0.

Unity B8 &R 1

2

T ®IC

Unity HiMO#E Z1HD 3, croEFIAIICIE, Unity L \WH V7 M EfioTr
—LEFoTdbwEd, HEL, XUEBR Ay —2%—ARRFT 2L TT,
T, ZoFEEERICOWTTT A, ERRIC Unity 280> L 2B b #EFCa~ v 1,
FEEREZHATHO I T L ZHWICEWTWET, 25, IH5EBEICHZZ LW D
FEH 0T (HAbHATEWTY), ZoERERFILr—sz2ffoTdbah
EERBwET, T4, SRELFDL2LELSTHV, KFr b2z b THRIFL T
(7ZE 0] tFENTHVET, ZIRRELT, BLTR-oTEZIRTHRALD L
TR 7ZE 0,

XERHE Unity 84 VA P =L EINTWB T EEHIRE L TVE T,

. Unity 2iZL® 3

Unity (&, HARHPOFT L7 V24 X =pflio T b7 — LY -V TF, [Th%

X RIC WA AR —n2ffd ] CEBoTdNTHVWERA, BECfiif<c

XFET, ToZKMHHDTHEL & I,

@O 7AZ7 by 7LD [UnityHub] 7 4av X770y 7 LCRWTL X
Vo, T3 L ARBHAH S BT T,

Uiy Wt 243
& unity .

s e JODIHN
* FOSEER
BT oE Uy st mEn P mems 4 o}

BRI

Unity Hub (% Unity KROEM%EZ 52V 7 b T3, 2256 Unity 4 VA b —
NL7ZY, 7uvzy b E{Eo/zhTEE T,
TuY b i ERT =L DLDDT 2T Db D,

@ FHUERAZ V2L CTuy =2 MRICHFE RLHTZART (b2 ) 31013
IMANTI), fERELZ v %27 ) v 7 LTLEI W, LiES <o & Unity Ak
HEB L E T,



< Unity 2019.3.5f1 THLWIDY 17 MEfERL - [} X

H |9

)

Jozzorg*r
e © e —&FEANT

namae

“

3D RIS

C:\Users\rinta\Desktop\ 1 — > -t

@
LIERER 2 > &40

@ FoEEOHHZ LT, MFTLTLZEX W,

(0)

(1)

(2)

Z 3% b Z O

Unity Hub TH L 7my =7 F 21E2 L &, RANCEKIED T ST
ER

TV 7L —F

2D —LHh3D T — L, HEVIEZOREXLE I R ERET,
2D: 2D —LICEL2RED T Y = 7 P EIED £,

3D: 3DV —LIC#ELEHED TRy =7 FEREY £,

3 DWithExtras : PostProcessing 7 2 t§fe %2 2 3D D 7wy =7 b %
BV ET, 587774 v 7BENVICTE S L) T,
HighDefinitionRP : ¢ THb &/ 774 v 2703DD7uy =2 |
#{EY £3, HDRP & 2> ShaderGraph & 22\ 5 BEREDME 2 5 X 5 TF,
UniversalProjectTemplate : WA A ZATHiZ 53D D7 vy 27
ZED 3, REVPMHICEETESEH6LWVWTT,

ZDOIHTDEDE, AV avVICAMBLPY TEDL L Z2FETHM L
RARSDEME ) BERRNDTRDZIE I B VTT,

EWnHZ LT, 2DH»3D EENEL kI,

A=A A

TuY 7 FOA/RTIEMNTONE S, SELMELEFELSOD D TTH, £
AED2 02T VL DEMNITFZIE) BVNTT, Taaal &L 2HICR>
<Hatic [hRAFon] o ThY 9,



2.

(3) fRfFSE
7uV 7 FISRPCOE DT — 2D CIREEINEDTT A, %
ODRFREROLNT T, [ REXVDPOLRELIZWRD 7 3 L X %R
FFET, #DPCEFoTVBMIZTVELARNWTLZE N,

(4) 7uvz7rofEk
HFOERA 2 v 2T E, WETTLAEZELK>TTrY 227 b HME
bhEd, ZLTLIELLfF2L (22Tl uy =7 b OMEDIER L
7uY 7 FOTH LA TR T d) Unity RMEBHF L W7 B Y <
7t RBVGCREE L £,

RIFL CTL T, OFfp&b Y TT,

v—veAk TV beavRE—3%vE}

Unity Zffi9 FCcEEAMS, v—veéA 7V b, avKR—% ¥ MTOWTEHA
LEd, CORMEDMS HiEROT, BATLEI W0,

v — v  Unity 23ME 0 L 72 RAEZEM 0 2 & o3, BARGECTUE T85] [,
OV —VIA TV VERET 52T, FT—2BHEV b ET, T, v—V
Z7 ey PNTHEHEGIECTE, 2t nZisfid 22T — 2% foTwn& %
T (XA PVEE, A— LB, TV B EZN LDy — Y HRLTn
ERScHN

A7V F 0] oz Ty, LiL, 2RAKTHML AT (HiczRz
FHAL, BB ERA), [avF—F v ] EwHER, BREXOC LT, i
LHOTCHAZDET, aVvFR—FV DL oD G, EWI OB XY IEHETT,
VK=V P ATV MICOERYERO L TT, ATV 27 MiEnE
UTIEHIRIIRZZWL, 8wz Lawnwl, fAricionrsdzetddbhEti, L
L, ZOATV 7 MicaviR—3v i affiFse, HRz2Xk5ickb, #hE
HL, fMI2IcE0o025 K51 Y) 9, avF =4 v M Unity KD HREI N
Tw23booftl, AaTcHEwL7r s 7 0bavR—3v e LTHbhE T,

. [ D FH

Unity O OFH%Z L % 3,



al
3 » (1) GameObject

H

- B e x #8
¥ Favorites

©,All Models

ets
O, Al Prefabs .
| @Assets

I Scenes Scenes.
" W Packages

—+
D vxsrF—
=V EHBEA Tz P RFIRLET,
@ v—v - F—La—
Y—vba—tr—Lvra—D O ENT T,
=V Ea—TlEv— ok EHERTEF T,
F—Lba—TlE, LYZ IV (VTNICRRT B L) oy — v &R
XFET, HBEDON AT L RZREPIINE T,
V—vba—, F—Lbta-0Y W FxFE Lo TTcTETIN, EiTBIWT
FAHEILRFICHBI T W b 2 DT, HEITRWTL & I,
B fvARTX—
BIRLTWE ATV 27 PiconwTwbdavR—3 v 2R, wRETEET,
@ oz bk-avy)—NAba—
7Ryl ba—tavy—rta-—DOo%RhET,
TuYrl bta—CIET AR oBRErCcE TS, Y DT
F NV ZXHND Asset 7 + X EEIHL T E 9,
AYY A a—TRATOERRYT ANy /' a S ORREITVET,
KEltoz7cEBECEET,
® v —noN—
WHATRT EHBTEET,



