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AOV) T ERERIE(CH)

BXH)FhEariR—Rok
AP TrFav R—R o bO—FETHAT=8 . GameObjectlZ7 2y F (D (+)LIELNEFEZ ALY,
SCIEFE(IZ (X MonoBehaviourZ# & LT1=95 X 1 DG E 1T,

BO7MIVREDSRAILB—TRIFNIEELSEL
—BRI) TR I7AIINEE12RIZ. T7AMIIWVBREEZADBIGEIL. V—RAADISRABET7M4ILE ERLCIZLTHL,

MRV TRI7A N EEoT=LEIZ, D SEERLTH S Start()1TUpdate() JBEE(AVYR)IZDUVT
Start() RVUTEHB—REINFzFAZIDT T—ELITETINDEHK
Update() 7L —LMEIEN DB

WA —/\—5/FEI%
ROONT-BAHBERIVTLI7AILAIZERIRT S LT, ROGNT-FNMEEIToTN S,
{5, OnCollisionEnter(d1=Y #I5E FB)
FixedUpdate (288 E FH D Update i %K)
OnMouseDown(I I RAANHE ) EEGTE
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using UnityEngine;
using System.Collections; 73 4

public class NewBehaviourScript : MonoBehaviour {
lbublic float TimeLimit = 30.0f; | 111 %) R B P publicZ D (F=-EHIEIT T2 LIZR TSNS,
Ifloat m_timeLimitCount = 0f; I 1 HIRR S A publicZ DL EE [Eprivatel Y, TT02 LICRTRINALY,

V) Use this for initialization

id Start
vold Start () { BA%3L publica ot niEtnRIUTI LU HT CENTES

// Update is called once per frame
void Update () {
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Transforma> R—R U MEIALE. [BIER, 5 KHE/IMEZ . Vector3&! THDaVR—R Uk

I & O il
T—IILFERTORAEMEFERICTI/EX
transform.position sctransfromZ #lEMonoVehaviourY S A TEE SN TLVS

A—AIEETOREMERRICT VLR
transform.localPosition

IR

Vector3 pos = transform.position; // IRED LI EZ IS

Il posz B BDIEY FEIEY - - -

transform.position = pos; I REDEZpPOSIZT S

PRK 4 /1 D il
T— )L EETOIKE/NMERIZT VX (EHREZ TSI ELANTELRLY)
transform. lossyScale

A—AILEZETOLKE/MERIZT V2R
transform. localScale

IR

Vector3 scale = transform.localScale; I IRFED LK HE/MEFEF

I scaleZx &A1Y BEHEY - - -

Transform. localScale = scale; I IRED I KE/MEZscalelZd 5
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HODT,ATOzIREENTIRICITIILU—LIZENEITED N IEWSTHEDE AL,
EITRECHFYIDBHENELG>TLEVHEEELL S,
pos.x +=5f; /| «~ZHUL\VOEEAHIING

19L—LIZENTFETEDH DM

1P HED EERE

EITRIKRIZLSFPS

10FPS

60FPS

2m

2m

BOTMRTENLETETHIEWSIEZ L THIET 5,

20m

120m

1 HE=YISEC EREICED !

pos.x += 5f * Time.deltaTime; // <1 To5mEF =L VESI5EL

Time.deltaTimelZ[XRI 7L —L DB ZHh > TR M A-TLVS,
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P K/ DI
T— LR R TOIKRME/MERICT VR ( BEHREZ(TIRSZELHNTELELY)
transform. lossyScale

A—AILEZRTOILKE/NMERIZT IR
transform. localScale

IR

Vector3 scale = transform.localScale; /I IRIED LK HE/MEFEF

Il scaleZx & BV BEHEY - - -

Transform. localScale = scale; /| IMED LK &/ MEZscalelZ9 5
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BRI
Unity N &6 Tl Bl #5138 R & QuaternionE! THKk->TL 5,
*Vector3& 2o\ LAY EEIN LB RET S0
ZD1=. EEEE R VYT THES=0(Z1E. QuaternionBEI M5 VectorB [TEBRAINE,

J—)LREZTOREFRICT IR
transform.rotation « QuaternionZ! D {&
transform.rotation.eulerAngles « Vector3®![ZZ#a L 1-1iE

A—AJLEZETHOEEFERICT IR

transform.localRotation
transform.localRotation.eulerAngles « Vector3%!(ZZ=H#a L f-{iE

