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11 } reg
12 Wind Zone
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4 public class turn2 : MonoBehaviour { 3
5 \ 4 public class turn2 : MonoBehaviour {
6 {GameObject cubeobj ;i ] #7/V=/MEARDLD 5
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15 // Update is called once per frame

16 void Update () {

17 cubeobj.transform.Rotate (0f, 1f, 0f);
18 capobj.transform.Rotate (1f, of, 0f);
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= Hierarchy 1l @ Inspector

| Create '| {arA . ]

o [Master | [Jstatic

Mall Camer,:a- Tag | Untagged 3 | Layer [Defal.!lt 2 |
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16 cubeobj.transform.Rotate (0f, 1f, 0f);
17 capobj.transform.Rotate (1f, of, 0f);
18 }
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E3—DF1—TEEMLE T, F1—TDIEVAERITVEITH?

Hierarchy (£ TZ)L#—) TCreate — 3D Object = Cube®DJEIC7') v 7 LE T,
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Create Empty Child
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3D Text
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Light | 2 Capsule
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Fa1—THEEO>TVEHSTT,

Cube (1)DTransformZERXRDEDIRELE T,
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ScaledX&Z%& 10lCLE T,
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] Inspector

M [Cube (1) | [static
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¥ .~ Transform [ %
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Hierarchy (£ TZ)b#—) TCube%& &R L. Inspector (- > XX %2—) MRigidbody (1)< KR Unity Cl&. Material (R TU7 IV #8) ZE>TEEMFTE T,
T JAEK) DUse Gravity (A—X- 7 T4 ) ICFTvIEANE T, ETDProject(FOY 1% k) T.Create (V)T A k) — Material (KT 7IV) &71) v LK,
CubehNENTETIBH AR T Bz&ITransform (5> X 74— L) DPosition GRY</3 Material DZFID AT TEBRELZO>TWEITD T, lcolor]ELFELED,

)DY%E3ICLET, ¥ ProjectD 5 DCreate T DT EEAGWKDICLE L&D,

9 M[cbe ] Dstatic ~
Tag [Untagged  ¢] Layer [Defauk 4]

Editor Test C# Script
Shader

Scene
Prefab

Audio Mixer

o Default-Material 7
> Shader (Sundad ]

o Default-Material
» Shader

| material |
Lens Flare

Render Texture
Lightmap Parameters

Sprites

0 Default-Material
S A R —

Animator Controller
Animation
Animator Qverride Controller

Assets

BERIVERLTHELLD, Avatar Mask

F1—TIEDLETLIEE RD EICE>TOWTED G NUERIN T,
BT ISR LI-STransform (5> X 74— 1) DPosition ((RI3>) DYEOICELE T,

Physic Material
Physics2D Material
GUI Skin

‘Custom Font

Shader Variant Collection

Legacy

=l Materialé (&

Material & l& BRI ETEMIPIMEIEWDEKRTT,

Unity Tl MEDEREERIB T 2DIFENE T IMEDEDREE LIV TIRFr—&
MENBEGREE> CEFREEARIBLET,
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Assets (7w b EE) DFDcolorz#EIRL. Inspector (1 VANTZ—) ICRRENTWNS ZdDcolor&E LN SMaterial (71 77)1) 1. CubeDMesh Renderer (X314 5—) MMaterials
Albedo (7 )UK kR §45) DGEMRIICHHBEOBREI Vv LET, TH5E HT7—/\LY bHKRR RTIVTIVICEREINTVET,
TNEY, INZHELNSDTHELELD,
T Hierarchy (e T5)V#—) TCubeZEIRLE J. Inspector (1 Y AXTZ—) DHF|TMesh
‘pcolor @ Renderer (X2 LYAE5—) BhRRENE T, TDHDMaterialszy ) v 7 LET,
Shader |standard g FTHERDESIT cOlorDFREETNTWNDIENDHIVET,
G CRSX —T
~ oAlbedo ()’ ¥ ..M Mesh Renderer ] #
.DME:r:i:nthhéu—-O-— 20 ; lé;fshadows [ on Ll
o Normal Map Receive Shadows [
:::‘“Tht:“é’ ¥ Materials
_oE::sl::;n s 2 Size [1 |
 oDetail Mask é Elerment O L color o
g b ER ) ¢ 1 & Use Light Frobes
— XHYE Reflecfinn Probes Elend Probes $ |
Ec:::;?;;:g: 2 — Anchor Override [None (Transform] @
;;Nuf'mj e N Yi[f; - L
s ﬁfjﬂi}ﬁ zlc: % KT DElement 0&£75 2 TLBIRDHAIC, Assets (7712 k) DcolorZDDL CHRI LK SITEDETE
B 155 DNTEEY,
AN 35S
Hex Color #
¥ Presets =

(@) Click to add new preset

BRIDHRDN—TliFERBZFRL. EADOEBORDF %)y 7L BORESEZERLET,
COEMTIE MEBICLE LT,

BELEGDE Assets (7t k) DFDcoloré L S Material h\, SRE LT BICE>TVWET,
ZDcolork  Hierarchy (£ 503+ —) |ZdBCube (F21—7) ICDDLE T, Efz. Scene (7—>) D
CubelcDDLTERICRIENTEE T,

ScenelCRRENTWVBCubeDEBEHNZEDLNIEFHIN T,

= Hierarchy |
| Create v (BrA

Main Camera
(_Cube

Mast

Floor

Directiofal light

| FSvo7oRraYS

ﬁ Project
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Vﬁ;lvuritr.! ssets
erial
e [
All Prefabs . i
L all Scripts ‘ E# ‘ (FF

T o e

@ color.mat
e
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CubeZigEy>d

RITFI—THEBPLTHET,
Hierarchy (£ TZ)#F—) DCubeZ#IRL. H7 ') w7 L. Duplicate (7« 7)r— b #88) i #RLE T,

| create -| GrAT |crester| GEAT
Main Camera Mi:r.ﬁ e
Maste Copy ;Ub:f
Floor Paste F_j"_"‘ 3
Direct I!?ﬂf e
Rename Directional light

| (ouplicate ) |
Delete

Select Prefab #

Create Empty
3D Object

2D Object
Light

Audio

U1

* v v v ¥

Particle System

I- Proje Camera -
HierarchylcCube (1) MR TUVNIXRLIN T T

Cube (1)i&.CubelcEHBZE>TWEITDTC UEEFHELE T,

Hierarchy (£ TZ)LF—) TCube (1)%ZZEIRL. Inspector (- > AT 2 —) DTransform (F> > X
74—L) DPosition (RI3>) DX%& -1 LE T,
Material (X 7 77JV) &Rigidbody ()2 FR T 1) D& E TN feCubeZ BB L F LD T\ Cube
(MIcH BHMFWLTUWTRIgidbody (U2 FRT4) HAWVTVET,

© Inspector © Inspector 7 tnapector g es|
W Ustatic MCbem | Ostate ~ e D
Tag | Untagged  # | Layer | Default ]
Tag | Untagged ¢ | Layer | Default t) Tag | Untagged 4 | Layer | Default ™| = Qe Y
¥ .~ Transform B, ¥ . Transform &, Position  ¥[1 Yo 20 |
Position X [0 ¥[o zlo Fositna T;I_l }, 0 2 Rotation [0 Yo z[o
Rotation X0 Yo z[o Rotation X 0 Y[o zo Selle XY ]2l o
» | Cube (Mesh Filter) [
B X M e sz ~E B =& » iy M Box Collider @ %
¥ L MMesh Renderer By
Cast Shadows
Receive Shadows
¥ Materials
Size L 1
Element 0 @ color | ].7
Use Light Probes ]
< Reflection Probes
Anchor Override [
"L Rigidbody o)
Mass 1
Drag 0
Angular Drag 0.05
Use Gravity ™)
Is Kinematic -
Interpolate Mone $
Collision Detection | Discre te [

| b constraints

. color @ =
» Shader [ Standard -

l Add Component ]

* ERE
(1) CubeZE=2%5.L T, Cube (2) Cube (3) Cube (4)Z{ERLEL&LD,
(2) L TzCubeDEIZHE LI TDBIICERELELLD,

Cube (2)DPositiondDX%-2

Cube (3)DPositionM X% 1

Cube (4)DPositionMDX% 2

BERZVERLTHELLD, CubeHMHEICTLATWESRIITY,

CubeZigd LIFD

A DA TWLBCube®d EITCubeZzfEH EITE T,

£l Cubex ADF LD THERBLET,

Hierarchy (£ TZ/L#—) DCubez#IRLE T, Z D%, commandF—&# LN 5Cube (1) ~
Cube @A) ZIBICV )Yy LET,

&0y %& L CDuplicate (4T r—h &) Z0)v I LET,

9 %&. CubeHN A DEHEN TCube(5). Cube (6). Cube (7). Cube (8). Cube (9)h HierarchylT %
mENET,

Cube(5) ~ Cube (9)&EIR L f2IRRE T Transform (b5 > X 74— L) DPosition (RT/3>) DY%
L&,

| Create '| arA

| Create v| crAll |._Creat! '| forA

l_‘_'ii'r:h Camera Main Camera Mam Camera
Cube Cube
Master Copy Q e,

Floor Paste
Directional
)

Rename
[ Duplicate )
Delete

Select Prefab

Create Empty

3D Object v
2D Object »
Light »

== | 9 Inspector F
i * M= []static =

Tag | Untagged ¢ | Layer | Default 4|

Multiple | Instance Management Disabled |
¥ .. Transform Q@ #
Postton XI— Y[zl |

<] Yo Z0

R no®
Scale MY ¥ (1 Zi1
|/ Cube (Mesh Filter) #*,
|+ iy M Box Collider - 4
¥ .. MMesh Renderer &,

Cast Shadows
‘Receive Shadows [
¥ Materials

SSize 1

¥ Inspector

) — [|static -

Tag | Untagaed  # | Layer | Default |

=| * Scene
| Shaded

Multiple | Instance Management Disabled |
¥ .~ Transform

@
Position  ®|— ¥[1 zlo

Rotation X0 ¥/0 zZo
Scale  H1 ¥[1 zi1
; o » |2 Cube (Mesh Filter) @ %
Cube ( » i M Box Collider @
Clibe (8) ¥ | MMesh Renderer #
Cube (7) Cast Shadows (&0 ]
Cube (8) Receive Shadows [
ks fO) Materials

BCKIICHE—ERFRMH EITET,
Cube(5) ~ Cube (9)%&3ERL. A7) v L Duplicate (T4 TV — &) &7 v I LET,
I B&. Cube(10), Cube (11). Cube (12). Cube (13). Cube (14)h'Hierarchy|lcRRENE T,
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Cube(10) ~ Cube (14) &= B4R ENTIRAE T, TransformDPositionDY% 2(CLE T,

* ERE

(1) Cube (15). Cube (16). Cube (17). Cube (18). Cube (19) /> CHFE L&D,

(2)Cube (15). Cube (16). Cube (17). Cube (18). Cube (19)H\EIBFI IR TNTIRAET,
Transform®DPositionDY% 3ICLTHEL LD,

I TDCubell Rigidbody (VY FRT 1) BMINTWE T,
F 1z Hierarchy (E TZ)VF—) DCreatehSTERR T 54 7TV MTid. Collider (AZ 44— &
ZEEE) HMILTWVET,

B 7% Cube&x 1) w7 L Rigidbody ()2 KR 7 1) &Box Collider (R 27X +2Z5A4R2—) BhDLY
TWBTELZDBHELELD,

© Inspector
9 [ [cube (5) []Static «
Tag | Untagged # | Layer | Default
¥ .~ Transform
Position X 1 Y1 Z0
Rotation X 0 Y0 Z 0

Scale ¥l Y[l |

¥ |2 Cube (Mesh Filter)

(I
Mesh i Cube @

v i ¥ Box Collider @ %=
Edit Collider
Is Trigger |
Material None (Physic Maty @

Center

®0 v o lzlo
Size

x[1 J¥[1 |z[1

7 . [MMesh Renderer
Cast Shadows
Receive Shadows [

b Materials
Use Light Probes )

Reflection Probes
Anchor Override Mone (Transform) @

¥ /% Rigidbody
Mass

Drag

L ]

L ]
Angular Drag 0.05

M

O

Use Grawvity

Is Kinematic
Interpolate

Collision Detection m

- Constraints

|_am color

M—IL7Z{ED

Hierarchy (& Tl % —) T. Create — 3D Object — Sphere (R 747 :EK) &1 ) v LXK,

Create Empty
Create Empty Child
| 3D Object v Cube
2D Object 3 ! Sphere l
Light 3 Capsule
Audio 3 Cylinder
uI 3 Plane
Particle System Quad
Camera Ragdoll....
i Egi Terrain
Cube (10) =z
Cube (11) Wind Zone
3D Text

Sphere %1% MBall ) ICEE LE T, LEIIEHATELVTT B EBOER TRl IcEBELTWET,
Ball (R—JL) ICEBE(HFET,

Project (7 OYx 7 ) h5. Create (V1) A k) — Materia (R 77 )V #18) #EIRLE T,
&% lcolor2 ) ELE T,

Assets (77t b1 E&IR) Dcolor2%#IR L. Inspector (4 Y ANRT 2 —5A7) DAlbedo (77)URE)
DEAICHZABDRET)YILET,

AZ—I\Ly N CFEGEEEIRLET,

Assets (77t ) DHEDcolor2%Scene (3—>) Ic&H BBalllcDDLE 9

BallZZfId& I =&l  Rigidbody (U2 KR T 1) ZHF THEE T,

Hierarchy (£ TZ)L%—) TBall%&:&R L Tlnspector (f A7 %2—) DAdd  Component (77
RO R—22 M EBRERDENM) — Physics(T4 v IR 43) — Rigidbody (V2w FR
T T )T LEY,

M—IL&ETUVI\T{LT D

Hierarchy (£ TZ)V#—) MBall%. Assets (772w k) DFEADDLT, 7L\ TLLE T,
Assets (77t 1) ICBall A RRENNUERIN T

= TLINT \
578 profabs(d
TLNTER ATV FDBRAEDESHEDTT, 7LNTEELICECA T I
EERTHCEATEET,

Hierarchyh* 5ProjecticDD Y 2T &IC K> TT LN T ZFBTENTEL T TL/IN\T%/E
BTEETLUINTLEVVET,

TUNTDSERLIEDIE. TUN\T DIEREHREITAHFEERFO>TVET,

Hierarchy E CEMICERINEDIE. FACBRZF > TOWEITH £<BROEVED
ELTHONE T, A A DInspectorDFHRERELTEEI A AITIEELABIEE AL
DU TUN\TDSESN A 7917 ME BEMIFENTWE T, 7L/ \T DInspector®

S BRHOZITBEZTNESDFTII MERICELHETIE T, )
BallZHIFRL & T

7L INT{t%& L. Project (AT M) ICBallO T L/I\NT HdBTzsbHierarchy ( TZ)LF—) I
HBBallld. RE(HEE 9, Hierarchy (e TZ)LF—) DBallZHIBRLE Y
Hierarchy (£ TZ)V+—) DBallZ#RLTHY )y 7D A Z1—h5Delete (71— BIBR) Z3RLE T,
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MasterlCEiUWATOUTR%Z(FF D

Hierarchy (e TZ)L¥—) DMasterlZ T LWAT T EDIFTET,
Hierarchy®Master% 23R L CInspector (1 > AT %2 —) DAdd Component (77 K+ 3> 7R—%
>~k = New Script (Za—-XZU TN &I LET,

A1) 7 bDName (x—Ls:%471) & master)& L CLanguage (5> 712 1 &58) &TC Sharpl&L
N

EIRLTz5Create and Add (VU T A7V R 77y R) &)y UTHERRLE T,

Add Component Add Component
fQ X
Component - New Script
@ Inspector Effects - = Name
o M Master Clstatic ~ Physics - [master ]
Tag | Untagged 4| Layer | Default 4 Physics 2D = Language C Sharp ¢
¥ .~ Transform [ % Navigation' v | v | Csharp ) |
Position  X[0 ¥ 0 z/o -—) Audio . =) Java Script
Rotation X 0 Y |0 Z|0 Rendering »
Scale X1 ¥ |1 Z(1 Layout =
Miscellansous .
[[ Add Component ]] Everit _
Metwaork >
uI
Scrip! .
e ; = [ I Create and Add I ]
MNew Seript

Assets®Omasterx 2 )LV ) v LET,
RDESIT R T =R LE T,

1 using UnityEngine;

2 using System.Collections;

3

4 public class master : MonoBehaviour {

5

6 public GameObject ballpf;

7

8 // Use this for initialization

9 void Start () {

10

11 1

12

13 // Update is called once per frame

14 void Update () {

15 if (Input.GetMouseButtonDown (0)) {

16 Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
17 Vector3 dir = ray.direction.normalized;

18 GameObject ball = (GameObject)Instantiate (ballpf,

19 Camera.main.transform.position, Quaternion.identity);
20 ball.GetComponent<Rigidbody> ().velocity = dir * 50f;
21 1

22 1

23}

24

il 20 TSR

CDRY)T b e—ECHATZLEL.EY )y = T EBallZRHT5ITT,
EODUBFREICERBRT 5735 5BVE T,

E7)vIENTB,

R IVADEZENSH AT EEZ AKERDERZEF Lraylc ANb,

rayh 5 m%ZHEY B Ldirlc

AN,

R—=IVEAASDMNEICERT 5,
R—IbicdirOABICHEMA TRIET,

public class master :

MonoBehaviour {

[

void Start () {

ball DFL/NTEANDANY

}

void Update () {

HvaARELET D

BL.YIVRDES)YILTLDBDOTHNIEL, {1+

raylZ AN

| o ROBEN N ASEEEREROERENRA |

dir[CANS

REHRALARMZERYEY

Nectors dir

.direction.normalized; |

ball ITAND

R—ILEERTS

ﬁaj ray_3|Camera.main.ScrEcﬂPﬁiﬁ??oRay (Input.mousePosition) ;i

E?mEObject

ball =|(GanteObject)Instantiate (ballpf,

P e e e e e e e e e e e e e e e = =

3
} ﬁ i X TEMEBLEE, BT S5

17
if &l

if (OO) {X X} &Iif (- 7) XEPRE N RGP ICEONE T,
iflE3FERIBEBLOOLGSIEIEVNDIEBKRICEVE T,
0 Ay IRDFEREZBIZLTWBESIE {H RAY JADGRB 2L E T,

Hierarchy (£ TZ)L%—) DMaster%zZ3R L. AssetsdDBall% Inspector (- > A2 —) DMaster
(Script)DBallpfMDHDDLE T,

BERZVERMLTHELED 7y I LTR—IVHRATWE, cubeDEEZIR T CENTENIERINTT,
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il <2 masy SRR ) CubeZz7L// \71t§-%

Input.GetMouseButtonDown (> 7w 5y bR RRZ VATV LI
ROVRARZ DR ENTEDEDIDEHBITEL T,

Ay IRADEFIE EDRZ D EIEELE T,

0CTKV)vY 1 THRVIYY 2TRA—IVI)YIITIEVET,

ZZE Tl CubeZE#EHLPosition (RT3~ [ FEIE) AERE T AT E T CubeEENNTEX LT,
INERY) T TUERBESICEBLET,

BallEER T 2DEMMULSIC CubeE T L /NI LT BEfUWMIBICERLE T,

£ Cubex 7L /N\TLLET,

Input.mousePosition (1> 7w b THREIT3Y) El Hierarchy (£ TZ)V#—) c8%%Cube%. Assets (74 b) DFNDDLE T,

R OADMUERER (R =V ER) ZEIS TEE T,

Camera.main.ScreenPointToRay (1 X5+ XA >« AT )=V RAV bbby L A) &l
AT =V BEZRDEEN DA A S AN TFEITEIRDIEHREEVE T

Instantiate (1> X2 IT—h) &l

ATV EERTBHH T, = i G
jj “/ :l |7\t| LC Lj:\ Eﬁjz-a_%)j-j\:/“l7 I\\ E}ﬁ‘a—é'fﬁ%\ Eﬁﬁbfit%@@$ﬁ’ﬁ§%)\h§ _a—o e = Tﬁéﬂ;rﬁﬁ;m] Assets ; )
2@, Ball D 7L/ \ T T Bballpf. H A SDRE. Blisk L cigE LE LTz, i S . . n ;
it @Al seripe
L all seripts .
ball.GetComponent<Rigidbody>().velocity& & [ el color color2

balllZftLy T LN Rigidbody DiRE E WS EBRIC W & T, velocity (NAY 74— 1RE) (<
L FREREZETEZTDHRRGRE THMEDEIETET, )

‘main masrer turn2

W B

i Cube prefab

Hierarchylcd&dCubeZz>1—Krd %

7L I\T7{tLTzCubeZ{E>TCScene (3’—) [CCubeZ4RLE T,

Lieth > Hierarchy (e TZ)VF—) (& SCubez I NTHIBRLE T,

£ 9. CubeZzEIRLE T, CommandZz#R LG HS. Cube (1) ~ Cube (19) & #IRLE T,
ZD%.EY ) vobhBDelete (FT1)— k) &EIRLE T,

= Hierarchy
| Create '| o All

Main Camera

Copy = Hierarchy | e
Paste | creere -| GrAT ) |
t Main Camera
Cube Rename :‘:aiter
oor
Cube Duplicate Directional light
Cube
Cube | [ Delete ] |
Cube
Select Prefab
Cube #
Cube Create Empty
e 3D Object 5
Cube
Cube 2D Object 3
SULE Light 5
Audio »
Ul »
Particle System
3 Proje Camera
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AOUTNZEIET D

Assets (774w ) DFDMasterz X T )L ) w7 LT A7) T EBEET,
ROESICRZ) T EBILEY,

1 using UnityEngine;
2 using System.Collections;

public class master : MonoBehaviour {

(public GameObject cubepf:)

3
4
5
6 public GameObject ballpf;
7
8
9 // Use this for initialization

10 void_Start () {

11 for (int 1 =03 1 < 5; i++) {

12 int x =1 - 2;

13 Instantiate (cubepf, new Vector3 (x, @, @), Quaternion.identity);
14 }

15 }

16

17 // Update is called once per frame

18 void Update () {

19 if (Input.GetMouseButtonDown (0)) {

20 Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
21 Vector3 dir = ray.direction.normalized;

22 GameObject ball = (GameObject)Instantiate (ballpf,

23 Camera.main.transform.position, Quaternion.identity);

24 ball.GetComponent<Rigidbody> ().velocity = dir % 50f;

25 }

26

27 }

28 }

29 |

= T+ —
EEd forszelx
for(OO; X X; AN){ OO} &l for(T+—)XEMENDEDT Y, —ARHICE CAE, HBH 0
&KL A B HEITT O e dITEDONE T RVRLUIE, )V — TR EERENE T,
A7 2—ERELT. ZDETHEEIEVIRT HEROET,
EZTHIE. OODERIC. ATV Z2—DE S EMHH . X X ITIE ARVIRT &M AN B
IR —DBZ AT,
TTTIE im AT 2—ELPEREIE. O ITRRRE.ID 5 RBDES, 1@VR LALEA T, —[a

KME%F;’BZ‘&LCV&—I— 192EWSBYRLIEICEVET,

~

J

Tl 1

ZHNATD) EIF BEP X FHEERITFTDANDESBED T,
T Z T, ballpf, cubepf. i, xzahyo KhEHITLHZVE T,

TEEEDBEZDD,

STERBROBIELG E2BHDRDZEALILWVEEIC, —RNITREF I BT DICENET,
BHEIF K BUE XFHE) ZANSBREDTT,

TA7 I LICEVTHIEPXFIF KDEIGEEDTY, TDFEEAILELHNTRN T
IBYVET, L L BBRICANTEIFTEESBVEE A BRDZF TRV WG B

ICANTENE T,
\

~

= b N\
el THORE(
ZHEUTIE B EINSTEEERE T HEDHHIET,
TZTlE. ballpf, cubepfld, GameObject (7 — LA TV ) B, i xzahyold. int (1> })
BRIV,
GameObjectBI & (&, UnitydFE DB THierarchylCRRENTWBA T I MO TLINT
HBAVET,
int(f> b)) B&IE Integer (1> 79 v —) DEETEIHE ANE T,
float (7 A—b) &l IR T HMEZ HREE ANSEITY, )
el 2 U T D A
BELEXAE—ETER TGS cubex 5ELRTERMTSITT,
int xzahyo =i -2;
ZO—1TIE F1—TER T BEDXEZEKDHBDX T,
R E forx|TEkoT+H 1 FOMBEENTVWEL T, InZF AL TCubeZANE T,
3 X
2
1 . i |2
[ 0 -2
00 1.2 3 a4 1| 1
-1 2 | o
-2 3 1
4 | 2
public class master : MonoBehaviour {
public GameObject balj=f=
cube AN B AN
rpublic_GameObject cubepf,
vol hora—m BYERLES hovs—niEzA
HEE W4 i A5 K +19D>mE
N J

BERZVZERLUTHELLD, Cube B —FITATTSRHINT T,
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ESE ) AMICEHIENET,
A7) T DStartBEE RDLDITIEELE T,

public class master : MonoBehaviour {

4
5

6 public GameObject ballpf;
7 public GameObject cubepf;
8

9 // Use this for initialization

10 void Start () {

11 for (int § =0; j < 4; j++) {

12 for (int 1 = 0; i < 5; i++) {

13 int X = 1 — 2;

14 int y = j;

15 Instantiate (cubepf, new Vector3 (x, y, @), Quaternion.identity);
16 }

17 3

18 }

19

el forsearhicforsy | —E)L—7 A

fors<d {} Ay aRIforXEENcEDE T ZEIV—F 1 EVOWVET,
—DBEDforXld. Z DB DforX A e EEIEGE) R IBICZIE T,
CDAZ) TR Tl FEICCubeINTERTEDIV—T 2 %)V—T1T4EIERLTVE T,

void Start () {

for (int j = 0; j < 4; j++)

=1V —TF 2% AR IR

1 P ri— == ; ===
for (int i = 0; i < 5; i++) .
Y N T2 2 — T BB
i
1 1
! . . i
! i int x =i - 2;
1 inty = j;
! Instantiate (cubepf, new Vector3 (x, y, @), Quaternion.identity);
1
1
i} i
| I A - — T e  —— 1!

