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7OV MER Unity D EIHEEREA

LTS LZER T HEER FLOTOIV M EEVET,

ZZClE 3DDEE Carh 2DE[ERRETE!
FOVTH Mt TOI S LR REAS TN B 4~ TT. CECI IDORIAICHALE T D RIRERDET:
Untitled - abc - PC, Mac & Linux Stanakme (Personal) <OpenGL 4.1>
[ ] Unity 5.4.0f3
Projects  Getting started Roren @ wvaccoms
TapGemK
Path: /Users/usami/Desktop | Unity version: 5.4.0
ActGem
Path: /Users/usami | Unity version: 5.4.0
Puzzle

NEW (Za— LW ET) v o LE T,

2 WEIYES
= Allmdilisl “This folder Is empty
Al Prefabs.
Al Scripts.
Project name* _
abc ® 3D () 2D ]| Add Asset Package @

Location* :

Enable Unity Analytics @

/Users/usami/Desktop o—

MScene — 5@ E1—

TOTZ (T — L) DR E CIT/EVE T,
@Hierarchy (£ TZ)L+—BEE) Ea1—

= E1—CHBEER(FTIIIM DURRTT,
BGlnspector (f VAR Z— ) £a1—

Project name (7EY T/ b X —L:7AVTI M) H#ASILET, EIZINF—E1—TERINEHR ATV Ol T —2%2FRRLET,
3DEflE2DEEIRLE T, @Project (FOY T/ Ea—
Location (A4 —3> 3870 1. 7OV TV MDD T4 VA BEEBIEF T BETEHEEHIEEA). 7OV EDRIEASTVRDEDHRTRENET,

Enable Unity Analytics (12— IV 2 =74 — 7+ ) 747 X) IFOFFELE T, i )
LRTIE = EITIF— A VARG Z— TOIT 7 NREBLET,
INSIFBETTD T RANICLOOWERZITLIEL,
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FRCRLUIEZ T ZYVBZZE TV — 7OV b EERIDERDNESNE T,
®Game (¥ —L)Ea1—

Main Camera CBRLHH SN ZEHR T, INHAT —LBEEEZEVE T,
®Console (A>Y—)b i) E2—

BHICAT EMENZBERERRLE T, T7—DOJEITITRREINE T,
@OBERZY

BREED=ZAI—VDRFWREZVHBERZTY,

COREVEBTCET AR TAY S LDERTTELET,

E—ERTERITELELET,

TOVII M EEO S YD —T (R ELTHEET,
ARV RF—%FIBLAELS. SEHLE T, LT command+SEEEE T,

Save Scene
Save As:| main v
Tags:
Where: [ Assets 7

mainE W ZRICE—T7 LTHEET,
ZDBIFAFEDRPTCZEDHICcommand+STE—TJ LE T,
2EELSIE EEEFREINETOT. LHIEANDIREIZHIE A,

ZERC/ONE studio

HUWRIUTNZ{ED

= Hierarchy !
(Create =) (G ATl

Create Empty Child
3D Object

2D Object
Light

Audio

Ul

Particle System
Camera

e

VVYVYYVY

EIZIVF—DCreate (VI A M ER) ZV)vILET,

Create Empty (VUIA NIV T 74— AT IV DER) &V v LK T,
EIZ/VF—Ic.GameObjectE WSEFIDA TV bHAERENE T,
AVANRYZ—% BB E Transform (b2 X7+ — L) ELvSComponent (O R—% > b IR
ER)MIVTOVET,

TNEEEZICEHEWEDA T IV M TI b IV R T+ — LEENZERIFFOTVET,
GameObject (=LA TI T M ICAT) T M EFITE T,

© Inspector (@ nspecor AR
[ [GameObject | Clstatic + (¥ [GameObject | Cstatic
Tag [ Untagged 4| Layer| Default sl Tag [ Untagged 4] Layer/ Default 3]
¥ . Transform o, Vv . Transform *,
Position X0 Y 0 Z0 Position X |0 Y 0 Z0
Rotation X0 Y 0 zZ0 Rotation X |0 Y 0 Z0
Scale X (1 Y |1 Zal 1 Scale X1 Al L Z|1
[ Add Component | Add Component
(Q | ) (C{
Component < New Script
Mesh L7 Name
Effects > ﬁ [test | |
Rivslcs . Language
Physics 2D v
Navigation >
Audio
Rendering
Layout >
Miscellaneous
Event
Network >
ul >
 Ercsirsan m— S— T —




