& 3 2= %%Eﬁrﬁg_—/?'ljnitY[xqu

‘-‘-‘Y‘ (GameObject)

N T #GE Unity AT — L — L0 75 8 T — A 181 589 Unicy U7 xR 502 8
LB KA . 7S B B S8 B T X R AR I 3-0 iR .

B 3-0 AF K B AR5 AL

3.1 HREXRBE—EIZEIH

BAE— 25— 2L WA 28 Gifel Y Unity Q18— 3250, AT S22 S U85

(1) 3D X% iy HES .

(2) GCIEE F idsin

(3) LU BRI .

4 GRS E

STEP1. #T# Unity TH&

Sedt Unity 4T, A& H Windows i6 J& Mac i B2 #6 — FE . #5 & Windows, I 3 £
Start| All Programs | Unity| Unity, 41 3-1 ffs.

T SR A S SRS Mac, W finder SCHF H S 4THF 217 Applications | Unity | Unity,
g 3-2 fros,



i FealVMC

A Sermung

A SDFurmatter
A Sk Saraer
& Skype
& Siysot

A USB20 Card Raeadir Soltware

& UV 3R

_NEWOLD

A VidealAN
& WebEs

4 Bk

|.'<|:-'.':

P

progrems o fdes

30 | Unityilizk LEiEm—F I FRIGFERF SN &

ano

i Uity
GY

FAVORITEE Google Chr i Documentarion
= Desktop : m::-.: M- . % Documentationim|
video i iCal.app @ MonoDevelopapp
E ) Chatapp “ Standard Packapes
1 popo 3 unstran.app
@ tmage Capture.app ﬂ
5 code H inztall Neode.app b Uuﬂn:: Bug Reparter apg
1 tramsiations = Mines.app 4
Launchpad.apo
I8 Mackg.app
_ﬁ; Applicamons . Mailapp
| Docurments E Microsaft Sikvertight
Dovrnioach Mission Controd app
ﬂ S OpenDMice.org.app
= Al My Files B P Booth anp
[1] Movies % Preview.app
I Music @ QuickTime Mayer.app
@ Safariapp
£ Pictures E Screenflickapp
L3 lnoptek Skype.app
52105 Code W) SngPayeras
Stickies. app
AHARED o SuperDuper.app
Machook - Systern Preferences.app
S “J TextEdt.app
W powen-7a6. 5 The unarchiver app
CEVICTS @ Time Machine.anp
G Poels Mac Lidemy File Upinader app
sk [ umities .
12 unity a &Y vwware Fusion.app
£ wappp .
&l 3-2 £ Mac H14TJF Unity T.H




$3=  FH9E—TUnity APP(GameObject) P 31

STEP2. €& —/\#H I B
3t A Unity 5 Z2J5 ., 8.1 New Project 341 . 4 & 3-3 fiR .

Projects  Get staried [ comm El

Stengard Awpets Exarrgle Propect
CstirP e Do e i Lty Brareris

K 3-3 Hii; New Project #i¢ 40

o F & fE Unity 5 3, #% % File | New |74 Uy Wl yammasondy - Wby

Project fir 4. W & 3-4 JiF 75, 1 ok A1) & — 4 ¥ 10 ki Awels_GomeOtyeet_Compa
Mew Scene Chrl+MN
'ﬁzlill:lgl o Open Scene Chrl+-0
STEP3 iﬁﬁlﬁﬁ Savi hosng Clrle %
FEIRL 3-5 % 10 60 76 HE o 152 e
(1) T H 4 8 76 I % 2 F MyGame., AT
(2) PPEEAPAEIRIE, T
Build Settn CirlsShifr+ B
(3) BT H A 2D iF 3D diE k. 78 i E b i s
3D Y)f?ﬁzo Build im Cleid..
(4) BAs Create Project ¥4l AT H . o
SER G A Unity i TAVER 1. Kl 3-4 3EFE File| New Project Ay 4

STEP4. 7 Project Fa 6l @ 3x 3k
WA 3-6 Fir s s b — A SCPF I R o 45 4 —
iR X = A R ATAR IR DL R A R
(1) ¥ Project| Assets a5 FAN A .
(2) FESR I B PREESE SR £ $ Create| Folder fix 4 AT LA #E — > S04k
(3) ¥4 3 Jeim 45 4 image.,



32 | Unityifizestiiisl—F IR FBURFIERF ST A

Projects Get starteg

| Mytame |
T+ ra—
| Clsensonpesny - |

Larsher

50]20 [ ] ]

B 3-6 A SCfF K image



$3x=  HME—Unity APP(GameObject) [P 33

3.2 FERR

STEPS5. RME K 2 H &

FIFFSC/ B 5 B F e v - 1 iRk rp . SR S Tk E SR B R B /L T
PIA# 6 % SampleCode\ Ch3\pic BT A& -,

o FH b 46 07 139 77 3% - 1T A 46 320 W 6 3 9 SO L T 18T 3-7 B .