1
1
- ———— - - ——— - ———t

BERZVERLTHELELD, Cube TEDHRISMINTY,

A7 RIS

EELTCubez X7 ELTERNT BHEEE

T NFEXRRIDA T VIV 2RELE T,
Hierarchy (e TZ)b#—) MDCreate (V') ITA F) = UI(2—771) = Text (T FA M) ZFERLEK T,
Canvas (F+>/\R) EText (7F X 1) EventSystem (A N b X7 L) MERENE T,

GameZ 7%= & New TextE WS BV EHARTEINE T,

i= chy
Create ~ | (arall

Create Empty
Create Empty Child
3D Object »
2D Object »
Light »
Audio [~
= G J ]
Particle System Image
Camera Raw Image
Button
Toggle
Slider
Scrollbar
Dropdown
Input Field
m Canvas
| create -| Panel
Vf:'r’ Favorites Assets Scroll View
e | evexseen

TextDHFIZZEZAE T,

| Create '|

INDBEVET,

arAll

Master
Floor

Main Camera

Directional light
¥ Canvas
Text
EventSystem

Hierarchy CTextZ:&R L. %#i% [Score] L L& T,

@ inspecor LR

¥ [Score | Clstatic +
T T rr—
¥ Rect Transform - 8
center Pos X Pos Y Pos Z
e o C——

CDEETRH RIKWDTEBERETEZELF . FT . TFANDONFEZEELET,
Hierarchy (&£ 53 —) TScoreZ R L CInspector (- > AR7 52 —) DColordR%& 7)) v LE T,

HZ—I\Ly N CHFERBZERETET,

BPI<T20HENDHIHZEIDBICTEHELNTLELD,

v T|[# Text (Script) &,

Text ® O Color
New Text 2
" ]
Character
Font o
Font style
Font Size 14
Line Spacing il
Rich Text 4
Paragraph Saturation
Aigrment 2
Align By Geometry [ | R I |
Horizontal Overfloy[Wrap 4] cEET
Vertical Overflow o e—
Best Fit AN ]
Color ID: 'f Hex Color #
Material 5] v Presets vE
Raycast Target ¥4 (@ Click to add new preset
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S &®IcLELT

RICXFDOREEZEELET,

Hierarchy (£ TZ)LF—) TScore% &R L. Inspector (- > AR 2 —) MDRect Transform (L7 |+
b A TA4—L) DHeight U\ 1B E) E501CLE T,

Text(Script)DFont SizeZ30lCLE 7,

¥ . Rect Transform @ %
center Pos X Pos Y Pos Z
@ o 0 0 |
3| -EH- | width Height
& 160 |50 |
P Anchors
Pivot. X 0.5 v|05 ]
Rotation X [0 Yo z0
Scale X1 v [1 z[1
@) canvas Renderer ) #
v ¥ Text (Scripy [FE:S
Text
New Text
Character
Font 4 Arial | @
Font Style Normal &
Font Size 30
Line Spacing 1
Rich Text 4
Paragraph

Alignment EH==

Align By Geometry [_]

Horizontal Overfloy Wrap :]
Vertical Overflow [ Truncate il
Best Fit [J
Color P4
Material None (Material) o}
Raycast Target ™~
RNGALEEBELET,

SEIF BEZ AT EIUND G ETITVET,
FFEUnityDL AT IR ERIELPTVEDICEELET,
G LDDefault (7 74V H) ZIRLT 2 by 3 (Y —/\A A —) ZEIRLE T,

Layers v Default -
I-“_| ® Inspector V I
pli
o @ Default
Tag[Untagge

Wide

- All Materials
~ All Models
Al prefabs.
Al Scripts.

Save Layout...
Delete Layout...
Revert Factory Settings...

1]
||

middle

» Anchors

ZERC/ONE studio

FAHEEANIT, Scene —) Ea—&Game (5 — L) Ea—HEH T UE S,
SceneM2DDRZ = LE T,

IR =
# Scene
Shaded [[oo[}e | @izl Joemoso|@AT D]

Scene (’—>) |CScore (RO7) ZHRREEET,

Hierarchy (£ T2 /¥ —) MCanvas (F+>/\R) DERIDERED=F%7) 7 L. TRAEICLET,
IBEScorehIENE T,

ZDScore xR TV ) v I LET,

¥HierarchyhNBAFHEIICHEEILTVET,

%ScoreA 7V M Canvast 7TV FDFRICHEOTVET,

= Hierarchy [ aea

| Create *| {orAll )

VQ main =

Main Camera
Directional Light
Master
Floor
(¥ tanvas
Score
EventSystem

I 5L Scene (—2) [ENew TextDXFEHIENE T,
%SceneDHICATITI MHARAGWEEIE HierarchylCdh DA TITo M EZTIVI )Y I T3
T&ETScenelc®RRENE T,

ELD+ZEDRZ2EHLET,
Kl 4 1I33EAia]

i Scene
Shaded

ScenelCH TEKEN AV ) v LTcEE RS YT TBTET New  TextDAiIE (ScoreA 7Ty
M DOMIEERHELET,

33



Unity 7095527 RER ZERC/ONE studio

EREXR(YA@E) 27 )y LTEIELITET, ey A
AEIDED DTS G ED2 by 3DAREV%71) w77 L, DefaultZz#IRL K7, Y%%&Ej%
CubeNEBIHEHATRAATELTERRTBEOICLET,
—EBRELTHELLD,
TORDESICHE>TONIE BRIITT, FTIE A7 ERTT HHEEEIEVE T,
RDESIMasterEEIELE T,

1 using UnityEngine;
2 using System.Collections;
3 using UnityEngine.UTI;
New Text 4
5 public class master : MonoBehaviour {
6
7 public GameObject ballpf;
8 public GameObject cubepf;
9 public static int score;
10 public Text scoreText;
F:
12 // Use this for initialization
13 void Start () {
14 for (int j =0; j < 4; j++) {
15 for (int i = 0; i < 5; i++) {
16 int .x = 1 — 23
17 int v = i3
18 Instantiate (cubepf, new Vector3 (x, y, @), Quaternion.identity);
19 }
20 }
21 }
22
23 // Update is called once per frame
24 void Update () {
25 if (Input.GetMouseButtonDown (0)) {
26 Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
27 Vector3 dir = ray.direction.normalized;
28 GameObject ball = (GameObject)Instantiate (ballpf,
29 Camera.main.transform.position, Quaternion.identity);
30 ball.GetComponent<Rigidbody> ().velocity = dir % 50f;
31 }
32
33 scoreText.text = "Score:" + score.ToString ();
34
35 }
36 }
37

ATIDMEZ e 5Command +STRZEL TUnityICRUE T,

mastericScore4A 7V M aARELE T,

Hierarchy (& TZ /¥ —) MMasterzEIR L E 9 Inspector (- > A2 —) DMaster (Script) (<
Score Text (ROA77+ 7FAN) DBRHEZTVET,

Score TextD#CHierarchydScoreZDDL % 9,

BELTHELLD,

[New Text H [ Score:0JICm>TWLNIXEIN T,
fef2L CubeEZELTEE LD BT A Rk . B H-CubeZ A TR E S 2HEEEAEVE T,
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s RO )

Scored 71y bRk >E#scoreTextm FAE L Tinspector CScore4 7 V1V bR ELE T, 25
I BEscoreTextziBLCScored 7 I MaROITENTEET,

scoreText.textiCRRLIEWNFERATEEZRETCEEX T M-IV (=) TRATEET,
SN, [Score:] &score&xToString() T LIeXFEE—DDNEICLTHRALTVET,

using UnityEngine;

public class mast| Text Bl%&fFEH 42D ME

public GameObject ballpf;
public GameObject cubepf;

// Use this for initialization
void Start () {
for (int j = 0; j < 4; j++) {
for (int 1 = 0; 1 < 5; i++) {
int x =i - 2;
inty = j;
Instantiate (cubepf, new Vector3 (x, y, 0), Quaternion.identity);

}
|

// Update is called once per frame
void Update () {
if (Input.GetMouseButtonDown (2)) {
Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
Vector3 dir = ray.direction.normalized;
GameObject ball = (GameObject)Instantiate (ballpf,
Camera.main.transform.position, Quaternion.identity);
ball.GetComponent<Rigidbody> ( SRR LT 50f;

}

- foRRUYY

R ToString&ld

ToString& l& B DT — 22N FICEHB LIS T 509 T . BHDERIL. ELT
BTEEHBIETAAD—)V (=) TELODEHITKRATEEELTENET,

SEIE. It THBscoreDEEE XFICEH LtextiTXALTWE T,

36

ZH5-Cube®#Z %

ZElE. CubeNEENCHTEESZEEWSTEICLTHRAET,
FJ 1% CubelCAZ ) T b EFITE T,

Assets (77t ) DCube&x V1) v LET,

Inspector (f ANTZ—) DTFDIEFS>DAdd Component (77 KAV R—F N &T)vIL.
New Script (Za2—-RVUTM) Z0) v LK,

Name (x— L :%40) % [cubesc]& L CLanguage (T4 AV 558) I&. [C Sharp A #IRLE T,
&l Create and Add (VI A R 7V R 7y R) &IV ILET,

Add Companent Add Companent
Q]
Component « MNew Script
Effects 4 Name
Fhipsics . [obesd | 1
Physics 2D 3 Language ~ |cshap :]] [Csharp 3|
Navigation * + | CSharp I
Audm : r » Java Script
Rendering *
Layout
Miscellansous
Event 12
Network ¥
ur L2
Scripts »
e EmT -

AssetsOHDcubescZE=Z T IV71 ) w7 L TR ) T ERELET,
RDESIT EBRLTLIEEL,

1 using UnityEngine;

2 using System.Collections;

3

4 public class cubesc : MonoBehaviour {
5

6 // Use this for initialization
7 void Start () {

8

9 }

10

11 // Update is called once per frame
12 void Update () {
13
14 }
15
16 void OnBecameInvisible() {
17 Destroy (gameObject);
18 master.score++;
19 }
20
21}
22

ANEEZ Fe5Command+STRELE T,
BELTRELLD, CubeEEE LTES, TScore: 01D 1 IIEENNIERIH T,
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il OnBecamelnvisible& I h R—ILDERZFHIFRY S

OnBecamelnvisible& (d. BICRAGLE2fcEWLVDEKRTT, Assete (77t ) DFDmasterz 2 7 )L v 7 LTREEX T,
Ay JRICEWERBIE AATHBRAGLGE O EEITAIRENE T, RDESITIEELET,
j 5 public class master : MonoBehaviour {
6
= TAROA \ 7 public GameObject ballpf;
ﬁaﬁ Destroy&ld 8 public GameObject cubepf;
) - - bli ie: 4 ;
Destroy (72 kOI-) &l FIIRT BE MR I LV SEH T, 18 BUBLLS Tekt SGOPETERES
AYARICIBELIEA TV M aHIRRLE S, 1; public int count = 3;
Fle BRRICHIIRT 5LV OmBERIEE T, 13 // Use this for initialization
 (BYR)TCRYI> T DEICHERIEE T 5L 8 LITHERICAIFRRE WS BBIcEYE T, 14 void Start () {
15 or (int j =85 j < 4; j++
) for (i j j j++) {
16 for (int i = @; i < 5; i++) {
17 int x =i« 23
> 18 inty = j;:
ﬁﬁﬁ gameObjecttlI \ 19 Instantiate (cubepf, new Vector3 (x, y, @), Quaternion.identity);
20 1
RN g BN FE THBgameObjectld, ZDAVV T MMFNTWEA TV bDTEEIELE T, 21 }
SEIDcubescld, Cuberd 7V14 M THBDTCUbed TV 10 bOTLITHYET, 2
j 24 // Update is called once per frame
25 void Update () {
\ 26 if (Input.GetMouseButtonDown (©) && count > 0) {
= 7= 27 Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
ﬁ‘ﬂ Zgujr\@ﬁ*"% 28 Vector3 dir = ray.direction.normalized;
N _ ooy — 29 GameObject ball = (GameObject)Instantiate (ballpf,
Cube N BIEAMCHTBONIRE TEE LT SMERAIE. =2, 30 Camera.main.transform.position, Quaternion.identity);
B BB ZHIBRY AL masterh\ > T Bscorel 1 INE T 2B T, 31 ball.GetComponent<Rigidbody> ().velocity = dir x 50f;
j 32 count—;
33 ¥
34
35 scoreText.text = "Score:" + score.ToString ();
36
M—ILZHIFRS % o
39
BallbHIFR T AL DICLE T,
AssetsDBalllc A7) 7 b 2413 £ 9. FIRIE SETERLTY, SR L= 5Command + ST —T LET,
A7) T2l Thallsc)&ELE T,
ballscZ RD&INEed L LT BELTHELED, R—IUA 3RLORST CELUVESHITT,

1 using UnityEngine;
2 using System.Collections; ON<RAE AL

HEERET

3

4

5 _ o HEER T LI BROEPREZ LR T 2 EET (G28) DTLTY.,
5 4 Vs [ramalisation S CHHBDE DL NBOERN SNBEEABTEN TEET,
8

9

public class ballsc : MonoBehaviour {

void Start () { NS, N :
Destroy (gameDbject, 5f); ZHEDRRII LT EEIETE (true) 1 BIILEWEEIE A (false) 1EWLWNE T,

10 ’ . EBET =S BN fELNF DERR
i; \lléigpgz(tjgtés{t):ailed once per frame __ = (&L a==b alblxEL
13 I= + (FLLGLY) al=b aLblFFELLGL
) ¥ < OhEY) a<b alEb& B NELME
16 > > (K7x4) a>b aldbLVEHERELME
<= =P a<=b alEbLL T
BELTAR—IVEHT > THELLD, 5P IcHierarchy(E TZ)bF—)h 5Ball(clone) BB Z = SR T >= = (k) a>=b algb E
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ErrrTT KISEDRBICT

BHROZEERHEDETEIDONREERET CT, REFRBZDLEZELED,
2D EDERED BN e EEREEO DRI EELWSERIBHAREICGIET T, —HEEDAZa1—DAssets (77w k) —  Import Package (1 R—b-/\vr—2) -
Environment (T>/\A O A/~ IREE) A #IRLE T,
BET =N fEELNA L DERR
&& mAHLE (a>=1) && (a<=2) a1 EDDah 2T ™ Unity File Edit GameObject Component Window Help
I . @>=1) || (b>=1) AP LLEE T b LLE 0e | . (Rigiz:i;el S » | main.unity - cube - PC, Mac
| BECUBL | la==1) A1 T KV <+ IETEIC]E e
= Hierarchy
| create ~| (@ ATI Dewete e | <) | &
~ "QB’:?“‘C Open Scene Additive
= = Main Camera
ﬁﬁ% Zgujr\@ﬁﬁ‘:ﬁ% Directional Light Import New Asset...
Master
R— VOB Emaster EBE € TVET, B counth R —LOBEITAVET, Floor s el i
iSZD—XDEIRIE, SETTESY w2 LI TLIZAN T8&JE count > OIEFIFIIZAT &Ik > Canvas g, 20
L - EventSystem ind References In Scene
TIEYZ )y 7 U B D 5REH 0 KB WE IR E LT Select Dependencies Cameras
iFSCARIL LB DHUBE €5 § 7Y IR Tcount-1 b, ZOZHODIER 1 HSTIETT, | Characters
Refresh #R CrossPlatforminput
Reimport Effects
public class master : MonoBehaviour { 4
) ; Reimport All ParticleSystems
public GameObject ballpf; :
public GameObject cubepf; Run APl Updater... Prototyping
public static int scqre: Utility
public Text scoreTexY yx— Lozs Open C# Project Vehicles
HEGTAE THE GaunE ;‘3';-:: TR

_______________ 1

// Use this for initialization
void Start () { <, ~, 4o
for (int j = 0; j < 4; j++) { HTETA 2V RODImport (A R—8) =0y I LET,
for (int i = 0; i < 5; i++) {
int x=41i - 2;
inty = j;

Instantiate (cubepf, new Vector3 (x, y, 0), Quaternion.identity); ® o inpadtLiniiy Backags
}
1 Environment
}
: FE2Y Ui E R0 38 0 K% v o W Editor
\/“/)igpgzg:téS(Eaéled once per frame — v ¥/ @l CrossPlatforminput (1
Update )  ___ =T ___._ # | CrossPlatforminputlnitialize.cs [HE |
S : 1c Cr forml nitialize.
if (Input,GetMouseButtonDown_(2) & count > 01) { v @ WStandard Assets
Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition); e 'W-CIOS_SHH%TMWQF_ L :
Vector3 dir = ray.direction.normalized; W [jijCrDssPIatFor_mInputGulde_ljnes.txt NEW
GameObject ball = (GameObject)Instantiate (ballpf, b W.P‘(‘éfﬂbs :
Camera.main.transform.position, Quaternion.identity); o ' CarTiltControls.prefab
ball.GetComponent<Rigidbody> ().velocity = dir * 50f; (¥ 'y DualTouchControls.prefab whily

(¥ " MobileAircraftControls.prefab G

icount——;; [ " MobileSingleStickControl.prefab G
} [ ' MobileTiltControlRig.prefab [ HEwW |
y J v [+ @l Scripts
sco re1| BHEIBOT ore:" + score.ToString (); ¥ | AxisTouchButton.cs (Fie |
} ¥ ¢ ButtonHandler.cs
¥ « CrossPlatforminputManager.cs (FiEw |
} (7o M T W) P by 110 e
L ) (Cancel ) Cimpert]
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Project (AT k) DAssets 7ty MICH BT+ IV ELUTDIBETRZ TIVI) VI LET,
Standard Assets (RZ >4 — K +7742w k) = Environment (T/\A 0> X b I81E) — Water
(U4—%—) = Water (U#—42—) — Prefabs (FL-/\7)

~ Assets

i Standard Assets

o
" Standard As¢

W Environment

=~ Environmd

42

PrefabsdDsrDWaterProDaytime (V4 —42—+ 70+ 7 A 21 L) ZHierarchylcDDLE .,

[

Assets » Standard Assets » Environn

WaterProDayt... | RVEIG  dle 1 IT-P

s WaterProDaytime.prefab

Hierarchy (t T5)U#+—) TWaterProDaytime (U4 —2—- 70O 7 A 21 L) ZEIRL.
Transform (F SR T74— L) ZUATDEIIERELE T,

~ © Inspector
a ¥ [WaterProDaytime | [static «
Ta p=01ad9es Layefw

Prefab

BELTHELLD RDEIICIZDTONIEEII T,
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ANANYIRZEEETEIT D

Asset Store (7t b A7) ZBELY,
Scene&Gamel i AL CULNBAsset Store 72V F AR ) DR THT)wILET,

(> 11 > [©] [Account -] [Layers ] [pefaur__—
| Create. v‘ (ATl N ] | | |

. k JP v Login
v & main 7‘* kst 2

Main Camera . Lﬁ
Directional Light S h... x | Filters v

Master
Floor

» Canvas
EventSystem
WaterProDaytime

i3 Project =
| create -| = — O AN ][]
¥ Favorites Assets »

All Materials

All Models —
All Prefabs e

} #
Al Scripts (# (ﬂ' .

Ball ballsc color color2 Cube cubesc Editor

» il Editor
o Q i
GG
turn wrn2

main ‘master Standard Ass...