4, A7 =7 F DIFRK

©

= VICIRER I R TBIC W 0h 04 TV 2 7 P AFEEL £ T, I
ZOFHWEL T,

Main Camera : 7 X 7C3%, ZI» bR 3 ROVPREN LT —LDOHAICRD

9,

Directional Light : G Cd, Unity (DY TR EbEHR LTI NE T, &
WA 2 ) T,

722 b EEoTHEL X9,

@

LI INF—FDOEIEHRIZY vy orkEED create 27V v 7 L. 3D
Object>Sphere #ERL ¥, ¥5 ¢ —VICERMELNE T, 4 v AT X —
KO Eo 2Bk a v FR—3 vV P BRERREINT T,

tokdicTre, A7V P RENE T,

EN2 b 0DFZ L E3, RFL T,

CreateEmpty : EHED WA TV =7 P 2EY 5, 7 — L DMETEM & LIl
WE T,

Cube : V7R Z/EY £3,

Sphere : BRZED £ 3,

Capsule : 77 72 v (G D§EAIH 72 W5TE) 21EY £3,

Cylinder : FIHEZE Y £ 3,

Plate : X 0 DETFE%ZEY £, IRCEEICHEIL £,

Quad : EX 0DHICAZA R WEEZEY £, BRZRY T THEHLET,
Text,Regdoll, Terrain, Tree, WindZone,3DText : ¥EZE 3 mH o720 Ty P A b
TOHAEZARE L TCWEDTRY) THA, [RiICh o772 NTHS THTHER L




THTLEE W,

2D Object: 2D DATY =27 P EVET, ZDIHIHR D ET,

Effect : =7 =7 b 2oz 0l cE 9, KO FTERIDHVETRARBI LA
DCR->THZILEBTTHLET,

Light : SR ZEN £ 5

Audio : HEIC»» DD DDEE-72D TET T T,

UlL: Ul (A1eFRroce) Kl 2b0%ENEd, (Fxvily)

Camera : 7 A7 () #EH T3,

RIFL TLEZZ W, OFfp&d Y T,

5. avEi—3v rxftF3
O A7z Mo EATcTCicn 220 avE—F v IFBonTHIE T,

fliicz DFiH%Z LEJ,
Transform : fZEDEH, HE&TLY LI,
Sphere(Mesh Filter),Mesh Renderer : &6 5 b 4 7Y = 7 + OEICEET % H D
Td,
Sphere Collider : %4 7= b H|E T,
Default-Material : 7Y = 7 F OMESLEDOERTT,

BRICYBER %2 X4 2 avH—F v b 220 C, ENErTTHEL kI,

@O BREBERL72RET (L —vOHREZ Y v 735 LERTEET) v RARI X
—D—&F TICH % Add Component & X v Z{{ L, Physics>Rigidbody % #iR L
¥9, TN TEKIC Rigidbody 2 v R —*% v F2EMEINE L 7=,

(] )
Motion Vectors  Per Object Motion - r Mz i )¢
Is (a] ) < Physics
Dynamic Occlusic v Ce .
B Mz ST al) & Box Collider o
=
é * ‘@8 v @& - Sphere Collider @ i ¢ R N o Capsule Collider
a
Ediit Collider S Alidio > '8, Character Controller
1s Trigger Effects >l @) Character Joint (%]
Material None (Physic Material) ©@
o Event >l € W Cloth 3
enter »
X 0 Y o Zo > Layout ¥ %) Configurable Joint
Radius 0.5 Mesh 4 = #h Constant Force
Miscellaneous > . .
X i Fixed Joint
u Default-Material on Navigation 5 ﬁ;H. o
> Shader Standard - Physics 2D > = inge Joint
: Mesh Collider
Physics
Add Component Playables > Rigidbody
1o Rendering > € Sphere Collider
Scripts > Spnng Joint .

Rigidbody LAS} D4 722 v & —% ' + & Add Component K X v 2> HiBAITE £
ER

Rigidbody : 2N D WA 7Y = 7 MCYHEHEZ S5 0wH 2 LR EKT S
TIVE=FV I, TTTUOYHER L IX, WERTROZEHDIxd, EhH%E
RN



@ v—v - F—sbta—DFOEEREY (B) 22V v 2 LTLEI N,

T EHBAPEDLVIRPED 200 R AL BnET,

® b —EHERZYEZZYy 7L, bLOHEHEICEY FL x5, Kb d L DOfE
CRY £,
BAEREy i 7 —oapRzTINET, oY, ANWERINT=Y, PE
HEZHBLEZY LET,

6. BE%EE2
KBEL WL S ICREGEED 5,
O vxIr¥F—FTH2ZY v 2L, 3D Object >Cube Z3EIRL T3, +2 2D
S TME ISP L £, HARoTWw3 77T, BRIMATwIRA,



A v A7 Z—d FlD Transform @ Position DY Z, 0226 —21cL 3., #
7V 7L TCHF—FR—FTANLTLZE N,

© ispecior
@ v Cube ~ Staticv
v

Tag Untagged ~ Layer Default hd

'3 v ). Transform @ +
Position X 0 (-2 Z0
Rotation X 0 Y 0 Z0
Scale X1 Y1 21

v B  Cube (Mesh Filter) @ i+

Mesh EECube [©)

