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.? ¥ Main Camera |_|Static « :" ™ Directional Light [ |Static

Tag | MainCamera ¢ | Layer| Default - Tag | Untagged $ | Layer| Default s |

¥ .~ Transform 3, V¥ .~  Transform @&
Position X0 Y 0 Z 0 Position X0 Y 3 Z 0
Rotation X0 Y 0 Z 0 Rotation X 50 Y 330 Z 0
Scale X 1 Y 1 z1 Scale X|1 Y 1 Z|1
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[I Create Empty —
Create Empty Child
3D Object > Cube
2D Object = Sphere
Light > Capsule
Audio = Cylinder
Ul > Plane
Particle System Quad
Camera Ragdoll...

1 Terrain

Troams

£3 Project
Create | (¢
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,'? v MyCube | |Static w
b Tag | Untagged $ | Layer| Default s ]
¥ .~ Transfor Qe
Position X 0 Y O Z 3
Rotation X 0 Y O Z 0
Scale X1 Y|l Z 1
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. | @ Project | & +=| © Inspector | &=
C# Script | Create ~| (@ 48 0 cube-material B,
Javascript Shader [ Standard 2
Editor Test C# Script O O Color Rendering Mode | Opaque &l
Shader ’ Main Maps
I o Albedo e 2
" ;) © Metallic @
Scene Smoothness 0. 0.5
Prefab © Normal Map
@ Height Map
Audio Mixer é © Occlusion
5 © Emission | P 0
Material - o Detail Mask
Lens Flare ‘ ] Project I a = | 0 lnSpectOf I a =
| Create 7| (Q | A% | % l [~ MyCube [Static =
Render Texture () cube-material " Tag | Untagged # | Layer| Default $
Lightmap Parameters » .~ Transform 3,
» | Cube (Mesh Filter) ¥,
: + ¥ Box Collider 3,
Sprites = <1
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Animation :
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Transform

void Update () {
Debug.Log (this.name + | +
this.transform.position.x);

}
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void Translate(Vector3 v) J :nt%
Transform
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4 public class MyScriptl : MonoBehaviour {

5 int counter = 0; //ﬁSL'bf_7l/ LEDEE

6 float plus = 0.1f; //17 L —AICHTEEE

7 .

- void Start () { Myscrlptl' CS

9 }

10

11 void Update () {

12 Vector3 p = new Vector3 (8, @, plus);

3 this.transform.Translate (p);

14 CNTHOK! !

15 // float zval = this.transform.position.z + plus;

16 // this.transform.position = new Vector3 (0, @, zval);

17

18 // this.transform.position.z += plus;| NG! !

18 e ———

0 e )t  F—=LF Tz PONEZZERDT=-0HICIL,

-  nter =05 - Translate X/ v F £ 51812, position !
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public class MyScript2 : MonoBehaviour {
public float plus = 0.1f;
VOld Start () { pUth&a_%Zé:_T\\/ /r\/x/\OOg
} Ea1—5H5)7 L2 LIEEE
BIAHIENTELT.

void Update () {
Vector3 v = new Vector3 (plus, of, 0f);
this.transform.Rotate (v);

Debug.Log (this.transform.position);

JT—LA T bDEERE, RotateFAEZENK T

Transform

void Rotate(Vector3 v)

#Z[Elen#h|( < L C[ol#n

void xLog(Object obj)
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public class MyScript3 : MonoBehaviour { %TT%D%

float dx = 0.01f;
float dy = -0.01f;

void Start () {
}

void Update () {
Vector3 s = this.transform. localScale;

if (s.x >3 || s.x < 0.1) { cubeDxiEh (y#hH) Z=R
dx %= -1; B, 01K D UWNME3.0K
¥ JAEL oD, Sk

if (s.y > 3 || s.y < 0.1) { el Art raterd
dy %= -1;
}

§.X += dXx; S.y += dy;
transform. localScale = s;

} ' MyScript3.cs
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KeyCode.Al —> | KeyCode.RightArrow
KeyCode.Space

Input

bool *xGetKey(KeyCode key)
keyDMREN TS, true
bool *xGetKeyDown(KeyCode key)

keyZz#f LTc & EIT—ETCIT, true
bool xGetKeyUp(KeyCode key)

keyZ B LB IC—RE TS, true

KeyCode.X

KeyCode.Return

'

GetKey GetKeyDown

GetKey

GetKey

GetKeyUp
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bool *GetMouseButton(int n)

IIABBENTL B, true R JAES <int>

bool xGetMouseButtonDown(int n)
RORZEBLTc&EEIT—ETS, true
bool *xGetMouseButtonUp(int n)

R A% i LTeRIC—E LT, true

GetMouseButton GetMouseButtonDown

GetMouseButton

GetMouseButton

GetMouseButtonUp
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public class MyScript5 : MonoBehaviour {

public float updvel = 0.1f;

void Start () {
}

void Update () {

if (Input.GetKey (KeyCode.UpArrow)) {
transform.Translate(new Vector3(9,9,updvel));

}

if (Input.GetKey (KeyCode.DownArrow)) {
transform.Translate(new Vector3(0,9,-updvel));

}

if (Input.GetKey (KeyCode.RightArrow)) {
transform.Translate(new Vector3(updvel,©,9));

}

if (Input.GetKey (KeyCode.LeftArrow)) {
transform.Translate(new Vector3(-updvel,9,0));

}

MyScript5.cs
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public class MyScript5 : MonoBehaviour {

/\ERER

public float updvel = 0.1f;

void Start () {

}

void Update () {

if (Input.GetKey (KeyCode.UpArrow)) {
transform.Translate(new Vector3(9,0,updvel));
¥

if (Input.GetKey (KeyCode.DownArrow)) {
transform.Translate(new Vector3(9,,-updvel));
¥

if (Input.GetKey (KeyCode.RightArrow)) {
transform.Translate(new Vector3(updvel,9,9));
}

if (Input.GetKey (KeyCode.LeftArrow)) {
transform.Translate(new Vector3(-updvel,9,0));
¥

if (Input.GetMouseButtonDown (2)) {
transform.position = new Vector3 (@, @, 3.0f);
}

MyScript5.cs
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| © Inspector | =

o e st ~

: e Tag | Untagged $ | Layer| Default $

Quaternion xEuler(Vector3 euler_rot) Y A Transform Q@ %
45— (euler_rot) *Quaternionf! :°5“'_°" : 35 : g ; (3)
DERIERT 3. e xf—Jvi—Jzh

Quatern|0n0)7 ZAXY)y FTHBEulerefES &, A1 7 —AZES
ATV N DAERBETSHIIENTEET, _J«X'FGJZ7 Y7k
E’F:EEE}J LT, #4 7 —fA & Quaternion& OFEREFERELTLEE L.

blic class MyScripté : MonoBehaviour
pubtl y P i V My Script 6 (Script) %ff— %ﬂ:%
public Vector3 erot = new Vector3 (); Script [ MyScript6 J
public Quaternion qrot; Erot
X |45 |Y 0 'z 0 ]
void Start () { ¥ Qrot
; X '0.3826835

void Update () { |
transform.rotation = Quaternion.Euler(erot); Y 0 I
qrot = transform.rotation; z 0 ;

w I

transform.rotation = erot; 10.9238795
TlIITS—¢GARZTEITER! ]

}
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l @ = Quaternion. Euler(@) ’
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