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Assets » Assets » textures
N
- e . y ¢ o £
materials scripts textures amma Enemy spaceship
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32 (EBRIRIARAIE 3 A SCfkok 3-3 F A Unity 1 3 ML BEE

B3 AN S BRI BEE : WE SNSRI 4096, Wik 3-4 fis.
T {5 LA i ¥ e 2 S ok 480 T 5 08 P 4 D o

(i} Inspector
A& 3 Texture 2Ds Import Settings i,
Q‘E% [Open |
Texture Type | Texture ™
Alpha from Grayscal[]
Alpha Is Transparen [ ]
Wrap Mode | Repeat L]
Filter Mode | Bilinear L]
Aniso Level o p—
pefau | |8 [ [ | & | @ [H|£7 |
Max Size | 4098 j
Format 32 -3
o —
128
256
512
1024
2048
v | 4096

Preview L]

Previewing 3 of 3 Objects

K 3-4 BHSALHL R KR

QIR AERAWYINRERRAGHALEF T, CLENHEE, LRELEF 2F
F 3 26 4iR, CANIARH R iZ2 2 49k (KRB 49 spaceship.psd.
enemy.psd R~ 256 x 256, ammo.psd R~ -2 128 x 128) , FAZ| Unity VA&,
HARE T EATE KN A 4096 % 4096.
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materials S0 N E 3 M RE

YR Iy 44 0 mat Ammo. mat_Enemy Fl mat Player. ]

B 3 N, BECeE & (23258 3 . Unlit H [# Transparent Cutout, U1&] 3-5 7.
K425, Transparent Cutout & &, 25 £ R RE O F & X —RLCE TR TREA EWNEE,

.HJQHB/15 N éJ\j]
© Inspector

‘ a 3 Materials

IS DR RS S DL

@D |a|%[*|

@

Assets » materials

IShader Unlit/Transparent Cutout  + |Edit...

Base (RGB) Trans (A)

Tiling Offset

Alpha cutoff

3-5 3 AMREAE I G AR

xll ”u |M
v o ]

mat_Ammo mat_Enemy

mat_Player
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3 A3 90 5 | FORS I B SR B Y5 s, R YR T AR PR A

3.1.3

o5 2 B Ak 2 Mk 3D s i

12805 = RIERE S K ife X B RO B R~

Kl 3-6  5IH TR 3 MM R YR

TE U A 3-6 T o

71 2D WORIBTS, AN — DT B2

e IS (BB SCh A , WK 3-7 fion. %E+¢ BditRender Settings 1y %, 7E
'39&&': ¥ RenderSettings 17 #% &5 Ambient Light J& £ H {4 (R:255 G:255 B:255)

Edit | Assets GameObject

Undo Selection Change Ctrl+Z
Redo Cirl+Y
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D
Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F ¥ Colors " ;]
Find Ctrl+F © Inspector
Select All Ctrl+A . RenderSettings 2,
‘ _.}
Preferences...
Fog Ll
Pley LD Fag Colr P—
Pause Ctrl+Shift+P Fog Mode [Expz 3]
Step Cirl+Alt+P Fog Density 0.01 i
. Linear Fog Start 0 I 2
Selection Linear Fog End 300 ¥ Sliders j_
Ambient Light ;-I il B 255 8l

Project Settings | & 255

: - < Skvbox Material None (Material) [5] il @ %l
Render Settings Halo Strength 0.5
Network Emulation Flare Strength 4
Fro s E s Flare Fade Speed & ¥ Presets s

raphics Emuiation Halo Texture None (Texturs 2D) ) B
Snap Settings... Spot Cookie None (Texture 2D) [}
EEGEE >
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N T ARWERISAT IS, AR A A BN T RN, TG % B PR, il 3-8 At
TNo ANEEAG IR 5y R g 800X 600, EHF Edit/Project Settings|Player fiy4>, 7E# H ]
PlayerSettings 7 A #s I 155 Resolution J& M, RIJT % H BRIA TR 20 % . 5 800+ 15 600,

