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




MediaPractice04

7 LJ\7 (gameobjectDER) , %Y

MediaPractice04

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

MediaPractice04Cld,

https://github.com/unity3d—-jp/FirstTutorial/wiki
IR LT, U TIVEER L TWELT.




575

AW DPlaneZ, TNZNH U LE

HEDICEEL, RELCEALEY.

4 ™ Ground2 []Static ? ™ Ground3 [Static =
b
# scen s Tag | Untagged 4 | Layer| Default &l Tag | Untagged ¢ | Layer| Default |l = Hierarchy | T
Shaded ¥ o Transform %, V.. Transform Q] % || | Create ~| (arall )

Position X5 Y 0 Z|5 Position X|-5 YO Z|-5

Main Camera

Rotation X0 YO0 Z 0 Rotation X 0 Y O Z 0

Scale Y1 z I Scale X1 Y 1 Z|1

Ground & LS

Ground
Groundl
Ground2
Ground3
Ground4

ZDT—LFATIIIOr (HVIVYIT
Create Empty%Zi#iR) Z{ERT 5&, 7 +
IWEDE S IC|RATEFTY. ZZTII,

74 IVE3%E->T,2TD

PlaneZzZGroundX& U 2 —LLEF L & 5.

@ ™ Groundl [static ~ g ™ Ground4 [Static «
¥ Tag [ Untagged # | Layer| Default ' |- " Tag | Untagged $ | Layer| Default s |
¥ .~ Transform L) #, ¥ .~ Transform &,
Position X5 Y 0 -5 Position X -5 Y 0 Zs
Rotation X0 Y O Z0 Rotation X 0 Y 0 Z0
Scale X1 Y|l Z|(1 Scale X|1 Y|1 Z|1

PE(CIH LT, Material & Planelca & ZE > TL XL,



EEDECE

BRRIC, A MDcubeZEIE L C, UA A FE

Walll [ Jstatic «
Tag | Untagged 4+ | Layer| Default ™
I ¥ .~ Transform B,

GEEZEVET.

Position X -0.5 Y 05 Z -95
Rotation X0 Y 0 Z0

“= Hierarchy |
AAL) A
Create v | (QrAll

MBI LT, Material &
CubelcBEZE>TLETLN.

g M wal2 []Static «
Tag | Untagged ¢ | Layer| Default

¥ .~ Transform 2,
Position X 0.5 Y |05 Z2919.5
Rotation X0 Y O Z 0

Scale X 19 Y|l Z|1

Scale X 19 Y (1 Z|(1 Main Camera
Directional Light
A » Ground
"'u.}\ W wall

g ™ wal3 [Jstatic « & '.‘i M 'wall4 [static + LU

Tag | Untagged 4+ | Layer| Default ™ e Tag | Untagged %+ | Layer| Default Al Wall2

¥ .~ Transform %, ¥ .~ Transform 3, wall3

Position x/95 y/0s z-05 Position x[-95 |v[05 z0s Wall4
Rotation x /0 Y [90 z/o Rotation X0 Y (90 z/o
Scale x 19 Y1 zN1 Scale x 19 Y1 z1



Playerx{E%

Sphere= > LEUMUBICECEL, IV R—X
& L CRIMERRRE (rigidbody) ZEBMLET.

Main Camera
Directional Light
» Ground
\ A > Wall
| M 'Player []static + Player

v Tag | Untagged 4+ | Layer| Default Al
¥ .~  Transform [ SpherE%
Position X 0 'Y |15 'Z 0 ‘
S Rotation x 0 Yo 'zlo ‘ P|ayer& E&%
Scale X1 1Y |1 |Z |1 , Li L& 5
([ ]

ameObject JellylLLEL @M Window Help

Add... { 38A aPractice04 - PC, Mac & Linux St

s Jll e, 4 ]

i ;::::ra " Phy§ics 2D Cracter Controller - Player% %;R L _r < :lk‘ﬁuags -Z‘;,
C R T COmponenty — 315
o Lae;\:uetnng : Capsule Qollider ng Id bOd % :LE’]H L i -a- o

