Unity A2 J 7 N DERE XF4 7IEEE EHI

B E 1 P UNITY O H B
(01) 04/15

1)

1A | Unity& IT5 09 DEE

(02) 04/22
1 B | Transform * F—A X2k « YORAXRY I

(03) 04/29
1C | AHFIFE - A A S DRA

(04) 05/13
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



Input AADEE

n AETT

N

. [BEDINPUT A I Z &

L&EI,

= menuJ:D rEdlt—>PrOJec:’[Se’[tlngs—>PlayerJ z#IR L. Active

Input HandlingZBothiICZEFE LT £ W (BiREINDE)

£ Project Settings

Adaptive Performance
Audio
Burst AOT Settings
Editor
Graphics
Input Manager
v Input System Package
Settings
Memory Settings
Package Manager
Vv Physics
Settings

Phvsics 2D
Frese anager

Project Auditor
Quality
Scene Template
Script Execution Order
v Services
Ads Mediation (Level
Diagnostics

InoAnn Diirrhacinna

Player

TN WAVIW YUunMuU v

Configuration

Scripting Backend
Api Compatibility Level*

Editor Assemblies Compatibility Level*

IL2CPP Code Generation

C++ Compiler Configuration

IL2CPP Stacktrace Information

Use incremental GC*

Allow downloads over HTTP*

Project Settings

Mono

.NET Standard 2.1

Default (.NET Framework)
Optimize for runtime speed
Release

Method Name

v

Not allowed

Active Input Handling*

The Input Manager is a legacy feature and not recommended for new projects. For new projects you should use the
e  Input System Package.

Target minimum macOS Version

Camera Usage Description*

Microphone Usage Description*
Bluetooth Usage Description*

-~ . o ores

=

12.0



Playerz J> ~O—)L9 %

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

}
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using System.Collections;

public class PlayerController : MonoBehaviour {
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float x = Input.GetAxis("Horizontal");
float z = Input.GetAxis("Vertical");
Rigidbody rigidbody = GetComponent<Rigidbody>();
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rigidbody.AddForce(x * speed, @, z % speed);
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Quaternion irot =
Quaternion.Euler (new Vector3 (0.0f, @.0f, 0.0f));

//items[i]%, #EBAIME-ipos - MEEA-1irotT, Y—VICEREUXT.
Instantiate (items[i], ipos, irot);

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