|Edit| Assets GameObject

Undo Selection Change
Redo

Cut

Copy

Paste

Duplicate
Delete

Frame Selected
Lock View to Selected
Find

Select All
Preferences...
Play

Pause

Step

Selection

Ctrl+Z
Ctrl+Y

Ctrl+X
Ctrl+C
Ctrl+V

Ctrl+D
Shift+Del

3
Shift+F

Ctrl+F
Ctrl+A

Cirl+P
Ctrl+Shift+P
Ctrl+Alt+P

© Inspector
. PlayerSettings &,

\s‘f

DefaultCompany

Company Name
Product Name

Default Icon

Default Cursor

Project Settings

Render Settings

Network Emulation

Graphics Emulation

Snap Settings...

Cursor Hotspot X0 Yo
&+ 0|+ @@L WO
Settings for PC, Mac & Linux Standalone
Resolution and Presentation
Resolution
Default Is Full Screen -
Default Screen Width 800
Default Screen Height 600
Run In Background* -
Standalone Player Options
Input Capture Single Screen [
Tags and Layers Display Resolution Dialog|Enabled  #]
Audio Use Player Log ™
. Resizable Window -
Time R
Mac App Store Validation []
I Player Mac Fullscreen Mode FullscreenWindowWits
L Physics Force Single Instance -
N I Physics 2D ¥ Supported Aspect Ratios
Quality * Shared setting between multiple platforms.
R Graphics ‘ iEnn
Network
» . ‘ Splash Image
Editor

Script Execution Order

‘ Other Settings

B E

3-8 BRI I HER CRA->B D

FEIBATIT AR, S HBAE Game #R%E & BIRFE UKD HER N IIBCR, W LIAE Game
PRZE MR E, W 3-9 FroR. XAMAREE N AT — 2L T SR, RDix L)

HER LR H

| Standalone (800x600) M

TR AR
A 7 R

v

Free Aspect

4:3

=

16:10

16:9

Standalone (800x600)

L)

Maximize on Play = Stats | Gizmes ~

Bl 3-9  SEIN AR LA A 70 R R IR

£ Game pRZE NER TIERELEHUL BRI HRZAh, W] DB E AR 2 4%,
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& 3-10 Pros.

adilune (800x600) " Free Aspect
Free Aspect 5:4
5:4 Add
4:3 | [Eng _— 1 2:2
|| Labei jown resoiution |
s Type Fled Resolution ¢ 16:10
16:10 . f 16:9
Width & Height 1024 | -
16:9 Standalone (800x600)
own resolution (1024x768
o SRR R ( ) I < own resolution (1024x768) |
| o I ( Cancel il oK | [+)
[ERYeREs >

Bl 3-10 A A SR 2 R B R AR

32 AyE iRt L

FIHACN R, IUH 35 R T BRGNS S UM A BB . WIAETTUR, AT E
HTAESRAM 2 X5, 73 R w0 SRS

3.21 ARBRMNRAE

TEY Sl LA IR 2 MO 5, AU AR ZEAS IR0 502 Plane. A2 B 3X N0 G 7K
PICER, BfEENE e EECE, S EREIMAER . ik, IEARAER Plane
X5, XG5 H 40 mat_Player A . A T IX 4>, BAEHEIX A Plane X[ %440
Plane Player. 7£Jighs K51 T#iLAJ5, Plane Player X} % 41 3-11 7R,

H# scene s .= € Game : =
| Texure d +|| RGB ¢ 20| % | <) | Effects - || Gizmos - | (@ ) || Standalone (800x600) = aximize on Play | Stats | Gizmos

.......

