UnityX 7 ') 7' + DEHR *TA4TIFEE EH1

UNITY D E B

(01) 04/14
1A | Unitye T5 1 2Dl

(02) 04/21
1B | Transform « F— AV b e RV RANV B

(03) 04/28
1C | HIFFE - hASDRR

(04) 05/12
1D | Z7L/\7 (gameobjectDgRs) , 25, ZDfth




UnityX 7 ') 7' + DEHR *TA4TIFEE EH1

MediaPractice03

AIEEE (T —LT>TY) « AXZDORI

Projects | SN |

MediaPractice03

/Users/kenri11/Dropbox/DocClass/_B3_ X7« 71

3D 2L

‘ Asset packages...




T7F4IVF TCRESTNTVB AL VAASE

4 MTMAT, #$ifzlcPlane (HhE) &
Sphere (k) %Hierarchyt 2 —I[EEINL %
J (GESICEAZEATL5 O THIBTT) .

LFT—=LFA T Y bDtransformZz LT

= Hierarchy _| &5 ICEE LTS EEL
Create ¥ (QrAll
- ™ Main Camera | |Static «
Main Camera Tag | MainCamera $+ | Layer| Default :
Directional Light 1 YA Transform @ %
Plane | P-~ition X 0 Y 3 Z0
Sphere | 2 n X |45 Y 0 Z0
X 1 Y 1 Z1
" ™ Sphere |_|Static w v' ™ Plane [ |Static «
v Tag | Untagged ¢ | Layer| Default $ | Tag | Untagged ¢ | Layer| Default $ |
¥ .~ Transform @ % || Y.~ Transform i %
Position X 0 Y 05 Z|5 Position X 0 Y 0 Z5
Rotation X0 Y 0 Z 0 Rotation X 0 Y O Z 0
Scale X1 Y 1 ZI1 Scale X1 Y 1 Z1
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Class GetComponent<classname>() Rigidbody
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GameObject Py kS D i AW (float x, float y, float 2)
classnamelc s d 57 5 XK d 547 ||BHRIST LT, 3DD#IIXI IR
I MERYETRODAY Y R, BN ENMNAS.

public class rigidscript : MonoBehaviour {

void Start () { rigidscript.cs

void Update () {

if (Input.GetKey (KeyCode.UpArrow)) {
this.GetComponent<Rigidbody> ().AddForce (0, 9, 1);

}

if (Input.GetKey (KeyCode.DownArrow)) {
this.GetComponent<Rigidbody> ().AddForce (@, 0, -1);

}

if (Input.GetKey (KeyCode.RightArrow)) {
this.GetComponent<Rigidbody> ().AddForce (1, @, @);

}

if (Input.GetKey (KeyCode.LeftArrow)) {
this.GetComponent<Rigidbody> ().AddForce (-1, @, 0);

}  FFTEAT, FRICHhHPMDY 7. rigidbody® /5 x —4% (drug,

. useGravity) 2Tt B7-L ZDEFEEILTLEE L.
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public class rigidscript : MonoBehaviour {
[IAAAAD (GUIETEEBEENTS) —
public GameObject cam = null; )(’r \/j])( J tsphe reo){j%%@'ﬁ%

void Start () { o
} cam.transform.position

void Update () {
if (Input.GetKey (Key(q
this.GetComponent<|

}

if (Input.GetKey (KeyC(q
this.GetComponent<|

}

if (Input.GetKey (KeyCq
this.GetComponent<

}
if (Input.GetKey (KeyCq
this.GetComponent<|

this.transform.position

}
//Sphere®DiRHE DM
Vector3 pos = this.transform.position;
pos.y += 2.5f; //2.5LtA

pos.z -= 3f; //3.0%%

[/ NASDABZSphereD#EH LB A LTS, Dk .
cam. transform. p051t10n = pos; e 1dscC rlpt .« CS
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this.GetComponent<Rigidbody> ().AddForce (@, 9,

class rigidscript :

public GameObject cam = null;

MonoBehaviour { |
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© Inspector | S
v‘ ™ Sphere [ |Static
Tag | Untagged $ | Layer| Default s

» .~  Transform @ %=

Sphere (Mesh Filter) @ %,
» () [V Sphere Collider @ %,
» . [¥Mesh Renderer @ %,
» %  Rigidbody @ %=

} V|| ¥ Rigidscript (Script)

if (Inpu .GetKey (KeyCode.DownArrow)) { Script rigidscript :
this.GetComponent<Rigidbody> ().AddForce (o, @,[| €am ,zf“"m(cameobﬂcn

; spherg<material @ %,

if (Inpu .GetKey (KeyCode.RightArrow)) { J | |
this.GetComponent<Rigidbody> ().AddForce (1, @,|” pdder \Siandand :

} \ AN NS . O

if (Inpu .GetKey (Keyll «— Hi h |\7 /7& l\ by J
this.GetComponent} 'erafc; Y Lo | , 0);

} Create ¥ (QrAll

Vecfor3 pos - this.tr Main Camera —

DOS.Y += . 2.1 : : : v || M Rigidscript (Script) i %=

P0S.Z == - Dlrectlonal nght Script rigidscript ©
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cam.transform.positio
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(] rigidscript.cs @ UpdateBa#i D% FE0 %
LLTFOXDIMEBIEET HE, HAXATDREF posTarget / <
Y o posCam
DER[ZRITHELDICFTIET. é’ R
//SphereDIRE DI
pos.z -= 3f;  //3.0%% - -
A% S DERE SpheremRH LEH £ 3. (lposTarget |- |posCam
. *LookRotation(Vector3
Quaternion posTarget — Vector3 pos)
pos Hh*5 posTargetZ RN BN B E %

1A Z D& 2 (LookRotation)
ROTEE, RITK_LORHALS >
Vector3 pos = this.transform.position; @ Quaternion.lLookRotation |
pos.y += 2.5f; //2.5+tA
cam. transform. position = pos;
(QuaternionZY) THYS.

//SphereDIRE DAL

Vectors3 posTarget = this.transform.position;
//Camera®{iik

Vector3 posCam = cam.transform.position;

//posCamt%bposTarget$ EWRDARE (Quaternion)

Quaternion rot = Quaternion.LookRotation (posTarget — posCam); EITHER

//7 x./ﬁf4W.lrotatlonl'&rot.-;v'hﬁﬂa. — :
cam.transform.rotation = rot; rigidscript.cs
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pos Hh5 posTarget"ér']L\tH—;@%r & BS.

Nals,

Mathf float *Cos(float radian)

Mathf float *Sin(float radian)