Unity 7095527 BEiR ZERC/ONE studio

AV ARYZ—DAdd  Component (7 ROV R—2 > M BRERDEM) £2')v7 L. New | =]
Script(Za—XVUT M FHLWRZUT M) &7 )vILE T, Za J 7I\7&ﬁﬁ$§-%
Name (%X —L:%H0) Ztest (7 AN ELET,

Language (54— 5358) Ic.CSharp &/ — -+ —7) Z&ERLE Y, test.cs
Createand Add (VU IA -7V R 7y R ERELTCEM 27 )y o LET, @ test » [T Start ()

1 using UnityEngine;
2 using System.Collections;

3
4 public class test : MonoBehaviour {
5
6 // Use this for initialization
7 void Start () {
8 Debug.Log ("Hello World");
9 2
10
11 // Update is called once per frame
12 void Update () {
13
14 b
15 }
. - N 16
7Oy bDAssets (7w b) DFRIT testE WVOIRTU TR T 7 A IV HERE LTz,
INH 7OV S LDEREND T 7AIV T,
IDT7ANEZTIVI )7 LET, o
2L TDESEMonoDevelop (£/7NAY ) DEEAHEL T, ARDESICHTIEMLE T,
TNATOY S LEGET B DD TTF(2TT, =7 (RE LTWEWSBIFFROFRDT = AHEEDE T,

command+STt—7 (RF) LE 7,
t—T (R1F) §BETFBOFDOI—IH/ \VEINCEIET,

® ©® P»  [Clbebug > W Unity Editor | @ Solution loaded. 5>
E G test » [1] Update ) 3 BERE2VEETE OV Y —)VIcHello World DX EARTRENE T,
»> [ Assembly-CSharp 1 using UnityEngine; B
2 using System.Collections; %
3
4 public class test : MonoBehaviour {
5
6 // Use this for initialization 9
7 void Start () { §
5 3
9 ¥ 3
10 o
11 // Update is called once per frame %
12 void Upddte () { @
13
14 .
=
i s
§
HRELH?
Limerer e (1 EI—DZEDFT VLY hatFoTLIZEL,

(2)FHLWRZY T htest2&FIFTLIEE LY,
(3)BDDZEIHDIAVY—IVICRREINBEDICTOT S LTLIEELY,
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J—LATITINEHIRT S

IXZ{ED

ZERC/ONE studio

Copy = Hierarchy [ RS
Paste (Create ~]) (o= All )
Create Empty =
Rename Create Empty Child
i D Obje Cube
Duplicate 2D Object > phere
Delete Light > Capsule
Audio | 2 Cylinder
Ul > Plane
I Z)LF—T.GameObjectx=H7 ) v LET, Particle System Quad
B v, controlF—EBLEAS Ry F /Iy FET v LET, Eamsis v
—ARDIECRBIC R Y F/ Sy RESUv o LTS Uy H EBUET, i
W eXZa—h 5. Delete(F)—FEE) BV I LET, Wind Zone
3D Text
teste WIREIDRZUT b 774 ILEHELET, —

bEIZ/LF—T.Create (V)T A M%) .3D Object BDA T k). Sphere (R7177:Ek) D

Create

Reveal in Finder &lco' )y LET,
Open N .
Delete EIZ/LF—IcSphere (R7477) EWSEBIDA TV MHEBIIENET,

V=T LOE1I-TEHELELLD,

Open Scene Additive

Import New Asset... -
Import Package >
Export Package...

Find References In Scene
Select Dependencies

BERZVERLTHELLD KOO TVETH?

Refresh ¥R
Reimport

Assets (771w b EJR) D Dtest= /7)) v I LET,
W e XZa—h 5. Delete(F—rSHE) BV v I LTS,

HRELeD?

