Unity A2 J 7 N DERE XF4 7IEEE EHI

B E 1 P UNITY O H B
(01) 04/12

1)

1A | Unity& IT5 09 DEE

(02) 04/19
1 B | Transform * F—A X2k « YORAXRY I

(03) 04/26
1C | AHFIFE - A A S DRA

(04) 05/10
1 D| 7LI\7 (gameobjectDEHz) , 77, ZDith




MediaPractice04

7 LJ\J (gameobjectD$fEH) , ¥

MediaPractice04

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

MediaPractice04 Cld,

https://github.com/unity3d-jp/FirstTutorial/wiki
ZXBRICLT, BV FILZEZERLTWEET.




o 4MDPlaneZz, #FNENH V> h E&ER
5EDOICEHEL, REULTFERUET.

"2 M Ground2 [Static ? ™ Ground3 [ |Static
# scen v Tag | Untagged 4+ | Layer| Default i e Tag | Untagged # | Layer| Default Y = Hierarchy | S
Shaded ¥ . Transform ¥, V.. Transform %, |l | Create | (QrAll )
Position X's Y0 z's l Position X -5 Y0 z[-s R e —
Rotation X 0 Y 0 Z 0 Rotation X0 Y O Z 0 ht
Scale vy 1 z1 I Scale X 1 Y |1 Z|1 Cround

Groundl
Ground2
Ground3
Ground4

BDT—LATIT IS (VYUYW T
Create Empty % &1R) 7&1’?5?3’% E, T
W DK ICI/ATEFTY. 2 2Tl
Ground&E WS 7 # )L %’:ﬂEDT ETUD
PlaneZz= GroundX& YU x—AL U i L&D.

@ ™ Groundl [static g ™ Ground4 [Static «
b Tag | Untagged %+ | Layer| Default B I- v Tag | Untagged %+ | Layer| Default 4 |
¥ .~ Transform *, ¥ .~  Transform &,
Position X|5 Yo Z|-5 Position X|-5 Y 0 Z5
Rotation X0 Y 0 Z0 Rotation X 0 Y 0 Z0
Scale X1 Y 1 Z(1 Scale X|1 Y (1 Z|[1

MEICIHU T, MaterlaIT‘%Plane IctEAERSTL XL,




DiCE

-
pu— — = \
o [AERIC, 4 W DcubeZzlEE LT, MWAZHDEZIED £
M wall1 [ Istatic «
Tag | Untagged $ | Layer| Default ™
v [ % —_ -
y & 5 Transform . v = Hierarchy |
Position X |-0.5 Y 05 Z|-9.5 —
: Create ¥ | (QrAll
Rotation X0 Y 0 Z 0 -
Scale X 19 Y|l Z|[1 Main Camera
Directional Light
» Ground
"\. ‘ Wa"
A
@ M wali3 []static @ ™ [walla Cstatic Walll
Tag | Untagged %+ | Layer| Default A Tag | Untagged 4+ | Layer| Default A Wall2
¥ .~ Transform &, ¥ .~ Transform g %, Wwall3
Position x[95 Y05 z/-05 Position x[-95 vy[0s z[0s Wwall4
Rotation X 0 Y 90 Z 0 Rotation X 0 Y 90 Z 0
Scale X 19 Y|(1 Z|1 Scale X 19 Y|l Z|1

B CIH U T, Material &
CubelcEEaZxZE > T &L\,

*, ™ 'wall2
Tag | Untagged

[_JStatic

%+ | Layer| Default $

¥ .~  Transform &,
Position X |0.5 Y |05 Z|(9.5
Rotation X 0 Y O Z 0
Scale X 19 Y|l Z|1




Playerz{E5%

o Spherez > UEWMUEBICECEL, AV IN—xXYV
N & UTHRIARE (rigidbody) ZENIL X9

Main Camera
Directional Light
» Ground
> Wall

Tag | Untagged % | Layer| Default 4 M
f 2] % %
v;c:sitio:rans ol'mx 0 Y15 20 " Sphere
S Rotation x [0 Y0 z[0 | Q%
Scale X1 [Y |1 |Z |1 ‘ Playel’ta Lj
) U & D.

