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Week 01

GIECE=TrNED)
& {TEEAPP? ¢ Unity/8R
&% Application - Ei517815E LHERAREI - TTH&KER . FREEEEIAEESRER AR Unity : 2018.3.5
ERBNAEEET @ #EERENINEE ‘Fgunﬁy hub%ﬁ%%%ﬁfﬁ}#}iji
¢ HURELEAPPHIRIR - ERRA
Elearning - mlearnig - ulearning FERSHTHES MDES SRR
mlearnig : mobile learning _
. R e B - IBINE] RIER FEapphIKE
Ulearning * FTAERIZE i igE4E > +T4)Android Build Support 1
¢ APP+HNI2E 4R T———
\ S o RIEXREEXAE
EELLE - BES WebGL Build Support  (#@3z/8)

Windows Build Support (PC Game)

b LRV R E 54| 4

Serious game Game-base Learning,GBL Gamification . ﬁﬂ‘i},

SHhR AR - 5BSHEH - URHEEBIEEHMER -

4

BxAEEERY | BRETEE B RIIFMRERIRERVERY - BOE LKA
R RN EEE -

BETVEE | JHRBE T KM o
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Week 02

EIEVE 9 [UnityBd, X2 E1E ]
#067 Online 1. UnityRY B #%BR 1 AssetsIMNEBABEES - & RIUnity
=8l

ERThae A8 - 39 2. B AE N BB RIZ T BRI AR BT a3

[t a])

ERR—EF R ZER > BLEEBUIl setting#® R Eplatform : PC or Android
MEEZ BRI BEEHEIEHE BN RS 2B

1. #itfiletk EIBiuld setting 2. fase#PC » REEEZANndroid

ZEEANdroid » B FSwitch Platformf& 855 T E
(BERZARISwitch Platform=>Build)

€« Unity 2018.3.5f1 Personal - SampleScene.unity
File Edit Assets GameObject Component W

Mew Scene Ctrl+N  §center .
Open Scene Ctrl+0O Scenes In Build
= Deleted
Save Ctrl+S
Save As... Ctrl+Shift+S
New Project...
Open Project...
Save Project
g g . Platf
Build Settings... Ctrl+Shift+B o
e .
Build And Run Ctrl+B @H, PC, Mac & Linux Standalone ﬂ Android
Exit .. Texture Compression [ Don't override ¢ ]
ETC2 fallback | 32-bit 4]
E i0s Build System [ Gradle i ]
Export Project -
oty tvos Build App Bundle (Google Play[_|
Run Device Android SDK and/or JDK dire
@ Xbox One Development Build o
Autoconnect Profiler
=ra PS4 Script Debugaging
1 Scripts Only Build
?ﬁ%ﬁﬁﬁ? == Universal Windows Platform Compression Method [ Default ¢
ITEM W SDKs for App Stores
L . 0 Ej WebGL
. .Hif'—-g_j: Hiaomi Mi Game Center Add
from icons8 n Facebook 4 Learn about Unity Cloud Build

( Build J[ Buid And Run_|




[ZhEE

(e

YIrrIBR

M P
B21EH

—HZ

R FEIEI R P EiTF © EBIRTFA » ABIRIBE)

v . Jcube |A

(4 Sphere B
|l Capsule

LTIEFER  EFTAERETE

= Hierarchy [T

| Create "'| (Al
v @Eamplescene*

I Main Camera

|| Directional Light
|| Cube

|| Sphere

|| Capsule

1. BfiEMesh Renderer : ¥ EFERE » BENYEEMRIET
e L TB= 04 o B Disable (IR R HIHK)

v | [ [LJMesh Renderer

© inspector |

[ |Cube |
Tag | Untagged ¢ | Layer | Defa

-

RERE - BN EYAHE TUEREZRRET

O Inspector
) |Cube

Tag | Untagged + | Layer | Def,

¥y A Tr~ Untagged 1
Fosition Respawn

Rotatior Finish

Scale EditorOnly

MainCamera

Player

vl ¥M GameController

b Materials
Light Pr

Add Tag..
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Week 02

[GameObiject]
= EUBEE o
[Light 3¢]
& :
GameObject| Component Window Help

Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N
3D Object >
2D Object >
Effects >

Directional Light

Audio > Point Light

Video > Spotlight

ul > Area Light
ELERE Reflection Probe
Center On Children Light Probe Group

Directional Light XYt
1. IEFFENE  EFRBEE
2. AIEEIMHE TEBERIE

Point Light %‘jﬁ‘éﬁ
1. IBEFES

=

[Assets Store]
g .
‘I;Nindﬂw He-lp

Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Layouts >

Package Manager

EJLXEAssets Store FEEREREMREH

HAEBEIFE—R > EERFEMEHRIMportiLFI A
PRVEE %Faﬁ%jt  EARSE > BUHMEAZE - FRUAEZIR
TEEADEE o

Free Trees

0 Darth_Artisan

A k&K% 51 38Reviews

FREE

Q | Add to List Share
Free Trees

o Darth_Artisan

Hh A Ak 5| 38Reviews

FREE

| V) | Add to List Share

| Import Unity Package
I

Free Trees

- |
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Week 02

[Terrain i) [ ERIchE A ] [Paint Texture &1 &)
FIPlane @ » BPlaner] LNComponent fETerrainfREZEZER] » THITUEBEE TAREEIREME > TERBATexturelIE R 2K
ik Terrain Raise or Lower Terrain 7+ = B[ (K2 T“*?/t@tljfﬁT_UmtyEP

Terrain Layers.
A o s | /
TM% . ¥ i ¥ Terrain 3o, Create Layer...
mm B Add Layer...
f1 Personal - SampleScene.unity - New Unity Project - Android* <DX11 on DX9 GPU | | Rep|ace Layer..
: . | Raise or Lower Terrain :
GameObject Component Window Help Remove |ayer
I Create Empty Ctrl+Shift+N Left click to raise. = r
Create Empty Child Alt+Shift+N
| Py Hold shift and left dlick to lower.
= 3D Object > Cube
L 2D Object > Sphere Brushes
2 Effects > Capsule
I Light > Cylinder - ryY i
Audio > Plane O l\) =t
. o S % & L
Video > Quad a{i@ L Q:E‘: f:j A
Ll ’ TextMeshPro - Text e EEEL O TN ¢
Camera L[ '4 % % LS
Ragdoll... ,“"" P
Center On Children Tl I
Terrain A o &5 o w‘z:‘
Make Parent Tz
Clear Parent Wind Zone
Set as :‘lrst 5|:Illng Ctrll+ = 3D Text .B,FU'-’glh Size e
Set as last sibling Ctrl+- :
Opacit ) 50
Move To View Ctrl+Alt+F il =

Align With View Ctrl+Shift+F
Align View to Selected
Toggle Active State

/

I TerrainBS M EE 2 BEE > BEEREMNE » B BRME

AY

—BEHAE BB E I 5 2 A Set HeightiR BB EHIFHE FEEEE NIV H SR B ST E
'Té ET@ }EH [:::: ;he selected materlal layer onto the terrain texture ‘3

Terrain Layers

Alt+Shift+A

& Edil Terrain Layers. .

