& unity

Unity(dU&D K

MeaERREZAB LT —LAT> >
http://japan.unity3d.com/

KWBSARIEDHINRDERDTHRFZMEC LU THDIENNHDDET . EHECERRODEKREENT TN LREHDIZH T, TR0,
COBERANDO—EBDEHR. —EDOXEFUNity AT S5 LTLET,

© monolizm LLC



LIEDT7TVER

AHMET DSANE

UnityDEARIES
- UnitydDEFR(IGameObject/Z 507
- Unity CROVUT 54 >0
RAOVUT SETIEDEE
)L—F > Dah
RER
Transform 7721 A D5E

© monolizm LLC



LIEDT7TVER

B UnityDIEFR(E
GameObjectiz 517

FYISIREDATZIT O AAS. SO b BODRRE,
9N CGameObject THh D,

GameObject(COR—2R> MENT B ET.
BAIIRDEFEWNEZTDXIDCIRD,

A2R—R> b &R
I— L&Y DDICEFIRHEEZIT D Iabm(HEE) D &

GameObject(C(dZFT T A )L b TTransform &S O R—2R> MHNEIIESNTUL S,
Trasnform(&. fI&E. El#x. IEAXRZIFDOINR—R> N THD,
Bidd+CTransform I R—3R > MIHIBR T D EETER0N,

© monolizm LLC



LIEDLTTIE
S - > R—FR2 b
SIINT—1~_

RaethEsd
ROUT b

A

fiIE. [El¥R. HLAHEI
RS>I>3DEFIL

) OZR=FR2
J2R—-FR2 b

ZEERILT
ROUT b~

AR—%> &

d2h—=F2 b O R—FR> b~

RSO>IFUTIL
(TORFv &ER)

© monolizm LLC



LIEDT7TVER

[GameObject(CO>R—%> &
ENLUTCTHED]

ZZ*MGameObject(CO>R—%&> MEEBINL
CubeZiHB CTEDKLDICTD

© monolizm LLC



LIEDT7TVER

200 Untitled - cube test - PC, Mac & Linux Standalone (Personal)

K + ElEdIa] > 11 ]

= Hierarchy © Inspector ¥ # Scene
| Create -| [cZ ). ™ [MyCube | [JStatic v || Shaded Gizmos | (@Al
Main Camera Tag u@w 4 | Layer| Default
Directional Liht YA Transform
Position X0 Y0 z
Rotation X0 Yo Z
Scale x[1 Y1 z
¥ . Cube (Mesh Filter)
Mesh i Cube
¥ .. [MMesh Renderer
Cast Shadows [on
Receive Shadows 4
¥ Materials
Size 1 ]
Element 0 © Default-Material ]
Use Light Probes )
Reflection Probes [ Blend Probes s
Anchor Override None (Transform) lo
ject Default-Material %,
|eeae-| @ |a|¥|* > Shader [ Standard O
V1 Favorites Assets
©) All Materials.
©, All Models This folder is empty 1 Add Component ]
©\ All Prefabs
©\ Al scripts
& Assets
Q.
B Console ©
Clear | | Collapse | Clear on Play | Error Pause. [ Do Ao @0

© monolizm LLC




LIEDT7TVER

FIR

1. ZZdDGameObjectz > — > (CiEHN
A1 — > GameObject > CreateEmpty X PositionZz(0,0,0)ICLTHL

2. MeshlBiRZBINT D (XMesh&(IRUI>DIERT—FDE)
1> ANRTSF—E 31— > Add Component/RF > > Mesh > MeshFilter >
BAILZOd>R—R> hdDMesh > Cube

3. BT BIEHDL S S%=IBN
A2 ANRTSF—E 31— > Add Component/R¥ > > Mesh > MeshRenderer
Materals > Element0 > @< T U 7))L %2R
MeshRendererd)‘”‘EIEE
- Cast Shadows &2 %ﬁ*";‘%%i%b‘ B0 EFICRRIDNEDH

- Receive Shadows 2D &E %= (T23h . BFEOEEHDTDEZ., BRICERRIDINESH
- Materials Mesh?D&E &k

- Use Light Probes 5 hJO—-J D& == 2dH
- Reflection Probes U J L 20> 3>TJ0O—-J D&% =D

4. SIZDHEZEMN
A2 ANRDTS—E1— > Add Component7i’y > > Physics > BoxCollider
XS+ NIO—T ERERS hDT &, B/2GameObject(CBHEDS 1 Mz < SAFIAT 3 &, WESERENEVEDER>TUES.
Sq NIO-JEFES & WL SRRRMEHESR CER T3S,
§972GameObjectDIgA(F. S+ MY TZES R, (S5 by TEBHICHET IRF v [CHSAA TH < HE)

xUIJL023>T70-TJ EFRERIRFED—D, RIVEEERE CEARRFZRIRTESD

© monolizm LLC



mUNity CROUTFa >0

AT ~&{E> TGameObjectz#lfHl 975 & & T,
FRIFDIENAE LB

AOVT REIDR—FR bO—IETH B,
EJLREFICHO— RZERKT DDT.
C#. JavaScript. BOooDEDEETE VN CEEITEE(ZRE U,

¥ Unity(&.NET Framework E#IRIZE T4 2D [Monol ETHEHET S
Unity5HSIL2CPP E VST CMonoDHBISEED [IL] & [C++] (CEBRIDBCET, RAATA ITRETHRITTEBRLDICRDE

ERR
» I7AINAEDTSRBZRADNENDD
- AT VUT bOERTIEICKZE T D

© monolizm LLC



LIEDT7TVER

RO UT bDRITIEDER

AOUT MMEOR—FR2 bD—DERE UKD,
BATEGameObject(CROVUT hEEBINTDCENTE S,
EARBE TR O UT b ZEITIT DN,

Edit > Project Settings > Script Execution Order

MWSIEEITDCENTES,

EITIEZIBE L TCWBRATUT bR TE. FENNESVWRITUT MEESIC
EKITEIND.

