssets.CrossPlatforminp
UnityStandardAssets.Utility >
UnityStandardAssets.Vehicles.Ball »
UnityStandardAssets.Water

Forced Reset
Gamemaster
Hamburger
Taiyo

Turn

Unitysc

Input.GetAxis("Vertical");

>
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YeunitychanhE3 &SI LE 9,

MunityscE Y 7ILI Yy I LET,
GetComponent<Rigidbody>().AddForce(transform.forward* mov*moveSpeed);
DITD/ /2N L FET,
ZUT. Ctrl+STIREL X 9,

QBERY =W ULTHEIL & Do
FTof—2%2HgE, EODXLEMN?

@H A Z %, unitychan& —#&ICEIH L £ T,
Hierarchytl' 2 — . unitychanz 27 J v 2 L%,
Inspectort 2 —MTransform®Rotationz, X:0Y:0Z0&ULET,

@Hierarchy ' 2 —®Main Camera’%. Hierarchyt 2 —®unitychan
DLEFTHBELXT,

OBFERT VEHUTHEL &£ S,
EFTOxF—%#HgE, AXATHERLELEN?

®unityscz¥ I Uy I ULET,
public float turnSpeed =

float turn = Input.GetAxis("Horizontal");
transform.Rotate(0f, turnxturnSpeed, );

BE31TD// 2N UL F T,
UL 7T, Ctr+STREL £,

@OBERT VEHUTHEL & S,

EDAE—RE, BlEET 2 A E— K&, unitychanZz:&RUc&EED
Inspectort 2 —MMove Speed, Turn Speed THRETEXT,
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(MProjectt 2 —MAssetslc & 2musicDArcade #6 by Neojinz &
Uy LET,

Arcade #6 by Neojin® 7 # JL%'(C 8% % Arcade #6 by NeojinZz.
Hierarchyt 2 —(cBE L £ 9,

3 Project

I Create ’|
SELRAOLTIpL

(Q

hk ets » music » Arcade #6 by Neojin
| ~"Arcade #6 by Neojin

v Assets

» &3l Editor

¥ &3 music
&5 Arcade #1 by Mihai Sorohan
Arcade #2 by genzlf
Arcade #3 by Disorder
Arcade #4 by data
Arcade #5 by Man-on-the-Run
== Arcade #6 by Neojin

Arcade #7 by CristianRVillagra
Arcade #8 by ilya
Arcade #9 by miguelmcintra

Arcade #10 by ADHMusic
{ =~ P

@Main Cameraz 2 Y v 7 U. Inspectort 2 —®MAudio Listeneric
Fzv iz ANET,

QBEAEMNRT VZEHUTHAFTL &£ S,
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ZERC/ONE studio

MProjecttl 2 —MDAssetsOHDFood%E 27 Y w o ULE T, f\L)TModel
ETITIWNIIVY I LET,

3 Project L] Consol
I Create ‘I

V{} Favorites

4 Assets » Food

@AII Materials
@AII Models
(©\ All Prefabs
©! All scripts

V&3 Assets
i EdItOT

N 55 Masefiz
Model
Prefab
Texture

» &l music
v oto

8Bit

@CakeZzHierarchyt 2 —~B#&# U %9,

B Cake®Scalex., X5Y5Z5&UL%FY,

Materials

Assets » Food » Model

Materials
Vodels
refabs
scripts

P

or

d
faterials

@DBERY V2 ULTHEL LD T—FDHBDXIN?
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Y¢Cakelc Colliderz {17 £ 9,

(MHierarchyt' 2 —mCakez 7 'J v L% J, Inspectort 2 —mAdd
Componentz 2 U v LT, Physicsz?7 'Jv 2 L. Box Colliderz
20y ULERD,

Add Component
Q] )
“ Physics
~% Rigidbody =

& Character Controller

) Sphere Collider

¥ Capsule Collider

|2/ Mesh Collider

© Wheel Collider

"¢/ Terrain Collider

v Cloth

“$Hinge Joint

“&Fixed Joint

ﬁ Spring Joint \
& Character Joint

v

@Scenet 1 —MCakelc. FEDBRENTWTWS I EEZERLTLE
=LY,

¥Scenet 1 —(CCakeNB XL & ZF (&, Hierarchyk 2 —dDCake
#Y TNV UET,
QBE4ARY VEHUL T, CakelcEY b LEL £S5,
fREEE
(1)CakelcRigidbodyZ 7 FE U & 5,