% Mewlayer 1 [P N
3 [coen |

Brushes




Week 02

[Set Height S E R E]

HFlatten@ B EFHE » 8% AREEEME SR

¥ g ¥ Terrain = < 3
- FIEIE]
| Set Height

Left click to set the height.

an
S,

Hold shift and left click to sample the target heigh
Flatten all O

[Stamp Terrain Z&]
o EFEM > SiiEREaE

Stamp Height

{:_-lﬂ

Opacity(s2E)EF 1 =15

[T EEIAREM]
SRl Assets Store N E R E A Z= M
& ImportiE= 2

Free Trees
& Darth_Artisan
* k% kk 5| 38Reviews
FREE
Q Add to List Share
1 Import Unity Package n:
|
! ?‘*T Free Trees
|
v ¥ £ Darth_Artisan e
v ¥ gFree_Trees [N}
¥ ¥ EgMeshes {HeW|
I |2 Fir_Tree. fbx —
v ¥ EgMaterials ]
v () Free_Tree.mat GED
¥ EINo Name.mat e
[} g8l 0ak_Tree.fbx CGED
¥ |z Palm_Tree. fox —
¥4 g8 Poplar_Tree.fbx [SEN]
¥ ¥ 5 Prefabs —
¥4 L Fir_Tree prefab —
v Iy Oak_Tree.prefab GED
¥ | gPalm_Tree.prefab e
[~ Iy Poplar_Tree.prefab [REN]
v | G Scenes [N}
¥ @ Demo.unity —_
v ¥ G5 Textures —
I |ltree_diffuse.png [HEW]
(Cance) D

(&N ARER]

| % Edit Trees... | S Add Tree S
Edit Tree
Q Remove Tree

t add Tree E!
I
Tree Prefab [ None (Game Object) | e
Bend Factor 0
t o Flease assign a tree |

¢ Add Tree

Select GameObject

@

Tree Prefab | & Fir_Tree

Cast Shadows on

| @

Bend Factor [0

Settings
Brush Size
Tree Density

Tree Height

_ %EUKU\

Random? g # B
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Week 02

[Paint Detail & 544M&R])
€ Add Grass Texture

Edit Details-->Add Grass Texture (REEEE

[& B ™J)

Add Grass Texture
i Add Detail Mesh
1 Edit

Remove

Refresh | L
FlAssets Store NELREEM

Import->#g%&.

Ay

[ZRF2RER]

& Detail Mesh(BENMEA » AAZEZEWEE)

frég sl —{ESphere(#a/)\—2)
Edit Details=>Add Detail Mesh
‘|

E Add Grass Texture

- Add Detail Mesh

1 Edit

1 Remove e
el | =3

FEREIDYH(VNEIR)--—>EEE Sphere->@ & BE—(EEs
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Week 02

1.

[IREXRERE]

FEESHDRIZIER » TEENAssetsiE > H—E
RIZE > B HDRIBY[EE e &

EunityRZEEYHDRIE /7 > 1EciTexture ShapeBI2D%
Cube ; MappingZE#ELatitude-Longitude
Layout(Cylindrical) Zz & 3ZApply st & 2 A4 B 1K

Assets 5> Sky 8 inspector [
= == eary-midday-ocean-hdri-sky-01 Import Semnﬁ i - 8
L (cpen
Texture Type Default 4|
Texture Shape [ 2D 1]
SRGB (Color Texture) ™ 2D
S S cue ;
Alpha Is Transparency [
Texture Shape | Ccube i Assets » Sky
Mapping [ Auto : ]
Convelut o+ Auto
Fixup Ed 6 Frames Layout (Cubic Environment) —
sRGB (Color LaﬁtUdE'LDﬂgimde La}l'out (Cylindrical)
Alpha Sourc Mirrored Ball (Spheremap) early-midd...
HrE—{EMaterial
Assets | GameObject E.urnpunenl ".-l"\l'il'ld{}'-'l.l' HI:'-lFl- .
: Create H Folder
i Show in Explorer C# Seript
| Open Shader *
! Delete Testing H
| Rename Playables . Assets 5 Sky
[ eyt Alt+Ctri+C Assembly Definition
Open Scene Additive TexthleshPro H]
Imnport New Asset.., Scene
Import Package > Prefab Variant
Sl Audio Mixer
Find References In Scene Material early-midd
Select Dependencies
o — Lens Flare

#iMaterialfyStandardef & Skybox/CubeMap » MI5TE
[ R a7 B A1 BB EK (AT HE SR 7> & B2 RD o] ZEEY)

& Inspector

—t a Mew Material
J Shader | standard

Rendering Mo
Main Maps
~ oAbede
 oMetallic
Smoothr
Sourc
~ aNormal &
6 Sided
Cubemap
Panoramic
Procedural

Offset

Autodesk Interactive

«  Standard

Standard (Specular setup)
FX

Gul
Mobile
Nature
Particles
Skybox
Sprites
ul

Unlit
VR

woow ow v B v W v v

[ ®mmspector L A
. New Material 3 - 8
*]

Shader | skybox/Cubemap

’Ff“ . New Material
e Shader [ skybax/Cubemap

Tint Color
Exposure —()
Rotation (@

Cubemap (HDR)

£ Window-->Rendering-->Lighting Settings > ¥
Skybox Materiat&E 43 B A 1 HY A1 B IK T Ak

Window Help
} Neaxt Window
Previous Window

Layouls

Asset Store
Package Manager

TextMe<hPra

General

Rendering
Animation

Audio

Sequencing
Analysis

Asset Management
20

Al

xR

Experimental

Ctri+Shift+Tab

Ctri+Tab

s [l

Ctrl+9

Lighting Settings

Light Explores

Occlusion Culling

Realtime Lightmaps 1 Baked Lightmaps J *

Skybox Material @ Default-Skybox
Sun Source | Directional Light (Light)

!

W o oW o o R e

3= Lighting

Realtime Lightmaps J Baked Lightmaps I %

¥ Environment |3
Skybox Material  @New Material | @
Sun Source | © Directional Light (Light) e

http://w3.uch.edu.tw/ouyang/vr/Unity_02.html

https://blog.csdn.net/AMalways/article/details/82322047
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Week 03

CERN:ES
[ GithubEEA ] fEZb1
1. BAERGithub

©) File FEdit View Repository Branch Help 1 - - - -
‘ 0 HI-A Edit  View  Repository

5232 File-->Clone

Current rey
mission

Ctrl+N Changes History

v 0 changed files

~ Let's get started!