Plane_Player

3-11 o EBBHALA T 1 Plane_Player %1% &

SRR RAERTRI, A TARET RSB 09 AL, T ek 40 B AT 4 T 424 £ 4
Ctrl 42, JbBF, Bokegreds iR B4 15°,
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322 HMTHMMEHILE

IRAAR, WO AN T EFEHURA R K T, JLP- il TN .
B, AR SN E . KT Plane Player IXAMFARAT G, & NAZBAE L 2 3
FGHIALE GERZAAN) 5 T HNAZAE AR AL . [RIBE, FREJEE—A Plane Xf
%, fi4 A Plane_Enemy, 5|44 mat Enemy HAF T, & IFHBOY GG RO M RE L
REHLIEE, Wl 3-12 PR,

Standalone (800x600) - aximize an Play | Stats | Gizmos 7| | | +| | raB :]| 2D | 3 | ) | Effects = || Giamos | & )

S,

Plane_Enemy

K 3-12 I R EREHI A R XS K

3.2.3 EMXTERAY “HliE” LAY

EHIg s ) 2 /> Plane X%, IRIGSESE % E 2|4 N Mesh Collider [HZLLE, 4
B 3-13 o, IXANHAERIVE A 2 NIRRT S R A “RiE” o B XA,
2 NUTRAE CREET IS g,

QiFE: MssiEA (Mesh Collider) A3t skt £48 R % thit o, Broas b ARS8
RATR . 3T T XA T 0 B REZARMEA b, PTOAT AL — A6 49
B RIR B fe e a4, X ANAM R SatdE/k (Box Collider) . 242 H &
FEIEARGAAE, TSR R RGN, B 3-14 Fra, FHE4, £
#9 %] & ¥ %% Remove Component Bf 7] #% IR X AN 2844,

SR FS 24t Box Collider, 1P 3-15 ffizn. %+ Component|Physics|Box Collider
e, AHFARINES ST, JEYE Center K 7nll fi AR LE X G SRl il AL bR A ', Size
FORMERARAE XL Y R Z J7 1) BRI

EANHFAB RS RGN BT — AL R s e—FE, il 3-16 Prox, 1K+
PLER A 2 o
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Tag HISIIIM‘ Layer M‘

‘ Default-Diffuse
Shader |1

4 3-13  Plane %% _FERINZS N Mesh Collider 414F

XA KR

Reset

Remove Component I
Move Up

Move Down

Copy Component

Paste Component As New

Paste Component Values

3-14 %% Mesh Collider 4114

Window Help

Add... Ctrl+Shift+A

Mesh »

Effects v

| Physics v | Rigidbody

Physics 2D » Character Controller

AT | Box Collider

i . ‘Sphere Collider

BeritTing ' Capsule Collider

Miscellansous »
Mesh Collider
Wheel Collider
Terrain Collider
Interactive Cloth
Skinned Cloth
Cloth Renderer
Hinge Jaint
Fixed Joint
Spring Joint
Character Joint
Configurable Joint
Constant Force

mat_Enemy @

Shader [UnlitTransparent Cutout - | [ Edi..

¥ 3-15  ¥50 Box Collider ZF (FEEIH A28 2 M1+ )EPE Center 1 Size)
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AT ARAML P [ T LU BX AN SR 5852, AT S i ok b AL T A L[ Gizmos
fefl, JF Hakrpileon %, il 3-17 s

= Hierarchy € Game |
Create “‘ ar All | | | Standalone (800x600) v Mazximize on Play | Stats | Gizmos
Main Camera !

Plane_Enemy
Plane_Player
Hrh 2T

3-17 R B P B E SO HIUHE, R Box Collider

3.3 akkAEFhAL R

BRSO T 2 MFARN S, (HRIEFARILIEIBATIER RN, FERLE x4
AESHFART RN, 1 HWASES), A WAL I A T ik el Al
By “ARAT” 5 i B N AL B R e A R B, A AL R AN
AN

TEZ YRR (1) scripts SCAFIE R BT —AS CHIBIASCAE . O T XX AT REAR LA IR,
i 444 PlayerControllers XX MEIA S, 75 MonoDevelop H g X ANHIAS, AR 417