T2 EVITEDMEIEDY E L2, aVE—F v FOKED 4 v 2T X =2
bimET L LB TEE T,

Transform : 7Y = 7 F O EPKE IOFERERT 2V F—2 v |,

Position : Transform 2 VR —% v F Db DFERDO—> T, (LEDIHH, FEEEZZMH
ETOEREERT,

AR 2R - BRI (BUE T £9) ORI, HEr—mEkHEEL L, ZIn
LHI, B, EAMmIcENETNENZ TN TH 20 2RT,
CoFFEREFDTRKEL LTS, Transform @ Scale D X,ZZEH 551 0
LT 7T,

v ). Transform o
Position X 0 i -2 ZO0
Rotation X 0 Y 0 ZO0
Scale X 10 Y1 Z|10

» H Cuha (Mach Filtarl a =+

N RDBHEREIC KR E L I F L7=,
Scale : Transform @ b 2EHO—> T, KE X DIFH,



@ FHAERZ2VEWLCHELTAEL 25, ERBRBICEDCTILE 57200051
7,

7. BirgsL5IcT D

ReBESTEHAEE X5 LET,

O v—=vEDKR%EIZV Y7L, 4 VA7 X =25 Add Component > New Script
ZIEIRL . %4Hi% Player & D1F, create and add #ff L 4,

Component New script dle

played )
-

New script Create and Add

Z7VT b 7ur 7.0l I brOLBRWIGEEECTRALDENL, &
W R A A=Y DT ST LD L, Unity TIRAZ Y 7t davi—3 v
Foore2¢ LTkbiEd,

@ 7wvvyzZbtbva— (HEIT) ICTE7% Player EHE 2N DX T ) v 7
LEd,

LiEo o2& [Visual Studio] d L < 13 [Visual Studio Code| & \WHHlD Yy 7
b 2SEE L F 9,



[Visual Studio | : X277 V) 7T+ %2FEL VY7, ZZ U7 MEIL EGAXERD T,
AERTDHOETZ2DOTTE, chicid 7w 77 L%xEL H 2 CHEMZRBERES D W
TWw¥ 9, Visual Studio Code b [F U T3,

@ LUTOXSICHTBRAATHEL £ 9, KXFE/NLFEDORXANTIERE I,

[l 2t T4 )L ~ %z Player ¥

1 —using System.Cal lections;

7 using System.Collections.Generic;

3 using UnityEngine;

4

3] —public class Flayer @ MonoBehaviour

g {

7 /7 Start is called before the first frame update
8 = void Start()

9 {

0

11 1

12

13 // Update is called once per frame

14 - void Update()

15 {

16 = it (Input.Getley (KevCode RightArrow))
17 {

184" GetComponent <Rigidbody> (). AddForce(1f, 0f, 0f);]
I t

70 1

al 1

27

@ #HEwckhz 7740 (File) >Player.cs DfRfF(save, e —7) ZEIRL., RIFL
T3, Cul F—+S F—CTHRETZT I T, RELAVEEERRKMINARND

u



b e | FEE =RV JOIIHR)  TID) 7R
FHRIERN) »
F<(0) »

& I-FEIO-YERRFIIITING B

Ak I4VEIW) B
V-AEE(SEM
BM(D) »
BIL3Q

YY1-v3vERLEM H
rs ra

E 7

Player.cs DR1%(S) Ctrl+S
BRIEIIT Player.cs #RF(A)...

W TRTEED Ctrl+Shift+S
V-AEER) » Fame
R-IZEW)...
ENRI(P)... Ctrl+P ghthrrow

6B

THIY M OREEQ).. (). AddFo

BT IVE) 4
FRiLfE-ETOVIIbEYY2-Y3() »

BTX Alt+F4

B v—vEBHELT, > F—2HLCATIL LI, F—ADBEAIKEHNTHEFZL
77

7 DfE

T HLENTHLEPLD ZobERLHEATHNTT,

1~31TH :Unity @ a~= v F2fHT5, LW0IHIER WELHRWTLZI W,
517H : Player £ \»5 7 7 &2 (b»AKRL TWWTT) DES, TOHICENEZI L
By —VICKMEINE LS TLZI WV, BWELARWNTLZEI W,

8~111TH: 2RV 7RO I N2 —RI7ZT A vy a N % F1T
T3, &) EK,



1L41TH 7L —2hy aNOUEEEETT 5, & » ) EK,

7L —L 7 — L OB o B, WIIRETIE 1 7L — 4 =0.0166FTH Y,
0.0166--F i —[EILE AT THO N E T,

7. 13ffTH:a XY b7y bI0FH, [//] 4T o203 7 0 77 il
INFET, TNEaAAVEIETYREVWET, T s T LOFHEI T2,
— IO H 2 T e S LRI L LET,

BZRLEPD ToblibrA A TLZI N,

()} b L~%bF2, ORI, —FIL20) 7 urJac, HAholkk
K, ~ITITEBEZHWCZ 2 XEIND,

Input.GetKey(KeyCode.~) : ~F =M I N T 20 0nhiiRT 7m 7 L, &
D&% RightArrow, 2% W HRHIF =2 IN TV 5089 2,
GetComponent<Rigidbody>().AddForce(x,y,z); : BRIC T %21} % 70 77 L, x,y,2
Fzhrnkf, BT, fRICENLZTINZ» T 202K L £, SEIT 1f,0f0f 7
DT, HHENCDOR 12T N0 H0 £F, fico20TiEHE THILET, 7,
XOEZRICHZ [;] (EIavy) F, @ROREZICHTOTRTNIEITRVEES
T3,

PEXY, co7unr 703 I L->F=—2M3nCTn2kb, BRiCHTTRICH % 5
F2] LWy ERICARD 3,

b o ktEIEBLSICT A
HUAMCbE B LD ICLET,
D UTFOLEICMELTHRELTLEIn, a—&~<—X %25 &I,



DO I I = %tz Player

] —using System.Collections;

2 using System.Col lections.Generic;

3 using UnityEngine;

4

5} —public class Player @ MonoBehaviour

] i

7 /7 Start iz called before the first frame update

3 = void 3tart()

9 {

10

11 }

12

13 /7 Update is called once per frame

14 = void Update()

15 {

16 = it (Input.Gethey(KeyvCode . Righthrrow))

17 {

18 GetComponent<Rigichody> (). AddForce (1f, Of, Of);
19 1

20 = if (Input.GetKey(KeyCode.Leftharrow))

21 {

77 GetComponent<Rigidbody>().AddForce(-1f, 0f, 0f);
73 }

24 = it (Input.GetKey(KeyCode.Uphrrow))

s} {

76 GetComponent<Rigidbody> (). AddForce(Of, OF, 11);
27 }

73 = it (Input.Gethey(KeyvCode. Downdrrow))