BT HEWNESIE. —F LD A Z21—0DWindow — Asset StoreZ&IRLE T,

3 Unity File Edit Assets GameObject Component MohilelnputHeIp
® main.unity - cube - Minimize %M lers

(OB S &[] (ocener] Siocal] Zoom

= Hierarchy & .= | #Scene B - i s Bring All to Front

{Cge +| G Shaded Layouts > Lo
» € main

Services %0
Scene 81
Game 82
Inspector #¥3
Hierarchy ®4
Project #5
Animation %86
Profiler ®7
Audio Mixe ®8
T
Animator
Animator Parameter
Sprite Packer

Editor Tests Runner

Lighting
Occlusion Culling

@ Project
Frame Debugger

[ create 7|

il |

v Favorites Assets » Navigation
All Materials | -
All Models Console TRC
Al Prefabs o
Al Scripts (h‘ b History
| Asses | Ball ballsc color color2 Cube cubesc Editor main

7Y b ART DEEANAERTENET,
TA Y RIDNECTRICKWEER ELEDAZa1—%7) w7 L Maximizez /')y 7 L&Y,

i Asset Store . . . . | |® Inspector

| | —
JP ~ Create Account Logl Reload

- L
x | Filters v
n‘ Close Tab
|

Add Tab

44

Asset StoreD—& E DIREMIC, Tsky5x IEANDNL T IV Z—F—ZHLE T,

i Asset Store

(o lr=](al=]v] e -
IA
skybx x| Filters v n

A

BRERIERDSShy5X Onel &ZIRLYZ Uy I LE T,

UToEETY— BiE% / AK / &8l / B / 8¥fli / 7v 77— b

1234567 89 10 Next Last 1-360f506

Sky5X One
TOARF Y &EIT
RKD

I ok kok (L475)

Camping pack
3D 7/
FunFant
HEHBTEL TWER

Ea'mpin'g

The Dragon Apo--
3D EFIL/EY/

MindsEdge Stud--
FHEDREL TV E

&R El El

$5.95 $40
The Crow Magic-+- Village Interiors Kit i
3D EFIL/EY/ - 3D EFI/EW/-- (&
MindsEdge Stud:-- 3DForge v 3
EATE L TVWE * Ak kK (1207) Top Environments PC/Mobile
El $60 ll

R AT O—RRE2VERLET,
HTETA Y FoDImport (f R— ) RV EHRLE T,

Sky5X One
TIVRAFv&NTYTPIL/E
RKD

*kkk (1475)

S5 =
v (¥ Wlcustom_LensFlare
a _ 35mm Aliens flare

(¥ s 35mmMoonControl.psd
A set of FIVE FREE skyboxes we ¥ = README.txt

developed half a decade ago for f . (¥ Wl sky5X_light_settings
prototyping and testing lighting. Over ! [+ i sky1_colorSettings.jpg
the years they became somewhat (W I sky2_colorSettings jpg
popular in other game-dev forums. §l® <3 colorsettings ng
[V i sky4_colorSettings.jpg

g
So here is Sky5X One, a set of 5x6 " - . e
skybox textures 1024x1024 each, S Ky (¥ i sky5_colorSettings jpg
included is a BONUS lens-flare and VOLUME O} v [ @l sky5X_skyboxes
light settings for each ambiance. 74 0 sky5X1.mat
¥ @ sky5X2.mat
2

[PV

>

EEEEEEEEEEERE

K

(Cancel [[import

3
°
<}
=1
-~
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RIT.GameR T &) vy L 7 — LBEEZFRRLE T,
Window (71> K7) — Lighting (T4 71 >%7 %) Z&ERLE 7,

@ Unity File Edit Assets GameObject Component Mobile Input Window | Help
[N ] Minimize 8M lers

1 + E=FAIE) Zoom

main.unity - cube -

Bring All to Front
Layouts

HIEEAEIT N

Services
Scene 81
Game 82
Inspector 83
Hierarchy 84
Project 5
Animation 86
Profiler 87
Audio Mixer ¥8
Asset Store 39

Animator
Animator Parameter
Sprite Packer
Editor Tests Runner

Lighting
Occlusion Culling
Frame Debugger

i@ Project

| create -
¥ Favorites Assets » Navigation
~ All Materials N ~ - — 4
Al Models Console @ 8C
Al Prefabs. :
Al Scripts c# Collab History

Lighting (5474 >%) DA~ RIBENET,
Skybox (R4 Ry R) D—BERDNEHAEES ) v LET,

it Lighting
Object Scene Lightmaps @
Environment Lighting
Skybox © Default-Skybox @
Sun None (Light) [o]
Ambient Source [ Skybox +)
Ambient Intensity ===
Ambient GI [ Realtime. ™
Reflection Source [ Skybox 3
Resolution (128 t)
Compression [ Auto N
@ Baking of lightmaps is automatic because the workflow mode is set to ‘Auto’.
The lightmap data is stored in the Gl cache.
WAuto | Build -,
0 non-directional lightmaps 0B
No Lightmaps

Preview

TAVRINETEERT,
Y+ Tsky5x1~sky5x5DWFNHEZIRLE T,
K BLEDRTARN—ZEDTETA AV DY A XHEDYET,

® @ Select Material

Assets = Scene

i -

sky5X3
sky5X4 sky5XSs

. - v

skySX2 (Material)  Assets/sky5|

TZ Tl skyd5x2z#IRLE LTz,

BELTHELLD BERHOZEDOTONIEHN T,
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I_I_\_) b@%;ﬂ%?& l],% 5 3‘ R DI v L IRZRRICT8bit I E AL TREL TR ELY,

Asset Store (7 b+ 2R 7) D SHBEE S DY O— FLTA VK- FLET, gyt o | P ) L |
Asset Store (7 £y bR 7)) DETEY )y LET, S gl e
- A B ] " 7
BEDAZ2—%71) v LTMaximize&ZZERLE T, .FREE 5 10 20 5 100 200 @ IMB  5MB  50MB 100MB 250MB 500MB 1GB 4GB~ 7 =X—¥3Y
Yu-z8 g FIUr—vay
BAFE HIGFS Unityd/c > IR
- = /g g i —Y3y — e
(> 1 p] (2] = ofl) sosen 4B W o owm oy & |7 A
# Scene € Game IﬁAssetStore I I,E‘iﬂlnspector TS T FuZT—hA HE [
= AP e ierCos|(arog) ————
20t
x | Filters v n > ERFOYVb

Close Tab

Add Tab >

Simple World--

Easy Touch -

Little Dragon:-

TR

Personal & Clas'*

H—F o AR

H—=T 1 A/HRE

T

Funky Challenge
F—T 1 A/EE/

3D EFIL/BY/EH 7 UF R AA 3D EFIN/FVw 95 lbuproaudio Red Sky Sounds TESui
Synty Studios Hedgehog Team MalberS Anima *hkkk (L4) KAk Kk (L16) TWE
*hkkkk (L584) . i3 ol i3 3 g
Retro Music Pac:- 8-bit 8 Pack Mu:-- Free Retro Musi-++
F—F 1 A)EE/ A—F A A/BR/) F—T 1 A)ER/)
Decoybird Fancy Lizard Stu--- digloops
Fkokkok (L3) Kk Kk (13) Kk kkk (18)

8-BITSTYLE
SOUND
EFFECTS

8-Bit Style Soun---

A—FT 1 A/BRE

8-bit Sounds Fre-*

AT A/HRE

A—F 1 A/BR
9 rlos Vi

8-Bit Action Free

8 Bit Composer--

H—F o A SRS

Chiptune Rock P--
AT A/EE/ -
Grumble Labs
Kk kkk (16)
Es

agin

HtH ©

. Electrodynamics MoppySound
v
x | Filters n Fokkk (179) Jok kK (230)
=R R
# Home

p P A=Y
P r—2nay
> I TR

» ERIOYIZbH

RIS AT O—RREZVEFRLET,
HTERTA Y RUDImport R 2 EIBLE Y,

» H—E2Z

> vr—4— 8-bit Sounds Free :

R 7 > k Package © ® Import Unity Package
O~ VAT A—F 1 A/HRE

P N=TATILVATLA Electrodynamic: 8-bit Sounds Free Package

> TOAFVRITUTIL *hkk (£79)

v W 8BitSounds

A
[« - BloopDownPitch1.wav
(¥ < Brassicl.wav WiEW
[# + Crashl.wav HEW

» Unity Essentials

{ NEW |
{ HE |
GED
[« Crash2.wav riew
A collection of free sounds in lo-fi [ = Explosionl.wav L HEW |
quality, useful for 8-bit style games! (¥ < Explosion2.wav { HEW |
Included are a variety of noises ranging “ Explosion3.wav { HEW |
from pickups, shooting, explosions, ¥ < Menul.wav | MEW |
crashes, and other useful sounds! # + Menu2.wav
: ¥+ Menu3.wav
Preview sarmplas ¥ < Menu4.wav { HEW |
[+ < Pickupl.wav { NEW |

[o - Pickup2.wav e
2 mictias —
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Asset Store (7t v kA7) 2/ NEHEERICBEELET,
AEDYVRIVES) v L MaximizeZE5—EEIRLE T,

Account ~ | |layers - | | Default

-

Q i Language:H#&zE ~

Filters v ﬂ

me

i Reload

Add Tab

EFI

Assets (77t ) DHFIC8BItSounds (8 £ b R) A >TWONIK, A~ R— I TY,
SceneZ 7 &)y LT 2TERLTHEXT,

8BitSounds&xX 7))L ) v LTRIEET,

I3 Project ¢ i‘.:.
|Create‘| j|4|‘|*,
v  Favorites Assets »

~ All Materials

~ All Models —_—
~ All Prefabs
~ All Scripts

- |*]

A

8BitSounds Ball ballsc color color2 Cube cubesc
i 8BitSounds
b il Editor — — —
Pl sky5X. :
» il Standard As c# C# (#
Editor main master sky5X Standard Ass... turn turn2
——

BI771IVHMAREEN ATV,

BI774 1Va—DEIRT B EInspector ( VANRTZ—) |[TIERHHE TEE T, Inspector ( ANRY
=) DTRDIFSICHEZBERZVEHTE BEHBEINET,
F /. Inspector (1 VARTZ—) FICBWIA Y RUDEWEE. —B FTDEWNN—%71)v79%
TETHTEET,

@ Inspector
-~ BloopDownPitchl Import Settii ~ #, =

Force To Mono O
Normalize
Load In Background [ ]

Default | ¥

[_]Override for PC, Mac & Linux Standalone
Load Type Compressed In Memo $ |
Preload Audio Data [/

Compression Format | PCM
Sample Rate Setting [ Preserve Sample Rate + |

Original Size: 0.6 MB
@ Imported Size: 318.2 KB
Ratio: 50.01%

T =

BloopDownPitchl

ch-1.

iR PCM, 44100 Hz, Stereo, 00:01.846

@ Inspector

- BloopDownPitchl Import Settings ¥,

.
Force To Mono O
Normalize 4
Load In Background [}
Default *

[_)Override for PC, Mac & Linux Standalone
Load Type 7Comp7ressed In Memory %
Preload Audio Data ¢/

Compression Format [PCM ¢

Sample Rate Setting [ Preserve Sample Rate

Original Size: 0.6 MB

@ Imported Size: 318.2 KB
Ratio: 50.01%
Apply
Imported Object
= BloopDownPitchl @
[ BloopDownPitchl ———————

R—IVDORFEIIFEGEBTEERLTIZEL,
T ZTlE. BloopDownPitch1A#RLE LTz,
BloopDownPitch1% Hierarchy|lcDDL % 95

= Hierarchy H: Scene
|Create *'| Al ) Shaded -l l20 || ¢ | <) | & 7| | Gizmos | (ErAll )

VQ main =

Main Camera
Directional Light
Master
Floor

b Canvas
EventSystem
WaterProDaytime

3 Project
| Create ~ | (a
¥  Favorites ssets » 8BitSounds
~ All Materials
~ All Models
 All Prefabs
~ All Scripts

D) | &k |

<

BloopDownPi... Brassicl Crashl Crash2

Explosionl Explosion2

¥ il Assets
» il Editor
P il sky5X
b il Standard Asc

“2iBloopDownPitch 1.wav

HierarchylZ. BloopDownPitch1 (1) ER TN TLE T,

|creae +| @AT
v Q main* =

Main Camera
Directional Light
Master
Floor

b Canvas
EventSystem
WaterProDaytime
BloopDownPitch1 (1)

NI BT7MIVZDEDTIEBVER A BT T7AIVHRESNIcA T VT bz Unity B BEIN
[ TNEBDTT,

LR EEELEY,
BloopDownPitch (1)%3Z4RLT. Inspector (f AT &2 —) T4&Ei%BallSound & LE T, &#IT
IVA—F—ZRTOEENEZVRIICLTIIEEL,

a ¥ [BallSound | [static
Tag | Untagged ¢ | Layer| Default =

¥ .~ Transform _ *,
Position X 0 'Y O |z o |
Rotation X 0 'Y 0 |z [0 |
Scale X[1 v [1 |z[1 |

Play On Awake (FLA A2 -7 Uz A YV EBRFICEE) OFTv I ENALET,
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v ] [/ Audio Source #,
AudioClp o
Output None (Audio Mixer Gr, @
Mute O
Bypass Effects (|

Bypass Listener Effect[ ]
Bypass Reverb Zones [

Play On Awake @

Loop ||

Priority ——
High Low

Volume —_— |

Pitch ---()--IIIIII

Stereo Pan —_—— [0 |

Left Right

Spatial Blend 9—3 o |
D D
Reverb Zone Mix B

» 3D Sound Settings

BEBSTATITINEE T7A

Unity ClE . BD 771 )IbDZEZAudio  Clip(A—TaA 7w 7)) EWNWNBFEIEST OV
R—2 >~ (HBRERE) 1%, Audio Source (A —T1FV—R :FR) T,

Audio Sourcel.F&EENTAudio ClipZEBELE T, InspectorlcRRnEN T SAudio
CripDRICBELIEWET —2ZRET AT TEBETIENEETCEET,

SEDDLIzDIE. 7L/ \T Tld %< Audio CripTY,
Projecticd»®Audio CripZHierarchylcDDY &, Audio CriphEREENzAudio Source
MIWeA TV A EERICESNE T,

Play On AwakelZFTvoZx ANDE BERICBBNICEDEEEDITHEVE T, RUHS
FoETLETT BBGMMDIZE. Play On Awakelc FTvoZE ANTHIFET OIS LEEL
K/Z\Eb“‘&i‘)iﬁ/uo
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RIFR— IV RFENTR BFZR5TLOITLET,

Masterz{EELE T,
5 public class master : MonoBehaviour {
6
7z public GameObject ballpf;
8 public GameObject cubepf;
9 public static int score;
10 public Text scoreText;
11 public int count = 3;
12 public AudioSource ballAudio;
13
14 // Use this for initialization
15 void Start () {
16 for (int j = 0; j < 4; j++) {
17 for (int i = 0; 1 < 5; i++) {
18 int x=1— 2;
19 int y =135
20 Instantiate (cubepf, new Vector3 (x, y, @), Quaternion.identity);
21 }
22 }
23 }
24
25 // Update is called once per frame
26 void Update () {
27 if (Input.GetMouseButtonDown (@) && count > 0 ) {
28
29 Ray ray = Camera.main.ScreenPointToRay (Input.mousePosition);
30 Vector3 dir = ray.direction.normalized;
31 GameObject ball = (GameObject)Instantiate (ballpf,
32 Camera.main.transform.position, Quaternion.identity);
33 ball.GetComponent<Rigidbody> ().velocity = dir * 50f;
34
35 count——;
36 ballAudio.Play ();
37
38 }
39
40 scoreText.text = "Score:" + score.ToString ();
41
42 }
43 }
44

AAILtz5Command + STE—7 L. UnitylcRYE 9

Hierarchy (£ TZ)b#F—) h*5MasterZ &R L. Inspector (1 > AT 2 —) DBallAudio DI

Hierarchy®BallSoundZDDL £ ¥,

= Hierarchy @ Inspector

| Create ~| (G=AT ) ¥ [Master | [JStatic «
YQ':‘namé — = Tag [ Untagged +] Layer| Default &l
D;:aiznm;rﬂgm ¥ Transform *
Master | Position X0 |¥[o 'z |
Floor || Rotation X |0 | ¥ [0 [F4 |

» Canvas Scale x[1 |5 6 lz[1 |
Beentysteni ¥ . [« Master (Script) %,

WaterProDaytime Script |l master | @

Bdlisoind Ballpf VU Ball o
Cubepf w Cube (o]

Text 7 Score (Text) o
Count 3 |
Ball Audio | None (Audio Source) | o]

[ Add Component J
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BELTHELLD R—IVERGF LI EEIBEDNHIESHINTY, ZDEIZ BalbIT R DD o eI B E T,
ballscZ RDKXDICEEHLAET,
73=2 \ : ; g =
| = 1 UnityE H
ATUT DS 2 using ‘Systess Collections:
AudioSourceZ M ZE#ballAudiold. BallSound4 7Y/ b E ANBIcHDED T, y ifiilte o Ak Halllee + PEnamaakiair 1
publichEWVWTHAD T, InspectorD'SRECEX T REI HE.CDEHEE LT 5 " —
BallSound4 714 MERIES BETHTEET, PR S
ballAudio.Play(l&. B=BE T 5mS T, AudioCliplc RELTHEEEBELE T, 8  // Use this for initialization
) 9 void Start () {
10 Destroy (gameObject, 5f);
Ty
12 GameObject clasObj = GameObject.Find ("“CrashSound");
13 crashAudio = clasObj.GetComponent<AudioSource> ();
14 {
xr L 0
16 =
EEZi%E €A*I5 17 // Update is called once per frame ==
18 void Update () { 4
Assets (7742 &) DFD8BItSoundslTdrBCrash2(¥ 5w </212)%  HierarchylcDDLE T, ;g . =
— : S 21
|':,e':::rf|r°¥Al, ﬁ::;ne v ' 22 void OnBecameInvisible() {
v & main 23 Destroy (gameObject);
ERER G 24 master.score++;
Directional Light 25 hg
Master 26
Floor 27 void OnCollisionEnter(Collision c¢) {
» Canvas - 28 crashAudio.Play ();
EventSystem \ ~Sa 29 }
g i’
23 Project \
L?iea:a;'orites Assets ~ 8BitSounds | ~ | - | — ﬁgﬁ 17 U 7I\a)ﬁg§H
~ All Material re . - _
S ; " WSS DD DT BZB5 T B2 EEMAFT LI,
= lscrips AudioSourceE! D Z# crashAudiolZ. Hierarchy®CrashSound#+ 717 b &S ED T,
e BoopDownPi.  Brassicl EEERD| bposiont  Explosion: SEIE. publicZffIF TEH ST\ Inspector CERE T HZENTELF A GEGLS. DAY
TEOBMFTWVTWBBalllE. FLN\T D5 TY, L /\T & Hierarchy A 7Ix 7+ &
B : : SEI. BallMEME B, CrashSound4 7914 ML CRET BB EEEE L1 %
Explosion3 Menul Menu2 Menu3 Menu4 Pickupl = @’Eﬁi/%yci\ Startd) {} EPj] "/:| W-Z‘-\j-o
ety — StartlE Unity N BAE SN & LI TDF T IV bHERENTERHTIBEEINET T. 7
DEFEEFB LT ER TN BB ICCrashSound &R L2 L. crashAudiolc ANTWE T,
TDFTITU D&%, [CrashSoundJlZ L. Play On Awake (LA > 7oA 0) DF vy
EHLET, H&IF. OnCollisionEnterBIN TCEZBELTVE T,
OnCollisionEnterB8E D {} Ay IR TPlayE E X A DD o B ICEEBETEE T,
v ] [ Audio Source &, \_
AudioClip |« BloopDownPitchl | @
) — = T7AVE \
Inspector Qutput [None (Audio Mixer Gr| @ ﬁgﬁ GameObject Find&
9 & [CrashSound []static « Mute O . ’ _
Tag [ Untagged ¢ Layer| Default ¢ Bypass Effects U Faind&IlE FIFRTBETERT IEWVDEBRICARVE T,
¥ _. Transform %, Bypass Listener Effect[ | GameObject.Faind &I Z. HierarChyo)q:'b\B?E'fEZkﬂf:%ﬁTj@j-j\:}Izj CEELEET S
Position X [0 [ [0 'zo | Bypass Reverb Zones [ ] BETY,
Rotation X 0 'Y o 'zjo | Play On Awake ()} (A=) (=) TEHICET T E R E S,
Scale X1 |1 |z[1 | Loop O
FEARUTOBITY,
. GameObject.Faind(" 9477 4"
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ey FybavR—z ok N\

GetComponent&|(d

GetComponent& & FIERT B ETHERERZEMTSIEWVDEBKICHEIET,

OVKR—RV N BRER) EIE. AT I MIHFFTBTEDTESDED Rigidbody®
AudioSource. BA TIE2 e RV ) T g EDTETT,

GetComponentB#i&. A7 VTV MW TWAIBELEOYR—X Y RIS T5TEN
TEEY,

A=)V (=) CEBITET TENHFET,

SEARUTOBITY,
GameObjectBIZ#1.GetComponent<EVELfcW IV R—R > ha>()

= FrvavarvIvia—
55 OnCollisionEnter& (&
AHICERE LRI AIBE I NS IR T,
MBI NZE4E BEEEELABFEICCollisionHMTWTWTHEH A DEE S A CRigidbody
MIWTWBZETT,
AYARICERELTHS c ITEFBRLIAT I DT 2B TAV. ZNELHEICE
ELlcA TV b EHBITEET,
Blfzdn1cOnCollision  &OnCollisionExith W E I, INSIE BT B2 AT HEN
T2V T I UTDEITY,

OnCollisionEnter Eze L=
OnCollision L TWBR
OnCollisionExit BN T BRRE

- J

MR—ILZ2EEoIELTD

Project (7 OY 7 ) MAssets (7t ) DD color2 %z #IRLE T,
Inspector (- AN 2 —) DAlbedo (77JUNEF) ZEWKEITL, Metallic (A 21y 7) & 1 1CLE T,

® Inspector -

color2 o, |4
0 Shader [ Standard - i
Rendering Mode
Main Maps
. ©Albedo &
o Metallic —0 |

Smoothness  m(m== 0.5 1
Source Metallic Alpha &

@ Normal Map

[ = Height Map

@ Occlusion

o Emission s o |
Global lllumin Realtime ]

@ Detail Mask

Tiling
color2

AssetBundle

cubelltRIFRZ(TII D

FFIXEMELTO—RLTAVR—MLET,
Asset Store (7t b A7) ZBEET,
BEIDAZ13—DFTIXF v TIVT7 IV ERDOIHAET) YT L TArtskillZIEA AL TIEELE T,

category: 77 AF ¥ &~¥ T U7l x |price:0 x \ ArtskillZ x | Filters v n
BT $ BAYAX MB # Home
» 3D EFIL
)

R o b FPIA—vav
10 20 50 100 200 1TMB 5MB 50MB  100MB 250MB 500MB 1GB 4GB - o
PPN A7y ho# yu—28 2# TIUr—vay

> IF SR
BTl Mg 3 Unityd/N— 3> i
T o 1d 7d 14 Tm  3m  6m 1y 5y o A=TaA
RS 99> PyFF—hE a8 > ERTOYIOR
[0k Yahow ) v
1d 7d 14d  Im  3m  6m 1y 5y > yz—¥-
» ZHUTK
»>
UToRETY— B/ AR/ &80 /i / 7y 77—k v
12345678 1-360f271 L P

BRERH S Free ArtskillZ Texture Pack 011 &3EL T v LE T,

NTFoEETY— B/ AS /&8 /FHEi/ 7y 77—
1-20f2
»an Free ArtskillZ Te:- Free Sci-Fi Text:-
) P 7O AF v &7 TYIORF v &I T
|l Luca Eberhart Luca Eberhart
*k kK (L190) *kkk (154)
raxor Senia EEGZE) i)
1-20f2

ZovO—RREZVERLUTCHTERTA Y FUDImportZ R LE Y,

Free ArtskillZ

Texture Pack 01 . 2
TIOAFv&~NTYT7I i o : Import Unity Package

Luca Eberhart 222
KKk (£190) ' , ey INUE Y] Free ArtskillZ Texture Pack 01

Vv [ Wi ArtzkillZnetTexturePack0l a
Fovo—~K

v [+ @llFantasy

s / | Crate01.tga

RIEINS @ W > | Crate01_n.tga

G o > | Crate01b.tga

This free pack by ArtskillZ contains > . . ~ | Crate02.tga NEW
wood, crate, rock, tile and sci-fi | | | | Crate02b.tga
textures. |/ i Crate02n.tga
& ¢ < |mi Crate03.tga

If you use these textures, kindly add a - |mi Crate03_n.tga
link to the ArtskillZ website in your | Crate04.tga
project credits. | Crate04_n.tga Ve |
| Floor01.tga HEW |

{ HEW |

| Floor01_n.tga
Gt mir e

1

Al

AssetsdDRa| ArtzkillZnetTexturePack01&E WS 74 LA DB NUEA > R— FRINTT,
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AssetsDHa|Zdp B colormBIRLE T,
Inspector (A VAN R —) DAL BEREX—7%Z7) 7L OV 7IREICLE T,
Oy 7IREEICT BT E T RTREHMIFLET MDA T IV M ERIRLTEZ DS ELEVET,

© Inspector
color [ 2,
. Shader | Standard V)
Rendering Mode | Opaque : |
Main Maps - =
]— P (owvone | [ 7rovoRe |

- @ Albedo

IND OERZEMITET,

colorz w7 LT IRRET, ArtzkillZnetTexturePack01% 2 1) w2 L. Fantasy (7723 —) .Rocks
(Aw IR E)Scfl (FA T4 :SF) DO EL T4V R ZREF ETERE RDTIZEL,

A TlE TCrate02blicLE LTz,

BATEEG% AldedolcDDL. 2 RICLE T,
BACERIC: BT CREICNDMT VTV S E 2 XV ERZNormalMaplcDDLE Y,
I TlE [Crate02n DT ETT,

sse | ® Inspector

R —1 P & o 2

' Shader | standard =

J
Rendering Mode [ Opague +]
Main Maps
 Albedo [ 12
© Metallic O [0 ]
Smoothness s e
Source [ Metallic Alpha ™
'Normal Map
@ Height Map
j @ Occlusion
 oEmission s °

Global lllumin( Realtime s i

__ Crate02b )

Floor01_n

(1) Flooric®, kxR E L THELLD,
Project — Create — Material Ccolor3&Z{E>TP>THEL LD,

memo
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Blockii

P63
P65
P67
P69
P70
P72
P74
P75

#i®I5

— W DISE B DIGE L TRD
BEED

N—%E%

Barz#ET 2RV T+ =ED
R—IVEED

Physics 2D Material # 5% E 9 %
BalllcTag (2%9) =11+ %

P76 JOviUE{ES

P78 RAZ—Z{E2TTOVI%ZLND
P81 WalldlTR—ILHE 252 RICT S
P82 RIA7EHERMRIS

P86 GameOverDOXFAHT

P88 UL ATERLIICTS

P90 ZIREZITS

#iEd S

EMEEDRAES I O—RLET,
xvbh blcEMERELEZLIOT. Ao O0—RLEY,
TOT7A A h 5, Safarixy ) v L ESLET,

ALY Juie

L D#&FEZIT, T[gameprograming.jp/block.png ) EFTBIAFH T Z—F—% L E T,
THERDEOHGERHDETELRT,

‘J Q@ http://gameprograming.jp/block.png

BIERDLETHEY )y 7% L A A=V RBTRTF - ZER,

| BON } 7< ; ,ED, gameprograming.jp O, ] i) ] ] ) T

@ ¢ U
I Dashboard TH< ...