Add a repository to GitHub Desktop to start collaborating

Filter your repositories o
T& Create a tutorial ref
Your repositories

[J ADT106110/AI

New repository...

Add local repositaory... Ctrl+0

B clone 2 repository from the Internet
£ ADTI05110/mello-world

Clone repository... Ctrl+5Shift+0O

= Create aNew Repository on your hard drive

B Add an Existing Repository from your hard drive..

Options...

Q ProTipt You can drag & drop an existing repository folder here

10 add it to Desktop :
Exit

E Summary (required)

Description

2. ZFERIURL > B FFBtrERIASUL IR R E A N E R

BL3%C|one 4. BhiEHistoryEy

O File Edit View Repository Branch Help

X

Clone a repository

Q Current repo:
mission

GitHub.com GitHub Enterprise Server URL

. . i ¥ No branches to compare
Repository URL or GitHub username and repository

( hubot/cool-repo) v2

e yIw2011 committed 3 hours ago

https://github.com/ylw2011/mission

vi
Local path ** yIw2011 committed 11 hours ago

DAOA_K =T \31_fTEIAPPER Initial commit

= yiw2011 committed 12 hours ago

Clone Cancel

3. FEERETEELIR

File FEdit View Repository Branch Help

5 Current branch «  Fetchorigin

master ™ Last fetched 5 minutes ago

No local changes

There are no uncemmitted changes in this repository. Here are some friendly suggestions for
what to do next.

View the files of your repository in Explorer
Repository menu or Ctrl Shift| F

Open the repository page on GitHub in your browser
Repository menu or Ctrl Shift. G

Current branch ~ Fetch origin
master Last fetched 7 minutes ago

* yIw2011 committed -0+ 0406a78 511 changed files

m1\Assets\New Terrain.asset
m1\Assets\Scenes\SampleScene.unity

m1\Assets\Standa...\Water4Simple.mat

[+

mT\Assets\Stylized foliages pack.meta

[#

m1\Assets\Stylized ..\All Bushes.prefab

[#

m1\Assets\St...\All Bushes.prefab.meta

[#

m1\Assets\Stylized..\All Grasses.prefab

[#

m1\Assets\St...\All Grasses.prefab.meta

[#

m1\Assets\Stylized f..\All Plants.prefab

&3]

mT\Assets\Styl..\All Plants.prefab.meta

[#

mT\Assets\Stylize..\All foliages.prefab

&3]

mT\Assets\St..\All foliages.prefab.meta

[#

m1\Assets..\Banana tree prefab.prefab

[#

m1\..\Banana tree prefab.prefab.meta

[#

m1\Ass..\Big sharp leafs prefab.prefab

[#

m...\Big sharp leafs prefab.prefab.meta

[#

mT\As..\Bush 01 double prefab.prefab

[#

..\Bush 01 double prefab.prefab.meta

Show in Explorer

View on GitHub

This binary file has changed.

Open file in external program.

Hide Whitespace |
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Week 06

[2ZU05]
BRIAEEENEEN > ELERZMS
RIS EEE R —ERE > Fliint
(2 TVE5)

Component New script
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Week 08

[Mixamo]

SRR T D 6. FAEELoop Time

BB ERASAPPlY

Loop Time ¥
Loop Pose U
N le Offs
‘ 2. 1EAHInspectoriih = cyee OHSEt & |
Additive Reference Pose [
Motion 'l mixamo.com e Fiokia P [© ]
gt"— K" [E@mixamo.com :.C::U:ff
B Knight.fbx Parameter-related curves. |
3. BLBEEAEEassetsiEMVEIE Y » Motion

b Import Messages

[ Revert ] [ Apply ]

E A mixamo

MIXaMmO  characters

a mixamo.com &,

Length 1.400
Loop Time
Loop Pose

Cycle Offset l

o0&

5. #E4ZEanimation

[Mndel ' Animation Materials




Week 08

[BoolZ i E{F{F1E5z]
& IEMEIEES

Make Transition
Set as Layer Default State
Copy

Create new BlendTree in State
Delete

Fidle@IRATE > ZEiZEmake transition » E#45
idleEdwalk(&m)

& CHIEE

HIETE | SRR BET AR TEREN
rhEidle>walkHIETEE

EHA T Inspectorf@RIE T ARG » 284
Has Exit Time >4
Has Exit Time ]

¢ 1ENbool
ffanimator K75 > Y)F|parameters

" Animator -

| Layers || Parameters |

(GrMName
TEREEEA S BER » FhBREREDoo!

| Layers || Parameters | ] Base Layer

G - T

List is Empty Float

Int
Bool
Trigger

mHECERFIENSTE

& EMNEEITEERM

L S —

BHERETTE

A Inspectori@d# Elconditions » 1Z+SEFL &1L E%
— B R

(fnnd-ifi'nns

|3[walk bool | | true ¢]|

s - |

CER B EWalkStrue s AR B EWalk>false

12



Week 09

[ A standard assetsE i A4t&E5!]
fitstandard assetsFFE AL =T8Y)14

@ Project | E

@ Project | [

" Prefabs I

4 Assets » Standard Assets » Characters » FirstPersonCharacte

- -

Assets/Standard AssetsfcharacterleirstPersnnC—Q—

== Hierarchy

4 Assets » Standard Assets » Characters » ThirdPersonCharact

AIThirdPer... ThirdPerso...

Assets/Standard Assets/Characters/ThirdPerson s

v QsampIESEEnE*

[FPSControler]

> W o

EEnAERE 0 BB ERYIENE

RIP\FEREIEZE HE S » HINBERINS =

B] BERGEEEE AR/

HEAIERET > HIUAER > R BN

Terrain » INT FLIER T

Z% I FPSControler : BB A& ;
ThirdPersonController : B A¥iE
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Week 09

[RIEEHE AR ] [Playig1{E]
. . \ "EPlayfF c EUAIESET
oy S Zhen
1. fERIMain Camerami2Rie—Camers A REAFPSControlerfViE T 18 » BtEFPSControlerBlA]
GameObject Component Mobile Input Winde
! Create Empty Ctrl+Shift+N :
:;ez;:sjzgpty Child Alt+Shift+N ) NV l; J__.g"
2D Object 5 S i~
Effects > Tq-.- :.-__
Light > i AN
Audio > e
| Video >
: Ul >
Camera
). W IEEI BB e BB (ED MY amera Previe
¥ Iy ThirdPersonController » ™~ =
|_|EthanBody
|_|EthanGlasses ‘
v || EthanSkeleton

> iﬁi EthanHips

3. RRZABICameraEiR 7 iBET FEAR » BARMIR AR G o B KT
HIEEAR > LB EEARENZ3(0,0,0)% - B EIHmRIERE

¥ ... Transform il
FPosition =0 Y11l Z -10
F.otation x10 Y |0 Z |0
Scale ¥l Y11 Z |1