29 {

30 GetComponent<Rigidbody> (). AddForcel0f, OF, -117;
31 }

32 }

33 I

34

@ HERZvERTL, HLAEF—OFRICERYSE X £ 5,

10. v—voiR#F
O OBV Ty—VERIELEL I, REFZIETDIfTbARVE, PCOBEDL T
LEICSETOEENKDIEL o TLEWET, SEEBWO COMRFERD T,
77 ANICHETIEMTTH b nwE T, A LD File—Save As %#3&R L, mainscene
EAMTITTIRIFL TL X,
@ rFHEEFREFON KX, 777 4 EFLU X 5 IC File—Save b L < 1% Ctrl+S ¥ —
T, TP LR MREFEORRIL TEAD, HEMREE LT ZE 0y,
11. &
T s Ll TEE] L RRe Y T, 2ot L F9,
BREE, T2 AT, ZOHITIIEIET -7 ) XF72 5729, Unity T
A7V 27 b RADPDANLNET, LAL, FICANOLNDE T — X OFEEITR T
S>THEY, BiEZ AN XFEANDL LI TEIRA, TORICANSGNS T
— X2 DI B LPEnEd,
BRICTE L e FFICOES. O A, @D 35T,
O =58
FIWDIC, [ZART—EBRANOND ZALRLHOHEZSLVET ] v
e, BRHIRES LAaVwEfix A,



ELRIIC I

intA;
DEHIICEZET, I, int ] BEEZANLONLIE) OLBA%ZFL, Lw
S ERTT,
@ fRA
HE L7z k@ﬁ#ur XA, FEEZ L L,
HARRYIC
A=2;
DESICHEZFET, 22To [=] FEFEN =L ILE Y, KOT -2 e HD%
BICRAT S, EWHEKTT, 20729,
A=2;
A =3;
DEIHICENTHLHED Y A, (ZO7u 77413, ADhE% 21T L7214,
31T 3, EWIHIERTY, 2070, HEDADHEIZ3ITY, 2L 0nHF—%
FHxET)
/-, Ha L RARFERICITAE T,
intA=3;
EEFIEODO PO 3B A TZEBA O NT T,
® =M
BRI HDOT— XL LI ICH2EET,
FAES
intA=2;
int B;
B=A+3;

cEWLLE BOfEIXSICRY FI,

12, ZEEMES
TR EM->THEL £ 9,
O 7ur 0% TokyicHEEmz, RELET, (HFREILDo7ZDIFRIC L%k
VT E W)



Playercs @

Start()

Speed = 9.5f;

Update()
if (Input.GetKey(KeyCode.RightArrow))
GetComponent<Rig >().AddForce(Speed, of, of);
if (Input.GetKey
GetCompon ).AddForce(-Speed, @f, 8f);
if (Input.Get yCode .UpArrow) )
GetComponent<Rig y>().AddForce (ef, ef,
if (Input.GetKey ownArrow))

GetComponent g y>().AddForce(ef, of,

float : /NEE W S B, ZORICRAT ZEMEDRZICIE [f] 8o E 5,
public : ESDHIIC public £ 22L&, 227V 7 bosf Blozxz ) 7%
AVARZ Z=758) »bOBEER TN T 2B TE LT, Hic, BFx %
AT 72 WA ELUS private & EH X 9, ABKT 5 & private I72 D £ 7,

BAERZ 2T L, RIZEIVEBEVAY - FTERBE % 4,
TIN5 2255705155 Speed (ZZ2TIH0.5) Khos7zhbTY,

Speed = 0.5f;

%

Speed = 10.0f;

ICEEHZ CTAHAEL X I,

T, BICHEERLTHHELSARY T,

BRAEEI AV Yy bD—2iF, TOXIICEEXHRZNIETHEDLIAICHY F
ER

Speed =10.0f;
ZHIFRLTAEL &9,
ZZCEkoavER—3v &3 L, Player D TIC Speed & WIHRHBTE T



T, INZ100ICHEXEZTATL X I,

#Player

0

OB 2L THHAY L L7, 2DX ST, public Z8 Unity =7 4 & —
ErbbiRETCEET,

(5 Speed 125 X HLWICREL TL7ZE Wy,

13. 7A472%1E>%
LD LETAFREED B =ML L LS LRGET, Z20%D. TAF LR
h¥EJ,

@O 3D Object ® Capsule Z{EH 7,
(2 Capsule @ x JEfEZ 21 L 3,

uuuuuuuuuuuuuu

Camponent

Z DI Tl Capsule (322 ICiFE > R EEY)CF,
® filio7zbW22X5iCLEF, Player 227V 7 F 2 LLTD X 5 IhE L CREFEL
TLEE W,



if (Input.GetKey(KeyCode.DownArrow))

{
GetComponent<Rigidbody>().AddForce(@f, ©f, -Speed);
}

}

0 references

OnCollisionEnter(Collision Hit)

GameObject obj = Hit.gameObject;
if(obj.CompareTag("Item")){
Destroy(obj);

361TH: 2047y =7 P eERLZE 2Ty aNOUBZFEITL, &
7= %2 D ZEHE (Collition) % Hit & A fF1TF 5, &) EIE,

38 1TH : GameObject D ZH obj x EE L. Hit ® (H/zo/z) A7 =7 b
AT 5, &) EK, Hit.gameObject ® [.] 13 [HEEOHEREDOD DD S
b, ] LWIELOFEKRTY, SROETE T,

GameObject M : 72 = 7 b & AN B8,

394fTH tobj (M7zo?zA TV =27 ) DX Item b h vy I NOULH% 5
fTo 227220 TiEH L THIL T,

40 fTH : obj ZHE® 5, &\ EIE,

Destroy(F 7Y =27 b)) 1 A7V =27 V27 —LWPLHET TR 7T L,

ZOFEFERFEHDPRVDOT, Unity TX 7T 2 RELZ LTI,
A7 aviR—3 vV O—fT, A7 V7 roiElickifEbnEd, 41 V&
R R—D—FELORETETET,

© Inspector 8 i
@ v Sphere Static v
" Tag Untagged ~ Layer Default ~
v . T v Untagged @ + :
. Respawn
Pasition Z 0
. Finish
Rotation . Z 0
EditorOnly
Scale a1
MainCamera
v B S Player e
Mesh GameController ®
- Eﬁ v N Item o T :
¥ Material Add Tag...