AAX=V%EFTo7oO0-R"IEE
A A—VEHZTRE...

A X—J%"BER"ITEM
AA—IETRY MY TEIF+ & LTHER

AA—YOFPRLAZIE—
A A—IZI—

5 >

Wrhe T A7 by TICEBLTRTFLET,

12 B gameprograming.jp @]
EF=H U4 - | block.png >
S0
5 -
el RF
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Unity &8 L C LW OV M EEVE T,
Project name (7B b+ —L)ICBlockiEAAIL, 2 DICFTvoZEANK T, ZTD#%Create
project (VI A L-7OIVTIN EI)vILET,

Projects  Getting started [Binew  [Qoeen (@) myaccount

Project name*
Bk
Location*
Enable Unity Analytics @

/Users/user

Create project

unitylCEMZEBMLE T,
T A7~y T Dblock.pngZ AssetsHNDDLE T,

3 Project El
Create v] @
Vv Favorites Assets
~ All Materials
~ All Models
~ All Prefabs
~ All Scripts

Assets (771w k) DFICblockD 774 ILHDER TWONIERRINTY,
ARIOKN—7%BLTHET,

[

Assets

TN —DIRELTHRD TS EZRLTWVET,

INZ=ZNE D TREDIRE LTIRO K DICRELE T,

ZERC/ONE studio

— R DIZEERDIZELTIRS

AssetsDHDblock% 3R L. Inspector®Sprite Mode (R 7Z 4 FE—F) ZMultiple (K)LF 7
INICLE T, ZD%. Apply 7754 @A) R2>%#L. Sprite Editor (RS A b IT712—)
RV ZERLET,

e Inspector

"= block Import Settings *,
| (Gpen)
Texture Type | Sprite (2D and UI) il
Sprite Mode | Multiple il
Packing Tag Single
Pixels Per Unit = | Multiple ] |
Polygon
Generate Mip Maps v9
Filter Mode [ Bilinaar il
Default | i | k2 | "
Max Size | 2048 =
Format | compressed =

Revertl Apply

= 27514k E—F TLFTI
::57) e

Sprite Mode Multiple&ld

Multiple (RILFTIV) &ld . BARBTIHEHIEWNDOEKR T,
—DDERETVIEWTERD/N—Y ELTIRSE—RFTT,

e Inspector

= block Import Settings & ==
|
Texture Type | Sprite (2D and UI) il
Sprite Mode | Multiple &
Packing Tag | ]

Pixels Per Unit 100

Sprite Editor

—

Generate Mip Maps [

Filter Made [ Bilinear 4 ]
Default | i | E | i

Max Size | 2048 : |

Format | cCompressed ™=

Revert | Apply

Unapplied import settings £\ A~ RO TLBIZED B E T, ApplyZ LK T,

Unapplied import settings
Unapplied import settings for 'Assets/block.png’.
Apply and continue to sprite editor or cancel.

Cancel Apply
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Sprite EditorO 1> FUNHETEXT,
EEDSlice ( RTA X IWE) RV ERLET,

TypeH Automatic (A— b~ F v BEIM) THAHIEZRERL. Slice Rz > &R L. EEBDApply
EFLET,

Sprite Editor |
Slice :l rim | | Reverd | Apply
Type T —
Pivot [ Center #]
Custom Pivot x[o  |¥[o |

Method [ Delete Existing =

TNUTE DT — DI SEHRDEB@AIY HENE T,
Assets (77t v ) DROBERID=A7A IV 2L TCRDESICTENUILHINTT,

Assets

e

black

block_o black_1 black_2 black_3 black_4 black_5

Sprite EditorD 71> Rl 2R EH WD TH LD/ RZVTHLET,

BZ{Fd

O Walln&{EUE Y,
block_2%Hierarchy (c TZ/l+—:F&E) \DDLZ J,
block_2M%&Fi%&TWalll J &L MIEERHELE T,
PositiondX#%4.3&- L. ScaledYZ2ELE T,

(6 inspector GRS
Mwaln | [static ~

Tag | Untagged # | Layer | Default #

¥ .~ Transform [ #
Positon X43 Y0 z[o |
Rotation 3|0 'ro ‘zlo |
Scale x[1 x|z =1 |

Vl@! M sprite Renderer ) %

O WalRZE{EVE T,
block_2%Hierarchy\DDL% ¥,
block_ 2% g% TWall2 /&L EZRAELE T,
PositiondDX%-4.3& L. ScaledDYZ2E LXK T,

[0 nspector g RE]
B Mwalz ~ |[Jstatic ~
Tag | Untagged # | Layer | Default %
¥ .~ Transform [ %,
Position X -4.3 ¥ 0 |z (o |
Rotation X O el |zo |
Scale X1 ¥z |z[1 |
v [=l M sprite Renderer g =

O Wall3%&{EVE T,
block_2%Hierarchy\DDL % ¥,
block 2D FTAWall3J&EL UB%HAELET,
PositiondDY#5.4& L. Rotation®Z%90& L. ScaledDYZ=1.5E LXK T,

[0 mnspector ISR
Mwals | [static v

Tag | Untagged # | Layer | Default =

¥ .~ Transform @ %
Position %[0 |v[5.4 |z[o |
Rotation X0 I [0 |z 90 |
Scale x[1 |¥[1.5 |z[1 |
v [=! M Sprite Renderer )

O Walldz e %7,
block_2%Hierarchy\DDL % ¥,
block_2D%&Fi%&Wall41& L MiEZ=FHELE T,

Position®Y%-5.4& L. Rotation®ZA&270& L. ScaleDYAE1.56 LE T,

[0 nspector T
a o (wal4 | []static -
Tag | Untagged i | Layer | Default :
¥ .~ Transform )
Position X 0 lx[-s4 |z[o |
Rotation X0 | [o |z[zz0 ]
Scale x[1 |¥[1.5 1z[1 |
v [=! M Sprite Renderer i,

ZERC/ONE studio
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OWall1~4(ZBox Collider2D (R X+ 2544 —2D) ZFITE T,
Hierarchy (£ TZ /b3 —) TWall1%& 3R L. Inspector (- > A X2 —) DAdd Component
(7v R+a>R—2> k) = Physics2D (713w Z2D) — Box Collider2DE2 ) w7 LE S,

B a3
| create +| [GrA a ™ [want | [Jstatc «
fﬁﬂrﬂ T — ==— i
Tag | Untagged 4+ | Layer | Default 3]
Wallz ¥ .~ Transform Ll
Al Position  X[4.3 Y0 zo
Yol Rotation %[0 ¥ [0 z[o
Scale X1 Y|2 1
ﬁ v [=! M sprite Renderer *,
Sprite Llblock_2 @
Color —
Flip Ll L]
Material o
Sorting Layer
L C—
Add Component ]
Q] B (@] 3
Component « Physics 2D e
T o [wallL | [static
Mesh 3 > Rigidbody 2D T TR (o T )
e IR ¥ .~ Transfi @
Effects & Box Collider 2D e XYDZD
Physics [ @ Circle Collider 2D Rotation X0 |v[jo  zjo |
— ) Seale  xii vz Jzfi ]
Physics 2D @aEdge Collider 2D
- P :
Navigatien > # Polygon Collider 2D s‘;":: lm‘”d‘j:l;
Audio S ' & Distance Joint 2D iE LD
Waterial °
Rendering = :FI' Fixed Joint 2D S T
Layout > ®~ Friction Joint 2D ELEE
Miscellaneous > VHinge Joint 2D
i i Waterial °
Event 3 ARelatwe Joint 2D Cren g
Network [ —Slider Joint 2D ”::“ By Effector  [J
Offset
U1 . = Spring Joint 2D o [v[o \
: 5 Size
New Secript > ®. Target Joint 2D x[0.38 J¥[5.59 ]

[ Add Component ]

[ERkIC. Wall2~Wall4(c %, Box Collider2D% 7% 9,
XHierarchy CWall1~Wall4% [E]FF I CEIR L. —&ICBox Collider2DZ={F 75T EETEE T,

= Hierarchy | =
| greate =| EPAl )
Main Camera
Wall1
wallz
wall3
Wall4
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IN—7ZZ1ED

OR—IVEBkR T N—&E/EVE T,
block_1%. Hierarchy (£ TZ)LF+—f&EE
block_1MD%g1%. BarJICEELEY,
BardPositionMX%&-1. Y&-4& LE T,

)ICDDLET,

(i ] Inspector

o [Bar ] Ostatic

Tag | Untagged i | Layer | Default %

¥ .~ Transform g
Position  x[-1 |7 -4 |z |o |
Rotation X 0 v o |z|o |
Scale 1 [ (1 |Z2[1 |

(1)BarlcBox Collider2DZ{HFE L&D,
(2)BarlcRigidbody2DZ {1+ & L&D,

BELTHELLDBarD  INEB5/MINTY,

ORigidbody 2D ()2 FiR 7 2D) Z5RELE T,

Hierarchy (£ TZ5)V¥—) TBarZ &R L. Inspector (- > A X742 —) DRigidbody2D%
Gravity Scale S ET4 AT — IV EHDAKET) Z0IcLET,

ZERC/ONE studio

RELET,

Constraints (A A ML A > §HIK) OERIO=B<—-%7%1) w4 L. Freeze Position Y &

Freeze Rotation ZICF T v AE ANE T,

TNUTED ENICKDYERZDIE RS ZEE H Y DEEHNIRHI ENE T, Freeze (7)) —X) 1.
HD CoEEHEWNTWVWS EWVWSEKTTY,

¥ Rigidbody 2D g %
Use Auto Mass -
Mass 1 |
Linear Drag o |
Angular Drag [0.05 |
Gravity Scale o |
Is Kinematic -
Interpolate [ HMane =
Sleeping Mode | start Awake ol
Collision Detection | Discrete ™
¥ Constraints
Freeze Position [¥
Freeze Rotation
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oo = ATy FUrTUYR A—
[E;ifif-;ﬁifjg¥51vFE-§j-;EE>:;z.f:7'l_J j:JrI-:¢§E1UFE:EE> ﬂﬁgﬁﬁé “1[31Jt_(353t/\)(ig;é§gavvg:[Et A
_ Input.GetAxisRawld. 7 —L/\Y bDA T4 v 7E LLIE F—R—FOKREF—D AN %
OBértulﬁ')jhié{ﬁbfiﬁ'o ) . BT 5DIENE T, /v IRIT"Horizontal"E ELEEAD AN ZEIS TEL "Vertical"&
Hierarchy (£ TZ /L% —) TBar& &R L. Inspector (-1 > ZART4Z—) DAdd Component (77 B FROANERETEES
ReavR—2 M) &S o New Script (21— X9 7R &RRLET, - e
BRI barcon)£L. Bl CSharp) £L & £1,0,-1 DWFHADESERNET, Horizontal DA, BIE AN LIBs I +1 ARG TE,
ABDLTWGEWRHZOD B CEEICAALIEIE-1HAEIE TEX T,
[0 nspector IR \ - N - o o = -
; G Lstie = @] 5 (@ = KLl RIcinput GetAxish' W E T, o BIE 7 — LNy FDRT 1 vV DEILESGICEST
';aq::::::m e o wlﬁu' Component < New Script +1~-1DEHENE T, Input.GetAXiS%:\:—ﬂ"\‘— FIECED L WERDHTID-1E7%G5
oo Xy 2 o z = | FLODSBRLITH R-NTEDVTVEET,
Scale X1 YT z[1 Effects - [barcon | | % \ /
s Bt oo G Physics E Language =
o : (Tcsme)
e = | e = oo S e R )
Al O P ) . EEDANSEICHEspeed A — MU TBEITBRIUT T,
cai Miscellaneous . ] speed&Time.deltaTimeZE T3 &Ik > THEspeed X — M LODEICLE T,
Pk Event - £ X I BAN DB E+1 T ENDEHE-1 AF LOBHE0T T, Bispeed X — ML OfEIC
e i 2 etk . MFBTEILESTRAAANG ZTNZEN+E—DIEI LT ANELOBIE 0L TVET,
[ _Addcomponent ) | m [ ((Create and Add__) i 1
public class barcon : MonoBehaviour {
ipublic float_speed = 103 Bar O BfLIHE |
Assets®DHDbarconz L 7 IL7 ) v LET, e - e
barconZL T DKDITEERLE T, sEikLiz5. Command + STE—7 LE T, )

vi
1 using UnityEngine;
2 using System.Collections;
3
4 public class barcon : MonoBehaviour {
5
6 public float speed = 10; b N
7 } AADH > 12I5E T DAMIZFE speed A — ~ILTIBEY
8 // Use this for initialization
9 void Start () {
10 K j
11 }
12
13 // Update is called once per frame
14 void Update () {
15 float x = Input.GetAxisRaw ("Horizontal");
16 GetComponent<Rigidbody2D> ().velocity = new Vector2 (x % speed % Time.deltaTime, 0);
17 }
18 }
19

BELTHELLDBarB EAICEIE Walllc X DHNUERINT T,
BWERCTeS. BEEIES Tinspector (f  ANTZ—) Dspeed (RE—R) HFHFH L TLIEEL,

- BAL TIVERA L
ST Time.deltaTime& 3
Time.deltaTime&|lF 17 L —LELIEBTZDICTH D> BT,
BEOHIE THLRYNXA—MUBIA LIENENS EEICENET,
CDMBERE—REMNFBTEICESTIEN X — M LB IR E(EB T EASRET,
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M—IL7Z{ED

Oblock_0%Hierarchy (e T5)LF—) \DDLX Y,
block_0D%#i%. BallJICEELE T,
BalldDScale (R — )L KEX) DX &0.7.YZ0.7ELE T,

(1)BallicCircle Collider 2DEAFFE L&D,
(2)BallicRigidbody 2D%&AFFE L&D,

OR—ILDOFAE=ZLET,
Hierarchy (£ TZ/L#+—) TBallx#3R L. Rigidbody 2DDMass (XA E=) #0&L. T2 —
F—ZHLET,
% Massld. 0.0001 &%V E T,
Gravity Scale (J S €74 AT — )V BEHDAEE) #.0&LET,

¥~  Rigidbody 2D i,
Use Auto Mass ]
Mass |0.0001 |
Linear Drag [ |
Angular Drag |0.05 |
Gravity Scale o |
Is Kinematic -
Interpolate [ Mene =
Sleeping Mode | start Awake il
Collision Detection | Discrete Ll
b Constraints

OR—=IVCRTI T+ &ZDIFET,
Hierarchy CBall%z 3R L. Inspectord®Add Component — New Script& 27w LE T,
%% ballcon]& L. 558% [C Sharpl& L. Create and Add =21 w7 LE T,

AssetsDH Dballconx21) v L TR T M FREEXT,
ROELSITRI) T EERLET,

1 using UnityEngine;

2 using System.Collections;

3

4 public class ballcon : MonoBehaviour {
5

6 public float speed = 2f;

7

8 // Use this for initialization

9 void Start () {
10 GetComponent<Rigidbody2D> ().AddForce (new Vector2(speed, speed) * 0.01f);
11 }
12
13 // Update is called once per frame
14 void Update () {
15
16 +
17 ¥
18

S Le5. Command + STE—JLET,

BELTHELLD R—ILHBRATVWET T BIELED LV TT RIF. =B ELET,

72

TRI7x—2X

258 AddForces |

AddForce (77 7 #—X) [&Rigidbody2DHOF > TV AR BN C. MERITBHES1ZEMNZA S
EVSER T, AYIRNTIRE L ABICHZMAE Y,

= NJZ2—=Y —
R Vector/'Etla*
Vecter2(N7 42—V —) LIF BFETHTLBNT MV ZRSETY,

NTMIVEIF ABREREEEFDOLD T EIRO, 0DRHSIEELLRE CRNZF|EX
T ZDRHNDEENABTRENAKEEEZRLET,

¥,

BELEYEBEgER----=---=====-=--2

~

X

(0,0) THE LI-XEAE
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Physics 2D Material=s8E 9 %

Project (7O % k) MDCreate — Physics2D Material DIETY ) w7 LE T,
ZEIMIFTENDIRELZ>TVBD T, Mhalll&LE T,

Folder

C# Script

Javascript
--\—/_\/\
W\
Animation

Animater Override Contreller
Avatar Mask

Physic Material

GUI Skin
Custom Font
Shader Variant Collection

Legacy *

AssetsDballZ 1) w4 L. Inspector®Friction (773> ) #0& L.
Bounciness (/\7 > 2 X BktRY) Z1&ELE T,

BERZVERLTCHELELD BETR—/IVHBMQOENIERII T,

BalllCTag(59) %133

0. Ty EENE I EmZELET,
OBall (R—)b) |cTag (27 :%4L) ZRELE T,

Inspectord®TagDi&EMDUntagged (7727 R 257% L) 20 ) v LE T,

—&H FDAdd Tag (77 R 25 2738M0) Z#IRLE T,
TagsD+xX—0%&71) v LET,

New Tag%. [Ball )& EEHMA LT,
#¥BallDBIF AN FELTLZEL,

Insgec’mr

. .Iﬂall |E5tatlc -

Finish
EditorOnly
MainCamera
Player
GameController

Hierarchy CBall% 38R L. Inspectordf&EdDUntagged &2 v 7 LE T,
Ballz /1) v LE Y,
INT.BallA 7Yy MM Tag (27 :&4L) HBallE iz E T,

'ﬂ' Inspector

' .|E!iﬂ—| [ static + F

| Untagged
Respawn
Finish
EditorOnly
MainCamera
Player
GameController

Add Tag...
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JOvo%{Ed

R—ILDZR DO BEENS T OV I EIEVE T,
block_3%Hierarchy (e TZ/b+—B&E) ICDDLE T,
4% BlockGl&ELE T,

Position (RT3>) DY%E3ELE T,

Scale (R —JU) DX&E0.5ELE T,

©inspector | A
[+ [BlockG | [static =

Tag [ Untagged 4 | Layer| Default =

¥ .. Transform & %
Position X 0 Y3 |z o |
Rotation X |0 'Y 0 |z o |
Scale X 0.5 [y |1 z[1 |

BlockGlc. Box Collider 2D&AS 1% 9

OBlockGIZRZ ) T+ &{F1T5
A7) T D& Tblocksci&LE T,
blockscZE W RDEDICEEIRLE T,

1 using UnityEngine;

2 using System.Collections;

3

4 public class blocksc : MonoBehaviour {

5

6 // Use this for initialization
7 void Start () {
8

9

}
10
11 // Update is called once per frame
12 void Update () {
13
14 }
15
16 void OnCollisionEnter2D(Collision2D col) {
17 if (col.gameObject.tag == "Ball") {
18 Destroy (gameObject);
19 }
20 }
21, )
22

BELTHELLD R—IVDE 2 TT By I HHACBINT Y,

AOUT DR

BRELIAT VTV bDTagh"Ball' CH > 12356 BREHIBRT B AV )T T, ZZTWL
SENEF . CDORTIVTIDMFNTWARF TV DT EEELET,

BELEAT VI MDBallbESIDZHIM TS ICIE. TageFBULE T, Tagld.
gameObject.tag CHIS CEE T,

ﬁ%ﬂ. A2AVIAVIVE—Y =T 4 —

OnCollisionEnter2D &I
AIMMCEZE LB SN DR D T,

MIBENDEZMEIX. BB EFHELIAEFICCollision2DAMTWTWTHBADEBESHIC

Rigidbody2DAMtWLNTWNBZETT,

AYIRICEELTHS col ITEBRLATITV DT —2HBEETAN. TNELHE

ICEHELIA T IV b 24 TEE T,

=84 1cOnCollision2D  £O0nCollisionExit2 DA GBI E T, INSIE WIB T B2 A0

PEVET. ZAZ VT IE ULTO®BITY,
OnCollisionEnter2D  &Ze =R
OnCollision2D L TWBR

OnCollisionExit2D BN T BRRE
\_

OBlockGEZL/N\NTILLE T,

Hierarchy (£ TZ5)LF—) DBlockG% Assets (7742w k) DFNDDLE J,

OEE\D IOy ZEIE T,

Block_4%Hierarchy (e T5)LF—) [CDDLE Y,

2m%. [BlockM]&LE T,
Position®DX%& 1 &L Y&Z2ELE T,
ScaledX&0.5& LE T,
| ®mnspector  [LTEE]
¥ BlockM | [Jstatic =
Tag [ Untagged 4 | Layer| Default =
¥ _. Transform L) %
Position X |1 Y2 'z 0 |
Rotation X 0 Yo |z [o |
Scale X 0.5 [¥[1 |z[1 |

BlockMI<. Box Collider 2D%DIF %9,

BlockMic X% 1) 7' kblockscZz £ g (UT7 Ry FEWND),
Inspectord®Add Component — ScriptsDIEICZ 1) w7 L. blockscZZIRLE T,

BlockM&E L /\7{LLE T,
Q] D (@] )
Component - Scripts

Effects S  Ballcon

Physics o @ Barcon

Navigation -

Audio .