4. HEE

¥ . Transform o 8,
Position %0 'y[108 |z[2.4 |
Rotation E|U |‘=r’|D |Z|D |

|

Scale X1 Y1 |Z |1




Week 09

[BEABRYHF]
1. BT —EEZRY)MH

3. RMIHRINEATFHIERE ‘F ’ ﬂﬂ-ﬁluﬂﬁ%@ A&

e N

2. HEINGFHIER

= Hierarchy

# Scene
J_t -| (A | shaded
v QSampIeScene* =
b%kﬂ{ght@ld\e

*ENYEPlayF BT ETE T > BRI SRR
S A1 B RIS E R R A YR

) soncharacter




Week 09

[ Navigation ¥Rt 2]
1. FAENavigation » {1 & :

Window Help

l Next Window Ctrl+Tab
| Previous Window Ctrl+Shift+Tab
- Layouts > |Gizmes +| (rAT

Asset Store Ctrl+9
Package Manager

TextMeshPro

General

Rendering
Animation

Audio

Sequencing
Analysis

Asset Management
2D

Al

xR

Navigation

L R Y L L VT v A

Experimental

2. TERHIRTEIREP > TEObjectifiEE Terrain

52 Mavigation

[ﬂ.gents Areas | Bake [HOl}Eles

Scene Filter:

DAII L_iMesh Renderers

Learn instead about the component workflow.

w# Terrain ( Terrain)

MNavigation Static v
Generate OffMeshLinks [«
Navigation Area | Walkable 4]

3. BE|Bake > eI LUIERI AV EEMERVEHE
AEZEANYICKIIZE

[ﬂ.gents Areas Iﬁa Object

Learn instead about the component workflow,
Baked Agent Size

0.4

45°
Agent Radius 0.5
Agent Height 2
Max Slope — — 45
Step Height 0.4

Generated Off Mesh Links

Drop Height 0
Jump Distance 0
» Advanced

[ Clear ” Bake ]

4. REHFHIER L BakeBI AT HIRA]
fTESE (BEEE D)
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Week 09

[AIThirdPersonController = AEHEAAI]
AR B E R ERNYG

¢ ERRTE ¢ RTEEEBRRE

v ¥ Nav Mesh Agent - & v .+ ¥ AI Character Control (Script) bl -
Agent T’P‘F’F Humanoid ¢ Script = AlCharacterControl
Base Offset 0 ! Target None (Transform) Q
:t::;ng \ v -« ¥ AI Character Control (Script) b
Aﬁgmar Speed — = Script = AlCharacterControl o
Acceleration 10 ] nEE | Target AThirdPersonController (Transi ©

~ Stopping Distance 0.2 B FiEE . - AL B35/

(F1EFBRE © BAIBEAY)—EERER{E N EE

HYEN1E

REFLLBRINEE !

%%ﬂ?éﬁﬂﬁ@? > BIIN SRRV BN 2 5T 8
JENE



Week 09

[N A¥1TESHE]
E£ThirdPersonCharacterii 2liTEEZ= » HFEIB LT E

& Project

& Assets » Standard Assets » Characters » ThirdPersonCharacter » Animation

T 5 il T il 5 il T 5 il e il

-
-
-
-
-
-
-
-
-
-
-
~ 3

Humanoid...

. " 3 - "
= Animation | ‘ ‘ ‘

_ “Assets,'standard Assets/Characters/ThirdPersonCharacter/Animation/HurmanoidwWalls, fbox ——

¢ HTFYERE

1@ ANMEM ¢ RigibodyE /7(1F T HI) Box Colider(&F) : A1RZ%& Colider&Brl#EE
o A)iEEFreeze Rotation-> & Bk e %MEDT

'EIII|

H§E+

HIYEIA

18



Week 11

[RERtHelloVR]

1. FRKBuild Setting#&aZAndroid &

2. BRE AT AMIPlayer Setting | Player Settings... |

7 RRULE E AR

{| © Inspector

58 Navigation

. w PlayerSettings

Company Mame [DefaultCnmpany

Product Name [w1 1 0513

“ersion [D. 1

Default Icon

Default Cursor

Cursor Hotspot X0

s |

Settings for Android

Icon

Resolution and Presentation

Splash Image

Other Settings

Publishing Settings

XR Settings

3. BAFAXR Setting » AJ3%EVirtual Reality Supported

XR Settings
Virtual Reality Supported [
ARCore Supported J

4, L)% TEVirtual Reality SDKsPINEFELE2+55% » #8312 Cardboard
XR Settings
Virtual Reality Supported 4
Virtual Reality SDKs

List is Empty
+_ —
Cardboard
‘ & Must add at least one Virtual Reality SDK, Daydream
Stereo Rendering Mode* | Multi Pass Mock HMD
ARCore Supported O None
Oculus
¥R sunnort Tnstallers T
XR Settings

Virtual Reality Supported [
virtual Reality SDKs
— ¥ Cardboard

A
-

Depth Format | 16-bit depth
Enable Transition Wiew ||

19



Week 11

[FHEkHelloVR]
1. EAssets-->Import Package-->Custom Package Import{& » 7EProject¥iEIHelloVR > &E2EHEEEFITERL

Assets GameObject Component Window Help & Project

| Create = ([
» kil Images

4 Assets » GoogleWVR » Demos > Scenes
Show in Explorer » Gl Materials

Open o | <) » Gl Models

Delete » Gl Prefabs .
Rename

Copy Path Alt+Ctrl+C » G Scripts

.'a Shaders KeyboardD..  Permission...

| Create >

Open Scene Additive » &3 Sounds
Import New Asset... » Gl Textures
Import Package > Custom Package... » &l Editor
Export Package...
= Hierarchy # Scene

| Create " (oAl

2. #EIEGoogleVRForUnityfIfE 22 LS :

Shaded b3 | Gizmos * | (@Al )

o
. /
I GvrHeadset >
Iyl GyrControllerMain ¥
Q Import package ... X I GyrEditorEmulator >
9 GvrlnstantPreviewMain *
<« v 4 « 31_fTEDAPPEEEr > W11_0513 > W11_0513 > v O O E=ZWI11_05132 I DemoSceneManager 3
> 9 CemalnputManager >
. - . » Iyl CubeRoom 3
GaEE.  FEEEE = m @ CJ Point light
) ~ _ - . » || Treasure
@ OneDrive ”~ BHE B HE i) Fh ¥ griayer
[ Assets 2020/5/13 £ 10016 BEZSRE
' Library 2020/5/13 £ 1022 BEZHEG
DR S
Logs 2020/5/132 £ 10:15 BEZSRRE
$ TH Packages 2020/5/13 £F 10015 EEERRE
X ProjectSettings 2020/5/13 £ 1016 BEERE
- Temp 2020/5/13 £F 1022  EEZRRK
W =E q GoogleVRForUnity_1.200.1.unitypacka..  2020/5/13 £°F 11:08  Unity package file 33,784
=R=1
B =h
i . Windows (C:)
. Data (D3
v < >
EERE(N): |GoogleVRForUnity_1.200.1.unitypackage V‘ |unitypackage(*.unitypackagej v|
EECH T