A Ttem &\ 5 £ 737 \vwD T, Add Tag 2L CEML 3,

+ZL T, Item & AJJL CTsave R X v 2L 7,

Item % 7" 25BN & 72D T, Capsule DX 7% Item ICAHELET, 7V v 7 TT
EJESEIN

Respawn
Finish
EditorOnly
MainCamera
Player

GameController

Add Tag...

B FEITTDLERPIEELAZLZICTA T LHEELET,

14. TATLOEH®EET?
COFFRETATLICHEELZLZIC—BEEsTLEVET, JlicchThnn
DTITR, 7LADAL—RIZEZTEEOAVEIICLET,

(D Capsule @ Capsule Collider I & 3 Is Trigger ICF = v 7 %\ ¥ 3,

None (Physic Material) ©

59 5L, MPHERELEFTICT VKT X cHmv £, ETFdL. 7474
BT ICEKE T VKT T 003bp 0 3,



@ TLAXY—R7 Y TP EUTOXSICHFEHZ, REFELTLEI N,

0 references
OnTriggerEnter(Collider Hit)

{

GameObject obj = Hit.gameObject;
if(obj.CompareTag("Item")){

OnTriggerEnter I3 OnCollisionEnter @ Is Trigger fik C©3, Is Trigger 7a 47 =
7 hicfiiing &hy aNOUEREITINE T, . ODFEH D Collision 2> 5
Collider IZZHE I N T 323, Collision 2MEEDEHRZ KT DX L, Collider
a4 xF—ewi Y EOa v FR—3 v r2RLET, (ZOLIIEHRD
TLORED TP Y ET)

® KfTdose, BWRRICEEZEL STITHAZOBD2 Y 7,

15. #A7Yzztoav<tflfeas
TATLHBH7ZL2FEb 00T, WMeLET, LArL, TNERLIDE—D25
£ 2 D 72 D T, A etEREZ V% 5,
@O avxLIT,
bt INMF—%5 Capsule #4527 Vv 7 L, copy Zi#EIRL, e 7% —LETH
7V w7 L, paste ZiERL 7,

— . lII wdpsuie
) Cube
[ Capsule
Copy Copy
Paste Paste
Rensnie Rename
T % & Capsule 3H 9 —DT& £ 3, Position DX Z 21T 5L )T nT

ER

@ HloavofiEiBzET,
bt I V% —75 Capsule 477V v 7 L. Duplicate Z3ER L 3, ch/ZFT
DA RPTELT,

(7] Cube

2 Capsule

() Capsule ( Copy
Paste
Rename
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Delete

Select Children
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Delete
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BRZEIRL 72RREC, 4 v AT X —D—FF D Sphere & FHh N7z 857 % &R
L. Player icHZ#1z L x 5,

O Inspector 2!

@ v [Player] | Staticw

v

Tag Untagged ~ Layer Default ~

v /). Transform o 3

VAV AN IV Y I
Unity ICIZ 7L A7 e WO BRERH D 3, Thld, 7Y =2 FORFHD L 7%
HbDT, INZF>TRIZ VT Y oA TV b RERZENRTEET, LT
o TRV T bbb A 7Vl v aFr R4 vAZ VAL VT T,
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© ®

= Hiesarcny © Inspector
- (oAl

. Item (Prafab Asset)

Open Prefab

G
v 4 mainscene

) Directional Light
» (D GameDbject
Player

Cube
item

Or——

Raotin Prefab Asset

7 Tag lem ~ Layer Default =

v A Transform L
Position X231 _¥-018 |20
Ratation %o Yo 2o
seale (O

v [ Capsule (Mesh Filter) o
Mesh =i Capsule )

v B Mash Rendarar L

QDakault Material O

= t Proses.
¢+ Favorites

£
Al Materal

©, All Models
O, Al Prefabs

i Seenes.
- I Packages

TE5L, TV a2 RBRAPHTEET, AT L AT TT,
ZOTLATIE, beiclzdA 7y =27 (ZZTlkltem) ERUT—X%Hfo
TWwWET,

H eI L7 Item IZHIBRLEL £ 5,

AVARY 2 E DD I EDF TV 27 bEEVET, e IAF—%427 ) v
7 L. Create empty Z#R L £ 3, 32 & GameObject A TE £ 3,

= Hiorar
D ! O = 08 v 1% &)

AN IS TE TR X HICR X T34, 2t GameObject 23E K% £ -
TWARW2 5T,

Add Component>New Script 2> & GameController & \» 5 ZF[TR 7 U 7'+ %8
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O Inspector 2!

@ v GameObject Static v
Tag Untagged v Layer Default v

v ). Transform @
Position X 0 Y 0 Z0
Rotation X0 Y O “ 9]
Scale X1 i 1 “

v # v Gamecontroller (Script) o 3t
Script Gamecontroller

Add Component

® LUITFo X 91 GameController ZHgEE L TL Z X vy,

Gamecontroller.cs X

Assets > Gamecontroller.cs > % Gamecontroller

3

using UnityEngine;

public class Gamecontroller : MonoBehaviour

¢ GameObject Item;

ic Vector3 ItemPosition;

d Start()

Instantiate(Item,ItemPosition,Quaternion.Euler(e,e,0));

817H : Vector3 B D&% [temPosition # 55 L 1,

Vector3 : Bl % = OFFOZH O, (LEFHH R LICohnE T,

1 247H : ItemPosition IC Item 4K L £ 9,

Instantiate(F 72 = 27 b & AE) : A7 227 P EREKT 205, O ofh &t
1 (hv=) TRYILATWT, —2HIEESA7Y =27 b, ZOoHRAT Y =



7 b ERESNE. Z2OHIMESZ A7V 27 PO E TT,
Quarternion.Euler(0,0,0) i 2 W TS i3 nTF, AERODVLTHWARWI & E2FK

LT,
© ZoR7 Y7+ EED»THEfE L E T, GameObject Z:ERL, =T LF—H
Lbltem IZ VAT NIy 77 FFay 7LET, 72, ItemPosition D X D

fliz2icLE9,

| GameObject | |
Untagged ~ Default -

0 0 0
1 1

#+ Gamecontroller
W litem

Add Component

@ ETT2 L. Ttem BMELNEDANH Y T, LkdlbeA LBHHLET,

17. BEHE for X
{E% Item O #HEL L 3,
@O LAFo X 51 GameController 227 VU 7 F ##REL TL F X v,



>+ Gamecontroller.cs X

Assets > € Gamecontroller.cs > ¥ Gamecontroller

using UnityEngine;

ss Gamecontroller : MonoBehaviour

GameObject Item;