R)BEMRY V&L T, CakelcfxE b LFEL &£ S,
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wCakelc X7 Y S h=[IF £,

(MHierarchyt 2 —MCakez 7 J v 7 U. Inspectort 2 —MAdd
Componentz 27U wv 7 LEXT,

@Scriptsz27 Yy U, temZz 7 ) v I L%,

Add Component Add Component
Q] ) Q] )
Component < Scripts

Mesh > UnityChan >
Effects > UnityStandardAssets.Characters.FirstPe
Physics - B UnityStandardAssets.Characters.ThirdF
Physics 2D - UnityStandardAssets.CrossPlatforminp
Navigation > UnityStandardAssets.Utility >
Audio > UnityStandardAssets.Vehicles.Ball »
Rendering = UnityStandardAssets.Water >
Layout > Forced Reset
Miscellaneous ’ Gamemaster

Scripts Item

e
@

Event
ul

New Script

e

@lnspectort 2 —Ditemz ¥ JIL7Uwv I LTLfEEaW, XAV )Tk
DABDNKRREINZET,

void OnCollisionEnter(Collision col){
if (col.gameObject.tag == "Player") {
//GameObject.Find('"Get" ) .GetComponent<AudioSource>().Play();

Destroy(gameObject);

@unitychan®Tag%z. PlayerlcLTHEZF T,

GOBE4RY VEHBU T, CakelcEY b LTHEL &S,
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wCakeZz7 v hUicEEDRMREZANK T,

(MProjectt 2 —MAssetsDHicd Botox V) v L. 8Bita% 7L
AN R AVE- 3P

3 Project

| Create 'I

Vf}Favorius Assets » oto
@AII Materials
©\ All Models
@AII Prefabs
©! All Scripts

v 5l Assets

» & Editor
» &3 Food

ad_LTR.

== oto

=y
&3 Standard Assets
» &3 UnityChan
» &3 WebPlayerTemplates

@Power_Pick_Up_06%. Hierarchytl 2 —~\B& UL £,

Coin_Pick_Up_03 Explosion_04 Laser_01 Power_Pick_Up_06 Ul_Blip_01

@lInspectort 2 —T#HIZ. GeticZEEL X9,

Layers Layout

O Ins
S 9 |Get ) | [C)static
Ta ed 4 | Layer| Default

¥ .~ Transform
Position X 0 'Y 0 'z o
Rotation X 0 'Y 0 'z o
Scale X |1 |¥[1 |z |1

v ) [ Audio Source 3
e = e |2 nnicene Nicle 11e A —1
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@inspectort’ 2 —7, Play On AwakeDF v 7N U X,

®HierarchyE'2 —®DCakez 27Uy 7 L. itemZz¥ 7ILI Uy LT
AUV TR ZREEXT,

©ORDITOIAAY R ZEALET, Ctri+STE—TLEFT,
GameObject.Find("Get").GetComponent<AudioSource>().Play();

@EAERY VEBUT, CakelcEY b LTHFEL &S,
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wCakeZx =K SAED FT,

(MProjectt 2 —MAssetsz= 2 'J v o U, Hierarchyt 2 —MDCake%
AssetsDFRNBEIL XY,

@ Project
i Create '|
v 7 Favorites
@AII Materials
All Models
@AII Prefabs
©1 All scripts

» &3 Editor
v Food
Materials
& Model
&5 Prefab
= - -

X7 ALY DFREAANTBNTLIEE W,

@Hierarchyt' 2 —MDCreateh 5Create Emptyz 27 U v 2 UE 9,

“= Hierarchy

Create ~ | (G Al

Create Empty Child
3D Object

2D Object
Light

Audio

ul

Particle System
Camera

YyyVYyYYVYyyvy
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@Hierarchyt 2 —®DGameObjectz 7 'J v 2 LT, Inspectort 2 —
MDAdd Componentz? 'Jw 2 U, Scriptsz? vy LT,
Gamemasterz 2 J w27 ULEXT,

@AssetsDHDCakeZz. TargetDBHDHRABEIL £,

Scale X1 Y1 iz |
v |G| M Gamemaster (Script) &,
Script /- gamemaster o
pne (Game Object) | ©

OBERYVERULTHERL £ 5, CakehM e SAETEXLEEH?
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WAATRRZITWET,