*GoogleVRForUnity BIfEERIZElH &L



Week 11

[Player Settingz& E1&4]
BEFAOther Settings

Other Settings

Rendering

Color Space* [ Gamma ‘)

Auto Graphics APl (o

Multithreaded Rendering® &

Static Batching I N E‘| . re .
Dynamic Batching D j:ij:J |dent|f|cat|on

T e 1. Package Name2 B O BIAPPHILTE » BEN » WA—ESCHHRIEN » ILLBERBAPPEREREEY »
Lightmap Streaming Enab [

Streaming riority [0 Hea—BEREERFERA  AIIIARSS

Protect Graphics Memory [

Enable Frame Timing Stat:[_| g3 APlLevelglgLXJ: , @%%ﬁ\jﬂﬁﬂff?ﬁ@%&%@i\
Vulkan Settings . . 1N N - \ 7 N J— —+ \ J— —+—
SRGB Write Mode* o 3. Bundle Version Code : H&Z!K ¢ %)JQZDATE%]. ) 'Z-':';L'-KE'“%E&E%@TT%%E%%BEEDlj—@%ﬁ’f?%%
Identification AP VA T VAN
Package Name com.Company.Producthame [¥¢F& DB 7] ]
\ersion® 0.1
Bundle Wersion Code 1 %*%EEEE&USBTQ?E%
Minimum API Level [ Android 4.1 Jelly Bean' (API level 16) : | e A il i 4 spE
Target AFI Level [ Automatic (highest installed) # J U S B ERKEE Fﬂ% E&T%EH_U *E:E % E/\] 5\’:':_'\:_1/ <
[Event Trigger]

Pointer Enter @ #& AVREF

Pointer Exit : BERFVREF

Pointer Click :

BREERT o BFHE CREEMIFVREFFRLE



Week 11

[(HEIEEBYGE > MEFEHK]

1. BBEGTIE—Y4% > AN © Event Trigger ~ Object Controler 6. [BIEIUnity > FAEAUHKRBVABEYI M > $F|Event Trigger
2. Event Trigger/i&x N E#T1Y BREE+SRATIZ —Event Type
vl Event Trigger (Script) Q@ =% vifl  Event Trigger (Script) ﬁ < o,
Pointer Enter (BaseEventData) -
List is Empty Fointer Enter (BaseEventData) -
[ Runtime Qnly #] [ Mo Function #]
* 'None (Object) |
[ Add New Event Type ] + -
¥ = ¥ object controller (Script) & = %,
Script ObjectController Q
Inactive Material None (Material) @ . N
Gazed At Material MNone (Material) e 7 H%‘#@{q:#@ éu N O N e (O bJ eCt) E/\] Elngﬁ

Function#Z1ZObjectControlerfEpJAttack

VEE  Event Trigger (Script)

3. 820bject ControlerFaRAZ 5

(BaseEventData eventData

Fointer Enter (BaseEventData)

[ Runtime Only : | | No Function
| Capsule @] ¥ No Function
GameObject > |
C Transform > ]
: - MeshFilter > B
{ ?ézrgﬂbject Controll e T S
5. EH EHEL E > BoX TeleportRandomlyB9EB o3 ZAttack Inactive Material CapsuleCollider >
; Rared &4t Matarial E\.r‘entTr'lgger 2 [_
2SB89 F] £ Dest roy(th is.ga meO bJ ect); Dynamic BaseEventData ObjectController > L
bttackiFazeFventData eventData) Attack
Attack(bazebwventlata eventData) i TeleportRandomly ’
Static Parameters

Deztrov( ceamelbject);

TeleportRandomly(EazeEventData eventData)




Week 11

[FSEE {3608, 720I5 =
1. 4R CubeRoom I Treasure

b | ¢ CubeRoom
.| Point light
g Treasure
» || Player
. | Capsule

2. TA—F8Sphere » Wi RS %R/ Mm
3. $x—3R3608,7208VIR = [E] & A Unity
4. Bz E R A E|Spheresfifeft X A
(FI EEFEERESMEADEEANR > LR BRLET)
5. FTUAE ML TENE -
F|Store M & Double SidedcShaderf&Import

Double Sided Shaders
% % Wk (239)

6. TEERIELX

Reflection Probe-

Anchor Cverride
Cast Shadows

Receive Shadow
Motion \Wectors

Lightmap Static

To enable g
Static' prop

Dynamic Ccclud

v ¥ Sphere C

Is Trigger
Material
Center
Radius

-E
> Shader

"

Autodesk Interactive
Standard

Standard (Specular setup)
Ciconia ! Emissive

FX Standard
GoogleV Transparent

i
Q

3

|  Double Sided >
Diffuse Bump

GUI
Mabile
MNature
Particles
Skybox
Sprites
Ul

Unlit
VR

Legacy Shaders

Not supported

WOOW W W W v e wr| WO W

ease enable the 'Lightmap ‘

"EE

1. REBEEREK

. "
> Shader | Ciconia Studio/Double Sided/Standard/Diffuse Bump
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Week 11

CZEIES )
LR TE LT WEER
1. EBAIVRIGS 2. =R External Tools
FTFABuild Setting fE£Edit-->Preference-->External Tools
BLIEEAJd Open Senes » M ZE A B fHlFR FEEFANdroid KIZEARREYSDK K NDKBIIL E
B— - B AR T T H

Assets GameDbject Component GoogleV

3 Undo Selection Change Cirl+Z
i Redo Crl+¥

Q Preferences

1

: Cut Ctrl+X
Copy Ctri+C
Paste Ctrl+V
Duplicate Ctrl+D
Delete
Frame Selected F
Lock View to Selected Shift+F
Find Crrl+F
Select All Ctrl+A
Play Ctel+P
Pause Ctrl+Shift+P
Step Ctrl+Al+P
Sign in..
Sign out
Selection »
Project Settings...
Modules...
Clear All PlayerPrefs
Graphics Emulation

1 Snap Settings..




Week 12

[ Y1)
SERA SRR REEAE RV R
— N BRI [F2TUHE]
%T%ﬁi EE&@ T,_.F , XD?)JD J:%‘EScript , FHES E& L;:I1J.t:nli-::: clazg eneny : MonoBehaviour

s TR R E A start GaneObject target;

target = GameObject.Find(

vold Start()

target.SetActive(false); //FciHE RAZ 1S LE
H% LXT%% ft E% EQEU D d ate target = GamneObject . Find(zaneDbject . name);
GameObiject newobj = Instantiate(target); / /48 SLAZERIY)

target. Sethctive(falze);

newobj.SetActive(true); //BRENIERYH))
B target | GameObjecy target;

void Tpdatel)

Gamelbiect newobj = Ingtantiateltarget);

newobj. Sethctive(true);

GEMERENRE LS S B e
Find (AT sl )



(B 541F)

=\ PRSI L — SRR Ehvi
T:_t GameObiect t3 ret; E—FE%d eley ; eneny : MoncBehaviour

EUpdated 0 A

deley+:

target = GaneDbject.Find("Foez");

lf(dele % 20 == ) target.Sethctive( I

_

!