BREEEAR

O ER S | m

e,

&1

B 3-7  EmE B H T

Unity 5. 1 f 4 /78 F 203 32+ PNG.JPG/JPEG,GIF . BMP,PSD,

STEP6: fin k3 H &l i 3 #

TEFE B £ GameObject| 3D Object | Plane #ir 4 fin b — > F-1i » W&l 3-8 frors , J ok
AR ER ARG G .

STEP7. & H

WnE 3-9 B R 8 25 B — A 7E Scene (3 50) % 111, ¥ Hierarchy 2 U0 i H ik
PEX AP

YRI5 S AE Inspector % H 8 A4 FRAEUE AR — T -

(1) Position X,Y.Z: ZIFBIZMNEH X, Y, Z WV E.,

(2) Rotation X,Y,Z: B ZXN LM X, Y, Z WEF A,

(3) Scale X, Y.Z: RHBIZXNLM X, Y. ZHKND.



34 | Unityilf i SCalism—F IR FRURHIERF & 00T &

Kl 3-8 4 GameObject| 3D Object| Plane iy 4 il _|— /> i

e - ol I T FSETEr

s e
e ] & —

® 1/

Wi,

B 3-9 SEIETE Scene(350) % L



3= HME—TUnity APP(GameObject) [P 35

T 418 4 R RS 3R 4 1 310 %
SR 32 R B 4 L B 10 o S R o T B
STEP8. RmMYEEF
AP 3-11 BFoR L VIS0 B P BT 1 T L
B BGEI
(1) Hi$r &} bel # BG EH 19 Inspector 7 1 F gy, F 310 WS (97 1 1) & {H
(2) HAESE U TR 1A 66 0 1 300 2 0 1 2 A HE
HER.

B 3-11 Gy insc#E A

3.3 HEMEXRBE—ETIRIFXAR

STEPY. tn E—A FHEEFHEX hHxt E#TIEE

FEA AN — A W 76 37 2% 3 5 b AT 26 #% GameObject | 3D Object | Plane #iy 4>, W& 3-12
Fis

ULV T A A7 O R 8 5 3 7 BRI O A A R . LB S A Z B
H—0.01, Lt Ml BG J5 & AR — 4> 0 M7 8, B LS 85 pLEE 4930 — 28, an &l 3-13
B



36 | Unityilfaistibism——FIRFRIRHIERF & BT £

"'1-?31———-1 I lr“uz;-'-n-n_

&l 3-13  JH# V15 i EUE

STEP10: iRiMSUEE K

e 3-14 Fros s s #0717 R LR 2P IR S8 L

(D) #piE A title 3] Title Y1 A Inspector B H T J7,

(2) FAESE UG AR 6 01 T 0 2 FE B R > s P s

T 9 R e %) TR A0 ] 3-15 Fir s P AT LAGE i A B Game BB fTHEARORE — T
IRAE U RO

STEP11. X

XA S A R A SRR R R T PNG (R, i 3% 4% Bk 5 &8 4 1 B R
s im WA TR BT AP R A o

(1) & Title V1 ) Inspector % 11 18] 1 55 0 1) = T8, (BURIT 1 3 1E

(2) Bk Rendering Mode (g /R S Cutout (& 5)

AR AT DLk B 20 #2598 A A5CR Bl 3-16 TR .