Rendering . -

Layout >

Miscellaneous -

Event L

Network -

ul -

J
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* ERR

(M EEVOTOvyaEdHE—DIEVET,
block_5%HierarchylcDDL. ##i1% [BlockBJ& L TLIEELY,
ScaleDX%0.5& L. PositiondDY#&15& L% 9,
Box Collider2D&EX21) 7 kblocksc&x 772y FLTLIEELY,
TUNTLTLIEEL,

BELCAR—IVDE > TT OV D ERC5INT Y,

PIyFEIE

attach 72y F) LG HERTBEMTETHIPIFIBEEDIEVSEKTT,
Unity TlE A7 Y7 MOV R—%> ~ (R71) 7 M PRigidbody, Collder’z &) {3133
EETRYFEVWVET,

YAY—%{E>TIOvo%EA D

OHierarchy (EZZ)VF—) D5, 7Av Iz ELE T,
BlockG. BlockM. BlockB% Delete (1) —k :HIFR) LE 9
JOvouEHY) v LT, DeleteEIRLE Y,
xShiftF — =L GO SERIGEIRLAD ) v 7§ 5EERFICDelete CEX T,
7OV TLNTLTHY RV T IHBERLE T, LIzh > T Hierarchyltdh a7 Oy
7 HLTLEVNET,

OMasterd 77 b EEVE T,
Hierarchy®Create — Create EmptyDIBICZ) v LE T,

2L —_—
2ei%. TMasterJICLE 9,
Create - |)&AT ) M[Master | [lstatic ~
- . Tag | Untagged  # | Layer | Default ™|
¥ .~ Transform *,
Create Empty Child Position X0 ¥|0 Z0
: Rotation X 0 Y0 Z 0
3D Object 2 Scale XL Y1 2[1
2D Object »
Add Component
Light »
Audio b
u »
Particle System
Camera

ORZ) Tt &EMasterlcFFE T,
A7) T rD%&mEI%, Imaster |[ICLE T,

ORDESNCAY )T b stk LE T,

1 using UnityEngine;
2 using System.Collections;

4 public class master : MonoBehaviour {
5
6 public GameObject blockG;
-
8

public GameObject blockM;
public GameObject blockB;

=
o w0

// Use this for initialization

11 void Start () {

12 for (int i = 0; i < 7; i++) {

13 Instantiate (blockG, new Vector3 (i - 3f, 4.0f, 0f), Quaternion.identity);

15 r

17 // Update is called once per frame
18 void Update () {

Sk fz5.Command + STE—T7 L%,

UnityDEIE ICERY. HierarchydDMasterz &R LE 7,

Inspectord®BlockGIZ 7L /\7 DBlockGEDDLE 7,

Inspector®BlockMic 7L/ \7 DBlockMZDDL % ¢,

Inspector®BlockBlc 7L/ \7 DBlockBEZDDL & Y,

TOBREICE ST TUNTI LA T IO MDR )T DINT )y G BEBICRAETNE T,
BERZVERBLTHELLS FZDOT OV IH—FMATZSHIH T,

L5l 20 TN OmE

Oy EERERT DETT, ABIFCubefRERIC T BICTENSLOICT Av I ZEMLE T,
forXzE>T 7 BRIBLE T, hUVZ2— | BODBIAEY., | B 7 K CHHREHEVIRLAL
BL.ZLUC—ERETZTEIC +1ENE0T7 BECMEZTHIEICHIET,
ERENDXDERRIE i -3 T, i 1 F0DSIREDDT—EBEDEEIZIL. (-3,4,0) TI, —1&
Bid i BMBEDT(2,4,00 T &&IE.1 H6ENDTG3,4,9 T,

~

J
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OBCEETC/OvIELNET,

A7) T kmasterE RDESITHRELE T,

1 using UnityEngine;
2 using System.Collections;

public GameObject blockM;

3
4
5
6 public GameObject blockG;
7
8 public GameObject blockB;
9

22 // Update is called once per
23 void Update () {

25 }

public class master : MonoBehaviour {

10 // Use this for initialization

11 void Start () {

12 for (int i =@; i < 7; i++) {

13 Instantiate (blockG, new Vector3
14 Instantiate (blockG, new Vector3
15 Instantiate (blockM, new Vector3
16 Instantiate (blockM, new Vector3
17 Instantiate (blockB, new Vector3
18 Instantiate (blockB, new Vector3
19 *

20 ¥

21

frame

(i
(i
(i
(i
(i
(i

P RPN WS

of),
of),
of),
ef),
of),
of),

Quaternion.
Quaternion.
Quaternion.
Quaternion.
Quaternion.
Quaternion.

identity);
identity);
identity);
identity);
identity);
identity);

Wall4[CR—IUDiH o IeBb=RICT D

OWalldlcRZ )T =72y FLET,
Hierarchy TWall4% 23R L. Inspectord®Add Component — New ScriptDIETY v 7 LE T,
277 D% Twalldsc 1 & LE T,
A7) T ERDESICERLE T,

SRtz 5,. Command + STE—T7LE T,
UnitylCR> TBERZVZRLTHELLD,

1 using UnityEngine;
2 using System.Collections;

3
4 public class blocksc : MonoBehaviour {
5
6 // Use this for initialization
7 void Start () {
8
9 }
10
11 // Update is called once per frame
12 void Update () {
13
14 }
15
16 void OnCollisionEnter2D(Collision2D col) {
17 if (col.gameObject.tag == "Ball") {
18 Destroy (gameObject); LU
19 } O
20 }
21} =
22 i

AOUT DR

EMTHBEALYDERZEZZCERTHHRZBPLE LT TN TUV—TXDHIE
WTHBED T ZTNZTNMET DEREINE T,

80
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s A0 =]

A7) 7 hblockscEUTVWETHAECGEVWE T, DRV T MEIEELIATITVH
ZHTIIETY,

col ITIFBRLIEA T VTV DT —E2HBA>TWE T, HBF&HE T ICIEDestroy(col.gameObject)
THEEY,

BRLILEBFZHTEDEEFZHITDOTIRH ERDESIDTIELELLD,

J

BELTHELLD, TOEE (Wall4) ITR—)VDE o fe EEITR—ILAER e SR T,
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A7 RIS

ORAT7HERRTBText (FFAMN AT IV b EREVE T,
Hierarchy®Create — Ul = TextDIETY ) w7 L%,
HierarchylZCanvas&TextZ L CEventSystemHhMERLENE T

Canvas (F+ /N RA)DFHEHE>TWBTextDZEI% [Score ICEELE T,
Hierarchy CScoreZ &R L. Inspector CFAEAZ LE T,

Rect Transform (L s b5 X 74— L) Tcenter-bottom& LEX T

Rect Transform (L7 b b5 AT 4—L\) DPos X%&0, Pos YZ70lcLE T,

[i] Inspector

M Score | [Jstatic =
Tag | Untagged 4| Layer | UI %
¥5C  Rect Transform [ %
center Pos X Pos ¥ Pos £
[ T——

[1] ||| width  Height
(160 |30 Wil

Anchor Presets
Shift: Also set pivot  Alt: Also set position

left  center right stretch

O (g =

< _bottem

|

[
[
[]
[1]

¥
é — — wal — =1l
z — m ) — (el
5
£ Oy (O =

stretch
=
[
=
[
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Text(Script)MFont Size (74> M A X FAEDAEE) Z201CLE T,

Text(Script)MColor (A5 —:8) ZBP T WEBICRELE T, I TIFEBITLELT

Canvas®Canvas Scaler (F+>/\X X4 —Z—) DUl Scale Mode (UIX4—JLE—FR) %Scale
With Screen Size (R — V04X A7) = A X BEY A XICEHETHGR) ICLE T,

Vgcamﬂs Scal

er (Script #,
| Scale With Screen Si# |

Constant Pixel Size

v M Tent (Script) o %
Text
Mew Text
Character
Font |4 Arial | @
Font Style [ Marmal ™
Font Size (20 |
Line Spacing [1 |
Rich Text [
Paragraph
Alignment == (=B = =]
Align By Geometr [ ] UI Scale Mode
Horizontal Overfla| Wrap ™
Wertical Overflow | Truncate = REELENE)
; * 800
Cnllao?t fik 'D='V Screen M
5 - Match
Material Mone (Material)
Raycast Target [

[ Scale With Screen Size |
Constant Physical Size

WidthHeight

Reference Pixels Per 100

O70v7ICaaRELET,
29'1) FbblockscERIEE T,

RDESITpublic VNT1) 7)) Z#blockScoreZENLE T,

1 using UnityEngine;
2 using System.Collections;

public class blocksc : MonoBehaviour {

// Use this for initialization
void Start () {

X

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

}
void OnCollisionEnter2D(Collision2D col) {

if (col.gameObject.tag == "Ball") {
Destroy (gameObject);
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UnitylCERY. AssetsdDHRDBlockGZ#RL & J,
Inspector®Block(Script)lBlock Score HMBRTWETDT.30&LE T,

Bl BlockM&BlockBIZEH A LE T,
BlockM%& 3R L. Block Score#20& L% 9,
BlockB%& 23R L. Blcok ScoreZ10& LE T,

BlockG. BlockM. BlockBICIZR L A7) 7 rblocksch 7 2y FENTWETH INT Uy I ZE
blockScorexFIE L CInspectorh* SR E T AHIET. 7 AV DR BEZTNZTNHRELTVET,

ORZ) T bmasterzfRELE T,
KDESICmasterafRELE T,

1 using UnityEngine;

2 using System.Collections;

3 using UnityEngine.UI;

4

5 public class master : MonoBehaviour {

6

7 public GameObject blockG;

8 public GameObject blockM;

9 public GameObject blockB;
10
11 public static int score;
12 public Text scoreText;
13
14 // Use this for initialization
15 void Start () {
16 for (int i =0; i <7; i++) {
17 Instantiate (blockG, new Vector3 (i - 3f, 4.0f, @f), Quaternion.identity);
18 Instantiate (blockG, new Vector3 (i - 3f, 3.4f, 0f), Quaternion.identity);
19 Instantiate (blockM, new Vector3 (i - 3f, 2.8f, 0f), Quaternion.identity);
20 Instantiate (blockM, new Vector3 (i - 3f, 2.2f, ©0f), Quaternion.identity);
21 Instantiate (blockB, new Vector3 (i - 3f, 1.6f, @f), Quaternion.identity);
22 Instantiate (blockB, new Vector3 (i - 3f, 1.0f, 0f), Quaternion.identity);
23 }
24 }
25
26 // Update is called once per frame
27 void Update () {
28 scoreText.text = score.ToString ();
29 }
30 }
31

e S 0):

A7 %=RRS DB ZEMLE L
XFaEFRNT BICIE TextBDZHO R Dtextlc X FE AN THITIELWNTT,
scoreText.text = score.ToString(); D—1THZNUICH WX T,

= - 2
fEaR ToString&ld
ToString& & A DT —2EXFICEBR LG T 5H5 T ZEHDBERIL. ZLT
BEEBHIVERA A=V (=) TEADEHIMKATEHELTENET,
ZZ T INtEI TH BscoreDEEE X FICEH: LtextiTRALTWNE T,

84

Hierarchy CMaster%z:#&1R L. Inspector®Master(Script)DScore Textl<, Hierarchyd®Canvas® T~
MScorezzDDLE T,

= Hierarchy | @ Inspector ) =
| Create '| el f [ [Master | []static
P_[ﬁ‘iﬁ_(:ﬂml!‘[’i; Tag | Untagged i | Layer | Default A
el ¥ .~ Transform #
el Position  x[0 v[o 2o
Wall3 Rotation X0 vl zo
Wwalla i :
Bar Scale x[1 e | il |
Ball ¥ || & Master (Script) £,
Master Script | - master |
¥ Canvas_ Blockg P W blockg @
(Score Blockp P W hlackp o
EventSystem — Bl:jx:'l.ic.[s,- : i blocke o
83 Project | o .| Score eq None (Text] | 3
| Cr!,at! v| l’Q|—“I| 4 | ‘ * |
T‘iﬁ‘ Favorites Assets [ Add Component ]
Al Matarisle il 2 -
OR%7')7 hblockscEiRELE T,

KDL ITblockscEiRELE T,

18 void OnCollisionEnter2D(Collision2D col) {
19 if (col.gameObject.tag == "Ball") {

20 master.score += blockScore;

21 Destroy (gameObject);

BELTHELLD, 7OVIICEHOTRBMBEZTWIFIERII T,
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GameOverDXF%=Hd

GameOveréRTRIHEDICLET,
OXFaEFRNT DlcoIicTextzBMLE T,
HierarchyC. Create — Ul = Text®D|BEIc7 ) v o LE T,

TextEWSEFDA T ITU MHHEFKETD T, [OverlEWSEFIICLE T,
Rect TransformMPos X, Pos Y. Pos Z& 3§ XTIc0&LE 9,
Width (71 X :18) %260, Height U\ h: &) Z60ICLE T,

[New Text % Game Over | & ZEHZE T,
Font Size (74> A X EBERDAEE) Z501CLE T,
Colorx BT WEIERELE T, I TIIFREICLE LT,

(@ mnspector  [LLTTTTTTTTTENS] [V M Text (Script) @ *
™ Over | []static « Text
Tag | Untagged ¢ | Layer | UI $ | Eame Over
¥..  Rect Transform L =
center Pos X Pos Pos £ Character
_.. 0 0 i Font | 4 Arial | @
= [] Width Height Font Style | Mormal ™
: LEU ;lﬁﬂ Fant Size 50 |
» Anchors Line Spacing [1 |
Pivot x[0.5 |¥[o5 | R Fi
Rotation X |0 l¥[o |z[o | Paragraph
Scale x[1 B |z[1 | Alignment
Align By Geometr[_|
Horizontal Overflo| Wrap ™
Vertical Overflow | Truncate ™
Best Fit
Color |_|/
Material |None (Material) | @
Raycast Target [+
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OWalldscD A7) 7+ =iRELE I, walldsc BT RO LS ITHRELE T,

1 using UnityEngine;

2 using System.Collections;

3 using UnityEngine.UI;

4

5 public class walldsc : MonoBehaviour {
6

7 public Text overText;

8

9 // Use this for ipitialization
10 void Start () {
11 overText.enabled = false;
12 }
13
14 // Update is called once per frame
15 void Update () {
16
17 }
18
19 void OnCollisionEnter2D(Collision2D col) {
20 if (col.gameObject.tag == "Ball") {
21 overText.enabled = true;
22 Destroy (col.gameObject);
23 }
24 }
25,
26

Hierarchy CWall47%324R L. Hierarchy®Canvas® T DO0ver%. Inspector®
Wall 4 (Script) DOver TextlcDDLE 9 =
BELTHELLD R—IV BBz EICGame Overé RRENTZOMIN T,

= 12—
5l onabled&(d
MERTBE ERRIREIEWVSBKR T EHR T AN EIHERELET,
enabledicid. boolB (true (k= JL—) HMfalse (T 7IVR) ) BANE T, true (B) FANDE
FERTBEVSELKICEY., ticfalse (18) A ANBEFERLEWEWSEKRICEYE T,

AOUT O

TextMenabledicfalse’xr ANDEXFEHNRRENGLEY T, ZNEFIALTStartBIEA
TlalseERALRRLEVIREE GERTR) ITLTHEF T, ZLTOnCollisionEnter2DEE%K
ATtrueZzRATAHIEICKO>TR—IVAEZRELIEEGameOverD X FE A RREES1E
HAEEOTVET, )
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UTLUATEDKLIICTD,

GameOveréERRIAEDOICLET,

1 using UnityEngine;

2 using System.Collections;

3 using UnityEngine.UI;

4 using UnityEngine.SceneManagement;

5

6 public class walldsc : MonoBehaviour {
7

8 public Text overText;

9 bool gameOvaer;
10
11 // Use this for initialization
12 void Start () {
13 overText.enabled = false;
14 }
15
16 // Update is called once per frame
17 void Update () {
18 if (gameOvaer && Input.GetKeyDown ("n")) {
19 gameQvaer = false;
20 master.score = 0;
21 SceneManager.LoadScene (0);
22 1
23 }
24
25 void OnCollisionEnter2D(Collision2D col) {
26 if (col.gameObject.tag == "Ball") {
27 gameOvaer = true;
28 overText.enabled = true;
29 Destroy (col.gameObject);
30 1
31 }
32 }
38

s PO )

boolBi&E. true (ko /L—) Hfalse (T77IVR) EBSHDIEEFDREITT, trueld, B, false
IEABENSERERFO>TVET,

ifSZ&boolEY

ifSXD Ay IR D true’s 5H Y ARDIIBE 1T T E>TUO Thool R DB # A ifC
DHYARICANBTERTEET,

J

Input.GetKeyDownRg%§

Input,GetKeyDownBa#l&. /7 IRITIEE LIc F— D EN BB 21 true VIS TE
ZNLIAE. false N EIG CEDEHDTT,

ZERC/ONE studio

i)

AOUT DR

using UnityEngine;

using System.Collections;
using UnityEngine.UI;

SceneManager & 5 DITWHE

:P51ng UnityEngine. SceneManagement”

public class wall4sc : MonoBehaviour {

public Text overText;

// Use this for initialization
void Start () {

}

// Update is called once per frame

overText.enabled = false;

B— LA —I—DiKEET
NF—DHEIN-EOANET S

void Update () {

}

Laa'sze'r.'szar; BT ‘.< 237% £ b

DT —LDBFRAAH

void OnCollisionEnter2D(Collision2D col) {

if (col.gameObject.tag == "Ball") {

igameOvaer = true; g F— LA —N—If otz

overText.enabled = true;
Destroy (col.gameObject);

BAELTHELELD, GameOverDE nR2VEHLTBE LA TCENEKINTY,
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NREZ[TD

OAsset Storeh'SREEL U AO—RLTAVR—MLET,
Asset Store (772 F A RT) 1&. GameZ 7 DEEICHVE T,
% 7EWHEIE Command + 9 (CommandZ# L AEHNSIDF—%Y) LB TEE T,
Asset Store (7t b A R 77) DIRZTERIC, Tcasual JIEASI L THEBSHERZ > ##HLE T,

casual ¥ Filters v ‘ﬂl

RICAERDI DRZVERLE T,

|casual x | % Filters v ﬂ

s $

FREE 5 10 20 50 100 200 .
B || BETEOH |

=T MET S unitym—23 2

TDOANAYO—)V LT, TFREE Casual Game SFX Pack %2 ) w7 L% 9,

FREE Casual Game SFX Pack
CASUAL (B

GAME I:ius::rco-n :

SOUNDS [N

FREE SFX PACK ]

Casual Fun Game Music Pack #1
F—F 4 A EE
BoM Market

RITATAO—RFREZVEBRL HTERTAY RIDImport (f Vi R—K) Z#HLE T,

FREE Casual Game § © o =

CASUAL]
7Sr F>_< F;_a/;;r_ 7S FReE Casual Game SFX Pack
—7 1 =

Dustyroom v il CasualGameSounds
Kk kkk (256) ¥/ = DM-CGS-01.wav
e [+« DM-CGS-02.wav
¥« DM-CGS-03.wav
S5y 0—R [ « DM-CGS-04.wav
¥ < DM-CGS-05.wav
. ¥ = DM-CGS-06.wav
f [« = DM-CGS-07.wav

. : ¥+ DM-CGS-08.wav
Casual Game Sounds is a collection of \ ¥« DM-CGS-09.wav

original hand-crafted one-shot sound ¥+ DM-CGS-10.wav
effects. It contains essential audio [+« DM-CGS-11.wav
material covering most events of any . [« DM-CGS-12.wav
casual game, i.e. short blips for ¥« DM-CGS-13.wav
bonuses, juicy explosion sounds, tight 2

FREE SFX PACK [§

A‘
v
LM cec 1A

(Gancer [mport ]
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Assets®OH|ZCasualGameSoundsh ENE T DT 7 v LE T,
¥, DM-CGS-03& . DM-CGS-10% Hierarchy\DDL % ¥,

Casual Planes for Shooting Games

BDETIL/E/ =R

@ Project
| Create "| fa

Tﬂ?Favur]_\tEs As + CasualG ounds
Z Al Materials
IE:':f'},}!l.ll Models
(20 All Prefabs
L All Scripts

Assets DM-CGES-01 DM-CG DM-CG5-03 DM-EGE-UH- (]

== CasualGameSaounds

DM-CGS-08 DM-CGS-03 |DM-CGS-10| DM-CGS-11 D

DM-CGS-03lZ. Barlc Y=o =T,
DM-CGS-10lZ. Block&# it L= =TT,

HierarchydDM-CGS-03 (1) D% #i%. [Bound] (/XU R) ICEELE T,
InspectorCAudioSouceDPlay On AwakeDF v I EHNALE T,
HierarchydDM-CGS-10 (1) D% g%, [Hitl (v M) ICEBLE T,
Inspector CAudioSouce®Play On AwakeDF T v 7 =NLE T,

ON=\DELEZFEDITET,
AssetsDHDbarconZEFHWNT. XDKLSIHRELET,

1 using UnityEngine;
2 using System.Collections;

3

4 public class barcon : MonoBehaviour {

5

6 public float speed = 10;

7 AudioSource boundSound;

8

9 // Use this for initialization

10 void Start () {

11 boundSound = GameObject.Find ("Bound").GetComponent<AudioSource> ();
12 }

13

14 // Update is called once per frame

15 void Update () {

16 float x = Input.GetAxisRaw ("Horizontal");
17 GetComponent<Rigidbody2D> ().velocity = new Vector2 (x % speed * Time.deltaTime, 2);
18 ¥

19

20 void OnCollisionEnter2D(Collision2D col) {

21 boundSound.Play ();

22 }

23 }

24
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BELTHELLDBarlc R— LD B0 e L EICED TNULINT T,
fefeL BarB EEDEECH T TEHENLE T, INZWELET T,

27'1) T hbarconZERDELSICEELE T,

void OnCollisionEnter2D(Collision2D col) {
if (col.gameObject.tag == "Ball") {
boundSound.Play ();
£

}

Zhld Bar U\—) [c@EZEL =D A BallfE o e 5BFABSTIIETT,

OWall1~3\DEREZMITET,
Walll T LWRI T =272y FLET,

Hierarchy ©Wall17%3&34R L. InspectordAdd Component — New ScriptDJBIc71) w7 LE T,

A7) T hD%&E %= Twallsc i ELE T,

wallscZFWTRDLDICEEIRLE T,

HIFEDTOTSLERLTY, ZZTC.AE—&R—APTHRRLET,

PUHE. barcon DFRDHRBEEDEI IATEZY (V) v LEDSEHHNLET).
Command + CE#LTOE—LXT,

RIT wallDFRTEEIR LTe WERATH—V ILEF>TLE Command + VER—XMLE T,

INZRELE)ELT TOLIICEERLET,

O70vy OMEEEHTE T,
AssetsDHDblockscZRIW T RDESITHRELE T,

1 using UnityEngine;
2 using System.Collections;

public class blocksc : MonoBehaviour {

AudioSource hitSound;

3
4
5
6 public int blockScore;
7
8
9

// Use this for initialization
10 void Start () {

BT hitSound = GameObject.Find ("Hit").GetComponent<AudioSource> ();
12 }

13

14 // Update is called once per frame

15 void Update () {

16

17 }

18

19 void OnCollisionEnter2D(Collision2D col) {
20 if (col.gameObject.tag == "Ball") {

21 hitSound.Play ();

22 master.score += blockScore;

23 Destroy (gameObject);

24 }

25 }

26 }

27

1 using UnityEngine;
2 using System.Collections;

public class wallsc : MonoBehaviour {

AudioSource boundSound;

// Use this for initialization
void Start () {
boundSound = GameObject.Find ("Bound").GetComponent<AudioSource> ();

Ij

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

}

void OnCollisionEnter2D(Collision2D col) {
if (col.gameObject.tag == "Ball") {
boundSound.Play ();
k

SR L5 —T7 LT UnityOBEIEICRYE T,

Wall2,. Wall3lc X Z1) 7 kwallscE 72 v FLE T,
BELTHEZRLELLS, WalllcBallB > el SHABNIERINTT,

BELTHELLD, TAVIICH o EEICEDRIOMINTT,
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jD :J‘Ia I\%«EE‘ZU% OSwing (SU1>7) ZfENE T,

CubeZfEUE T,
7OYTy hald. [Space] (RR—Z:FH) ELET, %, [Swing & L. TransformZE XD ESITERELE T,
3DICF v ANT. Create Project& LT T/ OV LY MEfER LE S, Position (K232 i) DY%0.7, 2%-1.5

Rotation (A—7—3/3 > [0l#R) DX%A-30
Scale (AT — )V KEZT) DX%0.2.YA2

RITHRZ(EDE T

. o~ ¥ 'swing | [static =

3
O’(\jﬂl:/\tl)lgfg&%')'j;;,j) s w Tag Layer(Default 3]
° nsf @ #,
Hierarchy®Create — 3D Object — Cube®IBT) v LE T, ";-siﬁo'fnrﬂﬂ;%m vz [-1 I
2%, [Mwing )& L. TransformZE XD ESITERELE T, Rotation X -30 Y 0 1z'0 |
Position (RT3 > fi&) DZ%-1.17 Scale  x|0.2 Y2 1z[1 |