=rEU. BUROUT h=EEEDGameObject(TIBNN L TAIBEDETIAER
HEE E1RD.

Flz. ETIEZIBEL TRWRIUT bOETIBEGRETE E710D,

Unity A RF 21 A> bDROVUT NETIBRE (CRETDINR—
http://docs-jp.unity3d.com/Documentation/Components/class-ScriptExecution.html

© monolizm LLC



LI&EDLTTIER

AU TROUT Mo (E
WHDETBU AR

T59dL. ETlEZEEUZE
FRICEAULTIE, FEBEUZIEETE

TuT<ns,
IBEULU TRV DEHEEN ST,

atay=l7)
RITNEE Z I8 E

© monolizm LLC



LI&EDLTTIER

Unityh'B & THFOH I BIZX

FEDRAI JTIHENDLBER

54 ITHA )24 R NERNTS
&. MonoBehaviourZzfit& Lz R
= A Unity ' SIF(IN D EEEDER.

®1C Start BEORS LU ILNTOA A A 2{EER

OnEnable F IV Db ERELIZER

Start B0 — LD 7T — kil

OnApplicationPause Tl—LOiEHY . R — A EREns sz

OnDestroy  [A 7/ c O OEFERIOREO L —LO DL — LEHOE

OnApglicationQuit FAT =38R TR

OnDisable BED SN Fiaa 24

© monolizm LLC



LI&EDLTTIER

B/ — LRI SR

B &Iﬁiﬁb'ﬁ'ﬁ]ﬂj

SHET TEL FJ1TL— 4T OnPreCull A0 YRR 18
FixedUpdate([S#8 T 241 v — T 235 2FENTL—LI SR DR BT
EHOFIENZZ B
Update |/ —LIFIEND 1[0 OnBe came Visible ATV O DA TR TR g
OnBecamelnvisible FIFFEFRRI CTEBRR
Late Update Update®®| ZIFIF N5 1@l N— AT AT AT BR -
i B e sSIcHLTIES NS
OnPreRender  [XSH — DL A ) S5 T BRI 10
OnRerderObct FRTOY— L5 58 THR 1[0
OnPostRerder  [IAShY — DL A1) 5 %5& T UIC1E 1[0
OrRenderimage Bl A ) SR TL {E
{Pro only) EmE & ONIED O RE Tdo 218
oGUu ANV T, Zl— Al &I CERO Ei=Eon[a]
BIRIEDI= I 2 — A 2 —KTO -
OnDrawGizmos £ EDIE]

© monolizm LLC




LIEDT7TVER

JI—F> Dk

DL—F> &R ZE XA > )L—TUSDIGZFR CITHE DL#EH T D,
DL—F2zZiEnE, B 870 — A (FEFIEEHLE) BRICL
BaITO>TIND,

12DT, —ERABIDHENH IR, —TFEDRET L (CEIM LIZLWLIE
(CBXTHD.

—ERARI DA T AR - T T — R &
—EDOWEB(CEIN LTSV A - BE EIRZRTR &

© monolizm LLC



LI&EDLTTIER

[ X2V 7 b TGameObject 1
LTHKLD]

BIEVED 1= [EREMNDTO> U ] OFEZFET S

© monolizm LLC



LIEDT7TVER

POhzWnWCE

WENSEETZEZWIMIECRLU T, KENEZEN T,

FIg

1. E&&R > 1> ARDIAS—E1— > AddComponent > NewScript(C Sharp) > &gi%
BallManager(C9 3%

2. Assets|CiBIlEN/zBallManagerdC# J 7 1)Lz TILDOUw O TILS « FILE)
FJAJ)L BT, Start&UpdateBd#nh'scit LT B,

TIPS: K< ESA—/)\—S+ REFEBN
Awake 27U MOYRREN SNIZER(C1EIZIFIF(EN D EEEK
Start Update i I FUN SN B RTIC—EIZIFITEEN DE%8
Update 87 L — A (EN S EEEL
LateUpdate Updateh'EiT= Nz (CITEEN D EER
FixedUpdate JL—AL— MIEFBEMRRS—E(T T A)L 51/100%)DEFEE (CIF(EN SR8

3. UpdateBZDH(C, R—ILDOYEEN-10LATF(C2> 25, FIsRICRT EWDAIRZENT D.

EDRIECRDOUT SIS TIOTRATBICE?
AT MhNBINENTLBGameObject(C 72t X9 B(C(d TgameObject] Z{FS
FIBEPZEEFHRZR DS Transform I R—R> MMII7 O3 B(C(E Ttransform] Z/fES
Transform > /R—R> hFDAIEBRICT7 IR T B(C(E [Vector3EdDposition| Z{FS
DED. AIEBRICTZITERTBICIE.
gameObject.transform.position
ETNUELLN,
YEAR(C 7 O RAT DIR5.
gameObject.transform.position.y
EIrd.

© monolizm LLC



LI&EDLTTIER

B2INo0095 A

using UnityEngine;
using System.Collections;

public class BallManager : MonoBehaviour {
private Vector3 mStartPos;

// Use this for initialization
void Start () {
// FMERF DRz Se %
mStartPos = gameObject.transform.position;

b

// Update is called once per frame
void Update () {
/] YERRER-10 K D/NEL o e5. AR ROBEICRY
if (gameObject.transform.position.y < -10) {
gameObject.transform.position = mStartPos;
b
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