$3IE  FHM®E—PUnity APP(GameObject) [P 37

Pl 3-15 ik BLAE 1 L

& 3-16 By



38 | Unityifizistiiisi—F I FBURFIERF &L

3.4 HFHREFBE—F MM

PR RGP 2 H o LUK o b B0 1 A R £ . I B2 b — WAk DUR i P ORI

TR Y 323

STEP12. #jn Start 244

WIS —A~F 4 Start $i 4l . [RIFEH . 40 STEPY ¥ fin— 4~ 1 4 42 I8 4% Ry & 3-17
FIE7s o

(1) 78 % 4 #R &y Button _ Start F i, 3 % & Position (i #) 2 0,0.46,—0.01;
Rotation(JE# )k 90, —180,0; Scale(R )% 0.512,1,0. 126,

(2) wmac B #3Z - F m E, JF 46 52 8 f button _start | Button _ Start - i (1)
Inspector % IR J5 , Wi 25 W~ S0 H A

(3) #EH Button_Start SFMI Y Inspector & H o 1 B 5530 09 = T8, R IF i 3h 18 .
&k Rendering Mode ({2 7R #550) 2&y Cutout (& 5Y) ,

Imm—_-TrMOMm T VT -

J 11177

Bl 3-17 3N Start #240



3T FHHE—TUnity APP(GameObject) [P 39

STEP13: & Hn About %41

G F— B, ma IS A — A4l ——About %41, [FEIAEHL . &0 STEPY %% hn— 4 i
X4 I B N P 3-18 PR .

(1) JH% % Fr % Button End F 1, 3 % & Position (i &) K 0, — 1. 14, — 0. 01;
Rotation(ig¥%) & 90, —180,0; Scale(R )k 0.512,1,0.126,

(2) #omas#E R 3% 7w L, 9 #6 S Kl button _end #| Button _ End - 1 )
Inspector % H K J7 , JbBf 25 R SO,

(3) i Button_End “FH ) Inspector % H H1 (19 & Jy 55731 9 = M8 MU IF 1 SR . &
B Rendering Mode (i /R ) & Cutout (& 55)

=

_- NI/

& 3-18 #hn About 34

3.5 HFHREXERE—AFMER

FTREI—AEAME A AR B s /A, TEELE b RS LU B9 D BR
KB Y S



40 | Unityiffi sLiism—FIRFRGFERFE ST L

STEP14. RmMEH

)25 B8 O o RS 0 — - T DA 3 ff L JF R4 o 1B 3-19 B,

(1) P54 FR K act] i, 3% B Position (7 &) K 4. 72, —2. 26, —0. 01; Rotation
(i) 90, —180,0; Scale(R~F)H 0.512,1,0.512,

2) WinscEE R 2z E 3 dEhi & actl 3] act]l M AY Inspector & 0 F 5, it
B2 s se A L,

(3) ¥EH actl F 1 (4 Inspector & M Hp () B R 5530 09 = M . (8B TF (0 sh 1, 1B L
Rendering Mode (g /R 5 30) Ky Cutout (& 5§) ,

[ 3-19 @i

STEP15: ¥ ELIBIEFHEFR T

K HL 0T I T R A R 4 R B — A TR] S AR R i o e A T T Y T AR R
AR I AME YA EBRAE EBRAIRAEE W . T AR B E 3-20 s LR B —F
B — gk B 09 R 4 Lo R s 22 8 R i R

(D B E A

(2) 7£ Inspector % H Al £s t BLIE R 9 J8 M 988 Max Size (& R K H 5D g i —
SRR PR R RS R B — A FE AR 1. 2 B /N A B WER S £ 256, X T
Format, R4 BRINME Compressed J&A 40 19, ¥ H B G 3 52 548 X, 2Ll gg., al
#E#E Truecolor 32 bits B2 EE H .

(3) i Apply #%4Hl.



¥3FE  FHME—TUnity APP(GameObiject) | 41

11772

B 3-20 5 ESCH 45 fUR S

3.6 HMEXE—FMHEENRG=

STEP16: Fh&iF X iH =

F A A 0 T S B Y i T Ak 3 R A ST G K A 8 AN e A8 R A D AR A . i
# File| Save Scene iy 4, W& 3-21 ff 7w . 3 H 76 5 H 4 35
HE i A SO L X B T MyGame S SCHE 44 . 58 2 T
ity Save $ZEL 0TI LS8 UAF i A B PR L a8l 3-22 Fi .

STEP17. 1T %

A B AT AR, Bk T A Play #2410, w25 F 46 7 iF
X A 3-23 IR .