'(’i ™ [Player [Jstatic +

ameObject oLl LLEL @M Window Help

Add... {38A aPractice04 - PC, Mac & Linux St
Bloca ] | Mesh qd > i
o= Hieravrc > o -— TV n
s== Physics 2D = Character Controller ¥ P I ayer % ;EEEFR L/ 7‘— (- ’Ij( /ﬁu'?\ —C y
| Dieciony GOSN > | Box Gollider ComponentX — 1 —H'5
oraun : Sphere Collider . N
o rae;:uetnng : Capsule Collider ng Id bOdy % 157-_”] LJ i '§— .
Miacellaneniie [ Mesh Collider



Playerz J> ~O—)L9 %

o Player®AViKN—xX Y NEUTHLICRIZY FhZEMLT, Lk
TEADRE] key T, ¥—2YHNDPlayerz8h 5L SICUET.

using UnityEngine;
using System.Collections;

: MonoBehaviour {

“ala >
) ol I

public float speed =

void Start(){
}

void Update ()

{
float x = Input.GetAxis| )3
float z = Input.GetAxis | );
Rigidbody rigidbody = GetComponent<Rigidbody>();
figidbody;AddForce(x * speed, 9, z x speed);
}

}

float xGetAxis(string axis)

axisD#H|ICBET B ANE(-1~1)%
DY

float *GetAxis(“Horizontal”)

KFEHRICET 5 ADEZED Hh
9. KeyD#m G, ERHIT-1, 5K
EIC+1, ZNLUIOMF0ERLU FT.

float *GetAxis(“Vertical”)

FREITH, TRENT-1, U5t
TIE0ZIRULET.

‘VliﬁiPhwuerHUOﬂerﬁkﬂpo

@ *

Script | PlayerController

| ©

Speed 10

X179 5&, ETAEATPlayerh#E£9. CD &

=MD AE— KL, Inspectort 2 —DZE#SpeedDIE
B2EELZSETCHETEXY.




Playerz &9 %

o Main Cameralc X LUT, I TORZ YU 7 ZEIMULT, RIIDAL
BEREHR > X X, PlayerzBifL £ 9.
™ Main Camera [ ]Static =
Tag | MainCamera % | Layer| Default 4 )
YIEAIREE T, Main Camerah'Player% DL - s
2 \ S AR - - - osition -
ﬂ:"l(y)th b'ﬂﬁ\ﬁﬁiT g %:Dt_jw‘f" Rotation X 60 Y O Z 0
TranSform%J’/(—F@A: 2 LL&E LET. Scale x 1 vy 1 z1
using UnityEngine; » & v Camera @ %,
using System.Collections; L M Gul Layer i %=
¥ Flare La £,
public class FollowPlayer : MonoBehaviour { z@@Aa:’! L?'er g#
public GameObject target = null; //Player BT —
private Vector3 offset; // X EE v |G| (M Follow Player (Script) @ B,
Script FollowPlayer ©
void Sta rt () { Target ¥ Player of
/[BRBS Etarget EDEXIIREZERD S
offset transform. p051t10n target.transform.position; Target@IEE i e
} bodate (1 1 IZ)F—E1—0D
. Cw’ /pJa'we‘__' EiRiCtargetDERZENRAT S Player% N7y 7&
transform.position = target.transform.position + offset; I\ H ‘yijTEIHE L
, =38




ltemDIEN - &2 DRA]

Hierarchy " = —I(Z, 3D Objectd— 2> Tdb S CapsuleziENN L,
tem& ) XR—LUTLEE V. PlayerDia< ICHEYICEZXT.

O]
3 Scene
Shaded 2D || % | <) | Gizmos
12
\. A W N ‘;,/
r Y mw i

L

= Hierarchy
Create ~
Main Camera
Directional Light

» Ground
> Wall

Plager

Collidera>iN—=x> h®D, Tls Trigger.
ICF TV I ZANDET, MDOATI T

JBMNETEENICERDZEDEEIC, AN
VhNERESIBBIENTELT.

" ™ Item |_|Static «
-
Tag | Untagged | Layer| Default :
¥ .~ Transform @ %
Position X 2 Y O Z 2
Rotation X 0 Y O Z 0
Scale X 05 Y 05 Z 05
¥ . Capsule (Mesh Filter) i %,
Mesh Wi Capsule (0]
v & ¥ capsule Collider @ %=
| a® l Edit Collider
Is Trigger v I
Material None (Physic Material ©
Center
X0 YO Z 0
Radius 0.5
Height 2
Direction | Y-Axis




temlcfinfcT —L AT NZHEHT |

0o T—LATTIU b Them ICXFULT, TMitemScript.cs; &5
ZBEIDRA T )7 NZEML, BRAICEMUCT —LATI I b
DERRZHT A—RKRZBOHIAHET.