SRRE

(1)GameObject (1)ZELTHE L&D,
(2)test2ZBLTHE L&D,
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EkdDTramsform(FS A T#—L)EZEIT D

=V TERDBR S TWVBAIRREICLE T,
o TWEWEEIF E TS IVF—DSphere (RT747) %R TV v LET,
—=UNTH=VIVDHBEEILZYTFINY RE2RIETC ERICGRZREY— VDML TEE T,

B
(OEF|S = E (=
= Hierarchy

Create ™ | (oAl

VQ main

ELDREZVTHFRDRZ 2 HLET,
RDESICERDRTENET,

FROWEKRZ RS YT (—ADIBTI) v I L DD EI—ADIETATA REEET) §BHEEHXA
BENEIEET,
ZDEETransformDXDEH B DB EEFEDSO TLIEELN,

BELTHELLD. D LA IFERDENBEBL TWETH?

e

(D YABRANEFHOLTLIEEL,

(2)ZBERANEFHLTLIEEL,

(3)BHEDMBANRLTLIEEL, Position (RT3 AiE) 12.0,0,0% ASILE T,
Scale(RT7— IV KEEX)EZEZTHET,

® Inspector
¥ [Sphere | CJstatic «
Tag [ Untagged +] Layer| Default el
v_< Transform *,
Position X0 Y 0 Z0
Rotation X 0 Y [0 zZ0
Scale x2 Y2 z[2
v .| Sphere (Mesh Filter) 3,
Mesh ﬁSphere | @
v @ ¥ Sphere Collider ﬁ'

BELTHELLD AXTICHBIRD A ELLGOTWSHINTT,

Rigidbody (UJwRRhT 1 RBHE) ZERICDIT S

¥ @ (¥ Sphere Collider 2, v @  sphere Collider %
Is Trl CO" l ) Is Tri (Q‘ | )
Mate Component :] o} Mate| « Physics :l
Centl  Mesh > Ce;‘( Rigidbod A
X; Effects > - & Character Controller
e TE— % ton ot .
i =
v Physics 2D ” v(h.‘t;st @ sphere Collider 4
Cast ¢ : e .
Recel  Navigation . Rece U Capsule Collider
Moti¢ Audio . — Motic L. Mesh Collider
» Mate| Rendering > » Mate| ) Wheel Collider
Light Layout ¢ Light " @ Terrain Collider
Refle.  Miscellaneous » 4] Rgfle (. Cloth
Anch  Event »| | O Anch < Hinge Joint o
Network > ~ Fixed Joint
ul = 5 > - ﬁ Spring Joint ———
» = v '
New Script . Character Joint =
( Add Component ) Add Component

I Z)LF—TSphere (R7177) #3#IRLE T,
A VARG Z—"T,Add Component (77 K+ OV R—X M EBREZEOEM) #0')v7 LEY,
Physics(Z4 2wy R #E) %4 1) w2 L Rigidbody ()2 KR T« UK 51w LE T,

BELTHELLD . HHOEBITINEEROMINTY,

RZ{ED

Create ~ | |(CrAll
Create Empty o=
Create Empty Child
3D Object > Cube h
2D Object > Sphere
Light > Capsule
Audio > Cylinder
ul >
Particle System Quad
Camera Ragdoll...
“— Terrain
Tree
Wind Zone
3D Text
—

EIS/V+—T. Create(¥') T4 ~:4EAK). 3D Object 3DAT7x¥ 1) Plane (7L —>/ @) D
Elc71) w7 LE S, Transform (b= X 74— L) DPosition (RT3 fu@E) hFnTWhics
0,0,0lcL% 9,

11
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@ Inspector

(¥ [Sphere | []static

Tag | Untagged 4+ | Layer| Default 4

¥ . Transform -5
Position X 0 xs _J |z |
Rotation X 0 |0 Z0 |
Scale X2 [ |2 [z ]2 |
v .| Sphere (Mesh Filter) &,
Mesh | lll Sphere | @

ISV —TSphere (R747) &BFIRL. AV ANTZ—"TTransform (bS5 X 74— L) D
Position (RY3> u@E) DY&ESICLE T,

BELTHELLD DR ETES CLEENIEHIN T,

FRCLEE A DL, Sphere (R747) I Plane (L —) ICH HIZWHIEDDWTWABHSTT,
TOHEFVHIEDT EAECollider (AT A4 — EZEERE) EMFUET,

EITZ)LF—"TSphere (RT7477) #ZIRLTA VAR Z—% B %L Sphere  Collider (R7477+
A X — B DEZREE) KA DWWV TWBTEL DMK,

¥ () ¥ Sphere Collider WY
Edit Collider
Is Trigger -
Material ‘None (Physic Material) | o]
Center X0 'y[0 z7o ]
Radius 0.5 |

EITZ)VF—TPlane (L —2) #BIRLTA VAN Z—H B 5L Mesh Collider(Xv</2-0%
A2 — BROEREERE) A DWVNTWAIELADLIMET,

¥ || ¥ Mesh Collider *
Convex [
Is Trigger Ll

Material ‘Mone (Physic Material) E-!