01 wusing UnityEngine;
02 wusing System.Collections;

03

04 public class PlayerController : MonoBehaviour {

05

06 public float Speed; // X RREM I B TR DAL
07 public Vector2 MinMaxX = Vector2.zero; //RIE¥IERERE LEHEH
08 // Use this for initialization

09 void Start () {

10 }

11 // Update is called once per frame

12 void Update () {

13 transform.position =

14 new Vector3 (
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15 Mathf.Clamp (

16 transform.position.x + Input.GetAxis ("Horizontal")
* Speed * Time.deltaTime,

17 MinMaxX.x,

18 MinMaxX.y) ,

19 transform.position.y,

20 transform.position.z) ;

21 }

22}

{3 5t (1) Plane_Player 5| HI LA, Plane_Player 7177 a4 il 25 EIX AN A E i
— AN, K 3-18 Fron. UM EACE X 2 MR Speed A1 MinMaxX #52 A A 1)
(Public) , FTUAEETEZH ] DAgmiEix 2 N, EFFIRIFRZ ATk E Speed Jy 80,
MinMaxX [FPHAN 2 x Ry 2354 -30 i 30.

RS R B IR, RARTERR, AEFBE B Ay B O e
¥, Wk 3-19 Przs. 7Rk, PR a e, s e N Y ESC Bt T LA
IR H AR -

© Inspector 5% Navigation Ll Standalone (800600

Plane_Player []Static

Tag | Untagged 4| Layer | Default

» .~ Transform

» ... Plane (Mesh Filter)

> 2o [ Mesh Renderer

» \¢ M Box Collider

|VY @ M Player Controller (Script)

Seript I PlayerController
Speed 80
Min Max X

X|-30 Y 30
mat_Player
Y 7 Shader | Unlit/Transparent Cutout
Base (RGB) Trans (A) Q
o = B L
o g il FRAGHEAR
i i re 48y EIEER
[ Add Component ] v
Bl 3-18 MO B HLJG A 4L IRAR Bl 3-19  dfexkint, LA Eh KM

RS TR SR, AT LAIE 2498/ Speed A% 1) {H
3.4 ERAEREHFRE

ERRTTHIS 5 1) CHIBA SO AT LA A B 3, TR THE SR Al AR GRS 3 1 3
FERITE IR, (2 I 1GR3 T SO AN G . DRI AT 4T 5540 A T, 1
TCHRTE K HLR : BUSR SRR 2 Bl e AC THI 1) Ceel 2
341 HEFEHhHMFE

A5 [RRE () 7 Ve S e PR I Tt %2, BISGVR N Plane 4%, SR L%t %5 Al pi i

4 .



B3FT HTITE AR 2D iRk

HERLF )4 0 mat_Ammo IR 5. b T IX 035 PG, BRI B 45 Plane 2 FLAt )
X%, W Plane_ Ammo. fRJ5, RTINS RGO ERAMEL, BRI IE BT R K
KN, B NECSEER M BERE,  TIANNAZ L CTE K. s rh i e i g, L
SR AL R U B 3-20 B

= Secen

L] LesE
| Textured +| | RGB ¢|| 2D | % | 4 | Effects |~ | | Gizmos +| (& ) Standalone (800x600)

A\l

ba <

Bl 3-20 ISR T 5 5O B IK) I 5 AN )L P

SiFE: RARH, TR UK 8RR T R AHKE Ly K, B
ik it F% B RGN, XML G T P69 3 AR R RR B IR AT
&, AL 3AZAEE G T @ LI S0 EHARE A R 46408, *F % L4 “ab
AN AHRA LT B, o R TFHRAIN A AL B R R ARRNE
RAEA, BRRAFiE 3 NHERAT S AR —REF@ E, B Z dh7 el
% RANF, 4B 3-21 .