Scale (A7 — )V KEE) DX%Z6,Y7%0.2

m OCockpit (Av 7 Ew I 1t FE) Z#1EVE T,
o [iwing | (static - CapsuleZfE &9,
Tag [ Untagged +) Layer | Default 1) %%, [Cockpit)& L. TransformEXRD LS ITERELE T,
v .. Transform &, Position (R~ ii&) DY#A0.31.Z%-1.5
Position X 0 Yo Z-117 Rotation (A—7—3/3> ! [El§5) DX%75
Romtion ~x{0___Jvlo __|zJo | Scale (R4 — )L KEE) DX%0.6.2%0.8
Scale X6 [¥lo2  |z[1 |
OBody (R 7 : BfEx) Z1EUE T o [Cockpit | [Jstatic w
Capsule%{’ﬁ‘)i@l Tag Layer(Default ¢
Hierarchy®Create — 3D Object — CapsuleDIETY )7 LE T, ¥ . Transform hid
%E1% . [Body & L. TransformERDESICRELE T, Position X [0 lv[0o25 |z[13 |
Rotation (O—F—3/3> : 1) DX %60 Poon X7 1¥0 A8
Scale (R4 — )L KEE) DY%E3 o e e (.
[« [Body | [JStatic
Tag | Untagged +| Layer| Default |
YLt o= SIEIEAIE N
Position X |0 [elo zo |
Rotation X 90 Iy [0 lz]o |
Scale X1 [Y(3 |z[1 ]

OBase (N—X: &) 1EVE T,
CubeZfEUE T,
Hierarchy®Create — 3D Object — CubeD|ETY ) v L%,
%%, [Basel& L. TransformZE XD LS ICHRELE T,
Position (RI</a> i) DZ%-0.74
Scale (RT—JV:KEE) DXZE3.Y%Z0.7.2%2

COmspecor L 008
[+ [Base | [)static «

Tag [ Untagged 4| Layer| Default &

¥ _. Transform i,
Position X 0 [x|o 'z -074 |
Rotation X 0 Ix|o zo |
Scale X3 [¥[o7 |z[2 |
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Ofeo AT EPlaneDFA 7 I U M LE T,
Hierarchy®Create — Create EmptyDIEICY ) v LE T,
2E1% Plane ] ELE T,

[l —
Create Emph
Create Empty Child
3D Object »
2D Object »
Light »
| Audio >
I >
Particle System

Camera

HIFEE> T2 5 DDER A FEBFICEIR L. Plane®HDDLE T,
ERFIORIRT BB E. CommandF—A&#LGHASIEICT ) v I LTWEET,

| Create '| @Ff\-ﬂ—j | Create Y| feeAl
V@ main = VQ main =
Main Camera Main Camera

Directional Light Directional Light

Mwing — ¥ Plane

Body Mwing

Base Body

Swing Base

Cockpit Swing

Plane & Cockpit

INTS5DDE@D Planed T IV bDFAT VI hEBVE LT
PlaneZ &N 9 & 5DDER MO —HEICENIEE T,

CZETHFES. Command + STY— A +tw—TJLE T,
= D%EIE Tmain]&ELE T,
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RITHEHDEAF—RIEFCERICIELKIICTD

OPlanelc A7) 7 haF13Ed T2 vFLED),
Hierarchy®Plane% &R L. Inspector®Add Componentz=271) w7 LE T,
A7) T 4&lE TPlaneConl&LE S,
RDESIT PlaneConEHRELE T,

1 using UnityEngine;

2 using System.Collections;

3

4 public class PlaneCon : MonoBehaviour {

5

6 Vector3 center;

7 Vector3 turn;

8 float hori;

9 int sign;

10

11 // Use this for initialization

12 void Start () {

13 center = new Vector3 (of, of, of);
14 turn = new Vector3 (0f, @f, -70f);
15 }

16

17 // Update is called once per frame

18 void Update () {

19 hori = Input.GetAxis ("Horizontal");
20 if (hori > @f) {

21 sign = 1;

22 b

23 if (hori < of) {

24 sign = -1;

25 }

26 transform.eulerAngles = Vector3.Lerp (center, turn *x sign, hori x sign);
27 }

28 }

29

ek cE5Command + STE—J L% 9,
BELTHELLS. KHDOAEEBLTRITED ERITIEIT IERIH T,

NSV RTA—L FAZ=T VTV

R transform.eulerAngles &l

transformld, 7= LA TV bHBFO>TWVWBED T, BEAZ, [CELBE. KETEEELE T,
transform.eulerAnglesiZ. BEZ 0~3 6 0 ETRIRITBA A S—CTIEEITHELDTT,
XYZZNZFNIEETAIHELHYZHELITIE. Vector3Bi A HERALE T,

RAH) transform.eulerAngles = new Vector3(0f, 45f, 225f);

N ~os-xu-5-7
5] Vector3.LerpEdzi

Vector3.Lerp&ld. 2 REFEATCER EDORZERTHEHDTT,
BREBRR.ZOBDEETREERLE T, BI8IE tam%0.0& L8R &E1.0&£L120.0~
1.0DMETY,

CORBBIIRDESICTEEET, Vector3.Llerp(fhs, &, B8,

J
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0 - 2 el 5 w —i= T — —_—
w5 R RITED L FH—IREFCRZICIEK KDICT D
TDORI)TME ATV b2 ANNCKIEEEEEZEHD T, o g
Input.GetAxis CEEDANEBIFIVET, ZDF— 2 EANES— 1~ 0. EANE peon i °
50~+ 1 THHMUBBISLTRAICODSE 1 IDEDEET, T
EEDANDE%ZVector3.LerpBDEISITHEWVE TH. AT ADEZZIFFF TN 2 using System.Collections;
EWDT RAFRAE TSR REDENDHIE T, hugoZ#ic— 1 DfE%Z AN Tyoko& i T ek, Plssdton » Bocabehsidecs 4
M TRESEET, ZOBITRETHAUNLRESE TVET, . '
ANDEDRDH RELT DRELHIE T H\. ifXZERAWNTyoko B DR S & H 1T L. 3 xecmrg center;
hugoZHICHRA T HEERELTOET, 5 Pt Lo
9 int sign;
10 Vector3 upDown;
public class PlaneCon : MonoBehaviour { 11 float vert;
12
Vector3 center; 13 // Use this for initialization
Vector3 turn; AN SRR — R BT 14 void Start () {
______ . i 15 center = new Vector3 (@f, of, of);
l_ﬂ_oit_@DL Hictizamtal (G hori 16 turn = new Vector3 (of, 0f, —70f);
T = 17 upDown = new Vector3 (-30f, @f, 0f);
S Sgn '_*ﬁ A — Rk B2 19 '
// Use this for Sign (Y12 1 5) 20 // Update is called once per frame
void Start () { 21 void Update () {
____________________ B 22 hori = Input.GetAxis ("Horizontal");
Lcenter = new Vector3 (o7, 07, 0f); =g " 23 if (hori > 0f) {
———————————————————— 24 sign = 1;
Lturn = new Vector3 {07, 0f, ~707); | 5= 25 }
} 26 if (hori < 0f) {
//‘Update is called once per frame g; } sign = -1;
void Update () { 29 transform.eulerAngles = Vector3.Lerp (center, turn *x sign, hori * sign);
[hors = Tnput.Getxis ("Horizontal’); g EHOAN BIF 0~ 21 31 if thort 1= 0f) <
—————————— 1 32 return;
1f (hori > 0f) { : 33 be
o . - N - 34
:} sign = 1; : EBANDG hori & sign DHFESEREGSE 5-ODEZRE 35 vert = Input.GetAxis ("Vertical");
| " 36 if (vgrt > 0f) {
'if (hori < 0f) { | 3 Sgh = ks
: . ATOTHOMEEER sign (2&oT tum & hori DHEHRET B 28 ¥
i sign = -1; - 39 if (vert < of) {
1} ! % 40 sign = -1; e
B e e . 41 x Q
transform eulerAngles = Vector3.Lerp (center, turn % sign, hori % sign); 1 42 \ transform.eulerAngles = Vector3.Lerp (center, upDown % sign, vert x sign); ;
 SIEEEESEESSSSESESESSSSSSEEESSSSESESEESESESE =SS 43 =
} 44 i
45
\
BAELTHELED KD E T2 L TRITHERA GBI IERII T,
yr—>
return&ld
IBE T EESMD T,
return& ) FDERDIE WIBENT A SEIDIZEIE N TRIREL THEHD T XD
SEhiET SN (yoko BNOUAN D) IBH BT EN Tretun KD T OMBIFWEBENE LA,
SivS
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e S N0):

ETFANTEEERTALOICBFELF L

if (yoko = 0f) &WLDifKH®Y { Ay IWITIE returnf S HELIN TV T, T,
MEANDHORICEBE R T 51 EVOERICEVE T, TEEMNTULSEHEND
EFED AN LB [EERMERE A Lictransform.eulerAnglesh EEEENBDEFHNTL
T EL DGO O eOBENREE T, GANIDIH%Z LT yokoh 1.0fc> 157G, 1[E
B dtransform.eulerAnglesiCfX AT N AL (0, 0, -70) ITEWE T, T CTreturnh\zh >
fE B MEATIDIIBIC A E T, tateh 0.0 Th > e 52[EIH Dransform.eulerAnglesiTf
AETNBE (0,0,0) ICGEVERELTEEL TOEUVDKEEICGE > TLEVET,

\

= FSYZRTH—L KIVay

i) transfjorm.positiontla*

F TV FDEERET, InspectorlCRRINTWVBEDTT,

COBHINEE ANDEAT IV NDMNEBERZETBHIENTEXT, e  IBMEDEEZ
|CFE Rt A B LTEE AT B ETHNTWBESIICRERTELNTEXT. SEDA
TR T CDOFEEFE>TEHD LTVET,

RITHRZERDOPTREISED

RITHZBEEDORTHEEES
(¥ [Main Camera | [Jstatic =
Tag [ MainCamera % | Layer| Default &
¥ . Transform £,
Position X 0 [¥[1 |z[-15 |
Rotation X 0 [¥[o |Zz[o |
Scale X1 Y [1 |Z[1 |
OPlaneZE<&£21cT%
A1) T 2%, TPlaneMovel& LE T,
RDEDIHRELE T,

1 using UnityEngine;
2 using System.Collections;

public class PlaneMove : MonoBehaviour {

Vector3 pos;

3
4
5
6 public float speed = @.5f;
7
8 float hori;

9

10 // Use this for initialization

1T void Start () {

12

13 }

14

15 // Update is called once per frame

16 void Update () {

17 pos = transform.position;

18 hori = Input.GetAxis ("Horizontal");
19 transform.position = pos + new Vector3 (speed * hori, @f, @f);
20 }

21 }

22

BELTHELLS RITHO AR ICENSIERINTT,
fefeLUEEDSIFHFH L TEBBLEIT CLEVNE T, RIF. INZEIELET,

Tl 29U TN O
EEANTERICENT TRISLTY,

Input.GetAxis("Horizontal") CEIE CE=2{ElE. EASNE0~+ 1 EASIE—1~0TT,
ZODETHEISABZERE LT Bspeed BN CGREZFHGHLTVE T,

REDNBELEBRETAEMAERI L TCREBEDUBELNADODINIET . ZDER
transform.position|lc XA T AHTET AT VTV b ERBEIETETUVET,

using UnityEngine;
using System.Collections;

public class PlaneMove : MonoBehaviour {

public float speed = 0.5f;
"Vector3 'po's;‘é (AT R e AV [OY 5

|
_______ -
P = ————— -
1

1 float_hori; ; ASEHE TR DR OLK

// Use this for initialization
void Start () {

b

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

i | A 1
I transform.position =;pos +new Vector3 (speed * hpri, 0f, 0f);l
y | Sepstormositlon Sipoq e Tesors Tireel = IR B BT
}
RATHZETREISES BENEDOALE BE 5 IRk
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OMyshiphNBIER CEAICHEENTSE5I1CLET,
24') 7 kPlaneMoveE R KSIHRELE T,

1 using UnityEngine;
2 using System.Collections;

public class PlaneMove : MonoBehaviour {

3
4
5
6 public float speed = 0.57;
7 Vector3 pos;

8

9

float hori;
10 // Use this for initialization
11 void Start () {
12
13 }
14
15 // Update is called once per frame
16 void Update () {
17 pos = transform.position;
18 hori = Input.GetAxis ("Horizontal");
19 if (pos.x > 10f & hori > 0f) {
20 hori = @f;
21 b,
22 if (pos.x < -10f && hori < 0f) {
23 hori = of;
24 }
25 transform.position = pos + new Vector3 (speed * hori, 9f, 0f);
26 }
27 }
28

REHK DTS, Command + STE—TLE T,
BELTHELLD. ERICBETRE BRAGWVELRDZDDESICLEENIERIHITT,

s D )

XEERRD—E AT HZ DB el I BLIEZ Th VL ST LE LT

BEEE D Z R LE T,

FIHIHRE LT B #pos|CIFIREDEEAED . Z#horilTIFEADASIERNASTVET,
—DEDIfX Tl pos®D x KM 10KUFE L. B Dhorih 0k KEWVIHZEIL horilc0&F AN
%, EVDNIBE LTWE T, EEEZZASHE IREDEIZED X MOLUEL BASTZLTW
BERBANELTWVEWNCEILT D, EWSTEICEYET,
horiZ0lC g 5T Elc kY. ZEDspeed * horiDENFTEDFERMNOICHEIE I ERELTEE

FLEWEWSIEBICGES>TVWET,

- J

OMyshiphNBIER T ETICBEIT5K1CLE T,
A1) 7 kship®DUpdateBg#ia . XD LS IRELE T,

ZERC/ONE studio

1 using UnityEngine;
2 using System.Collections;
3
4 public class PlaneMove : MonoBehaviour {
5
6 public float speed = 0.5f;
7 Vector3 pos;
8 float hori;
9 float vert;
10
11 // Use this for initialization
12 void Start () {
13
14 }
15
16 // Update is called once per frame
17 void Update () {
18 pos = transform.position;
19 hori = Input.GetAxis ("Horizontal");
20 if (pos.x > 10f && hori > 0f) {
21 hori = @f;
22 }
23 if (pos.x < -10f && hori < 0f) {
24 hori = of;
25 k
26
27 vert = Input.GetAxis ("Vertical");
28 if (pos.y > 67 && vert > 0f) {
29 vert = 0f;
30 }
31 if (pos.y < -6f && vert < 0f) {
32 vert = 0f;
33 }
34
35 transform.position = pos + new Vector3 (speed * hori, speed * vert, 0f);
36 ¥
37 ¥
38

BEHIKE D=5, Command + STE—TLE T,
BELTHEFLLD, FFICEBAGVELRDHDHDXIIICIEFNIEHRINTY,

AOUT DR

ETFICBH T 2B —EHEMNTHT VLI T 2HIENEZEMLE LT,
EZR I EREDEEEDYERBAEIEHPENESLITTY,
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Skybox (AHA VI R)ZEEZET D

ORBARYIREHZRELET,
Asset Store (7742 b AR 77) DIRZRZICT, skyboxEASTLERLE T,

#|mROI EHLET,
|_5|-<1'|:IO}( :-t | ¥ Filters v ﬂ

EREEE 5
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O || BETEOH |

=l HET D Unityat—23 2
<- 5332 89g.520

L e Ll =1 e 1

TDIFSIANZXTO—)VL. 3 Skyboxesx 1) v LET,
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GameWarm giel
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i o

R Te (8] 3 Skyboxes 2
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Het
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=20

4 3 Skyboxes

AFvaFTUTFILS

R A—RR2VZRL B TERTA Y FUDImport (1 iR— k) 2L E T,

3 Skyboxes
TIORAFvP&NTUTPIL/E
Bright Shining Star
*kkkk (1160)

¥ 3 Skyboxes

Import Unity Package

AssetsDHIMD3Skyboxes — MaterialsdD 74 /LA #BIEE T,
MaterialsdDHIC3DDEIRH B E T,
ENTHELDT, Scene (—>)\DDLZE T,

i / ®
orites !Assets » 3Skyfoxes » Materials

| Materials

| Madels

| Prefabs

| Scripts

Bl Skybox Bl | Skybom Bl. Skybowx Gr.
Bkevhoves

BELTHELLD BROFHERELNEHINTT,

TIITTONZFIF5

Iy hDIN—F—T T EFITET,

ZERC/ONE studio

—& EDAZ1—T., Assets = Import Package — PerticleSystemsDIEIC7 ') v LE T,

HTEETA 2 RO CTlmporta ') w7 LE S,

v [ Wl 3Skyboxes

v [+ WllMaterials { HEW |
This package includes: () Skybox_BlueNebular.mat {EW |
-Three skyboxes ) Skybox_BluePinkNebular.mat HEW |
"Each skybox material has 6 textures (¥ @) Skybox_GreenNebular.mat riw |
(2048X2048 pixels) v [ WlSkybox_BlueNebular_Textures {HEW |
[+ i BlueNebular_back.jpg { HEW |
[+ i BlueNebular_bottom.jpg i |
h - [+ i BlueNebular_front.jpg i |
‘3 S KY B ( | BlueNebular_left jpg W |
i BlueNebular_right.jpg W |
|l BlueNebular_top.jpg {EW |
v (¥ Wl Skybox_BluePinkNebular_Textures {EW |

pr

[ i BluePinkNebular_back.jpg
low 4 . A [N 5

(Cancel (impord

& Unity File Edit CSCSl GameObject Component Window Help [ XK ) Import Unity Package
© @ ® o Create. . »> | main.unity - Space - PC, M P e
m & B Reveal in Finder
— g Open v 4 i Editor a
= HnerarchyA” Delete ! v (¥ Wl CrossPlatforminput G
| create v.| o " | Scale (e | CrossPlatforminputinitialize.cs HEW
v& me'\m" v i Standard Assets
Mlaln (?amera' v (¥ Wl CrossPlatforminput [NEW]
Directional Light Import New Asset... = CrossPlatforminputGuidelines.txt {NEW |
NARETEE Import Package [l cCustom Package... v [ mPrefabs e
Mwing Export Package... [ g CarTiltControls.prefab {MEW
Body e Ins 2D [ v DualTouchControls.prefab {NEwW |
Base ind References In Scene e iEEs (¥ s MobileAircraftControls.prefab
i Select Dependencies ileSi i
Swing Characters (¥ s MobileSingleStickControl.prefab {NEW |
Cockpit (¥ ' MobileTiltControlRig.prefab {HEW |
Refresh #R CrossPlatforminput - W Scripts e |
Reimport Effects [ ¢ AxisTouchButton.cs =
= Environment ¥ ¢ ButtonHandler.cs e |
Reimport All ParticleSystems g A 'CrossAPlétformlnputManagerx.s GE3
e Al [mporc)
ility
Open C# Project Vehicles
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AssetsdHMDStandard Assets — ParticleSystems — Prefabs®D 74 /L2 &BREE T,
Z LT, Afterburner (77 72 —/\—+—) %HierarchylcDDL % 9",

TransformZzZ XD LS ITRELE T,
PositiondZ%-1.5
Rotation®Y% 180

& Inspector

g | Afterburner | [static =
Tag (Unigges ¢ Layer (Deauir %)
Prefab [  Select | Revert | Apply |
v . Transform &,
Position X |0 Yo |z[18 |
Rotation X |0 ly 180 [z o0 |
Scale X|1 [Y[1 |Z]1 |

Afterburner [ZfFULNTULYSAfterburner Physics

Forcez A LZE Y,

Afterburner Physics Forced# EDgE%7!) w4 L. Remove Componentz 7 ') v/ LE T,
[BI#kIC. AfterburnerlZ{FULN T L% Sphere ColliderzBIBRLE T,
BI#kIT. Afterburner®F4 717 hGlowlc DWTWB AT U T M EHIBRLE T,

e Inspector

e Inspector i
g M afterburner | []static « " M [Glow | Clstatic =
Tas (Maiasades) Layer (Daibus) Tag (Sniaaats] Layer (Daiiit)
Prefab l Selact | Rewvert | Apply ] Prefab l Select | Rewvert | Apply |
¥ .~ Transform i, ¥ .~ Transform i,
Position X |0 [¥ (o [Z]-15 | Position |0 Al |z[o |
Rotation X0 |ylis0 |z|o | Rotation |0 Rl [Z0 |
Scale X1 [ ¥ (1 |21 | Scale X1 [¥ (1 lz[1 |
»%  Particle System g % »%  Particle System g %
T“gm:here Collider T‘E (Script) ﬁ #rl
Edit Collider Script |None (Mono Script) | o]
; The associated script can not be loaded.
R ~ Please fix any compile arrars
Material |Ncr‘|e (Physic Matul [o] and assign a valid seript.
Center
%[0 ¥ [o |z[16 | ParticleAfterburner #*,
Radius |16 | > Shader | Particles/Additive ~ |
v [ M Afterburner Physics Force [ #:
Script i._ AfterburnerPhy @ Add Component l
Effect Angle (20 | Pt
Effect Width [2 |
Effect Distance [32 | (Remove Component )
Force 1140 | Mowve Up
ParticleAfrerburner i, Maove Down
> Shader | Particles/Additive - Copy Component
Particle System Curves —— Paste Component As New

Paste Component Values

Edit Script

Hierarchy®Afterburner’. PlanelcDDL % 95
TN TAfterburner&PlaneDFA4 7TV MIiEWET,

| Create "| (erAll )

= Herarey IS ]

VQ main* =

Main Camera
Directional Light
¥ Plane
Mwing
Body
Base
Swing
Cockpit
P Afterburner

BAELTHELLD, Afterburner&Plane BN —#& I CENF IXTH T,

PEEZ{E2

OSphere (R 747 :3K) Z{EN & T BEDIEN FZBATNE T HY,

Hierarchy®. Create — 3D Object — SphereDJEICY ) v 7 LE T,

Zai%. NnsekilELE T,

Transform®MPositionMY#% 3, Scalex g XT3l LE T,

9 Inseki

| []static «

Tag [ Untagged ¢ | Layer| Default

3

¥ .. Transform i,
Position X 0 R4EIN A [ |
Rotation X |0 Yo lzo |
Scale X3 1Y [3 [z [3 |

OBEMIFET,

Project®Assetsx %)% L. Create = Material& 2! v 7 LE T,

3 Project _El consale
I Create "I e

V{?F"i'_vu':r-'ifg_!‘ Assets »
'%E”' Materials
All Models
(©. All Prefabs —
CLAll seripts

Zai%lcolor]&ELET,

Folder

C# Script

Javascript

Editor Test C# Script
Shader

Scene
Prefab

Audio Mixer

Lens Flare
Render Texture

I O £

ARA S = D@D )y L FEGRBICLET,
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f o Sae Gl ¥ .5 Rigidbody @
© Inspector | - = P — Mass 1
' colar & = ® brag 0
Angular Drag 0.05
. Shader | Standard L | Use Gravity l DI
[ 5 Is Kinematic O
| * Rendering-Mcde | Cpague 3 | "; z Interpolate
] “ Collision Detection
n q Main Hﬂpi ¥ Constraints
— I I R Freeze Position [|X [J¥ []Z
@ Albeda ﬁ =] Freeze Rotation X My Mz
® Metallic (] | zﬁg
— O
Smoothness s m— 0.5 : - N
- ' A EE— 5] Olnseki (&) 27 L/\71LET,
B Ncrmal Ma Hex Color # FFFFOOFF . . .
P e ProjectdAssets&%71) w7 L. InsekiZxAssetsDE F\DDLE G,
(] HEight Map (@ Click to add new preset
g . o = Hierarchy e ;_Vﬁ'EScene € Game 0 Store - =
i3k fzColorz > —> MinsekilcDDLE T, o s
V@ main*® =
\'ieﬂii'.‘{°23,w Main Camera
v < main* Directional Light
DivectionslLight » Plane
¥ Plane Inseki
Mwing
Body
Base
Swing
Cockpit
W Afterburner
Glow
Inseki
i3 Project FEe
|C;eate‘! (a \|ﬁ..|‘|1k
¥  Favorites
All Materials
‘- Project E Console All Models _j
Create ~ | a
¥ Favorites Assets » All Prefabs ~ n ©u
e Allscripts C#l |(#
All Prefabs
All Scripts . I ‘ v Assets | color Editor main PlaneCon PlaneMove Standard Ass...
35kyboxes color i i b i 3Skyboxes
» @l 3Skyboxes o S i
» il Editor M P B Editor
o BT C#| - » il Standard As¢
PlaneCon PlaneMove Standard Ass...
——
+