MR AR AS o  HLd — IR Play $R BRI AT . ASHE ]
Bl DL T 7E O 3 P 1 #E Sample \ ch03\ MyGame \ Assets\
MyGame. unity Zf7 R ¥ . B1T45 R WA 3-24 Iiw,

HEW

Ry T 3 G RS AE NI T B R Al F TR L 7 Sk L AR R A

& 3-21 fE4ifiie wk



42 | Unityiffi stiiism—FIRF RGBT ERFE ST L

Dot modded Type

LNOMS S PM File folde

Pl 3-22 T EAT il U X 3 5 0 SCIE 44 B

Pl 3-23 iy Play $%§1F U B il Xk

& 3-24 mATHEH

AT N TR R eyl SR A R R DT T AR RN A . T LOWE e
A unity_3-1

3.7 GameObject(FE¥k It &)

TEFAIHE — 4> Unity APP Ll i GameObject X 42 ok 41 i 4 9 5 8. 78 51 1Y
AR A GameObject 3¢5 (AN 3-25 B 7n ) i BU— > T FI R MY AR S 500 . 48R ok A 41



3E=  HME—Unity APP(GameObject) [P 43

JUAS B TR i X0 2 43X & Unity BBEAME & BT A7 Ui xk v 9 X R0 2 38 i GameObject
SR 5E LAY T LB AR E B T A — A Tt X R #R R RATE R 43R GameObject H
o AR GILA R

S ity MyCresyoad - BC Wac & Linia Standalons <D
(TameBiject) Component Wedow _Holp

Creste Empty Ctrie Shifh= M

o s I
30 Object
2D Dbjece
Light

At

(1]

Fartscie Syztem
Cameia

{EERLNE

Canamr On Chatciisn

i

Sdabe Peent

Chent Parent

Lpply Changes To Brelab
Eizak Prefai Inctamcs

Tree

Set ws fust sialing Ctri==
St e Ll iy Clxts-
Bikerew T View Cinle AlyaF
ddgn Wan s Crie Shatts £
Bl View £ Sefecies

Tgrle hactive Sake AR=Shift= &

& 3-25 GameObject 3¢

3.7.1 Camera(£355H)

BuZK F 3 B9 m i 52 Fr 28 i Main Camera fT & 2] #4910 1 2k 2 3K, RERK R 2 LA
BB A A E 2 LE Tk 5 B[R] A 3 BRI E] 3-26 FIFs .

”III'

& 3-26 % & Camera(# 5 ML) H Inspector J& 4




44 | UnityifixiSkakism——F R FBURRER F 80T A

3.7.2 Directional Light (FFHY)

TEIX AN Ll Hierarchy 20 % 1 7] LA # Directional Light (I FH %) Ui X %F
G, 10 U B R A O R R TR XS 4 B R . 2O G R DA A
TR R B Wi 3-27 TR .

e Ede Awets OameObjess  Component  Window

[#] 3-27 Directional Light(K FH%) %t 42 fr 5 94 i i

R PE A 3-28 FR

(1) Type: fTHHIFPZE,

(2) Color: T HHIEI{ .

(3) Intensity: KT JGHY 58 55 P4 5%

(4) Cookie: ATHGAYHE RSO, 4 AR A 2K
PRGN 7 A1 T 25 58 3k R 19 808, ml A X B |
7 P T S gk 2 7 A R ROR .

(5) Cookie Size: XTI I IR SC LAY )]

(6) Shadow Type: 5 T IR HE .

(7) Draw Halo: #8930,

(8) Flare: 5Eo6. 1] 0 b 150 /2 7 A= 2K AL
i3V IROE =i N E TSN RSN RS -2

(9) Render Mode: o] A#EHIES E 3R,

(10) Culling Mask: A DLiE#E7= ARCR M [ 3-28 %% Directional Light (K FIE)
RO %$4 1 Inspector J& 1




$3E  HME—TUnity APP(GameObject) [P 45

3.7.3 Point Light ¢ )

5 Directional Light (R FH %) Ik X 42 48 5 251 9 & Point Light (Gt , K Z &R 2 H
TE KA KR R IE R XT ERUR . Point Light O £ (1 85CR 5t
SN LB T O AR A A AR JR A /N KT O L R A AL
FL W 3-29 PR

H & M 3-30 iR .

(1) Type: STIGHIFZE. K 3-29 Point LightOf &)

(2) Range: fTJGHYFEH . S 2 i 5 B i

(3) Color: MBI .

(4) Intensity: ¥TGHI5E 5 HEE,

(5) Cookie: KT HY I BEAF BT . Qi SR AR A 3 0K BH O DA 7 BT BR SRR R A 28R, AT 7R X
LB S B R A B R 2 A R RUR .

(6) Cookie Size: KT 14 I B A4 BT ) K/ o

(7) Shadow Type: 5 THIZE.