™ [Plane_Ammo | [static
Tag | Untagged 4| Layer | Default s |

¥ .~ Transform
Position %0 ifo
Rotation X|90 ¥ (180

Scale 802 fmioz w0z |

1

Plane _ Ammo

™ [Plane_Player | CIstatic « ™ [Plane_Enemy | Clstatic «
Tag | Untagged + | Layer | Default 3 Tag | Untagged 4+ | Layer | Default m
¥ .~ Transform ¥ .~ Transform 3] %
Position X0 Y -20 Z35 | Position ®0 [ (24 Z 35 ]
Rotation X 90 Y (180 Z0 I Rotation ¥ 90 | ¥ [180 Z0
Scale x[1 Ixi1 21 | Scale x[05  ]¥[05 j=os ]
Plane _Player Plane_Enemy

Kl 3-21  Ab TRl —yR IR 3 AR 5

W KA R ANE N K 80 4s T “ b~ 41445k Box Collider, A F3i% %
IAZ A EIRE R R X0, BDIRS BRI Mesh Collider 41445, 4K 5 Vs i Box Collider 4144, &
3-22 iR
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& Inspector 28 Navigation =
v ™ [Plane_ammo [ static «
» Tag | Untagged 3 | Layer | Default ™
¥ . Transform @ #=
» || Plane {Mesh Filter) & %
» . MMesh Renderer E’ B,
¥ i M Box Collider @ #.

Is Trigger L]
Material [None (Physic Material) | ©
Center
X0 Y |0 Z\0
Size
¥ 10 o E Z 10
mat_Amma G #,
¥Y Shader [UnieTransparens Cumeus o] [Edie. ]
Base (RGB) Trans (A) ‘i
Tiling Offser w
x[1 (]
yil 1] Gelect!
Alpha cutoff —p—
[ Add Component ]

K 3-22 “RlpfE” 444k Box Collider ) F-3% %

3.4.2 iEXE, itFEREG=DEE

R, WAk ol 52 AR S e T B —E I Lz, AR AbE A58 G,
WEB B FERRISNA N L. T bR s, T CHIIACKRSZEL, TRAILS A 4
J Ammo. MHIXANEASC A, 7E MonoDevelop H 4w #ixX AN A, LS F:

01 wusing UnityEngine;
02 wusing System.Collections;

03

04 public class Ammo : MonoBehaviour {

05 / /BT 18]

06 public Vector3 Direction = Vector3.up;
07 / /B

08 public float Speed = 20.0f;

09 //lifetime in seconds

10 public float Lifetime = 10.0f;

11

12 // Use this for initialization

13 void Start () {

14 //destroys ammo in lifetime

15 Invoke ("DestroyMe", Lifetime) ;
16

17 }

18

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

21 / / VA 78 [R5 B SR T SR R B B Ao

22 transform.position += Direction * Speed * Time.deltaTime;
23 }

24

25 void DestroyMe () {

26 / /B Ss BL ) P BN

27 Destroy (gameObject) ;

28 }

29 }
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fgrp—3te LT 3 ANA A& : Direction. Speed I Lifetime. 43 FH -5 i) 73
HIRE BN 7 0] A% o 5 R 1ol 4 S5 i sk IR) - Lifetime $/5€ T F#EZ /DR LLG S, AN

BIRA TR TARARE . D 3 NSRS public &1, FrLAREAE Unity 2% &5 50
S EOX LA R E, Wi 3-23 Fros.

[ [Plane_Ammo | CJstatic +
Tag | Untagged # | Layer | Default :]
» _~. Transform %,
» . Plane (Mesh Filter) #
b i [MMesh Renderer @ %
> Box Collider &,
V M ammo (Script) %,
Saipt o
Direction
[0 Jr i lz[o
Speed |10
Lifetime 10

[ 3
&

b* mat_Ammo
Shader | Unlit/Transparent Cutout

Base (RGB) Trans (A)

dit.