Vector3[] ItemPosition;

oid Start()

for(int i = @;i < ItemPosition.Length;i++)

{

Instantiate(Item,ItemPosition[i],Quaternion.Euler(0,0,0));

@ ZZTHLWI EEHZTT,
—oHIE TRH) <d, AL ix, UL ERo7b DTT,
HE DT int] A;o kS i, Mogksic[lzo3F9,
DX ICHESINAERINIE, A0LA[1lD X 5 ic £ %]] oFc—o20%
BelTihocehceEd, HF0rolEHFCE Y YTonE T, HlxiT
int[] Score;
Score[0] = 50:
Score[1] = 70:
float Average = (Score[0] + Score[1]) / 2;
&35 E, BH Average IC1Z 60 XA Y TF,
Tz, WAL T o0ZH % ENRSE 2] LwilizRibEd, Znzlidlok
TLvnFd, VIR IZEELAVWEH2ERA (ZD72D ED Score D
I, BEICW S EIELS B Y E2A), EE public I L72DC, Unity T7 4 X
—Er o RIPEMEETREL £, K313 [E4 . Length| THISTE 9,

“oHIE for X T, TDOXIZE
for(inti=0;i < ~;i++){

h &



}

DI TEbIL, FHOUIE ~[E#EYIRT, L) EKTT,

BARR IS &

ZEizESL (nti=0;). b LiofER~KiExD (<~;) (~3%fE). $5
DUFRZEITL, ilc1 2L (++)

ZORFRTH LiDES~KiR OH DM AZFEITLiIIC 1 ZR L

&) ERTT,

o, JNTRER I #E )T, i3 —HHOMETIF O, [HHEHD
FEciE 1, =RHOMLECIE 3, &, 1FoHzTnwE T,

PbrZzBEEz2L, co7u 27 L0EMKIZ, ItemPosition D X 4],
ItemPosition[0],ltemPosition[1],IltemPosition[2] -+ DHEIC Ttem ZACET 5.
EWVWIERICRY 7,

@ zoFFETEEIRVDT, Unity 22 5fmE%R 217 £ 3, GameObject ®
Gamecontroller @ ItemPosition DD ZHJE % L T, size # 5 ICABE L TL 72
T, INBEIDOREEITT, 75 & Element) & 23T BB DT, T
DEIICAT LTI,

v #| v Gamecontroller (Script) o 3
Script Gamecontroller
Item Wiltem ®
v Item Position
Size 5
Element 0
X 2 il O Z0
Element 1
X -2 Y 0 & 0
Element 2
X 3 i O i -2
Element 3
X 4 il O Z0
Element 4
X1 il O 3

@ FEIT35L Item 35 DZNENIRE L fIEICTE LT,



18. #LEK
AT =V DBHRZED S LI LET,
(1O GameController ZLA T D X S ITEL TL 77 & v,

Start()

for( i = @;1i < ItemPosition.Length;i++)

{
ItemPosition[i] = Vector3(Random.Range(-5,5),8,Random.Range(-5,5));
Instantiate(Item,ItemPosition[i],Quaternion.Euler(®,0,08));

new : Vector3 B O ZAHICEZ AT % 1CIX, position = new Vector3(x,y,z); D &
21C, new ZfT T NI VITEEA,
Random.Range(-5,5) : = 522565 FTOfEZ 7 v X LaicHi LT nE T,

@ E£fTFdE, ZOLVUT LI Item DEIZED S X IR E LT,

19, Ul
T—=LbLLT57D, TATLEDEMEL 22K RTEHLIICLELL I,
O GameController ZLAT D X 9 ITEL TL 773 vy,

Update()

Count;

OnGUI()

Count = GameObject.FindGameObjectsWithTag("Item").Length;
GUI.TextField( Rect(10,10,300,80),"% /" + Count.ToString() + "{@");




void OnGUIO{} : &< GUIL e 2 s %2k z 5. & wHEK, GUI &3 Ul
D—FHT, IHLFRRR YV EEZTLEETV, H LW EIFFHARTLE Iy,

GameObject.FindGameObjectsWithTag(“Item”) : Item & \» 9 & 7B ff T %
7V F ZEHICHET 5, 2OXiEltem LS X ITDONVEL TV x
7 F BT RT Ao A L LTz 3, Length VORI 2K T DT, B
Count iClF Item & 25 X IR DONn/2d 7Y 27 POEBAD T3,

GUL TextField(new Rect(x,y,width,height),”text”); : B X F% RN T 5 (v,
Rect IZRFE L W) EHK T, mxy) ZEAICH width, it height @ K5 E#iH %
RLFET, ZOHIC, text R IcHE» N e AELNT T, SEIFT F X b
B+TORBPNTHETHE, TNTDH ok TT,

Count.ToString(); : int 2544 Count % string BICZSH3 2, LW ) B, £
Count (I, ZOFFETEIXFLLTRALVDT, ZABRILEZTILENRDY
9,

LEXY, coxXit MEEE FIC Item D> TwW238% [~ LFKRT
3] LwIEKRTT,

@ FEi7$2 &, ELictem Do 2B ERRENT T, Item 2 & 5 LTI
9,

20. =7V T7n
REABE-2 LARVwDT, A7V botaazEHL T,
O FeyzZrba—ETHZY v 27 L., Create>Material Z &R L 9,



Folder
Create C# Script
Show in Explorer Shader

Open Testing

Delete Playables

Rename Assembly Definition

Copy Path Alt+Ctrl+C Assembly Definition Reference
Open Scene Additive TextMeshPro

View in Package Manager Scene

Import New Asset... Prefab Variant

Import Package > Audio Mixer
Export Package... Material
Find References In Scene Lens Flare
Select Dependencies Render Texture
Refresh Ctri+R Lightmap Parameters
Reimport Custom Render Texture
Reimport All Sprite Atlas o)
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Run API Updater Animator Controller
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7LE3F, 95 & Player DtaniZb Y 3, Z 4Lid Player i€ PlayerMaterial %5
BN 6T,