K Inspector | =
™ Item []Static =
public class ItemScript : MonoBehaviour { Tag \(niagged iy Layer \Dsiull
void Start () { » .~  Transform @ %=
} » . Capsule (Mesh Filter) @ %=
void Update () { » o ¥ capsule Collider @ %=
} » . [V Mesh Renderer @ %=
17 RYH—& OEMESICIEEND =)L/ & V@ M Item Script (Script) ﬁ &,
void OnTriggerEnter (Collider hit) Script e
{ 3 . ) -
u‘ (hlt CompareTag ( B3] IR Collider
Destroy(gameOb]ect)4 o boolean CompareTag(string tag)
} N VA R ]
) } # & R—DEICR > Ttrue 23R 9.
- - void xDestroy(Object obj)
O nspector__| — BIBOA TSI L NEBEEL
. VT FEHR
Stat N~
![gpm“ ol =3 (R S—UhEBX
Tag | Player ¢ | Layer| Default : | <D EI) .

Inspectorl: a—4&l), Playerd)TagL.PIayer%? EITBZ LT, EHELT-
. object d 5 b, FPIayerJ RTEFRFTEIHLODOADBEELET.



TLINT DER A E

73917 hDOER) EFRULET.

—EBER LT —LA TV K Titemy DPrehab (5 —AA

J—ILATI Y h% Prehab £ 9% & T, Prehab EREIKD

INGX =% EFE D5 —LATIT I MDAV AY >R (Prehab

DcloneEEIENZET) =B 5ICA

“= Hierarchy | m =

- » \
A

Create ~

Main Camera
Directional Light
» Ground
» Wall
Player

Item NKowrg&ROw /S

CRT DI ENTEXT.

£3 Project

Create ~

» £ Material

Project7 2 YT,
'Resources; & L)
SEZFIDT A )Y =

|v'ﬁ Resources
¢ Item

PXGUNF- B

Scenel
» Gl Scripts

Hierarchytl 2 —H\ 5,
ltem% T"Resources

T AT DFRICKT Y
g&ROyvUZET.




InstantiateFEE T LI\ T Z KELFET 5

public class ItemGenerator : MonoBehaviour {

int sum = 10; //ERT SItemDE

P

GameObject[] items; //Z£FFE®

public
public

. =37
am B

T+ 5
L LeEmasLy

// Use this for initialization
void Start () {
items = new GameObject[sum];

or (int i = @;

e 2 2 ) M s | — — - - T4
ces 7 ALY DRICA>TWS, Item&l

N AY e - B — o ,....“

DA S/

items [i] =

v L

(GameOb]ect)Resources Load (

.']’}i: i

flcﬂt

float

float rz =

float ry = 0.07;

Vector3 ipos = new Vector3 (rx,

//YAE (BEEEN)

Quaternion irot =
Quaternion.Euler (new Vector3 (0.¢

. * Random.value.
* Mathf.Cos (randRot);

* Mathf.Sin (randRot);

randRot =
rx =

ry, rz);

items[i]%, #ER(IM-ipos - ¥IEEMA-irotT,
Instantlate (items[i], ipos, irot);
}
}
// Update 1s called ce per frame
void Update () {
}

&
amA L\

\'l‘_'"v ]

'—t‘.‘ ‘_‘,).. "i‘. 4 o - ks ™ (M B ; - ,' . Y, r";" i‘—" ' o

TDT—LATITT b
"ltemGeneratory Z{ERL L, FDH

DAVR—Y ~EULT, ERD
'temGenerator.cs; ZENMU XY

= Hierarchy | . = |
v v A = Hierarchy |
| Create QrAll P =
;
Maln Camera Create Empty Child
Directional Light LD e >
2D Object | 2
» Ground Light >
Audio -
> Wall o >
Particle System
Player Camera
1) Item
ItemGenerator “
3
M ItemGenerator [ ]Static «
Tag | Untagged % | Layer| Default Al
» .  Transform &,
v || [M Item Generator (Script) 2
Script ItemGenerator o]
Sum 10
b Items




Object xLoad(string path)

ANV | Rosources 7 A LY DHICA > TWS, 51D /SR ICHIE
@“%7’l//\77&lil NUT, A1 VYRARTIVR%ZDLDZET,

//RGHOUICES/‘T' DRICA->TWVWS, Item&EWSRHERFDTLINTHS
//’—nAA,z/—”’\ow’/7~r/7»'uﬁLfC,1tem[1}i32L
items [i] = (GameObject)Resources.Load (“Item");

//HBARE, POOSOEMSOBBELTS VY LICRELERT.

float randRot = 360.0f % Random.value;

float]

float

float]

Vecto

T]“

Quaternion irot =
Quaternion.Euler (new Vector3 (0.0f, 0.0f, 0.0f));

—
—+
@D
=
(op
D
>
@D
R
Q
—+
o
R
@)
n

5|8 DA Z—A (Vector3E! : =XJT)
% IR TTDQuarternion®Y [ EH#aT 5.

//items[1]%, #ER(UM-ipos - ¥R -1rotT, —2ICEEEUL 9.
Instantiate (items[i], ipos, irot):

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