Mesh i Plane | =

Collider(O514 49— &REE) =N

+ @{CBphere Collider e
Edit Collider
Is Tri.ggm‘ U
Material ‘None (Physic Material) L
Center X0 Yo 20
Rﬂ.delS los
i— B

EIZ/LF—TSphere (R747) &#ERLE T,

AV ARG Z2—"TSphere Collider (R 7477 - AT A2 — R DEHREE) DF v I/ xNLET,
FIvIENTET. AVR=—FV M BRER) ELTTWVTWSC Collider (AT A4 X — EZEE
B) DIEEDA TRV E T,

BELTHELLD O FEZEB I NUSHN T,

Rl AVR=FV +BES=ZHIRT 5HEZHALE T,

¥ () ¥ Sphere Collider

Edit Collider
O

s Trgger Remove Component
Material |None (Physic Material) Move Up
Center x [0 Yo zo Move Down
Radius 0.5 Copy Component

- M:E““h Rérllhr'ar E: ﬁas;e Snmpaﬂuﬂ: :slNﬁw
Cast Shadows [on aste Component Valuos
I PR W | (o |

AV AN Z—"TSphere Collider (R 747 - A1 4 — B DOEREE) DELOEEE V) vILET,
Remove Component (JA—7 AV R—R >V M #EBRERDHIR) 27y LE T,
TNICK)AVR—F> b (BRER) BELSRUAETNET,

BELTHELLD IO FEZ @B T NIEHINTT,

DI AT IV MD—=FHDATAE— (BREE) ZEWINT (HBHVIIHEEZF ) ITS
CETEHVHEDELEN S ODSTITTIIRITET,

13
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IXICEBZDITD

3 Project
(create -)

Folder

>

C# Script

Javascript

Editor Test C# Script

Shader b

Scene
Prefak

Audio Mixer

Material
Lens Flare

7014 ¢ Create (7)) ITA b 4ERK)  Material (K TU77)V: #48) DB v LET,
XEeIZ)WF—T G FOIz7 D ADCreate (V) TA 4R T,

Assets
L« ©

Assets (774w k) DF(Z New Material (Z2—-< T U7 IV) BNERINE T,
Zai%&. coloré LE T,

@ Inspector

calor *,
‘J Shader | Standard -
Rendering Mode [ Opague ]
Main Maps
e
. oMetallic O -
Smoothness O
Saurce | Metallic Alpha i]
o Normal Map |
" ©Height Map
~ ©0cclusion
== A

A VARG Z—"C. Albedo (77)LXF) DEEDTEAWRZE T )y 7 LET,

Hex Color # [SECACHFF |

¥ Presets
Click to-add new preset

il

BEOROPTHELGEZY) VI L IRBOROPTEDRXZY )y I LET,
HERBICSRELTHELLD,

Z[[20]] % [U TR T

T Tshased

<

Assets (77t ) Dcolork ., ¥ —> (FHE) DERICK VT -7 R FOvILE Y,

FSv 7 -7V R-FOvAE RADIETRYFINy R 27 ) v I LIEEFR &R ADIETAZAR

ETRCEBMDLETRZYFLTWSIEZRETRIFC Y. LUT. DDEZEET,
DDIFEBRTIRIFED T LoWIERELELLD,

15
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R

(1) 7a¥z7bDCreate (V') TA b AR T.H>—DMaterial (X777 IV #E) BE>TLIEELY,
(2)Material D& g1%. color2&E LTLIEELY,