Micrallanaaus > Mesh Collider



Playerx > bO—)U 9 5

Playerdd 3V R—% > bELTHTEICAZ ) T M ZEMLT, £
EADXKE key T, >—NDPlayerzghh 85K DICLET.

using UnityEngine;
using System.Collections;
public class PlayerController : MonoBehaviour { Input
beiizt;iBafmgp;ed _ float *xGetAxis(string axis)
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void Start(){ By V) g
}
float xGetAxis(“Horizontal”)
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o . . float xGetAxis(“Vertical”)
Rigidbody rigidbody = GetComponent<Rigidbody>();
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rigidbody.AddForce(x * speed, @, z * speed);
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}
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void Update () {
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transform.position = target.transform.position + offset;
}
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void Start () { » .  Transform @ %
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;C-u Update () { » [V Capsule Collider i %
» . [¥ Mesh Renderer i %
17 R H— b DR R I [F D T — L) Sy 2 v G| M Item Script (Script) wES
void OnTriggerEnter (Collider hit) crit LA
{ L )
1f (hlt CompareTag ( B3] IR Collider
Destroy(gameOb]ect) e boolean CompareTag(string tag)
) ¥ BLIcA T bR HE]
} & F—DRICPR > CtrueZz iR d .
| - void xDestroy(Object obj)
© Inspector | o= -~ S —
v Player [ |Static Sl EDOA T MEEREL
S o e - — . ¥9 (R V—VHh5RZ
! H<BEYVEY) .

Inspectorl: a—4&b, PIayerOJTagL.PIayer%? EdBZET, EHELT-
. object ®5 b, FPIayerJ R RTFTHIHLODADHEKL i’d‘



T UINT DIERV A E

—EBERLIcT—LA T b Titem] DPrehab (75— LA
710 bOBA) HVERLET.

J—LATI T % Prehab & 952 &C, Prehab &EIFRD/N
TA—=ZBEEFEDT—LATITT bDA VAR A (Prehab®
clonebMEIENE ) ZBHZICERT AT EHNTEFLT.

‘= Hierarchy | = -= | @3 Project 1
Create | (arAll ) Create v [ © Project 75
_ 'Resources; &L
Main Camera > & Material SBRIDT + V5%
Directional Light |v'ﬁ Resources |BeXEXR
» Ground ¢ Item
» Wall I@ Scenel \ y.
Player » & Scripts HierarchyE 1 —5
tem <5y 8KTY T tem Resources,
ZxIVZADRICFES Y

&by 7LET.



InstantiateB82N C T LI\ T 2 KEEET S

public class ItemGenerator : MonoBehaviour {

public int sum = 10; //S/9 5ItemDX
public GameObject(] 1tems, //EREBOItemic?
// Use this for initialization
void Start () {

items = new GameObject[sum];

for (int 1 = 9; i < sum; i++) {

//Resources 7 # LY DHRICA->TWVWSD, Item&E WS ZFID?
B—=LDATIORMDA VA AEER LT, items[1

items [i] = (GameObject)Resources. Load (
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float randRot = . * Random.value;
float rx = * Mathf.Cos (randRot):;
float rz = * Mathf.Sin (randRot);
float ry = 0.07;
Vector3 ipos = new Vector3 (rx, ry, rz);
//PBAE (FEEE0)
Quaternion irot =
Quaternion.Euler (new Vector3 (0.0f, 0.0f,
items[1i]%, #¥H{UM-1ipos - ¥ -1irotT, >—2iC
Instantlate (items[i], ipos, irot):;
}
}
/ Update 1s called once per frame
void Update () {
}
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Object xLoad(string path)
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//items[1i]%, #ER(UM-ipos - ¥IERA-1rotT, —2ICECELU 9.
Instantiate (items[i], ipos, irot);

void xInstantiate(Object obj)
Object j void *xInstantiate(Object obj, Vector3 pos, Quaternion rot)
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