TR
Vector3 rot = transform.rotation.eulerAngles; // IR¥E D EIER|EF#H %NS

I rotz A BHIEY BFEIEY - - -
/| MEDEERIFHZr0tIZT B

transform.rotation = Quaternion.Euler(rot);
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A2 FFTO I TransformaiR—R Uk I1OFIE RULNTLNSARIZHED

Transforma>R—R 2 b DpositionZ Fill Hl 3 A IL B EIZRT L THREIT TETET AN
MWTWSAMICHED LG EFENKEIZHRYETS,
ZIDL TS, Unity TIXRIWT WS A RICES B H B ITEETEET,

transform.forward
MDAV TNSARZERTNIMLTY,
DT,
transform.position += transform.forward * 10f * Time.deltaTime;
DI MAEMEIZ, ALVTWSAR * ELEHETIALTHIFNIE., FIET HLELAHIVET,
iz,

transform.position += transform.TransformDirection(Vector3.back) * 10f * Time.deltaTime;

ETNIE BIREA LT OIRELARISEEEHENTEEY,
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B (A2 TR)RF72yFENTLVSGameObjectDtDaAVR—R VM7 IR T Sk

B (AR2)TR)IE, AV R—R M@ ERZLD T, AYDaAVR—R U D EEIEERMICITESEL,
DAL R—RrER ) TEMSFIEILI=LMEE (X, GetComponentBE k&5,

ﬂi’.@:lf// 3—*>I~0)HR%E'1=
GetComponent<a>R—R2 &> ();

f. (RigidbodyD 15 &)
Rigidbody _rigidBody; // > R—32 2 I1TERS =8 IZRigidbodyZ! DI rigidBody |EWLNVSEZ D EHEE
_rigidBody = GetComponent<Rigidbody> (); /I Rigidbody# B 1%

il
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TORRE. F—R—FRIEDTHEHRD Z(THY A (InputR)

RO AREDERG

Input.GetMouseButtonDown(¥ 7 RADHRAVET) «— RAVERLIZBERETZTtrue. ZTh LSt I false
Input.GetMouseButtonUp(R DV RADHREVEF) — REAUZEELI-BEZ(ITtrue. Zh LSt (Efalse
Input.GetMouseButton(Y V7 ADHRIVEE) — RAVERL TSR Ftrue. T LIS Efalse

HKIDADREVES 0:EREY 1: /R 2:79k4—)L

TIORADEE
Input.mousePosition Vector2®! T< ™ X M EIZ%H S

FIAHI.
If (Input.GetMouseButtonDown(0) == true) {
I ERZ M RENFZEZITTINEEELS
}
else if (Input.GetMouseButtonUp(0) == true) {
I ERFUDBESNIZEZ(TITHNEEELS
}
Debug.Log(Input. mousePosition); // X9 AH— )L DEZEZIY)—ILIZRK TR
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F—R—FREOIMET
Input.GetKey (F—a—F) «— F—HABINTUL\SEF(Strue, EN TULVE L B (dfalse

F—a—kElE. F—DEEEZRI FNER
AR—RX*—Mi5E KeyCode.Space
AX—DI5E KeyCode.A

FIRAH.
if (Input.GetKey (KeyCode.Space) ) {

/| AR—REF—DHENT-IHZEDNEEZZ(EL
}

else {
/| AR—RF—H SN TUVELMEE DNEZZZ(ELS
}
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ROVTEDSDAREZ ZADYER

AVRFVRENT
FI| FA eI REZR K BE D GameObjectd Z &,
DFEYEITILF—E1—IZKRIREINTLVSHGameObjectD Z&

AVRZADER A&

Instantiate (GameObiject obj, Vector3 position, Quaternion rot);

HhYPTELL
Instantiate (Jt&7%:5dGameObject, #HAGIE, #HAME);

EBLIzAV RV REZITRAIEGE L.
GameObject obj = (GameObject)Instantiate (prefab, position, rotation);

FIAHI,

Il FLi\T%H1§ (Resources/Prefabs/Bullet)

GameObject prefab = (GameObject)Resources.Load ("Prefabs/Bullet");

I TUINT AV RE RE R

GameObject obj = (GameObject)Instantiate (prefab, position, Quaternion.identity);

I TUNT oAV RE R/ (B LY D LT E IR T 551)

GameObject obj = (GameObject)Instantiate (prefab,
transform.position + (transform.TransformDirection (Vector3.forward) * 2.0f),
transform.rotation);
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ROVTEDDAVAREZ AN E

AV R ADEREE &
GameObject.Destroy (GameObiject obj);