Tiling Offset
x 1 llo ]
vl llo ]
Alpha cutoff

gL d

[ Add Component

Bl 3-23 7RO R A S SISO AT DA S AR

QR HMRTRRA T @A A LR RT, AhLFREERERAGHELE

HAELEGSET ., RAEETFR, HEMNA% ST EHRG T3t A=+ g
B, mEAANIEZLE L,

BATREA s, T b (Y BNERD B3, JRE 10 85 AshSL Wk 3-24
I

Ll 52 7o

10 ¥ )5
Plane_%\l%mo

P [

Kl 3-24  SIH THAM 75
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QI5R: #HHA TEATREN, Unity 9 @HELHAR FT—REK, Fli: HFFAHA
ARt £, R AT LT, B 3-25 £ F AKX 2 N2 R T A
BAERFHEE, MY AT (M-4.3803 3] 13.0713) , L TAAEE TF—F
B Y ey EFH @A F).

[l 3-25 Uik TR G AR
3.4.3 HHTFHEBITIK

TR URE) T, HEATAE IR T R LS A IR S,
TSEBUXANIIRE, W LMER “Fiik”  (Prefab) o 2PV, &0l LR g St AT
AT HCAL R0 B ) — AR AS o AT RS T SEAE ] PO AE B 158 R I AR

1% £ Assets|Create[Prefab iy & I v ZE ple Wi, W& 3-26 fros, sl A
Prefab_Ammo. AT ARG FoRTEIAS, T 2] 7o R BN L, Bt 5o
GAENLIRER A TR 3-27 P

| Assets | GameObject Component Window

| Create 0| Folder
Show in Explorer Javaseript
Open C# Script
Delete Boo Script
Import New Asset.. Shader
Import Package 4 Compute Shader
Export Package... | Prefab |
Find References In Scene
Select Dependencies ]
Cubemap
Refresh Ctrl+R Lens Flare
Reimport Render Texture
Reimport All Animator Controller
Sync MonoDevelop Project Animation
Animator Override Controller
Avatar Mask
Physic Material
Physics2D Material
GUI Skin
‘Custom Font

Kl 3-26 AT
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@ ) [ 4[] *

Assets »

o m &

materials scripts textures 2d game

Prefab_Amma

K327 5N G LRI [

344 HEFHMEZHHMNE

R TFHEES, FR— e — NG E . TR E IR G5, REARIX
AL E N AZ S AR AT I To sy, B A R S A T o AU R A R UL R R B
(Dummy GameObject) KAridiX A&, QXX RN T2 1%+ GameObject|Create
Empty i, WK 3-28 fron. FATHX NS4 4 Canno_dummy .

Z P A AR GO AR, A AL, I KA — 4144 Transform,
FEHIT RN E . FERIRAN e HBRER, BRI H IX AN 5 8 R bR 7 R A
FrE R . WRAEEAE S h 3T XA R BN E, v LU 2 AR XA R 44
G 2 B 3 A B A0 5 .

EEE. pl AT ahat ST A Bt 4t Ctrl+ShiftrN., A bedf 4 b 8] 349 85 7 T X
Azt 0y E Bk, VABAE R E,

TR AL E N A SIS s, TS B S AR A AR R, N
Tk 5 M A W e, HAeREE YRR S M s, R EEAE R A g1
Canno_dummy X R EE A CHTH A% BARKSCILERAE & : HE3) Canno_dummy X} % 2|
Plane_Player X% I, SRJG7EERME LS RERBIXA “LF7 MEKLR, WK 3-29 Fir.

m] Component Window Help

| Create Empty Ctrl+Shift+M
Create Other 3

Center On Children

Make Parent

Clear Parent

Apply Changes To Prefab —
PP 9 = Hierarchy =
Break Prefab Instance | create -| (@Al b
. Main Camera
Maove To View Ctrl+Alt+F

Plane Enemy
Align With View Ctrl +Shift+F ¥ Plane_Player
Canna_dummy

Align View to Selected

B 3-28 AR ORI RO B K 3-29 JZRMEFE “R77 X5

UL, Canno_dummy (FJAABRAE AN T KATAORLE 1) A WM ITAE AR AR R (KA
Wi 3-30 fioR e
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| []static =

g [Untagged ¢ Layer [Default 3

B 3-30 AT 2 ANASFAAAR R 2 NIRRT 5

#3)) Canno_dummy X5 373K S NS, AR B8 13010 A AR A7 B e RS T
s, &l 3-31 Fras.