) FEEBERELTIEEL,

(4)zn%.>—> (5mE) OFDPlane (FL—>:Fm) [cDDLTLIEELY,

EIZ)bF—TSphere (R 7177) %:#IRL T, Sphere Collider (R 7477+ A4 X —) & DITE T,

AV ARYBZ—"T,Add Component (7 R+ AV R—X > b HEREREDEM) 27y LE T,
Physics (742w R 4E8) &%) w27 L. Sphere Collider (R747 2542 — B DEZEEE)
=)y LET,

BELTHELLD. BDDWEHSED DV FEISES TIEENUEMINT T,

INzHFTED

7OYx bDCreate (VI AN 4ERR) %&71) v L. Physic Material (T42w - 7)7)L: 4]
BB =7 ) v LE T,

Assets (742w ) DFITNew Physic Material (Za1—+T74 9wy -ITUT7IV) hERENE . &
fi%zxboundE LE Y,

A VARG EZ—T, LEDESIT BRELE T, BEREB QR DERE T,
Assets (77t k) D Dbound (/7> R) % Sphere  Collider (R 7477 354 Z—  BRAZDEZE
EB)ITKRELET,

17
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Nome ;
Collision Detection

» Constraints
v @ ¥ sphere Collider &,
Edit Collider
Is Trigger o
i (Physic Material) o
‘Center
X0 1[0 120 ]
Radius 0.5
r=w

A 2 AN Z—DSphere Collider (R7477- 2542 —) DMaterial (X 71)77)L) DERIDEDHN
DDLZY,

BELTHELLD OFEICERL TRV K KBHORNIEHINT Y,

Ekzx2DICd D

CITIR AT VIV N ERTBHEZERAET,

R—=ILDEEDVTVET 1,

Create'| orAll
v e main* == ® Inspector
Main Camera -
Directional Light ¥ |Sphere (1)  [static =
B —— Tag (Unmoged_+) Layer (Bsfui /
Plane Copy T =
Pasta v .. Transform - @
Position xi2 ] l¥l5 'z o0
Rename Rotation X0 Y0 lzlo
. Duplicate  § Scale X[2 | B |z|2 |
Delete — — 5 =
¥ ..  Sphere (Mesh Filter) L
Select Prefab Mesh |l Sphere IR
Create Empty . neere
3D Object >

I 3)LF—T.Sphere (R747) &%H7')vo L. Duplicate (a7 b &) =0) v LK
9, Sphere ()DEMEINE T,

xAB/T)v & controlF—EHLEHSZ Yy FINY RET v LET, ek 2y FINy R%E 2
FECRBFICV) I LTEEY v ERYET,

XERIIE T S)VF—"TSphere (R 74 7) Z:#IRLTIRRET. command+DTHATBE TS

AV ARG Z—"Transform (k5> X 7+—L) DPosition (RT3~ iIE) DXE2ELE T,

BELTHELLD, 2 DDED LA THATESHEINTY,

SR

(1)ES—DEEERLT3DIcLELLD,

(2) 3 28DERDTransform (> A 74— L) DPosition GRIY 3> U@ DX&E-2ELE T,

BELTHELLD,

19
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Sphere(RT7«47¥)ZETUVI\T{LTD

%9 Sphere (1)&Sphere 2)%HELE T,

Assets (77t ) DHIC, Sphere (RT747) EWS T LN T HDERENE T,
XTUINTNLTBTET.TDTUINT"E>TAY) T hh5Sphere (R747) HEVH T TENTEET,

Sphere (1)

Copy
Paste

Rename
Duplicate
Delete

Select Prefab

Create Empty

Sphere (1)&#&%2')vo L. Delete (7' )—t EE) &Iy ILET,

Sphere Q)IcDWCBEHRIT.HY v o L Delete (TU—hER) 27 v I LET, b T5L%—DSphere (R 71 7) M EBICE>TNETS:

TUNTHHE AT IV MHHIRENDIA A=V TT,

R TUINT =2 EO TRV T THREERLE T,

#f& LT, Sphere (R7177) &Delete (7')—FHE) LEX T,

Copy
Paste

Rename
Duplicate
Delete

Select Prefab

Sphere (R 7177) %#H7'1) v L. Delete (F—+ ERK) HV) v LET,
¥ bEIZILF—h5Sphere (RT7477) BMaEVE T H\. Sphere RT747) BEUHET TL/IN\TH
b I5/LF—mDSphere (R 71 7) % Assets (7t k) DERADDLET, HBHDT ALK T,