HMYPILELLL
GameObject.Destroy(8 2L =L \GameObiject);

FIRAB.
IEPT IV I E
GameObject.Destory(obj);

HEERBRICAVREIVREWET DHE
GameObject.Destroy (GameObiject obj, float time);

HHYPFLELLE
GameObject.Destroy(FEZE L 1=l \GameObject, {AIF R IZIHET B H);

FIAH,
/I SRICAV RV REE
GameObject.Destory(obj, 3.0f);
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MERBERIOUEESIFE

Rigidbody (FZEH|F D KERTaAVR—FRR)
GameObject/ZRigidbodya > R—R U MEMT S
Materialz % EJ & T REEHRGEDERIFDOREDIEAZIEET S ENTEFY,

MIBEEEXV)TTHIET S

Rigidbody rb = GetComponent<Rigidbody> (); // Rigidbodya>R—3%> &S

I BADRIWTSARIZI00fD AZMZ S (HDH T A IEImpulse)

rb.AddForce (transform.TransformDirection (Vector3.forward) * 100.0f, ForceMode.Impulse);

ForceMode D&% ( Rigidbody.AddForce 2L THEERTEHED=HDA T3>, )

Force BE#FRALT. UDYRRTAABENLTZAZFNZET,

Acceleration ZTOEEZEHRLT, UOYRRTAANBGERGINEZFBMLES,

Impulse ZOEEEFERAL. UDYRRTAIZTAVREVNTA—RAL NV REBMLET,
VelocityChange BEZEGLT UDYRRTAICAV RV MEEEEEEBMLET,
MEBEEDONEZENTEIHE

Rigidbody rb = GetComponent<Rigidbody> (); // Rigidbodya>iR—3 2 h#E#EL T
rb.velocity = Vector3.zero; /| iMM->TWLVSA%E0IZF 3
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AOVTrTHIVHEERH T 5FE

A4 E—NT72YFEIN T SGameObjectiE =Y HFEER H HATBE
A5/ F—a v R—R U DIsTrigger?75% DON/OFF TREIENSBEABMAEH D

IsTrigger?54 12 DL\ T(F 74 ILMEA D)
ONTZLEERBFICRET DRAENEN <D,
DEYSDON>TEMEBERIIITONT . TYUIRITEAIE LD,
F&EIET)7HIE (T—ILHRICRIELGE) [TEHLNEIEN B,

IsTrigger7>% hiAT1=&. OnCollision D EEEAEIL N, 759 HONTZEONTriggerR DM FEIEN D,

OnCollision&% 551 # D Collision M S EZEMEF D IEHREZ(TEDH_EMTE,
OnTriggerR 55| M CollidermN HE R F D IEHZEZ(TENS,
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ROV T (ERZHZEITVD SR DD o -AF D AFZEIVY—ILIZRTT H)

IsTriggerD'A 7 DIHE
// BRLUEBEIDIIL—LEFIEIEN 588K
void OnCollisionEnter(Collision collision) {
Debug.Log (“OnCollisionEnter ” + collision.gameObject.name);

}
// BRRENSHN-BRRED1TL— LTI SHEH

void OnCollisionExit(Collision collision) {
Debug.Log (“OnCollisionExit “ + collision.gameObject.name);

}
/7 BRLTVWSRE. MELFEN S

void OnCollisionStay(Collision collision) {
Debug.Log (“OnCollisionStay ” + collision.gameObject.name);

}

IsTrigerD'A > DIFE
/ ERELI-BEEID 1 TL— LT IFIFEIEN B EI#
void OnTriggerEnter(Collider collider){

Debug.Log (“OnTriggerEnter “ + collider.gameObject.name);

}

/) BRI EENSRENT-IRIEI D1 T — LT IFIE(E N B2
void OnTriggerExit(Collider collider){
Debug.Log (“OnTriggerExit “ + collider.gameObject.name);

}

// EZEL TV, AELFFIENBE%
void OnTriggerStay(Collider collider){

Debug.Log (“OnTriggerStay “ + collider.gameObject.name);

}
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ROV FTrTUINZT R TDEE

UGUID B /IN—YIZTIRT BHE

AT BUuGUIZRSIGE (&
using UnityEngine.Ul;
ANZY:|

& B 7151

ITAIMDAVRERAEZITRNSES(ZpublicTEEL THL
public Text TextTimer;

o~

enabled 7O/ 71X TRDON/OFFEERT
TextTimer.enabled = false; Il TextIZPR 59 Imaget>Button’z EUIERE A DO TO/ T 1,
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