“%KERE » B FHAIER (T
A DL AR TUES A}
GameObiject newobj = Instantiate(target); //#E LAZRY#)

newobj.SetActive(true); //EXENERIY)




Week 12

(8 S414]
=N EEFIERE=E LR
Int enemynum =5;

eGSR R A

if(deley % 20 ==0)-->

% Random.Range(10,30) == 0 && enemynum=>0)

newobj.SetActive(true); //BIENTERYH)

enemynum--;

(A2 V5]

eneny : MonoBehavionr
GameObject target:

Snemnynum = 5.

Object . Find("Foeg");

get . sethctivel 1;

delev+t:
(delev % Randon.REeaE],30) = 0 && enenynun=0)

GameDbject newobj = Ingtantiate(target);

o - o LA
cetdctivel 13
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Week 12

[(fE2R1H]
0~ REYMHFEREE
\Vector3 nv = new Vector3(Random.Range(5, 15), 0,
Random.Range(10,20));
& E 2TV Vector3(Random.Range(x-,x+), 0,
Random.Range(z-, z+));

[F2zVE]

(S5 8)(F EEAR]

newobj.transform.position = nv;

(deley % Eandon.Range(10,30) = 0 && enemynum=0)

newobi.trangform. pogition = nv;

newobj . Sethctivel

Snemynum- -

28



Week 12

(i ]
‘BN

[Collisiont&ET] 58CollisionFTrigger [Triggert&z{]

BZ—1ECube & QAT —TE A Box Collider#291s TriggertT 4

12 ANTouchMeRyScript Collision * FAIZFIE ¥ 4 WBox Collider TEES
o— Trigger . AIZFiE Edit Collider

ﬁiﬂﬁ%] Is Trigger [+

void OnCollisionEnter(Collision other) . . 2:::2?' QJDU”E {Ph”icra;e”a” _ °
{ |I I: ':::'1 1 121on ot ]-I.'f' I I| Size w1 v 1 71

Debug.Log("enter”);  Debug.Log("enter"); LE=vid

}
void OnCollisionStay(Collision other)

{
Debug.Log("stay");

void OnTriggerEnter(Collider other)
{

Debug.Log("enter");  lebae Les ("enter");

(Collizion other) - . :
" e (Callider other)

Debng . Log("atav");

}
void OnTriggerStay(Collider other)

} . (Collizion other)

(Collider other)
void OnCollisionExit(Collision other)

{
Debug.Log("exit");

lehmne | oo ! ey 4. . T 1
Debug.Log("exit"); { Debug.Log("atay");

Debug.Log("stay"); i her
(Lolllder other)

J
T e oE void OnTriggerExit(Collider other) | Debuz . Log("exit"):
PSR - -
n /\/ {

[11:55:45] enter

UnityEngine.Debug: Log(Object) Debug.Log("exit");

e
(1)




Week 14

[#IF %4t (Particle System) ]
f£Standard assetsfE H izt hIzE A BN P]

i project [VE/Console
|Create |

(35534 !]
ik I KA SN B TS D

G Animation .| assets 5 Standard Assets » ParticleSystems s Prefabs
& Animator

&l Materials

i Models
Gl Prefabs
& Scripts

Gl Textures (@ Afterburner DustStorm DustStorm..  Explosion ExplosionM..
» Gl CrossPlatforming
» Gl Editor

» [l Effects

» il Environment

» Gl Fonts

v ﬁ ParticleSystems HoseMobile Smoke Steam ~ SteamMo bi TyreBurnou
£l Materials

i ¥ .~ Transform G2e
v I‘""J 1 Pasition X 0 ¥ o0 £ 0
> g Fireworks-1 ) Rotation ¥ -90.00 ¥ 0 Z'0
Scale K 1.6534 % 1.6534 £ 1.6534

RLEFE(0,0,0) “*ARFEA000FI BE G B2 N EVEES

NullReferenceException: Object reference not set to an

public class TouchMe : MonoBehaviour

{
GameObject p1;

}
void Start()

{
pl =GameObject.Find("Fireworks");

pl.SetActive(false);
TonchMe : MoncEehaviour

(ra mH”hIhLT pl

pl = HimH”hlELT Find("Fireworks");
l.']. " L

EiTEmE]
R EENIE

o i ey s l :,
"u_.lmw,,,

= AR E RS Ry S 5T A

| T
> =i ;
=kl 2 .
o L1 -
s E
5. T

L
=
- -
]

"
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Week 14

[E3 59852 (E]
BT R — (AR TSR T 2 A
EIREEE] S A B +this. nam e Eelkzens]

pl = GamneObject Find("Fireworks-"+ JNane ) ;

pl.Sethctive( 1;

pl = GameObject . Find("Fireworka"+ cname ) ;

D ]. c .:; 2 -t-J.IIJ]. T j. [~ I: __:I :

pl = Gamedbject . Find("Firevorks-"+ JNane ) ;

]_:' ]. . E: et 1'51. ol i e I: _.:I :

EEER E e c -giE 2 =R 0 1-1 ~ 1-2--- MIZTUAERY+- i

31



Week 14

[FRiGE/NEARE]

2 —{ECube » MIZAN—1EScript » s34 CustomUVS

[F2ZUhE]

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

[ExecutelnEditMode]
public class CustomUVS : MonoBehaviour
{

public Vector2 topPoint;

public Vector2 bottomPoint;

public Vector2 leftPoint;

public Vector2 rightPoint;

public Vector2 frontPoint;

public Vector2 backPoint;

private Mesh m_mesh;
public enum CubeFaceType
{

Top,

Bottom,

Left,

Right,

Front,

Back

// Use this for initialization
void Start()
{
MeshFilter meshFilter = GetComponent<MeshFilter>();
if (meshFilter == null)
{
Debug.LogError("Script needs MeshFilter component");
return;

}

#if UNITY_EDITOR
Mesh meshCopy = Mesh.Instantiate(meshFilter.sharedMesh) as Mesh; // Make a
deep copy
meshCopy.name = "Cube";
m_mesh = meshFilter.mesh = meshCopy;
meshes
#else
m_mesh = meshFilter.mesh;
#endif
if (m_mesh ==null || m_mesh.uv.Length != 24)
{
Debug.LogError("Script needs to be attached to built-in cube");
return;

}

// Assign the copy to the

UpdateMeshUVS();
}

// Update is called once per frame
void Update()
{
#if UNITY_EDITOR
UpdateMeshUVS();
#endif