20 21
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RARY—FTI O &ED

@ Inspector

|9 ] | s -

Create Empty
Create Empty Child
3D Object

2D Object
Light

Audio

ul

Particle System
Camera

VVYYYVYY

EIZ/VF—T. Create (VI A b 4RR) &) v L. Create Empty (VI A ST T71— 128
FITITVNDER) =7 )y LET,

A VARG Z—T &%z MasterE LE T, BRIDANRICTVZ—F—ZH/LE T,
RIVE—F—ZREIGVERBMENFTBEADTERLTLILELY,

New Script

A VAN Z—".Add Component (77w K+ AV R—2 > b HERERDEM) =7 ) v I LET,
New Script (Za2—XZU TN FHLWRZUTN) &Iy I LET,

Name (r—Ls: %4 #1) & . masterscE LE T,

Language (T2 —2 1 &358) 1. C SharpZ:#&iRL £ 7,

Createand Add (VA b7V R-7y R ERELCGEIM 27 ) v I LE T,

AOVUTNERET D

2I) 774 )bmasterscaEZ 7L ) v LE T,

R — ~

49 mastersc » [] Start ()

1 using UnityEngine;

2 using System.Collections;

3

4 public class mastersc : MonoBehaviour {
5

6 public GameObject spf;

7

8 // Use this for initialization

9 void Start () {

10

11 Instantiate (spf, new Vector3 (@f, 5f, 0f), Quaternion.identity);|
12

13 }

14

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

17
18
19 }
20

EIZ)VF—"TMaster (X A% —) ZEIRLE T,
A 2 AN Z—MDMastersc(Script) DSpfDFMWIC T L/ \ 71t LTzSphereDDLE ¥,

ZERC/ONE studio

23



Unity 707557 BitE
7

ZERC/ONE studio

BELTHELLDS, BELFEEICSphere (R 74730 BMESNE T,

25

public GameObject spf:

TUINT 'R ANDTcDDspfENSAFIDEHETELTVET,
GameObject (7 —LA T IV ) B Tspfa T HEVNVOEK T,
public UNT 1w 2) ZFFBICELZE T AV ANIZ—|SpfORHDHTEX T,

S5 LWIFHIE (X) [CERZ{ED

// Use this for initialization
void Start () {

Instantiate (spf, new Vector3 (@f, 5f, @f), Quaternion.identity);

7075 LORTEFICERIC—RBIFEITREIENDDH R 22— MEEE T,

BAIDN/ DA LV IBDITIE. DAV MT T, 7O S AICEBRDEVWEETT,

Use this for initialization (1 —X+ 74 R TA— A Z v T4 A 3>) EHV FIEEDT=&IC
FEOTLIEEWN EED2TVET,

AZ—FEMDIEIL. EER CTRLIEFD > TDRICEEET,

SIE—ITRIFNIE (XYY R) Dk TWE T,

Instantiate (f VARV TA MG TUNTHSF TITI )BT EEICFENET,
INDDTDRICEEIRENZEDEF B EVWNET,

BIIDF | EspfliciE. FL/\T Dsphere (R747) BA>TWVWEY,

2FEB D5 # new Vector3 (0f, 5f, 0f) 1 (22— XU 2 —X1)—) &, sphere (R 747 :EK) & {EA I
BERLET.0,5, 0k XYZDEIZETT,

3FEB D5 |#Quaternion.identity | (VA —R2—ZA 2 - TAT VT4 74 —) & BEETETICZD
FEDAE Csphere (RT747) #{EBZEERLET,

(1) XYZDERMEDNZNZN.-2,4,0E55 5K 2DEDEKRE/FOTLITEL,
(2)XYZDEEIRMEDZNZTN. 2, 3,0£755 K DI 3DEDIRZ/FOTLEELY,

24

1 using UnityEngine;

Z using System.Collections;

3

4 public class mastersc : MonoBehaviour {

5

B public GameObject spf:

7

8 /f Use this for initialization

g void start () {
1a float x;
11 ¥ = Random.Range (-57, 5T):
12 Instantiate (spf, new Vectorld (x, 5f, B}, Quaternion.identity);
13 } _
14
15 ff Update is called once per frame
16 void Update (} {
17
18 by
19 }
20