(MHierarchyt 2 —MDCreatez 7 J v 7 L. UlZ:&EIRLU CTextz o
Uy ULET,

Q@Textx= 27 ) w2 LT, InspectorE 2 —DIEREE=HZ I,

¥ .. Rect Transform %,
center Pos X Pos Y Pos Z

o -121 -121 ([0 |

3| - | width ight

L 160 (50 | (] R ]

» Anchors ~—

M
v [ M Text (Script) 2,
Text

New Text

Character

Font (4 Arial )
Font Style al Al
Font Size I! )
Line Spacing
OXFEZBIUDEICLET,
Coloro#DezE sy 7 95E, BRRKETEEXT,
Vertical Overflow | Truncate &
Best Fit ]
Color |
Material 'None (Material) C

@Textlc, A7 Y PN ZED[FIFET,
Add Componentz2 Y v 2 U, Scriptsz? Y v 2 LT, Score%

AN AVE- 3
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®HierarchyE 2 —MCakez 7 Vv L. X)) FkDitemz% 7L
77Uy I ULET,

void OnCollisionEnter(Collision col){
if (col.gameObject.tag == "Player") {
GameObject.Find("Get").GetComponent<AudioSource>().Play();
GameObject.Find ("Text").SendMessage("ScoreUp");
Destroy(gameObject);

AAXAY R EB>TWBITD//ZHAULET,

OBERI VEHUTHAFLL D, AATRRREINEITH?
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*BXF~ZFDT ~
EEHRTUTR 2T AlE. PoTHFIL &£ D6
wARHIC I ZES,
(MHierarchyt 2 —®Terrainz 2 'J v 2 L. Inspectort 2 —D LD
T ULET,

© Inspector
M Terrain | Mstatic

Tag | Untagged 4 | Layer| Default 3

¥ .~ Transform %,

Position X -250 Y 0 'Z -250 |
Rotation X 0 Yo 'Z 0 |
Scale X1 | ¥ |1 |z |1 ]
4™ rrain 3%,
B i (a2 | 7 [ [ ] %]

S —

Raise / Lower Terrain

Click to raise. Hold down shift to lower.

Heoe®: o9
L B LR N

ke 2o F oo

@Y A TScenet 2 —DTerrainz 7 J w7 UEBASHEESZE, LN
TEX9,
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QUMNELEhIEfE=iE, Shiftz#H UGS, Uy I ULELS
NIJATREDXY, £leo RoeBnzd@omnicbicWweE EZiE, WIiC
AENENTWSB?2 R VEBLT, 77Uy I UEBNASTY TR TRED
£,

© Inspector

M Terrain | Mstatic «

Tag | Untagged + | Layer| Default &

¥ .~ Transform %,

Position X -250 Y 0 'Z-250

Rotation X 0 'Y O 'z 0 |

Scale X[1 |¥|1 FAR |
v w# M Terrain

Cgﬁwwmm

Smooth Helght

Paint to smooth the terrain.

Brushes

== - -— = s P -

@DLUDOEEEHZEIZTTICLIEVWEEE. REINDWTWBRY V%
HUEXI, 2UT. &3 (height)ZsELFXIT, D&, 7Uv I UK
N5, NIATREDEY,

Scale X1 Y1 |Zz]1 |
v w# M Terrain ¥,

Lad PAFAEIE]

. ‘v
Paint height
Hold shift to sample target height.

Heoe@®: +0w
® - wi@EMne

ook o

Settings

Brush Size

Opacity

Height | Flatten |
v ¥ Terrain Collider
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e ARHITKE DL B
(DStandard Assets® T DEnvironment® s (c, Water& WS 7 )L
IWHDET, chhaY ITILIIYY I ULET,

QFD T DPrefabsz ¥ 7ILU U v LET,

Assets » Standard Assets » Environment » Water » Water
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@WaterProDaytime%. Hierarchyt 2 —(CB&8 U £,

3 Project

| Create%
» & Characters

» &3 CrossPlatforminput
&5 Environment

G SpeedTree

> G TerrainAssets

¥ &3 Water

¥ &5 Water

Materials
Models

= Prefabs
[ =— 1 S .

4 Ndssets » Standard Assets » Environment » W

M

WaterProDaytime WaterProNighttime

®Hierarchy £ 2 —TWaterProDaytimez 7 ') v 7 U. Inspector
E 2 —TPositionZz. X:0 Y:0.1 Z0& U&7,

OBEERY VEBUTHEL £, KAIC. EEHIL-> TV DIFHES
LTLEE L,
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