}

void UpdateMeshUVS()

{
Vector2[] uvs = m_mesh.uv;
// Front
SetFaceTexture(CubeFaceType.Front, uvs);
// Top
SetFaceTexture(CubeFaceType.Top, uvs);
// Back
SetFaceTexture(CubeFaceType.Back, uvs);
// Bottom
SetFaceTexture(CubeFaceType.Bottom, uvs);
// Left
SetFaceTexture(CubeFaceType.Left, uvs);
// Right

SetFaceTexture(CubeFaceType.Right, uvs);
m_mesh.uv = uvs;

}

Vector2[] GetUVS(float originX, float originY)

{
Vector2[] uvs = new Vector2[4];
uvs[0] = new Vector2(originX / 3.0f, originY / 3.0f);
uvs[1] = new Vector2((originX + 1) / 3.0f, originY / 3.0f);
uvs[2] = new Vector2(originX / 3.0f, (originY + 1) / 3.0f);
uvs[3] = new Vector2((originX + 1) / 3.0f, (originY + 1) / 3.0f);
return uvs;
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[F2zUh5]

void SetFaceTexture(CubeFaceType faceType, Vector2[] uvs)

{

if (faceType == CubeFaceType.Front)
{
Vector2[] newUVS = GetUVS(frontPoint.x, frontPoint.y);
uvs[0] = newUVS]0];
uvs[1] = newUVSI[1];
uvs[2] = newUVS][2];
uvs[3] = newUVS]3];
}
else if (faceType == CubeFaceType.Back)

{
Vector2[] newUVS = GetUVS(backPoint.x, backPoint.y);
uvs[10] = newUVS[O0]; o
uvs[11] = newUVS[1]; [F2zUh%]
uvs[6] = newUVS]2];
uvs[7] = newUVSJ[3];
}
else if (faceType == CubeFaceType.Top)
{
Vector2[] newUVS = GetUVS(topPoint.x, topPoint.y);
uvs[8] = newUVS][0];
uvs[9] = newUVS][1];
uvs[4] = newUVS]2];
uvs[5] = newUVS][3];

else if (faceType == CubeFaceType.Bottom)

{

}

Vector2[] newUVS = GetUVS(bottomPoint.x, bottomPoint.y);
uvs[12] = newUVS[0];
uvs[14] = newUVS[1];
uvs[15] = newUVS[2];
uvs[13] = newUVS[3];

else if (faceType == CubeFaceType.Left)

{

}

Vector2[] newUVS = GetUVS(leftPoint.x, leftPoint.y);
uvs[16] = newUVS|[0];
uvs[18] = newUVS[1];
uvs[19] = newUVS[2];
uvs[17] = newUVS[3];

else if (faceType == CubeFaceType.Right)

{

Vector2[] newUVS = GetUVS(rightPoint.x, rightPoint.y);
uvs[20] = newUVS[0];
uvs[22] = newUVS[1];
uvs[23] = newUVS[2];
uvs[21] = newUVS[3];

B SefEFE[EEIUnity » TECubely
Inspector/TEFEZE L H

v .+ [ Custom UVS (Script) o 6,
Script CustomlUS Q
Top Point

X0 Yo |
Bottom Point
X1 Yo 1
Left Point
X |2 Yo 1
Right Point
X1 gt 1
Front Point
X |2 gt 1
Back Point
X0 [NE |
BN F Rl B ARV EEIER,
IR KAl B RiRE
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Week 14

[Trail Renderer Y&EK)
Add Component

& Trail Renderer -

@

RS

RE
HEERE]

={CHE

[FlareSmall3tE]
Point Light = Flare = FlareSmall>% 2

Select Flare

*ETEPlayB B )R B HIR - APEEMain Camerallll_EFlare Layeri@s2

YR E
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Week 15

[UI_T2zUES R Text X F]
ERVIaR 5 € ELITEN

FEIXR B A0 EScript - UserUl
[F2ZUHE]

TnitvEngine;
TnityEngine.Ul;

i = Find("Canvag");

ta = wni.GetConponentzlnChildren<

te[0].text = "hello”;

[UI_RE4AEE]

¥_ . Rect Transform i
center Fos X Pos ¥ Pos Z
v 0 0 0 |
3| H width  Height
E 160 30 NEER
F ARchors
Pivot x05 v05 |
Rotation X0 Y0 |[Z 0 |
Scale X1 |1 [Z[1 |

ALER AR TREL
AR EF AT EXNAEER » EFIYE AR REER I E

SEFHESMEER > V1.08FE

+ | Scale (= 1,25x% | Maximize On Play | Mute Audio Stats | Gizmos

BEFHRESBREE > VI.0RHXK

€ Game
Display 1 % | Free Aspect + | Scale (= 1.25x | Maximize On F

EERBRMTERRERR > FILEFAERBEUE > BV1.0R LB
Rt EECmeE L&

center PDSH PRSY  PosZ
wl | @is Ji%s g ]
g {E width  Height

160 f30 | R

#| anchor Presers
Shift: Also setpivat  AlE: Also set positor

@[T @
vElEmE =

IRENGINE
[ [alldl[al [=]
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Week 15

[Ul_IRE4sAZE] [Ul_2h&ETextHRRIEF] [UI_#& %7FEXScore]
o ER BRI AN A BA _HEEIUS FElComponentfl[E—EIEZR > & B & B HIAZTUHE

PIREFEZ o FItEE TouchMefB7FZEXUserUIHEYScorels »

© Inspector | 3 Navigation " g
', apmE——os i=4ts[0].text = "hello";

Tag | untagge d_ 4] Layer | u

'33@.““{;5;;5::;&; ‘ ] K, ZRAFRERGIME RIS o
= Ko o EASEScoreAE R ZAY » REBEE int ScoreFiEM L
= ;_d;?E //6. B HINE Textl 5B AE AR S = 58 Bl i A 24 publicRtPTLL T = public int Score ©
S EEE BEWIFRER > R E2ERMEBERREEMD
1= | BERRIEZM—EFunction » EZ&ZFunctionfFrARI LN

LEF2 TS - BRI AR > DB/ N\ASA 2 1E Bt -

GRS FTEENE T

o W R A<AIComponent uui; 24a% UserUl uui;
TEText[] ts; E ™A0_E
EUpdateZha00_E

ts[0].text = score.ToString(); //8. MBEN D BAE L 1 X F 8 4 &R
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Week 15

[Z=Rim 2]
ERVAEL Y/

GameObject Component Mobile Input Windo
T Create Empty Ctrl+Shift+N I

12 hNBox ColliderB9Component

v iy ¥ Box Collider @ 3 =
Edit Collider
Is Trigger
Material ‘None (Physic Material @
Center
X [0 [Yio z0 1
Size
X1 gk 1z |
[ Add Component l

BRSO/ ~ A EA ER R

[%&Standard AssetsfEiE &)

_____________ SRR

1. By —{@Material F9E KA

2. 1EERIR AT > Create > Materia

Create >
Show in Explorer

Open

Delete

Rename

Copy Path Alt+Ctrl+C

Open Scene Additive

Import New Asset...