(8) Draw Halo: Y& R

(9) Flare: 5856, A7 F b Ut 2 23 77 A2 B LI RS2 ML 3 KPR S DL = R0OR .

(10) Render Mode: AJ DA#EHEZE 2 E 3K,

(11) Culling Mask. 7] L3k B A= 350 B 3F 40T 42

(12) Lightmapping: YN AE ,

e DL e—

K 3-30 & '® Point LightO% &) XF 4 14 Inspector J& 4k



46 M| UnityifixiSLakism—F R FEURRERF ST A

3.7.4 Spot Light B

Spot Light CRIGAT) B2 7= A4 — N BOBIT Y8R, &l 3-31 iR, 8 5 AR & T 15 5
T CE IR & E AR AT

Spot Light CRYGAT) 82 ™= 4 — A~/ B AT O AR &
A AR JR 0 B RO KT B €8 5 T RIUR

W EEWE 3-32 s .

(1) Type: §T56HAIZE,

(2) Range: fTYGIEH .

(3) Spot Angle: I . I 3-31 Spot Light(RYAT)
(4) Color: fTHHIEI (A, X 4 T 5 B0 I T

(5) Intensity: £IGAY5E 55 %L,

(6) Cookie: KT HY M EEAF BT . Q0 SR AE 5 3 K BH O DA T 7 B TAD BR SRR 2R A 801, T 7R 3X
B B P A R BT 2 AR T R RO .

(7) Cookie Size: ]t 1Y A1 BT A K/

(8) Shadow Type: ¥ T HIZFE.

(9) Draw Halo: Je&AIBE .

(10) Flare: 5, a7 50100 & 23 7 A S AR0RF S 2 AL 25 K BRI 52 B D6 2 808 .

(11) Render Mode: AJ DA#EHRZ 2 E 3K,

(12) Culling Mask: A L% B Az 8505 14 Ui XX 42

(13) Lightmapping: J¢HRNEK .

Tl fdd e Wi

K 3-32 & & Spot Light (R4 X4 Inspector J& 1



3E=E  HME—Unity APP(GameQObject) [P 47

3.7.5 Area Light(XJKZKT %)

Area Light (IX 38 BUAT Y6 & — AN A s 5 0SS PE 9 5T . K £ 02 I AE B 6] N G H 6 AT 51
S A L AT WA 3-33 IR .
WA B E 3-34 iR,

B 3-33  Area Light(X 4T 5%) [ 3-34 % Area Light(IXIELT )
Xt 4 e 5 B e T %4 ) Inspector J& P

(1) Type: bR FIZE,

(2) Intensity: ¥ YR58 55 44
(3) Width: 4T6HY .

(4) Height: 760 .

(5) Color: ¥T6HIBI{A,

3.7.6 Cube(jiHv)

FEFR 5 —A> Unity APP 1 5@ 3 Plane CF- D X 52 ok 2 iF xR (9 236 50, 5y
A Cube(FrHO XS, 4Nl 3-35 in . B —MIETIEXT 4.

R & 3-36 s .

1. Transform(&%i)

(1) Position X.Y.Z: X %%,

(2) Rotation XyY’Z: X‘j‘%ﬁﬁ%ﬁgo
(3) Scale X,Y,Z: X245 .

2. Mesh Filter( k& #Y)
B ID W IRE T,



48 | Unityiffi sLiiism—FIRFRGFERF ST L

&l 3-35 Cube(J7H) Xf 4 fr & 81 imj ifij &l 3-36 & Cube(FFHO XL
Inspector J& 1

3. Box Collider (IE 77 £ By Al {%)

(1) Is Trigger: filf 48 2 1k X} 2 & 5 2 77 4= Trigger (il &) S . 47 OnTriggerEnter,
OnTriggerStay,OnTriggerExit =/~ 3£,

(2) Material: ¥, 1

(3) Center X, Y, Z: filf 18 (9 SME ) Hh 0 53 B A7

(4) Size X, Y, Z: BEHEEISMER KN, PR 1.5 5 BIHE =
T 3-37 iR .

4. Mesh Renderer ([ JX 8 )

(1) Cast Shadows: £ 5B . [l 3-37  Cube(J7 ) % 411
(2) Receive Shadows: AT DLE 7R HoAth X5 % 1 B 52 . il 8 FIMHE R /)N ) 2
(3) Materials: ¥ &, L5 RHEET
(4) Size: MR YL At BT EE

(5) Element: ARV e b1 5

(6) Use Light Probes: i {83k,

5. Default-Diffuse (%7 &)

(1) Shader: # 5t & @05 iz 55057 .
(2) Main Color: #FEFEHFIM .