THRDERDZ /ML TLIEEL,

fRER

float x;

Hr AN (ER) ZxEWVSBETCIEOTWVET,
floatld. 1.3 025G ENIRDDOKEHZEDEEITHENET,

x = Random.Range (-5f, 5f);

Random.Range (T A L L) DZ V2 LFEE LYV IGEE T,
ZDZE . -5~5DE CEHZRZLE T,
S LIEELBUE. SEFEE O B BT AN T T, INERALVLWVET,
KA RDOBEROSERMANTONE T,

new Vector3 (x, 5f, @f),

BZEHMEBEDIEE T XEIRITHIG T BRI ExE ANE T,
ZEXIFETIT DS RIS ADTWBEIE (-5~5DED/NEE) BIXEEIRE G E T,

BELTHULIEEW DM@ A (XEEARD A A) DB GMEICIRNE T,
BEZIES TR UBETHE EBDMBICRENE T,
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EmeDED

f/ Use this for initialization
voig Start () {
loat x;
lx = Random.Range (-5f, 5f);
Instantiate (spf, new Vector3 (x, 5f, @f), Quaternion.identity);

Ekm4DED

HDFRWKEIDETANA—Y IV (ATHMuEZE R HiEts) ZBELE T,

[/ Use this for initialization
void Start () {
float x;
x = Random.Range (-5f, 57);
Instantiate (spf, new Vector3 (x, 57, 6f), Quaternion.identity);

// Use this for initialization

void Start () {
float x;
x = Random.Range (-5, 5f);
Instantiate (spf, new Vector3 (x, 5f, 8f), Quaternion.identity);
x = Random.Range (-5f, 5f);
Instantiate (spf, new Vector3 (x, 5f, 8f), Quaternion.identity);
x = Random.Range (-5f, 5f);
Instantiate (spf, new Vector3 (x, 5f, @f), Quaternion.identity);
x = Random.Range (-5f, 5f);
Instantiate (spf, new Vector3 (x, 5f, @8f), Quaternion.identity);

}

F—R—RTCoshiftF—HEEFOIRTRLGAS. AAETKNF—%2HFOIETHLEITEY, &
DEOGHEADNETLGAETHLTLIEETWL, INTUTOHDEBRIRE IV E T,
ZDIREET, commandF—Z#HLEHSCEFHLE T (command+Q) ., cNHAIE—TT,

S/ Use this for initialization
void Start () {

float x; l
X = Random.Range (-5f, 5T);
Instantiate (spf, new Vector3 (x, 5f, @f), Quaternion.identity);|

KDFRWNEKHIDETANA—Y IV (ATNIBE R HithE) =38 E 7,
a5 Entery—A&#LE T,
ZD&HE commandF—AEFLEHSVEIRLE T (command+V) . INHR—A ~ BEU{TF) TT,

// Use this for initialization
void Start () {
float x;
x = Random.Range (-5f, 57);
Instantiate (spf, new Vector3 (x, 5f, ©0f), Quaternion.identity);
x = Random.Range (-5f, 5f);
Instantiate (spf, new Vector3 (x, 5f, @f), Quaternion.identity);

FDESICHE LTS RINTT,
OAE— 7R R=ZFEWNSIPYBFTT,
BELTHFELED2DDERAETESRINTT,

AE—- 7V R X=X MEFEoTC ETSITAHTEEBPLLTIEEL,

BELTHELELD, 4 DDHOHTELOHINTIADEERE KD I DDBIENZLGIE
ERES

Z T T AssetsDHRIC T L /N1t LTzSphere (R 71 77) &) w7 LT Transform(bZ > X 7+ —
L)MDScale (R —JV:KEE) %Z0.51CLE T,

e Inspector

g & [Sphere | []static

Taﬂl_“““EQEd ¢ | Layer| Default &)

r—> ¥ .~ Transform _ R
Position X0 |¥|5 |2lo |

masterse Rotation X0 Yo Z0 |
e ®Os ___vos 1705 |

BELTHELLDNEBRIRD 4 DHTERLSHINTI . SOD2HELHIET,
TH.IDTAI S LI BECRENMIESETEE T ARIKS VRS VLD T D LEDEHEK
ZE2HBIRKETY,

ZZ C forX&EFENE T,
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BICAEZEZEDEL CTERZTc K S AIED