Import Package >
Export Package...

Find References In Scene

Select Dependencies

Refresh Ctrl+R
Reimport
Reimport All

Extract From Prefab

sets & Run APl Updater...

Update UlElements Schema

- ._ Open C# Project

img SampleSce... Scenes Standard A... |

Folder

C# Script

Shader

Testing

Playables

Assembly Definition
TextMeshPro

Scene
Prefab Variant

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture

Sprite Atlas

Sprites

Tile

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timelina

EFEEGHE—FANMEIK > Whirh

BREEMEIK 5 TEInspectorfBi A H

@ Inspector ] 52 Mavigation

\\\|)(If

)

el

s

i
Shader | standard

¥

Rendering Mode | Opague
Main Maps
~ oAlbedo ____Pa

Bt Ea PRI Fa

Red
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Week 15

[E&chr]
£GameObject p1; P —E Bichr . GameObject chr;
Gamelbject pl;

GameObject chr;

sZchrZxE|RigiBodyFPSController

pl = GaneObject . Find("Fireworks-"+ name ) ;
pl.Sethctive( 1

chr = GaneObject . Find("RigiBodsFPSController™);

Gamedbject pl;
amedbject chr:
Component uui;
Gamedbject . Find("RigiBodvFPSController™);

chr.GetConponent<lzerll=(];

38



Week 16

[UIEss1E] [&arEIETNEE]
BE—oR[E A B Unity > 8B Sprite 1. TEGameObject uui;EE FN_EGameObject hpi;EiGameObject(] hps;

e A O 47 S GameObject uni
EPanel G#FIE—imagesn®aAHp sanebject uul;
¥ || Canvas LT L ZT 11
v I Panel Gamnelbject| ] ]'11_;'5;‘.;
|| ScoreText -
L WirText

fEimageBIinspectorfg EHpHIE A
B E R A T J:%

‘| Anchor Presets
Shift: Also set pivot At Also set positior

|eft center right stretch

O g =

top

gl oy gy &

e e hpi = Gamel 'MH 1 Fluﬂl "Hp"__,l;
-E L] T L] LT ] ]-ll:| |—IT11| _I_ 1 |—l| :I:
g [] U () d = *Imaxlifel B ARAE A {E » BIE_ AT ZmaxlifelaEES > WAL TAE © int maxlife=10;
— re=n oFh 4\ 33 riesn 5] 44 m el =% N
I EAIEREER £ AT LR E BB A SENNEEEEYHE > AHECEERFUEFEELASARR N &
Anchor Presets %E&% IEEEU#E%% TEU%%(Z—%)

Shift: Also set pivot  Alt: Also set positior

left center right stretch

L[0T | T MM rO

Bl

= | I ]

e 1 | 1] L

=

RN [ ] [1] []
Al

o




Week 16

[/ {EEZEIE]
T hp| SetActlve(false) J& MIDALL N ZZURE

0; 1 = maxlife; i++)

= Inﬂtantiateihpij;
i ].name = "Hp" + (1 + 1).ToString();
] trangforn.SetFarent{uni.trangforn);
- life) hpz[i].Sethctivel ¥
nv = (1 * 50, 313, 0;

pa[i].tranzform.pogition = nv;

1. "Hp"+(i+1)ToString(); : ARBIEEFREEESHT @ RIWAEE—IE » FTUERAFTEMNF H

2. "Hp"+(i+1) > BEE+1 > Mk~
Ha AHpMEF EE0ER » A+ SR IERNEE
3. (i*50,363,0); > A&E50k%3137?
503 fk% > F%57%(0,0,0) - %&T%%ﬁ%(SO 0,0)-

31381 UnityMBug » EEEETRAE S ENYER-313 8B IR ERES > FILILERR

100 |-313 ][0
38.677 |29.8 | [ii|R ]

0 Jyjo jzjo

KBV TEBER
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Week 16

[ 15*5_?.5%] |

L|fe—l|fe+s M life+=s ﬂ » AR BEARIERL

raneover.»ethotivel

1 = maxlife; i++)

ToString(y; o

- life) hpz[i].Sethctivel

*//0617_#tUpdatefZ 2t EE » RAABDEAE—EEM

*if (| < life) hpsli].SetActive(true); else hpsli].SetActive(false);

HBETRE mpdateq]_ H A A AR F TS Tl BE | BBt nE)A3 » BRETHYISR 15 « 255
MFuntionBENRISTE » A T 28 HH B as = NIFRLLE THREET) o TSR EIASEES - EAARIT o FRLURE FHEET,
BB — IR FILES BB
Updateﬂiﬂfryaj’aéz‘mgmw EDBEHORY > 1 (Een BN EAE]

BT SIS SIMNBE @ EE (R R B L ANE »

Setlife(int ) B A7 g2t =maE

life += =;
(life == 0]

life = 0;

safenver . Setdct iy HI

i=10; 1 < maxlife; i++)

(i = life) hpa[il.Sethctive(




Week 16

GONNEI SIS i)
fEFoesfZI7—Script » spfaEnermyAl

—

¢hr = GameObject .Find("RigidBadyFPSController”);
mui = chr.GetComponent<lserlUl>();

(Vector3d.Distance(chr. transform.position, transform.position) < 1.0f) uui.SﬁtlifE{—l}J

*if (Vector3.Distance(chr.transform.position, transform.position) < 1.0f)

uui.SetLife(-1);

(R

if (-~ <1.0f) 2R 1EEE (T

uui.SetLife(-1); HAITERR-1

Vector3.Distance S E

(chr.transform.position transform.positi | Bt B FIsZComponentFrEMNI &
on) (FoespIIE)

2 transform.positiongl FEIEER » B
BERE AszComponentFiERU B

42



	行動APP設計
	投影片編號 2
	投影片編號 3
	投影片編號 4
	投影片編號 5
	投影片編號 6
	投影片編號 7
	投影片編號 8
	投影片編號 9
	投影片編號 10
	投影片編號 11
	投影片編號 12
	投影片編號 13
	投影片編號 14
	投影片編號 15
	投影片編號 16
	投影片編號 17
	投影片編號 18
	投影片編號 19
	投影片編號 20
	投影片編號 21
	投影片編號 22
	投影片編號 23
	投影片編號 24
	投影片編號 25
	投影片編號 26
	投影片編號 27
	投影片編號 28
	投影片編號 29
	投影片編號 30
	投影片編號 31
	投影片編號 32
	投影片編號 33
	投影片編號 34
	投影片編號 35
	投影片編號 36
	投影片編號 37
	投影片編號 38
	投影片編號 39
	投影片編號 40
	投影片編號 41
	投影片編號 42
	投影片編號 43