@ TItem DT L AT EERL, 4 VAT Z—D—F& T D Add Component DA T
ItemMaterial # N7 v 77 FFuevy 7L FL & 95, 35 & DefaultMaterial 23

ltemMaterial [ Qi o ]
Shader Standard v

Add Component v

Item
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Open Scene
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IR, LWy —viZho720 56T,
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n mainscene.unity 2020/04/05 18:20 Unity scene file
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&2 Dropbox
@ OneDrive

mpc
3D ATITIR
& 5uvo-F

W 7RIy T
7 .| >

71 & (N): 1itlescenel o
774 VDEZED): |unity (*.unity) -

~ TAVI-0FER [ #59 | | xww

@ 7wvyzZ bEa—DScenes #:#ER 3 2 & mainscene,titlescene,SampleScene D
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WE 9,
LI INF—TH2ZYV v 27 LT, Ul>Text Zi3R L 9,

Copy
Paste
Rename
Duplicate
Delete

Select Children
Select Prefab Root

Create Empty
3D Object
2D Object
Effects

Light

Audio

Video

ul Text

Camera Text - TextMeshPro

S56ts
O, All Material

O, All Models Raw Image

3% &, Canvas, Text, EventSystem 23¢{Eb L% 3,
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Image
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P Main Camera
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) EventSystem
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ER
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@ v Text  Staticv

Tag Untagged ~ Layer Ul v
Vo Rect Transform @
center Pos X PosY PosZ

% 0 130 0
-'g Width Height
1050 170
b Anchors
Pivot X 0.5 i 0.5
Rotation X 0 YO Z0
Scale X1 Nl 1 Z 1
v Canvas Renderer @ +

Cull Transparent Me

v [l v Text e *

Text

FEEALY — L

Character
Font AaArial [0}
Font Style Normal v
Font Size 150
Line Spacing 1
Rich Text |v|

Paragraph

Alignment B== ==
Align By Geometry
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22, T — VB
Eirhicy —vEZETE L XHICLET,
@O Ul>Button 2R Z v A7V 27 F 210 £9,
(2 Button @ Rect Transform 2 v R —F v F &FF 7 27 D Text ® Text % i

ELIA,
v ¢4 Rect Transform @ 3 i v v Text o
center Pos X Pos Y PosZ Text
% 0 -100 0 HF—bhASR— |k
2 Width  Height :
300 60 | 1| R ‘ Character
» Anchors Font s Arial o]
Pivot X 05 YO05 Font Style Normal -
Font Size 30
Rotation X 0 Y 0 Z0 Line Spacing 1
Scale X1 Y 1 Z1 Rich Text »
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Assets > ButtonScript.cs > 4 ButtonScript > @ OnClick()
;
- 3
using UnityEngine;
using UnityEngine.SceneManagement;

ererences

ButtonScript : MonoBehaviour

0 references

Start()

Update()

onClick()

SceneManager.LoadScene("mainscene");

4fTH v —vic T smaeE L g R T,

OnClick ) ok H5%dbo% [ AV v F] wnEd, Update ®° OnTriggerEnter
2D b A Yy FO—FETE, bRl ERE S b, FFEDRICIFO

HaEnE 3, Onclick 3R ER®RZR /220D T, COFFLELFUOHINGE
BADoTLIEVWE TR, Lo RE2vypifldnze 2ICErHINS X )

CLET, KbLWwZeiRworehEd,

SceneManager.LoadScene(> — v #%); : 1y aNO Y — v ICBEITE 7,

(® Button ® Button 2V F—3 ¥ FD—F FiZH 3 OnClick D+~—2% 27V v 7
LET,



v
Color Tint A
ElButton (Image) ®

0.1

Automatic v

Visualize

#| v Add to list

® None L 72> T3 EZACELIINLF—DButton# FI7 v 77y FrFay 7L
ER I

(@ No Function & 78> T\ % & 25 %;ER L, Button Script>OnClickO% 27 U v 7
LT,

Visualize

Runtime C+ = No Function
M Button ® . No Function

GameObject
RectTransform

CanvasRenderer
Image
Button

bool enabled

string name

bool runinEditMode

string tag

bool useGUILayout

BroadcastMessage (string)

Cancelinvoke (string)

Cancelinvoke ()

SendMessage (string)

SendMessageUpwards (string)

StopAllCoroutines () .

A0 E.SIZE 532X 3
StopCoroutine (string) SISl EEg a

INT, A& VB E 5 & ButtonScript @ OnClick WOLBEAFEITE D X 5



7Y E L7,
File>Build Settings ZFd & £ 3,

Kl KOosyu_meta - uuescene - FL, iviac & Lin

File Edit Assets GameObject Compone
New Scene Ctrl+N
Open Scene Ctrl+O
Save Ctrl+S
Save As... Ctrl+Shift+S
New Project...

Open Project...
Save Project

| BuldSetings..  CuliShiftB
Build And Run Ctrl+B
Exit

(@ ScenesinBuildic 72y =7 F v a—725 titlescene & mainscene # F 7 v 77
vIFFrFey7ZFLET,

Edil Build Settings

UL ICICICI s f=
- i
« 4«

_ Build  Build AndRun
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O BHEDY — v %1 L. File>New Scene T2 — v #1{E Y . Save As 2> 5 endscene
EWHZ[ETTIREEL 95
@ UToXoicmsd Xkoic, Text & Button #E-> CHIE L T F X v, @I
W W THEWE Y A,

" Tag Untaged - Layer Ul

Rect Transform

L

Interactabie

ver FosX  FosY  PosZ
z 0 |-100 o
£ Wieth  Height
1500 |60
» Anchors
Fivot ¥os |Wos
T xo vo za |
Scale X1 y1 a1
¥ @ Canvas Renderer L
Cull Transparent Me
v I - image [
Source Image. | ElUISgrite )]
Golor I 2
Material None (Material) @/
ReycastTamget <
Image Type Shiced
Fill Canter =
Pixgia Per Unit Mu 1
T ® - Butten e

B b5, LE LNZTTICReturn EWHLEITR2Z Y A 2EMLT, LT X

JICHREL 9,

g UnityEngine;
UnityEngine.SceneManagement;

Return : MonoBehaviour

0 references

Start()

0 references

Update()

onClick()

SceneManager.LoadScene(|"titlescene”|)|;

@ REVYPHEINDL LRI )T IBRFETIND L IICLET,



On Click ()