TZTIE.RBEDEA=EIEVE LT
HierarchyDInsekild RETIDT. HY')wv7 L Delete (7' )—F) LE T,
I, InsekilcRigidbody ()2 KR 7 (RE) ZAFFE T, | ! | ’

Hierarchy®@lInsekiZzZEiR L. InspectordAdd Component — Physics — Rigidbody& 71 v 7 LK, ORBEERLET

ZEDFA T I M etFo TRV T 72y FLET,

rrE—— a X @1 ) @] ) . s
9 Inspacter_ .i—*— _ FTEZEOAT I b2 EVE T,
E:Insekl :Dstatlc - Component 4 Physics .
Tag | Untagged 4+ | Layer | Default ™ Mesh i | i, Rigidbody " HleraI’Chy@CI’eate — Cl’eate Empty%7|) \\/7 L/i—a_o
¥ .~ Transform By Effects g é Character Controller 7_]'7:/\17 [\%% I'Masteu & L/K j_o
Rotation %[0 o |z[o | Physics 2D = @ sphere Collider /KCLX’7 )7)|\75’1’EEZLT/ 2yFLET, .
Scale  X[3 ME 123 | i . W Capsule Collider Inspector ¢, Add Component — New Script& 2w LE T,
> Sphere (Mesh Filter) s Audio . |:ii Mesh Collider I g Tm r
> M sphere collider [ # Rendering - ) Wheel Collider A7 )jI\@%HJ%\ aste thij_o
> |2 [MMesh Renderer e Layout . g Terrain Collider
colar £, Miscellaneous > W Clath
p. Shader | Standard - | Event o “PHinge Joint
Network - “&*Fixed Joint
U1 3 eSpring Joint
[ I add.Component I ] New Script > ¥ Character Joint -

Rigidbody®Use Gravity (1—X -7 Z 74 —) DFTv7ZNLET,
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masterE RDESIHRELE T,

1 using UnityEngine;
2 using System.Collections;

4 public class master : MonoBehaviour {

5

6 public GameObject insekiPf;

7 float timeCount;

8

9 // Use this for initialization

10 void Start () {

11

12 }

13

14 // Update is called once per frame

15 void Update () {

16 timeCount += Time.deltaTime;

17 if (timeCount > 2f) {

18 timeCount = 0;

19

20 for (int 1 = @; i < 10; i++) {
21 float rndx = Random.Range (-10f, 10);

22 float rndy = Random.Range ( -6f, 6);

23 float rndz = Random.Range (200f, 250);

24 GameObject inseki = (GameObject)Instantiate

25 (insekiPf, new Vector3 (rndx, rndy, rndz), Quaternion.identity);

26 inseki.GetComponent<Rigidbody> ().velocity = new Vector3 (@f, @f, -50f);

SUELLYY

i Random.Range&ld

Random.Rangef8#E. 187E LIcEFHNDA 5TV X L THIBEIEVE T,
ZOBEIL. RDESICEEEXY, Random.Range (&), &KX);

BAL TIVE 24 L

5T Time.deltaTime& I3

Time.deltaTime& & 1 7L —LZENIBGTZDICELEEB T,
ZOEYE% UpdateFAHATINE LS L BBRMESETENTEET,

2l 29 TN O

2MTLICERE. —EHENIC 1 OFEERLTRIET AT T,
Z#timeCountic. Time.deltaTimeZ NI&E LI CREZETWE 9, ifSX T 2 e 58l
BA LT Z#timeCountDfER 0 [Ty LE T, ZDOH FEAEER T HUNEBEETVET,
PRI, InstantiateRIS CERMLE T, CDEEF RBEREMMUEBIL. TV E LTHEITVET,
ERLIEDBERLIEARZERGL. 0T SRIETRIICAEMATVET,
INSDEBMEDED Y ERNE. RIZTUIEBAforX CHWL 1 0ET>ETEARE
1 OERIELTVET,

public class master : MonoBehaviour {

Inspector CERELTZT L AT R ASTND

// Use this for initialization
void Start () {

}

// Update is called once p| -
void Update () { BEEE S

!EimeCount += Time.deltaTime; |

Iif (timeCount > 27) {lu==my 2BIS—RAETS

| timeCount = 0; A
Tt - IA BABMERL . 4 . RIS MBS 10EAS
por linf i = 05 15105 B0 1
[float rnix = Randon.Range (107, 10); dey 7~ S L CEEMENED

| float rndy = Random.Range ( -6f, 6); I

I | float rndz = Random.Range (200f, 250); | |§EEJ?,L'C inseki IZ4E A
——————————————————— —
I'GameObject inseki = (GameObject)Instantiate T

|
: L (insekiPf, new Vector3 (rndx, rndy, rndz), ()uaternion.idem:ity);JI
|

} A inseki ZFRIET

- J

OFRBELREAZEELET,

[@mspecor L
RTHO%S X TRAIBEE S IIEE IR E T, o el  Cistatc -
ZEOAT I M ERLE T, Tag [ Untagged ¢ | Layer | Default i)
Create — Create Empty& V1) v o L& T, v L Transform &,
2% (WalllELET, Position X [0 Yo lze ]
Inspector®Add Component Rotation X 0 Y0 'zo |
— Physics — Box Collider& ') w7 LE Y, Scale X1 R z[1 |
BDEIIERELET, ¥ i [/ Box Collider #*
Edit Collider
Is Trigger
Material [None (Physic Material] @
Center
X0 [¥[o |z[o |
Size
X 100 |Y 100 | Z |
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WalllcRZ) T2 72y FLET,
A7VT b DFZE TWalllELET,
ATV T hWallZZRDESIHRELE T,

FNSVRATr—L O—HAIVAT— IV

2528 transform.localScale& |

transfom.localScaleld. KEETDET T, TNITKRATBIETT —LFATITVRDKES
HEEZBDIEDNTEET,

AKRABI  transfom.localScale = new Vector3(x Y1 X, y 1 X, z H 1 X);

1 using UnityEngine;
2 using System.Collections;

public class Wall : MonoBehaviour {

3

4

g // Use this for initialization n —

7 void Start () { U—‘U‘—’E%ETJ'C%EZ&J:D(;?%
8

9

L. } Olaser(L—%—) Z{EVE T,
11 // Update is called once per frame Capsule (Hh7)) ZEVET,
E void Update () { Hierarchy®Create — 3D Object — Capsule& 27 v LE T,
14 } 2z, MLaser]ELE T,
15 Transform (5> A 74 —L1) DScaleDX%0.2.Y%2. Z%0.2lcLE T,
16 void OnTriggerEnter(Collider col) {
17 Destroy (col.gameObject);
T T@mspecor LT
19 } o [Laser [JStatic w
28 a Tag EU_ntagged ¢ | Layer| Deflault |
¥ . Transform #*,
BELTHELELD, HierarchyhSinseki (clone) ASEZ TWNUIERIN TS, Position X 0 Yo z0 |
Rotation X 0 |y |o |z |o |
Scale X 0.2 Y2 Z 0.2
5l 227\ 7O ) et
WalllcEZELfcA 7Y RIS 0B TT, Hierarchy®laserz 2 7)V7) v 7§ 5L RATHOFIA ICHES LELDHRZZIET T,
OnTriggerEnter(Collider col) McollclE . EZELIcA T IV DT —2HBAS>TWVE T, & OlaserlcBaAE{FIFE 7,
DT, col.gameObject CHIS TEX Y, ProjectdCreate — Material (X 7U77 IV #48) &) v LE T,
Destroy Bz EU\ EZEL L EDZHIFRLTUVE T, AssetsDHRICHT LU Material MR TWE T,
J 2% Naser) (L—4'—) ELET, IR EATEROE LA,

TUT aserz 1) v L ARA SDOEDRAE )y L TBERELET,
OBREOREETES VA LICLET,

R7') 7 bmasterE RDESITHRELE T (o nsrecor . I
laser @ %
14 // Update is called once per frame shader (Sadard ) LR oL
15 void Update () { Rendering Mode 2 ]
16 timeCount += Time.deltaTime; Main Maps
17 if (timeCount > 2f) { " oAlbedo -
18 timeCount = 0; ™= Metallic o— |
19 moothness — y— | 0.5
20 for (int i = 0; i < 10; i++) { oo ;
21 float rndx = Random.Range (-10f, 10); @ Normal Map £ z
22 float rndy = Random.Range ( -6, 6); e beigkrman g
23 float rndz = Random.Range (200f, 250); o
24 GameObject inseki = (GameObject)Instantiate —eEn;lissm - o
25 (insekiPf, new Vector3 (rndx, rndy, rndz), Quaternion.identity); L TTTT— p—
26 inseki.GetComponent<Rigidbody> ().velocity = new Vector3 (8f, of, -50f); —aDeti:Mis‘k“m'" o : =
27 =
28 float rnds = Random.Range (2f, 8f); g XY ZIUI:
29 inseki.transform.localScale = new Vector3 (rnds, rnds, rnds); Offset X10 Vi ol E
30 } Secondary Maps A_:(—% e
31 } o Detail Albedo x2
32 } Tl Normailvan Hex Color #
Tiling X Y ¥ Presets =
Offset xjo  |¥jo | (@ click to add new preset
BELTHELED TV R LBAREEDEADNERINNUERINTT, UV set 0 :
Forward Rendering Options
Specular Highlights
Reflections 74
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DX T ')7Vlaser’  Hierarchy®DlaserlcDDLE Y,

= Hierarchy =
i Create '| arAll
V@ main® =
Main Camera
Directional Light
» Plane
Master
Wall

Laser

£3 Project n El Console
G

#= Scene
| Shaded

i Create ~ ! ‘

¥ Favorites | Assets

All Material§ | a
All Models —_—
All Prefabs
All Scripts
viia Assets | 3Skyboxes color Editor Inseki
» [ 3Skyboxes | -
» il Editor - \
> @ Standard Ass Tl 1
1 - -
] L1}
main master PlaneCon
v
| € laser.mat ——

OF 7Yz hLaserlcRigidbody (V2w FRT 1) &7 2 v FLE T,

Hierarchy®Laserz%71)wv % L. Inspector®Add Componentz=71) w7 LE T,
— Rigidbody (V2w RiR 7 (@IK) &0 w7 LE T,

Physics (742w X 4EE)

Rigidbody®Use Gravity (1—X -7 ZET4—) DFTv7ENLET,
INT BEHMERALGELGRYEY,

Ffz. Constraints (AVAMLA ) DERID=A%%7') w7 L. Freeze Rotation (7)) —XO—7—

2aV) DX IDLTICFTvIEANE T,

¥ & Rigidbody

i

Mass

(1
Crag o
0

Angular Drag

Use Gravity @

Is Kinematic []

Interpolate | Mone

Collision Detection | Discrete

¥ Constraints

Freeze Position [J¥ ¥ [JZ

Freeze Rotation rﬁTﬁ'Y_ﬁ'[j

116

OLaserdcollider®is TriggerdF v 7 & ANE T,
Hierarchy®Laserz 1) w4 L. Capsule Collider®is Triggerlc F v o7& ANK T,

¥ i M capsule collider 4
Is Trigger
Material ‘Mone (Physic Materi, @
Center
¥ 0 Yo |z|o
Radius |0.5
Height |2
Direction [ ¥-Axis

OATVxy MLaserxTLINTLLET,
PHVZNKSIC, AssetsDE T TL/NTELET,
Project®Assetsz 7 1) w77 L, Hierarchy®DLaserZz AssetsOF\DDL £,

= Hierarchy S .— i Scene
i Create '| ferAll I Shaded
Y@ main*
Main Camera
Directional Light
P Plane
Master
Wall
@ Project  \[ElConsole a.=
ereate‘! \ (Q |4|‘|‘ﬁ |
¥  Favorites VSsets =
All Materials A
All Models
All Prefabs
All Scripts
3Skyboxes color
b 8 3Skyboxes
b @ Editor
b [ Standard Ass
main master PlaneCon
-
| @) laser.mat ——

Hierarchy®DLaserzHIBRLE Y,
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OFLWRZ) T M ZEYPlanelc 72y FLE T,
A7) T RalE TlaserGanlELTORDES ICHRELE T,

1 using UnityEngine;
2 using System.Collections;

3
4 public class LaserGan : MonoBehaviour {
5
6 public GameObject laserPf;
7
8 // Use this for initialization
9 void Start () {
10
11 }
12
13 // Update is called once per frame
14 void Update () {
15 if(Input.GetKeyDown("space")) {
16 GameObject laser = (GameObject)Instantiate
17 (laserPf, transform.position, Quaternion.Euler(9ef, of, @f));
18 laser.GetComponent<Rigidbody> ().velocity = new Vector3 (of, of, 30f);
19 Destroy (laser, 5f);
20 }
21 }
22 }
23

UnitylcER"). Planez ') LT, Inspecter®LaserPfDIFIC 7L /\T DlaserzsHE LK T,
BELTHELED AR—RF—ZHLCL— Y — D RFENTSMINT T,

el 2 U T OmE )

ANR—RF—HBLIEBRICL——EERTHIUEBEEEF LI,
ifSCCANR—RF—EH LB IMEBAE DI T EESICLTVET,

P LTz & E(TInstantiateFECL — S — &£/ L. £ T B EEZIL, Plane LB CEEIET
9, [ElErfBI. XEHICO0E T,

/LT ——(crigidbodyDvelocitylC D& MA TRIKLE T,
REBICERLIEL——ZSHWRITET LDICRELTVET,

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

JERRIEX & Y (3 Ship | | [EHEME, X BT 90 £
if(Input.GetKeyDown("space"
GameObject laser = (GameOQJect)I antiate

IDestroy (laser, 57);! F &z TRIES

} R LTz L —H—% 5 B&RICIHT

L—Y—([CHfeoleEaDIRRENDLIICTD

OFL/\TLaserlc. Tag (27 :%a4L) ZFFE T,

InspectordTagDt&EDUntagged=21)v- L. Add Tagz/' w7 LET,

+x—0%0) v LT TLaserlEWSR T EHF T IEIE T,

AssetesDHDLaserx%) v~ L. Untagged% 1) w7 LT, Laser&=#RLE T,

@ Inspector

e Inspector

¥.A |+ \Untagged
Positio
Rotatit g
el Finish

> EditerOnly

> . ™ MainCamera
) ] Player

va GameCentroller

Respawn

9‘ M [Laser []static «
Tag“ Unta“ed | =| Layer | Default 3

Angular Drag 0.05

Use Gravity -

b Layers.

E} Tags & Layers &,

¥ Tags
l List is Empty /
() - |

# | 3 Sor.t:r:i;fg Layers

o
@ Inspector

‘ ‘.} Tags & Layers .

(] Inspector

g O [Laser [Jstatic

¥ Tags

> Sor:t:r;fg Layers
¥ Layers

YA v
Positio
Rotatit
Scale

#blﬁjl

Tagll Urn:a“ed | +] Layer | Default $

i

Untagged
Respawn

Finish
EditerOnly
MainCamera
Player
GameController

Add Tag...

Use urnvlw

Lo
=

OF L\ Insekilc FTLWAZ U T b &7 2y FLET,
A7) T % Tnseki]E L RDESITHRELE T,

1 using UnityEngine;

12 void Update () {

14 }

20 ¥

2 using System.Collections;

3

4 public class Inseki : MonoBehaviour {
5

6 // Use this for initialization

7 void Start () {

8

9 }

10

11 // Update is called once per frame

16 void OnTriggerEnter(Collider col) {
17 if (col.gameObject.tag = "Laser") {
18 Destroy (gameObject);

19 Destroy (col.gameObject);

BELTRELED, LY —LBEANMEELEERMAEANEKINTT,
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OEADHIEZREHLE T,
A1) 7 Mnsekiz XD LD IHRELE T,
1 using UnityEngine;
2 using System.Collections;
3
4 public class Inseki : MonoBehaviour {
5
6 public GameObject exp;
7
8 // Use this for initialization
9 void Start () {
10
11 }
12
13 // Update is called once per frame
14 void Update () {
15
16 +
17
18 void OnTriggerEnter(Collider col) {
19 if (col.gameObject.tag == "Laser") {
20 Destroy (gameObject);
21 Destroy (col.gameObject);
22 Instantiate (exp, transform.position, Quaternion.identity);
23 G
24 }
25 ¥
26

UnitylZRRY. AssetsDHD 7L /\TInsekiz71) v LE T,
Inspector®Inssekid> R—x > bHSExpDHEHDIET ) v I LE T,
Explosion 7L /\T&Z T IV v LE T, ExplcExplosionh A>Tz DR LE T

® e Select GameObject
@ B
Assets | ——
.. ot ot
¥ o M Inseki (cript @ s ‘ v ~
Script o Inseki ] © —) None Afterburner ouchC...
Exp None (Game Object) |@
v @ [# Inseki (Script) @ % DustStorm  DustStormMo...
Script | —
Exp °

FireComplex FireMobile

. . . o

ion (Game Object) ~ Assets/ Assets /ParticleS

=l OnTriggerEntersld

Collidera>R—Xx > bd Is Trigger [CF TV IHPADTWBDEDICERE LB ICIEETN
55DTY,

(Colloder col) McollTid, EZELIZABFEDT—2HA>TWE T, col.gameObject CHHFD
T—LATITIMNaBRETHIENTELT,

memo

J

fEE S NO):

OnTriggerEnterB3Ic KIAHLEDA TV MEZE LIz EEFITNEBEI N, ZDEZEHE
Fhlaser CROTHBEDHNIET BL DT TR LTVET,

DestroyBd#% 2 B> T B EMEFZHIPRL. Instantiate CE#explC ATV S EH AL
ERLTVET,

J

J
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RadioControliz

EDSVIVEESEHS —LEIIET,
JOJzONZED

Project name (7O 1% kx—L) ITRadiCon AAIL. 3 DICF v v oEANKE T,
Create projectx )7 LT7OV TV b ERLE T,

Projects Getting started [Anew  [Qopen (@) mvaccount

Project name*

RadiCon [ ®3DO2D [ Add Asset]’ackage ]

Enable Unity Analytics @

/Users/user/

Create project

P123 7O0VzV M afE%
P124 ED3DETIVEAFTS
P126 BE%1E%

P127 BEESEZERETS
P128 KZ1ED

P129 BZESHES

P131 > bA—5%1ES

P132 EaHNBKIITT S
P134 EZIEMZRET S
P135 AXSDUBZEEETS
P138 EEMERET S
P140 BZ¥IEZTS
P143 Rigidbody%&1{3i7%
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BED3DEFINZEAFITD

Asset Storeh'5EBD 3 DET/IVEA T O—RLET,

EER_FDAsset StoreZ 7 %71) v LET,

Y57/ 4¥/////] Car'Toon: The S+
3DETIL/FEY/ER
Pixtim

KAk kk (L4)
Eiz )

| Create =| (ard

.,J-'-l(:enterm ﬁLocaIﬁ[ 'p 1] ;ﬂ fdﬂc.-._{-:nccount 'rT.\-,l-'Lavers 3

[ {La\rout v L

5] 8 Inspector i

Main Camera
Directional Light

L

Toon Sports Car
3DETIL/FY/ET
UltimateArcade.c:
*kkkk (L20)

Toon Tank
3DETIV/RY/ER
David Stenfors
Kk kkk (L14)

Toon Soldiers De--
3D EFN/Fv T
Polygon Blacksmith

Kk Kk kk (L16)
P

1234 1-360f123

Cartoon Car - Free

3DETIL/EM/ER

Doolabs (Marco -+
| Akkok (138)

Cheroon il

Toon Race Car - -
3DETIV/RY/ER

*kkk (116)

Toon Battle Soun---
F—T 1 A/EX
TFSui

OM0 B Toony Colors Free
= St ==

Jean Moreno (JM:-

*kkk (2206)
s

bl UltimateArcade.cr--

i Project i . 5
|C|‘Eate '| (@ \|4|‘|t
‘!fj Fawvorites | Assets »
0L All Materials
€L all Models
2 Al Prefabs
©. all Scripts

AVR—bZT )y LET,

Ay O—RHBIBT NS & Import Unity Package& W 504 > RUDBEKDT

JwoLE,

Toon Adventure -+

Wﬂ F—F 1 B

Toon Military Car
3DETI/RY/ER
David Stenfors
*kKhk (19)

B 3 Free Characters
3D EFI/Fv T
Honeti

*kkk (1106)

d 3DETIL/EY/ER
Alex Barbulescu
*kkkk (130)
e

CRCV2 - Free De-

mportx7%

RERT Toon Car)EANL T ERDHFEY ) v I LET,
BZTAEERN S Toon Spots Car | &#FEL Ty LET,

Toon Sports Car
3DESIL/E/ER
UltimateArcade.com
ok (420)

Fun Low Poly Toon Sports Car! :) If you
have any questions please email me via
my website! UIStudios.com

eck out the Web Preview (360

Click/Drag Spin

Poly Count: Faces 2,714, Tris 5,732
Easily Editable PSD Texture Files
Includes Simple Reflection Texture

Toon car ®  qllA— 0w n

mEES $ ExDK MB
FREE__ 5 0 20 50 100 200 = IMBE  5MB  SOMB 100MB 250MB 500MB 1GB 4GB
EHOH || BETE O | yu—z8 Bl
HE AT UnityDS—Sa >
1d 7d 14d 1 3 6m 1 5
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e FouTF—rE Bl

VT =Yod | UADS |
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® e Import Unity Package

Toon Sports Car
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v @l Standard Assets
v [ Wl Scripts
W s rotatejs
v il ToonSportsCar
v [+ @lMaterials
) body.mat
) wheel.mat
v ¥ Elitexture
i body.psd
I reflection.jpg
[+ | wheel.psd
lmiwheelNormal.png
¥ [l toonSportsCar.fbx
[¥ €} ToonSportsCar.unity
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FER
FER
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Unity 78735
7

ZERC/ONE studio

SceneR T EZ TENRBEINTIEEERLE T,

HZ{Fd

HOETIVAEFITANEOT. BEAESEET,

F£J1d.Scene LICEARELE T,

ToonSportsCar7+ )L 2% 7)) w2 LT toonSportsCar& W5 E 7 /L& Hierarchy (e TZ )1
F+—)IcDDLZ Y,

= Hierarchy

| Ereate = | (orA

Main Camera
Directional Light

. Prcect
| Create '|

Tﬂ" Fawvorites Assets »
(© Al Materials
! all Models _——

(L. all prefabs
(. All Scripts

WL s A

53 Standard As

¥ &5 ToonSports — s
' BHEESE EEZTD
SEIZ Rigidbody (V2w FRT 1) ZFALTEZESEE T, TDIHICEITRigidbody (U
= . 2w RR7 ) &CapsuleCollider (B 7 IVaZ A4 —) ZFIFE T,
& ToonSportsCar — —

‘ Hierarchyh*5toonSpotsCarz 1) w2 L. Inspectord®AddComponentz2/ ) v L% T,
Physicsh*5Rigidbody% 1) w7 L& 9, B CFIECTCapseuleColliderd &9,

= Hierarchy

-. Project
| Create '|

UltimateArcade.com
hkkkk (L120)

(-1

ereate o) (2 T A= lal=]| SRR & >
el e - e S—T7
Of F L M [toonSportsCar | Ostatic = gl LT
— ' Tag | Untagged + | Layer | Default s *Characte?r Controller
TC:'E::' r"l :-::I [:] Clr '[1 L Model [ Select | Rewvert | Open | :20: Coll:ljlrjd
— I ¥ .~ Transform [ % S e
3DET/L/FEY/ER

Position X0 | vlo  |zlo |
0 zo

1’1’:}'-Fivuritus | Agsets » ToonSportsCar »

1 All materials
00 All Models
O All Prefabs
@,AJI Scripts

¥ Assets
b5 Standard As

"= ToonSports

Materials

texture ToonSport..