K 3-31  KARRS I E, BPXSS Canno dummy (M4 E

3.4.5 TFEIRHEHIRTH &S F58

SR, FREITRE T, TR AL BB RCE L T IR N ASHEH (R AR
Jef, BCE AL L IOR) Cul 8D I, JRATREAE 531 S ML B AIR LS 1 SR B 58
Blo HARMIRAEE: B2 T4 () PlayerController A S, ARG 4IF

01 wusing UnityEngine;
02 wusing System.Collections;
03
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04 public class PlayerController : MonoBehaviour {

05

06 YUY, iUk

07 public int Health = 100;

08 public float Speed;

09 / /TP R I B B

10 public float ReloadDelay = 0.2f;

11 public Vector2 MinMaxX = Vector2.zero;

12 public GameObject PrefabAmmo = null;

13 public GameObject GunPosition = null;

14 private bool WeaponsActivated = true;

15 // Use this for initialization

16 void Start () {

17

18 }

19 // Update is called once per frame

20 void Update () {

21 transform.position =

22 new Vector3 (

23 Mathf.Clamp (

24 transform.position.x + Input.GetAxis ("Horizontal") * Speed
* Time.deltaTime,

25 MinMaxX.x, MinMaxX.y),transform.position.y, transform.
position.z

26 );

27 }

28 void LateUpdate () {

29 /1 BT LR

30 if (Input.GetButton ("Firel") && WeaponsActivated) {

31 / /IR T

32 Instantiate (PrefabAmmo,GunPosition.transform.position,

33 PrefabAmmo. transform.rotation) ;

34 WeaponsActivated = false;

35 Invoke ("ActivateWeapons",6 ReloadDelay) ;

36 }

37 }

38 /! RVFR G T8

39 void ActivateWeapons () {

40 WeaponsActivated = true;

41 }

42}

B SGRIN T 4 DA AN RAAARE, AR RS BREBRST, WA 3-32
Fs o

A @I M Player Controller (Script) ﬁ 4,
Script [z PlayerCaontroller Q
Health 100
Speed 80
Reload Delay 0.2
Min Max X

®|-30 |30
Prefab Ammo Prefab_Ammo o]
Gun Position Canno_dummy o]

K 3-32 EESPHANAGLE

o, PrefabAmmo A8 & N iZ T oA 5, IX W TGRS N A% T GA 1 ok
TIN5 . GunPosition V%K T Canno_dummy X[ %, T FIHIRFAE. 4
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PrefabAmmo 1 GunPosition AZ &I 1) 7 g : i CANEL T @, £E 3 H 19X T AE
TEPAR N IO S BT, an e 3-33 fioR.

© Inspector | X
[ 'Plane_Player | CIstatic v
Tag | Untagged 4| Layer | Default ™
b .~ Transform fid
» |, Plane (Mesh Filter) &,
> . M Mesh Renderer ol
> iy M Box Collider o,
v || M Player Controller (Script) #*
Script I PlayerController Q
Health 100
Speed 80
Select GameObject = Reload Delay 0.2
P ' Min Max X . &)
a L En RAED ] Select GameObject =
Assets | Scene —_— Prefab Ammo Prefab_Ammo (o] @] )
Gun Position Canno_dummy [o} Rinets’| Scene
" mat_Player #*, Lot
L Shader | Unlit/Transparent Cutout  + || Edit.. | M3 SR G
N Base (RGB) Trans (A) : L Bty
= i Plane_Player
Tiling Offset . 8
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| Alpha cutoff —r— (ame il
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[ Add Component ]
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EnemyController, fCAL41F:

01
02
03
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09
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12
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15
16
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20
21
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24
25
26

using UnityEngine;
using System.Collections;

public class EnemyController : MonoBehaviour ({

}

/ /AR A e

public int Health = 100;

/ /MR SRR RS Bl IR TN

public float Speed = 1.0f;

/ /AR R )

public Vector2 MinMaxX = Vector2.zero;
// Use this for initialization

void Start () {

}
// Update is called once per frame
void Update () {
transform.position = new Vector3 (
MinMaxX.x + Mathf.PingPong (Time.time * Speed, 1.0f) *
(MinMaxX.y - MinMaxX.x),
transform.position.y, transform.position.z);
}
void OnTriggerEnter (Collider other) / /R AR N
{
Destroy (gameObject) ;
Destroy (other.gameObject) ;
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EAME I XA A S LU S, B RS TR EsNE I, wE
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b .~ Transform 3,
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¥ & M Enemy Controller (Script) %,
Script i EnemyController o]
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Speed i |
Min Max x
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mat_Enemy @ %
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Tiling Offset .-"r .':
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Alpha cutoff —_——
[ Add Component ]
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» .~  Transform G
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Size
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[ Add Component ]
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[ Add Component ]
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Component 4 Physics
Mesh » <4 Rigidbody
Effect 3 Character Controller
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MNavigation - U Capsule Collider
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Rendering L3 @ wheel Collider
Miscellaneous L = Terrain Collider
Scripts - W Interactive Cloth
New Script - W Skinned Cloth
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“©Hinge Joint
“* Fixed Joint b
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Mass {1
Drag ] |
Angular Drag 10.05 |
Use Gravil
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Interpolate IHane 4
Collision Detection |Discrets 3]

» Constraints
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Fion. HEHE Assets|Import Package|Skyboxes 174, SRJGAEFE FoR#H ) Importing package
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[Assets| GameObject Component Window

Create 3
Show in Explorer

Open

Delete

Import New Asset...

| import Package G|

Export Package...
Find References In Scene

Select Dependencies.

Refresh Ctrl+R

Reimport
Reimport All

Sync MonoDevelop Project

Custom Package...

Character Controller

Glass Refraction (Pro Only)
Image Effects (Pro Only)
Light Cookies

Light Flares

Particles

Physic Materials
Projectors

Scripts

| Skyboxes

Standard Assets (Mobile)
Terrain Assets

Tessellation Shaders (DX11)
Toon Shading

Tree Creator

Water (Basic)

Water (Pro Only)

Importing package =

Items to Import

H Standard Assets/Skyboxes/_skybox info.txt a
M standard Assets/Skyboxes/DawnDusk Skybox.mat

EO Standard Assets/Skyboxes/Eerie Skybox.mat

M@ standard Assets/Skyboxes/MoonShine Skybox.mat

M Standard Assets/Skyboxes/Overcastl Skybox.mat |
BO Standard Assets/Skyboxes/OvercastZ Skybox.mat
M) standard Assets/Skyboxes/StarryNight Skybox.mat
ﬂo Standard Assets/Skyboxes/Sunnyl Skybox.mat

| M) Standard Assets/Skyboxes/Sunny2 Skybox.mat
(M@ Standard Assets/Skyboxes/Sunny3 Skybox.mat |
lmi| Standard Assets/Skyboxes/Textures/DawnDusk/DawnDusk_bacl ’

| Standard Assets/Skyboxes/Textures/DawnDusk/DawnDusk_dow
| Standard Assets/Skyboxes/Textures/DawnDusk/DawnDusk_fron
|| Standard Assets/Skyboxes/Textures/DawnDusk/DawnDusk_left: [/
lmm| Standard Assets/Skyboxes/Textures/DawnDusk/DawnDusk_righ'|
|l Standard Assets/Skyboxes/Textures/DamnDusk/DawnDusk _up t ¥ |
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