3x=  HME—Unity APP(GameObject) [P 49

(3) Tiling: MR /RAELZ S,
(4) Offset: #FRENH#.
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4. Mesh Renderer ( X JX 8 )
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(3) Materials: ¥,

(4) Size: PUIRYE YL bF BT Y BUR

(5) Element. PJ{RTE G bt 5 A .

(6) Use Light Probes: ffi ft#k. RER Spherewﬁ%wﬂ#%%
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H 15 T
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(2) Main Color: # i EE KB, .
(3) Tiling: # i &7~ 19 & &2 5
(4) Offset: #BENF .
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1. Transform (&)

(1) Position X,Y.Z: X400 %,

(2) Rotation X, Y. Z: XF ekt % .

(3) Scale X,Y,Z: X440k,

2. Mesh Filter ([t 4 5)

piEe 2 SUNIOE =SS S

3. Capsule Collider (3K {k p filf 42

(1) Is Trigger: filf 48 2] X 502 & 2577 4 Trigger (filUk) 4,
(2) Material: ¥ J5i.

(3) Center X,Y.Z: R8RS EEH PO SNLE .,
(4) Radius: R A5 LR, HERN 1.5 J5 1
WK 3-43 Fis .,

(5) Height: Rl 8 /% 56 8 09 5 B2

(6) Direction: filf 18 B9 % B B9 77 7] .
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(1) Cast Shadows: %45 .

(2) Receive Shadows: AT LW R A R 19505 CapsuleCerbEf) % 2 10
il A K /)N i
(3) Materials: )5, K 1.5 5 RET

(4) Size: PIRTE G bt T A9 BT

(5) Element; MRTEYept K

(6) Use Light Probes: i {83k,

5. Default-Diffuse #7 &z

(1) Shader: 4 57 [#] (% W iz 55 05 4
(2) Main Color: # it EZHHI.
(3) Tiling: #5278 B9 HE A2 Bkt
(4) Offset: #EENF .
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1. Transform(&E#)

(1) Position X,Y,Z: %48,

(2) Rotation X, Y. Z: X} G e f B

(3) Scale X,Y,Z: Y4457k,

2. Mesh Filter (k4 5Y)

PEREAM A F .

3. Cylinder Collider ( [+ {4 By #ilfi#%)

(1) Is Trigger: filf 8 2] X 52 02 A5 25 77 4 Trigger
V-9 TiN

(2) Material: #J% .

(3) Center X, Y, Z: 8 A5 B0 A HO S B0 & .

(4) Radius: BEfEM5IE MR, HER 1.5 /M
FEF Ui 3-46 iR .

(5) Height: fli 48 1) %6 B 09 & B2 .

(6) Direction: 7ilf 18 1% B 1 5 7] o
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Cylinder ([ #1440 X 42 1)
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4. Mesh Renderer( [{J£38 )

(1) Cast Shadows: #&HFHE .

(2) Receive Shadows: FIC AT LI 7= HAB X S B3 .
(3) Materials: ¥ )5,

(4) Size: PARYE Je b 57 19 £

(5) Element: WRIE YL pf BT

(6) Use Light Probes: fifi I t#3k .
5. Default-Diffuse #1 &

(1) Shader: 45t & 005 Bl 32 55 05 7 .
(2) Main Color: # i EZEHHI .
(3) Tiling: 15t 7% 1 5 52 Kt
(4) Offset: #ENF .
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Plane & — VX R R 2 e AR 35 BE 25 T R L. 72 3R A2 — 4> Unity APP
Wl ad Plane P 1D X R 2 A1 0k 19 £ F L ] 3-47 o .

B 3-47  Plane (V- [fi) X 42 fir 42 B i [

W B E LA 3-48 iR .

& 3-48 % B Plane(F) % 4 #) Inspector JB 1
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Transform (354 .

(1) Position X,Y,Z: X G0 .

(2) Rotation X, Y, Z: X HEH:ME.

(3) Scale X.Y.Z: X447k,

Mesh Filter Wk & 5

Mesh filf 18

(1) Is Trigger: filf i 2| ML X % & & 277 4 Trigger fil & 4.
(2) OnTriggerEnter ,OnTriggerStay,OnTriggerExit,
(3) Material: ¥,

(4) Convex: rhiizk,

(5) Smooth Sphere Collision: Y B FERAKR 7 .