Rotation X 0 Y
Scale X[1 ¥ (1 Z[1
» 3£ M Animator G s

( Add Component )

(@] )

Component

Mesh B

Effects -

Physics ZD

MNavigation
Audio
Rendering
Layout
Miscellaneous
Event
MNetwark

U1

Scripts

¥ ¥ ¥ ¥ ¥XY ¥ ¥ O¥ZY W %W

WitoonSportsCar.fhx
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1 capsule Collider
|2 Mesh Collider
© Wheel Collider
@ Terrain Collider
W Cloth

“®Hinge Joint
“Fixed Joint
.Spring Joint
9Character Joint

@l ]
-« Physics
A% Rigidbody =

4 Character Controller
I Box Collider

) Sphere Collider
* Capsule Collider
|2 Mesh Collider
©) Wheel Collider
@ Terrain Collider
W Cloth

“®Hinge Joint
“Fixed Joint
.Spring Joint
9Character Joint
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Unity 7075227 X ZERC/ONE studio
1BfNL7zRigidbodyMDFreeze RotationMXEZICF v % LE Y, HREREFELTHEEELLLD,
Command+S+—%zld. £ EDFileh5Save SceneZ LT 771 )V 4lE Mmaint & LTRELE S,
¥4 Rigidbody g #
Mass [1 |
Drag C | BHEESED
Angular Drag [0.05 |
Use Gravity [ BICAT) T EFITE T,
Is Kinematic U Hierarchy (e T5)UF —) TtoonSportsCar&x#EIRL. Inspecter (A VAT Z—) D
2o f aliazz i AddComponent& 1) w4, New ScriptZz:&RLE 9, il Cari& L, S58I&CSharpl&ELE T,
Collision Detection Discrete ™
¥ Constraints :jl";‘ﬁ;spmmsmc = Q] B o,
Freeze Position [ |® []¥ []Z MTT[-U":“‘“” S Ml o Component New Script
Freeze Rotation DY vielm...r.,m‘ : , ’ y. :ﬂme ol
Position X|0 Yo z[o Effects k|
] gt —— G . (| I
CapseuleCollideri&. CenterdY%0.11Z L. Radius% 0.3, Height% 1.3, DirectionZ Z-AxisICEREL X T, > 92 & Amimator FES Ph:m 2D . Language
. i | o =, :ii:i:pi:::::olli :: Mavigation S
 J Capsule Collider ' _ £ Jlede Collicer Audio .
Edit Collider ::;I:::I" o » Rendering - »
Is Trigger Ll u:t\:r I¥[o.1 Jz[0 Layout *
q . Radius e Miscellaneous -
Material None (Physic Mati © Height E—
center Direction Event 3
I|D |v|n.1 | 7 |n | [ [ Add Component ] ] Metwarlk -
Radius E | :I . :
Height Q | =R [ | Create and Add ) ]
Direction [ Z-Axis =
BALTEAETTEOEREILET, Project CAssetsZ 2R L. Carx 7" ThEZTII) v LTREE T,
WS LTDLDICEERLE T,
r%{[E% 1 using UnityEngine;
7k 2 using System.Collections;
3
Hierarchy?dCreate’h 2> %) w2 LT, 3DObjectHh5Cube%x V1) w7 LT, Cubed 7TV M AEUE T, g public class Car : MonoBehaviour {
= Hierarchy # Scene 6 public float speed = 10f;
|Greme § GeAT Lahased 7 Rigidbody rig;
Create Empty 8
I -':'E'“e,Ern - 9 // Use this for initialization
M z e 10 void Start () {
Light > Capsule 11 rig = GetComponent<Rigidbody> ();
Audio » Cylinder 12 }
u > Plane 13
Particle System Quad 14 // Update is called once per frame
Camera Ragdoll... 15 void Update () {
Terrain 16
Tree 17 }
Wind Zone 18
SRl 19 public void Forward() {
20 rig.AddForce (transform.forward * speed);
21 }
Cube®DTransform®PositionDY% — 11 LT SizeMXEZHE20ICFRELE T 24 . .
23 public void Back() {
W— 24 rig.AddForce (transform.forward *x speed * -1);
7 29 }
M cube | Lstatic « 26 }
Tag | Untagged # | Layer | Default $ 27
¥ .~ Transform i,
- BELTHELZILBYE L A
e iign mj I;Igu I SEIE. SYAVENSBELDTRIDR YT MBI DRSYT MR L6 DEFEGH L,
i =R EE LT,
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il XUyl | X \BEE R dbO—5%Z1Ed
AV REIFAEBO—ROTEEIGLE T, e AV \BBETFIEND T EEHIET, _ _
%V;Fﬁkﬂ%ﬂBWﬁbﬁﬁﬁ;%QTﬁ RiFORRIREESEZ O MO—SHEVE T,
SE1EE DT 045 LTI, Start(), Update(). Forward(. Back(H X/ RIC 570 & 3 Hierarchy (& 2.5)b —) (OCreate (71 A b) 185> %717 L T, Create Empty (70 TA hT
Ay RIEUTOLSICEBRLET ) ° VTTAO) BT )y LE T, &Ri% I controller]ELE T,
= Hierarchy
(Create ) e 3 || g

public void |Method

0 {
A Yy FOALEE

Create Empty Child

\_ : - 3D Object »
2D Object >
~ Light >
AOVUTDEEEH Audio >
2R L feForward XV R &Back XV v RZRIDR Y1) 7 b hSPFUH L. Forwardid, B ng ’
AU S 8. Backld. BEEE T B HIETT, Particle System
ZHrigld. StartBaE caEIC T 2 v FENTULSRigidbodyZ B LAALTWLE T, 1 Camera
Forward&Backid. Rigidbodylc 1% 1A AfnmaddForce XV v R CRIEEE BIBEEH TVE T,

controllerdA 77 MIEFIBERA V) M A{ER L TITITE TS
291) T h4l%. TController1 & LE T,
ControllerR 7)) 7 h&ELUTDLSICERHRLE T,

1 using UnityEngine;

2 using System.Collections;

3

4 public class Controller : MonoBehaviour {
5

6 public GameObject car;

7

8 // Use this for initialization

9 void Start () {
10
11 }
12
13 // Update is called once per frame
14 void Update () {
15
16 if (Input.GetAxis ("Vertical") > @) {
17 car.SendMessage ("Forward");
18 e
19
20 if (Input.GetAxis ("Vertical") < @) {
21 car.SendMessage ("Back");
22 ¥
23 H
24 }
25
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InspectoricCar& WSIBE MBI E Nz, ZZITHierarchy (B TZ)bF—) DtoonSportsCarADDLE L&, ControllerZ 77U T DELIICHELE T,
o - e 1 using UnityEngine;
|| ':‘:’| 4 | ad "| | Gizm £|c’c'ntroller | DStﬂti - g L A
= Tag |Untagged % | Layer | Default 4 4 public class Controller : MonoBehaviour {
¥ .~ Transform % 5
Posit n %o Yo zlo 6 public GameObject car;
cantroller Eﬁfﬁuﬂ Blo | JEn /
== Scale X1 Jaris lz[z 8 // Use this for initialization
o B A e S 9 void Start () {
"/ “'k ) - Controller e 10
Car Mone (Game Object] @ 11 ¥
: [ Add Companent ] 13 // Update is called once per frame
ae—— | =——— = 14 void Update () {
15
\ 16 if (Input.GetAxis ("Vertical") > 0) {
= 17 car.SendMessage ("Forward");
5578 SendMessageRi#k 18 } ’
. - . N o S 19
SendMessage (> K Xwv4—2) &l& GameObjectEBMF DAV Y R TZDA T IV b 20 if (Input.GetAxis ("Vertical") < 0) {
IE7 Y FENTVBRIYT FOBHSIERE LEBHID XY Y KERUETHD T, 21 . mapsadicssn (ST,
SendMessage T AV REMUH T DL, Unity 55 FA T, SRIE A7) T Marh 23
#DOForward&Back XYy RKIRUHELTWE T, 24 car.SendMessage ("Handle", Input.GetAxisRaw ("Horizontal"));
25 1
J 2% }
27

BELTRINF—AEACRE I NSRRI T,

fHHNB&ESICTD N
Tl XYy ROD5 [#)

I BHHINBEIICLET . XTI CrAZU T L TFDRSICHELE T, o . —
7 5L NNAXA =R EEREN IBOMR LG DT —ZDIETT,
PR —————— Y REETHEEAY ARCEREEDSSICBOTTT —2BEREEELET.
5 Tl 51#EEDGWEEIE. Ay IRITEEEZEET T A,
6 public float speed = 10f;
7 Rigidbody rig; I
8
13 ‘//gigsgt:f;is(;‘og initialization publi.c void _Method ([ Ta]. [nd o)) |
11 rig = GetComponent<Rigidbody> (); int ¢ = (l;
12 } ERE BT 3I50E, B a L b i
13 } ﬁ)\éﬂ'm\éo
14 // Update is called once per frame
15 void Update () { - -
16
1 } =8 SendMessage T I %ZiET D
) it Chransfirit farsa x mpeedl; SendMessageBIET X/ KT REEITTEUMT A KIS T3 B0 T T BT TS,
g g T STEELRRTIETIEES Rttt SendMessageBa# M3 [#ld, —DBITIEUH T XV Y R ZDBICUHT XV v RiC
22 0 EIsI#EEELT,
23 public void Back ; 1 (M7= YAIS .
24 rig.AddForce (transform.forward * speed * -1); GameObjectZiZE8 SendMessage(/» 14, 5 |20); )
25 H
26 = =
27 public void Handle(float hor) { ﬁﬁﬂ 17')7'\@%#5% \
28 if (hor > 8) { - .
29 transform.Rotate (0, 2, 0); Car A7V 7 hCiBEELTcHandle XV RiZ. 5 18& L CloatBl =TV E
- }eliia;Zféer:tg')ce{(@ 2 i TDAYy B RIFTEBED Input. GetAxisTHBE W IFHETEDIN THN RITESfC
= y : o 0 B F— AR AT EBhorDEE b LI AT BT,
33 }
gg 3 ControllerRZ 7 rTBRELIcHSXIE Handle XV RERTUH L. 518 ELT
36 Y Input.GetAxisRaw("Horizontal")DEZELTWE T, )
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AR EEL?E%%E&WUL? L/J:’)o
rﬁ?ﬁb—l‘% Ej% ELBEDNTITASE D D25, Speed®Dynamic FrictionZZE L CABLTHELLD,
BHDREIEWNTT, Inspector®DSpeedZZE I H5DE—DDFTT H SEIK BRI Z %
ELTHAELET, ) B ;5578 Physic MaterialD/\SX—% A
Hierarchy®Createi*5Physic Materialz 2 1) w7 L& 9, &gild. 7 Z<TCarPhysic ) LTHEE T,
_ Dynamic Friction BEIFR DRI, 0~ 1 DEDEZER T %, EHVNEL
Soeies W s GAFIvr TUovaY) | FELCES,
avorites C# Script
| Javascript | Static Friction RLERDEEIR. 0~ 1 DEDEZERT 2. EHAVNEW
T O e REBTavY 7)73V) FERGBUDP T NS HEATEDES,
Animation
Animator Override Controller Bounciness E;Iﬁ@ié L,E*é‘o ~1 @Fﬁﬁa)'fl_é?{%ﬁﬁ 3-%)0 0 G)i?%é\ E;H@
Avatar Mask — (N —4rUR) ESEL, 1 DBA D EASTEEBMRITET,
B . - B4 7 V1 ML DBEROEDGHE,
sorsk Fiction Combi - Average 2 DDEEINFIHLEINS,
Custom Fot iction Combine | -Minimum 2 SOBRNDSBIELHOBHEETNS,
V773 A -Maximum 2 DDEEEADS>EAF N FOEMERE NS,
I Legacy . -Multiply 2 DDEEANENCREIND,
LN TWBEEDERIETZ T d Dynamic FrictionZ0.2I1CRELE T, i
y 8 f/"\“;c/e;o:’]“/b'/”\‘}/ || ERUSTITS MR OBRE RSO,
@ CarPhysic & #. \_ J

Dynamic Friction 0.2
Static Friction (0.6

|
mmii i NI =i HASOUEBEEEET S
¢

Friction Combine | Average

Bounce Combine | Average

BIKWDTHAZDMNEZZELXT,
Hiearchyh*5TroonSportsCar% %R L CInspector®CapsuleCollider 3> R —% > kdMateriallc Hieirarchyb‘bMain Cémera?97}b7 Vw7 LE 9, §B&EScene L CMain CameraZZ 38 L E T
CarPhysic#DDLE T, Shift + F +—CHREICIEDNTEET,

= Hierarchy o= #Scene  [[€Game. ' =| © Inspector .= BERZOEAID CenterJ&MLocal lICLE T, TN ZNI Vv I LTEETEE Y,

| Create - | (&R ) alia Gizmil o 4 [ [toonSportscar | [lstatic

] N
- 1 + s > i

5 H ¥ .. Transform _ @ # = h

o == Hierarchy

iy Fusmnn X0 Yo zo
Rotation X[0 Yo zo | Create - | (ErAT ) | [2p || o | <) |
I

Suah:’ ®1 Yl Z41

Tag | Untagged 4| Layer | Default

IH“”‘""‘"‘“‘ w *“ Directional Light
p.& Rigidbody @ % T

e ™ capsule Collider @ % |
| _'_;E;_!.@;;_;;g}nd_gr' ZDER. +FXE B8 —IV) DRZ22EI)vILET,

¥l + |[EXEdio] > 1M

3 Project El Consale

| Create ~ | (8

"'i:? Favorites | Assets »
() All Materials

ri»;Tﬁﬁ_.gpr
Material

[ |None (Physic Mat( *!‘

(€1 all Models X0 Yo zo = Hierarchy
Q,g[” Prefabs Radius 0.3 | Create 'l ferdll T| | 2D | | - |41} | b
@,aﬂ Scripts Height 1.3 l 1L
- T Direction | Z-Asis 4]
L e L i Sy T Directional Light

I'-ﬁ Standard As ¥ Gl E car (s: r‘ip't]

o S . ’ Script v Car ° - = -
»&5 ToonSports : L S —
[ Add Component J

-:C'niit'rn'{lir"- main
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ZEORMOHVRRINET, 5 — - N )
E@k RSy LTPositionDZA-16 ~ -14< BN B E THEIT £, SYRTr—=LY—)b
FERsICGEE RSy LTPositionDYH4 ~ 6 KBV EBZETHEITELET, NSV RTH— LY — Ve AT ITY P DEEIZED A E S E BRI IR Transfrom DIE
. ] HEEETEHY—IVTY,
= o I”;Tﬂtﬂr | = o - mEEY —)U
(@ W tan camera | L/Stane v Position (EE4%) ZE 5.
T 'T—““i%' SEYE: Lﬁ* REDE K505 S HETDRMEALER ETHBE ¥ AT LN TE RNDIRTICHS
Position X0 Y504 1z 502 mZ RSy T BHEZDEICTTATICBH T IENTED,
Rotation X0 Y0 z[0 WEERY—/b
Scale X1 ¥ |1 Zi1 | Rotation (El#xfE) #ZE 9 5,
| v# M camera @ # A RZvII2EZ0ORICH> T BERE LE T B Fov) §5EBRICEERL TERNTY,
| Clear Flags | Skybo: ™
Backaground _ﬂ WY —)b
CIJ”II"EQMHSVK :[ Ewverything ;J Scale (j(:é?lk) %QE?%O
B S : FROXFEDY BN ZDRT—IVICHISEL T\, BARDKREEE RS v5 T3 X
Y Z I XTHLHET o

RICKEIDOA (BERY —)V) DIRE =T )y I LET,

OKA S > | Bl LN

= Hierarchy H geene
| Create 'l crAll | Shaded 'l | D || i |4]_} | [re|
L

Directional Light

B L - i

=BOAHINERTREINET,
FRUVWAEAE K Zw4 L CRotationDX&E25< 5N EDE CRETEE T,

Eb\B\ @@J“/_}l/\ @E‘y_}l/\ ?fﬂj("/—)l/

Scerjle ! = Inspectnr I _ - \ j
| Shadad 4117 X |g@ ™ [Main Camera | [Istatic =
. ' Tag [ MainCameras | Layer [Default . N
¥ .~ Transform Q@ . I—=VDHAASIRE
Position X 0 |v|5.04 |2z[-15.02] R [ —
Rotation X 24.763Y 0 25 Scene EDOWAIRIEICDWVWT T, INZEH>TWBEScene ECOIEENRITHEVET,
Scale X1 [¥[1 zl1 ] ﬁi’(ﬁi‘fib&i
Y@ Mcamera. e BRIVIETDENAATDBEEEAZTETCELY,
| Clear Flags [ Skybox | At+E RS YT TERLTWBIBFRAETOICEERLE T,
Background N A+ RS9 THASEREBIE Y BT ENTEET,
Culling Mask [ Everything ] )

Y—VEZE )

K=y 7 §BHEZTDAMMICHROBEILE T, K7AVDTD
XFEI VI THEFITREE—FICEEINET . H5—EIUvY
TBHERVET,

FITREE—F LG BITRA G TFENGE-FTY, TENGED
DRIER. AT 2 — DD VREZ T BHEEIRIIBET,

-
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2 i = =11 WA REEETS
[EEYZRET D KENDTHARELZET,

Hierarchyh5DDLTeA 7Yz baBEIRL. 2 7 IV 0 ) v UK fzl&. Shift+FF—%$ L TScene
LTFELET,
EEDNSVATA—LY—IVHSKRED/I Ny T GEKY —)Ib) Z#EIRLE T,

N + ElEdiE] > 1l P
= Hierarchy

| Create v| o All | Shaded 'l | 2D || 0 |4].:’ | k-l

L

7ty AR T7H 51 City Props Pack 1& 1 > R— M LE T,
REAR YA city props]EATIVER A1) w7 LTRERLE T, IRRERH S City Props Pack]
LAV R—MLET,

city props X | ZllE— ¥ n

City Props Pack
3DEFIIL/INEE/TIE

Directional Light

David Stenfors P U
Aok (£40)

TMEEDONAL KEBOUBHNETEL LI KBOEAR RS vy LTHHFHFDRESIHELET,
A=k

This pack contains 23 lowpoly props
with PBR ready textures, suitable for
city environments.

Easy to add into your scene, just drag
and drop the prefabs.

Includes:

= Boxes

OETIVEHT
Projecth*SAssetsa 1) v LE T,
City Props Pack7# )L 2 DFDPrefabs 74 L2 %71) w7 L TREE T,
ZOHOS—DFEREDEFEUHierarchylcDDLE T,

1 project Bl conssle 13 Project Ol console e
| create - = )& %] * | create 7| & )| A& %] *
¥ Favorites | Assets - ¥ Favorites | Assets » City Props Pack »
O All Materials (O All Materials
(01 All Models
(O All Prefabs
(O, all Scripts

City Props F

& Standard A:
& ToonSpartst

H# Scene L] Inspector
 Shaded il2o || o ()| W -] | sizmf o M |Traffic cone | Llstatic

—— —— - Al Models i — —
. - (?J %:H::f:: . . - - L Tag [ Untagged 4| Layer | Default 3|
car

X ¥ .~ Transform g %

"= City Praps Ff
P . Position X -0.8 (Y 0.2 (Z[D |

» s Standard As
b, §
Rotation X 0 B 2l |z 0 |

» & ToonSports|
Scale X 0.1023 ¥ 0.1023 | Z 0.1023]
E O

‘A

Readme

(& City Props Pack —— & Prefabs ——

¥|. Cube.018 (Mesh Filter) B
Mesh 'l Cube 018 | @

¥ |:. M Mesh Renderer ] #*,

Fant Chadnwn [ e s |

1 era
Directional Light
# toonSportsCar
Cube
controller

 Project

Create 7| (&

v Favorites sse
(0, All Materials
(L all Models
(Al Prefabs.
(2L Al Scripts

Vi Assets Stop sign (.. Tin can Tin can (be..
&S City Props £
& Materials - -

5 Meshes

» il Textures
b Standard Ar  Trafic cons.  Trashcan Trashcan (.
=it
= W Traffic cone prefab —_—— |
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Pt 5 4 AV = 47 3%
EZRY¥IEZETITD 5l Sphere Colliderd)tS X —% b
<_0)$$T TR TLES D TEZRME TH B Collider (A5 A X —  EZRERE) HHIFTET, BMCTEHEERELTOHEDNGLEVET . BEMDHE. T
Tﬁ')(ﬁolllderti ATEE T, ETIVOREICEDE TEWDITE T, Kle . @EGITEHTED s Trigger DOAZAF—|Hf LT R OIIE%E ONnTriggerBIE CER
HETHRHADE TN EERTELTERT, A TBIENTES,
BmNICTHEEELTHRELET. BNDBE.COIT14—
Add  ComponentZz ') w4 LPhysics (71 7)L 43) hoEL e Colliderz B4R L. 72 v F BT BRI ZONnColliderBE TER I HTEN TES,
L% 9% Inspectorh 5772w F LizColliderddCenter®Sizelx ED/INTA—2=EELFAELET, X
JNSA—ZITDONT I TR0 (#7sH) & BTRRE N, Material Physic Material DEH&E(IIF, thD A5 A2 —E oL BFD
TFUT7IV) BEEPHRIELGEDEHEEERT B,
4$E¥E®C3C;Iﬁéér ) Center (>4 —) A2 —DHIE,
%”F” Box Colllder(/T\ /'77\ aA5144—) iﬂlk Sphere Collider (7\74/ 544 — 9 Radius (7 R) ATARZ—DKEE, (FRF) )
278 Capsule Collider®) (S5 X—% A
BMCTHEELLTOHEDGLEVE T, BEMDHE.C
. DOATAZ— TR LI BEDOIUIEEONTriggerB8E CES
Is Trigger F2TERTES
A | N < o
A RB=) TN T BEEELTHAELE T FADBA, COITA 4~
HT 4B EFINCEDETRAELTZS A LT PRI A ONColliderBIEFE CER T ATENTES,
Capsulefolllder (737"4;/}[/ S 745) Mesh chllleer(l)i: /Al 2745) Material Physic Material DBE:&E(T 1T, D5 A X —EEZRLTzRD
‘ : TFUTIV) BEEPHRQIRELGEDEHEEERT B,
Center (%2 —) A2 —DHMIE,
Radius (7 X) A X —DKREE, (AFEDOFE)
Height U\ 1) 12 —DEE,
9 Direction (71 L73Y) RAAEDAE, )
FOED ColliderDFDEHZEYIE T, = Ay A544— i \
5518 Mesh Collider®/\Sx—%
278 Box Collider®) (5 X —% A AT BLELLCDHEN LBV ET, BHDIRE. T
[ (807 i <
BT BEBELTOUEN G EIET, HHDHE. s Trigger O LRI ONTager M R
Is Trigger ?23;?? _;fﬁ*”“"MU%O”T”W“EW%—CE% AR RUA=) mRic T HLEE LU E T, BB S, OIS 4 —
S . C o RO \ NCED
AX b JA—) T B LB LTI LS T Y DIEA. T DS54 — iR LT BRONIEEONnColliderBBIETER I ATENTES
it LT BROEZ OnColliderBIIE CER T AT ENTES, Material Physic Material DESEAf I, D512 —E@ZELIRED
=157 52 N AN ES e
Material Physic Material DRSE(I1, {505 1 4 — L BRL 1B i BRPIE LS EORFTERT 2.
(RTU7IV) BEEPOHRIELGEDEHEEERT B, Mesh (A1) BRAUEITHERTEAY I (ETIV),
Center (£>%2—) 42 —DHOIE, BMCLIBE MDA Y105/ X —EEET B, 2L
. - Convex E};’éﬂéuﬂgti\ %B%UD:E?\} l/J:")j(Eb\szct%)o
\ Sz FAR) ATAATOREE: (XY ZOREE) Y (GvAy232) FIRETIES — > F TROBHETRENE A HERY)
L ERFELEY, )
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