// Use this for initialization
void Start () {
float x;
for (int i = @; 1 = 1@; 1i++)
x = Random.Range (-5f, 5f);
Instantiate (spf, new Vector3 (x, 5f, 8f), Quaternion.identity);
1

BROHTLSET(Y) 2SI LICTD

// Use this for initialization
void Start () {
float x;
float y;
for (int 1 = 0; i < 10; i++) {
x = Random.Range (-5f, 5f);
y = Random.Range (3f, 6f);
Instantiate (spf, new Vector3 (x, y, @f), Quaternion.identity);

}

forsZlZ FR R >ZDHRDIIEE IR IR LE T,

int 1 = 8;

TR COERALE T int (A2 F) IFBBDREEFHEEIENE T,

i< 18:

ZEID0K YV NEVEIE forDIIBHHRIRENE T,

144

BIREINBUILEHII ERBLE T,

ZHEUISRANIOTHEY N DEDERIMESNE T,
RICCEHIFTIFBRA T BN TR 2DBEDERHMESNE T,
ZHEIH 2T 3DBEDER,

ZHID 3T 4 DEDER,

ZHEIDINCTZY 10EB DEROBMESNE T,

BELTHELLD 10EDIKAH TERSHINT I EERD I OO > TCARBELEEITH DL
TEHVETR,

mastersca R E LOLSITHRELE T,

BELTHELLID HOHTB/EDEDYELIH?

IRKDHETLARIT D) ZS VT LICTD

// Use this for initialization
void Start () {
float x;
float y;
float z;
for (int 1 = 0; i < 10; i++) {
x = Random.Range (-5f, 5f);
y = Random.Range (3f, 6f);
z = Random.Range (-5f, 5f);
Instantiate (spf, new Vector3 (x, y,_z), Quaternion.identity);

masterscxRE. EOKLSICHRELE T,

BELTHELLD . HROHTBRITHEDYELcH?
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IRICROUT &%

Q .

main mastersc

Sphere

Assets (77w ) DHRICHBTLINT DSpherez 1) v I LET,

A VARG Z—T.Add  Component (7 FOAVR—Z > M EBHREZEDEM) 27')v7 L. New
Script(Za2—XZUT M FHLWRIZU TR 201) v LE T, Name (R—L 4] & ssc& LT

Mas |
Dra @ ! 3 |
Ang Component |
::s: Effects [
Tnte Physics L
Col Physics 2D B
Co Navigation e
$ Audio = £,
IsT  Rendering E
Mat  Layout L2 @
Cer  Miscellaneous . —
Event L
Rag
|| Network - —
ul 2 -8
Scripts E v
8] v
(Add Component)

S

Rigidbody

Mas —

Dra_

Ang

-

New Script

1118

Use
Inte

Col
Col

-

Name

s Kls=d]

Language

C Sharp +

(

| Create and Add | ]

LS T ST
< &% ]

Add Component

LECE

Createand Add (VT A~ 77 R-7y R ERLCGEM Z7)vILET,

< o

main mastersc

SSC

Assets (71w ) DRIAESNTERT ) T hssexZTIV7) v LTREEY,

RIERXILCEREHT

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

if (transform.position.y < -1f) {
Destroy (gameObject);
}

fRER

iflE. FHC KO TUIRE T IV ITh G o o) T SRR (D INIE) T,
transform.position.yl&. ERDYEAZDE T,

INDDZDRIE, TOYBIEN- 1KV ENED DB EVWDIRHTT,
SHEDRIILIEHESIE D> DHRDINEERITLET,

Fh>Z D, Destroy (gameObject )l B BEEE T MIETY,
DENEDYEEN 1KV E/NEL G IFE R (BD) B ELE T,

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

if (transform.position.y < -1f) {
Destroy (gameObject);
}

if (transform.position.y > 8f) {
Destroy (gameObject);
}

HO—DIfNEIBPLE T, LOLSIHRELTIEEL,
CITIXBK(BRD) DYEEHBXVERELEZOIIHE K (BD) ZHLE T,

BELTHELLD,
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