(6) Mesh: Rk,

Mesh Renderer 4R TE 4,

(1) Cast Shadows: #5BA%.

(2) Receive Shadows: FYCFI AT DL e 7= H A XF 22 1 B2
(3) Materials,

(4) Size: FARIE G S8 A ROR

(5) Element: RARTE Yo HA .,

(6) Use Light Probes: f#i itk .

Default-Diffuse #4 i

(1) Shader: #4 51 I iy I 38 5807 % .

(2) Main Color: M Jit 32 W Hi A,

(3) Tiling: M w7 Y 42 ke .

(4) Offset: #ENF .

3.7.11 Quad(JYfhIE)

Quad(PU ) 2 T Plane CETHD XF 42 fH 30 2 2 HAA — A 5K, H 2 10 A2 bR 7 25 (7]
i) XY SFT E . A, Quad (T FAITE) HA A =M IE il Plane CF-1iD BLTH A 3L 200 4> =
ML i 3-49 PR,

i Quad (DU B B 7E — > 35 5 b i 6 G2 b 20 7 20, & AT DAAE S — A BIAR 805% B
IR,

Quad (PU £ 1) XiF G (1 RCR il J& — P18 B 1 H @ PR an &l 3-50 firs

1. Transform(&E#)

(1) Position X,Y,Z: Wi,
(2) Ratation X,Y,Z: X4 gt ff 3,
(3) Scale X,Y,Z: %4455 .
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B 3-49 Quad(POfIE) %4 & 3-50 8 Quad(PUMAIE) X4
Jir 52 B0 1) T Inspector J& 14

2. Mesh Filter ([t 4 5 )
BB AN REF

3. Mesh Collider ( [ X fifi %)
(1) Is Trigger: filf 48 F| X 4202 & 2 7= 4 Trigger (il &) 14,
(2) Material: .

(3) Convex: ik, WA 3-51 Fis.

(4) Smooth Sphere Collision: Y i BR 14 filf 1% .

(5) Mesh: Rk,

4. Mesh Renderer ( [ Jt 5 )

(1) Cast Shadows: & .

(2) Receive Shadows: 2 U Al LL 7= Al X 42 19

B .

. & 3-51 Quad(PUffIE) % 5 5 3%
(3) Materials: BA5 . ‘ Convex(fM th ) I 0 B T
(4) Use Light Probes: f#i i /6# 3%k .
5. Default-Diffuse %1 &

(1) Shader: #f 5t E B9 E 2 H Tk,
(2) Main Color: ¥ i EZE R EI .
(3) Tiling: # i 7 i 8 52 800
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(4) Offset: #EENMNF.

3.7.12 Create Empty (23 H I AT 4

Create Empty /& —4~45 FIRYIERE X & . 0T LUE s A R0 & A E S RF AR
BB AW I 3-52 Fras

[ 3-52  Create Empty (%5 ) GameObject JiiE Xk X} %)

Transform(554) .

(1) Position X,Y,Z: XF G0 & .

(2) Rotation X,Y,Z: X4 0 e M.

(3) Scale X,Y.Z: X445k,

534k s Create Empty 25 (H R X LA 7 H R & . 7€ Hierarchy % 1+, FH B
T P 09 7 X R AR T B — A AL

2R BRSO Y SROPR 5 8% T 3k i B G 3t T LA S R A 4 A AR A A AT 3-53
Frs

Kl 3-53  GameObject Jif XXt 5 7~ H 5% B8 & H AT LUKy — R4
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AT M
1. @& &
(1) #IM—A>F T i . e £F GameObject | 3D Object H1 A1 A 6547
A. Plane B. Cube C. Sphere D. Tree
(2) Unity 3D SZFpWF 2L & 803 As X2
A. JPG B. BMP C. GIF D. MR

(3) 7488 STEP1S W r 2 2] 49 Max Size fll Format & 242

2. Z1ER

(L) Ry A A5 % o Al ) 22 0L R 1] o A8 e Xk = 1 T ) 288028

(2) MR BRAS 75 A 02, Bt Hh AR % ek 32 1

(3) fRIEA TG 3 i GameObject A4 4L L 4k 9 % 38 8, 322 B VR IR [ 4
KT TE J7 T8 R IR A 1) 1 A 0 42