Runtime C+  Return.OnClick v
# Button ®

+ -

(5 File>Build Settings 7> & & ® ¥ — v % Scenes in Build iIc AIv ¥ 7,

©

24,
BMbdRE2 VT T =L T2 LEL &9,

@

Build Settings n
Scenes In Build »
~ Scenesftitlescene 0
+ Scenes/mainscene 1
+ Scenesfendscene 2

Add Open Scenes I

FATT 2L, b5 JERL Y DBEND & XA FVICHEIT 20050 ) £,
7= LORKT

bR LZICQuit EWHIZFTORZ Y ZT FEEBEML, UTO XS ICHRELEL
X9,

ces
Update()

d onClick()

#if UNITY_EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#else
Application.Quit();
#endif

S 13O0 L 72\ BRI L & 2T 7 3\, #f UNITY_EDITOR C. unity =
TARX—TETINTNE R, LWIEKTT,

UnityEditor.------ =false 12, FITIRETARLCF, LwIHIEKTT, HEFRL V%
L ELFELTT,

#else 1Z, #if LEIRFICfEbIL, £ ) ThWwhAb, EWHEKICAY I, 208
A, unity T7 4 X =D CETIN TV E4h 6, LWIEKTT,
Application.QuitO;1x 7 7V #7325, L WwHEKTT, V4 v FvhFLEox%



Lz ELFELTT,

PEXY, 2ox27 )7 i [Unity =7 4 £ — ETEITIN TS 7% bETIREE
ThAL, ZNUHNTEITIN T ERLT 7TV EKTT L] EWHEKICARD
¥, Unity 254 Z =LAV CETT 2205200k, LEI DL L
B, T LTIz ZICHETT 5 DIE PC A~ 7+ switch TF

@ KERYBWEINELZICZDORZ ) T FRETFINE LI ICLET,

On Click ()
Runtime C+ ~ Quit.OnClick v
#Button ®
+ =
¥ # v Quit (Script) 9
Script Quit

® EITLTRODIF 2 v 2d L, RITRESHHRINET,

25. v—viEK
AA VY=V TTATLETXTHMo72bTY Py —VIcBEIT2 X5l 3,
O BHEDY — v ZFEE L T, mainscene ICBEIL TL Z X\,
2 GameController 227 V)V 7+ ZUATD X S IREL 3,
4fTHDEME . Count = ~DEDEHEZ TR T F I\,



2

using UnityEngine;

using UnityEngine.SceneManagement;

Gamecontroller : MonoBehaviour

1 reference
GameObject Item;
3 references

Vector3[] ItemPosition;

0 references
Start()
{
for( i = @;i < ItemPosition.Length;i++)
{
ItemPosition[i] = Vector3(Random.Range(-5,5),8,Random.Range(-5,5));
Instantiate(Item,ItemPosition[i],Quaternion.Euler(®,0,8));

0 references
Update()
{
Count = GameObject.FindGameObjectsWithTag("Item").Length;
if(Count == @)
{

SceneManager.LoadScene(”endscenﬂ");

GUI.TextField( Rect(10,10@,300,88),"5% )" + Count.ToString() + "fE");

2447H : T=1 BWRAZEKRLZ L7228 [==] 3L L AURE 2% HWrs
28R £, if(Count ==0)T [Count 280 72 & | OEFBRCE
@ FEf1F2L, TAT7L%2FT T o7& %I endscene ICHEHI L £ 7,
26, Z7UT7TERVWILELRLST
¥ ERFL, Player RGO E DL L7V T TCELRVWETICR->TCLENE T,
ZD7D, RGP LEDREIICLET,
@ Player A7 Y 7+ 2L TFD X ) ICHREL T,



if (Input.GetKey(KeyCode.DownArrow))

{
GetComponent<Rigidbody>() .AddForce(@f, @f, -Speed);

¥

if(transform.position.x »>5)
{
transform.position = Vector3(5,transform.position.y,transform.position.z);

}

if(transform.position.x <-5)

{

transform.position = Vector3(-5,transform.position.y,transform.position.z);

¥

if(transform.position.z >5)

{

transform.position = Vector3(transform.position.x,transform.position.y,5);
}
if(transform.position.z <-5)
{

transform.position = Vector3(transform.position.x,transform.position.y,-5);

¥

transform.position : Transform 2 ¥ K — % » b @ position DIEFH,
transform.position.x : Transform 2 ¥ 7K — 4 ¥ } @ position DIFEHD 5 H X DKL
fiEl,

transform.position.x > 5 : >IN RER E B0, LHDIZE I BRE W & &
Wid 25l cd, f o IXHERS XV REWEL] LwHEKRICARD X
ER

PlbEDo, XFHIERS LU b7 XEFEZ 51235, Lw) X5 aamaTd,

7t ¥, transform.position.x = 5; & (IFH T T A,

27. HROEH
HTREsAHELET,

(D Main Camera Z3ERL £3,
(2 Clear Frags % Sky Box %* & Solid Color ICZ B L ¥ 37,
(@ Background THF & 7 BICEHE L £ 35,

@ v Main Camera Static =

h

Tag MainCamera~ Layer Default ~

v ).  Transform e 3
Position X0 Y1 @ -10
Rotation X0 Y 0 Z0
Scale X1 i 1 Z1

¥ Wl v Camera o i
Clear Flags Solid Color v

Backgrond |

Culling Mask Everything v
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F—L%T 7YV r—vavicLET,
(D File>Build Setting 2> LIHFEVRLU T O X S ICho T b 2 L 2R LT T, o T
WRTNIE N 7y S CIEFEZZHE L TL 7230,

Scenes In Build
v Scenesftitlescene 0
+ Scenes/mainscene
v Scenes/endscene

N =

@ Build Z:ERL £ 7,

Create visual SUdIo Soluton
Development Build
Autoconnect Profiler

Deep Profiling

Script Debugging

Scripts Only Build

Compression Method Default v
J Learn about Unity Cloud Build
Build Build And Run
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Build PC, Mac & Linux Standalone X

T » PC » TAYbYT » 1ZF4 » kosyumeta > v U kosyu metaliEF P
BE - HLWIALS- =- @
duvws A oz h =505 e
B white * vscode 2020/03/23 16:43 TPAI DA~
HPAY 5~ Assets 2020/04/09 15:26 T4l Tl -
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