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Time.deltaTime ag¢ia
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) Assembly-CSharp - Move_Forward.cs - MonoDevelop-Un
File Edit View Search Project Build Run  Version Control  Tools  Window Help

& Solution loaded.

[ 2 Debug W
[} 4 Move_Forward.cs
Ty
L & Move_Forward = E] Start ()
5*- 1 using UnityEngine;
3

2 using System.Collections;

vold Start () 1

vold Update () {

transform.Translate (Vector3.forward * speed * Time.deltaTime):;
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20 % ) Effects

Gizmaos

Rigidbody
Mass
Drag

Angular Drag

Constraints
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using UnitvEngine:

? uzing System.Collections;

4 public class moveRig : MonoBehaviour {

5

7 void Start () {

10

12 void Update () {

14 float moveHorizontal = Input.Getixis=s ("Horizontal™):
15 float moveVertical = Input.Gethxiz ("Vertical™):
16 Vector3d movement = new Vector3d (=, ¥, Z)r

17 rigidbody.AddForce [(movement) ;

20
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4 _— - T - . -
1 using UnityEngine;

2 using System.Collections;
ublic class moveRig MonoBehaviour

public float speed =

void Start () {

void Update () {
float moveHorizontal = Input.Gethxis | )z
float moveVertical = Input.Getixi=s | )
Vector3 movement = new Vector3 [(moveHorizontal, 0, moveVertical):
rigidbody.addForce (movement*speed*Time.deltaTime)
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1 using UnityEngine;
2 using System.Collections;

public class moveRig @ MonoBehaviour {

C

& public float =speed = 1;

3 volid Start () {

10

12 pdate 15 called once per frams

e

void Update () {

transform.Tran=slate (new Vector3 (speed,(0,0)*Time.deltaTime);
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1 using UnityEngine;

2 using System.Collections;

3

4 public class MovePlayer : MonoBehaviour {
5

& public Transform Player:;

public float speed = 5;

2 = 1o LoD Al Llgdl lagllid

void Start () {

o Co

[ i
L L B

3 pdate 15 called once

volid Update () {

transform.Translate (new Vectord (speed, 0, 0) * Time.deltaTime):;
transform.LookLt iPlayer]ﬂ
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4 Test.cs
& Test » E] Update ()

1 using UnityEngine;

? using System.Collections;

- 1 = T + nr IR I
4 public class Test : MonoBehaviour

vold Update ()
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4 Test.cs
[ Test » E] Update ()
1 using UnityEngine;
2 using System.Collections;
4 public class Test : MonoBehaviour {

volid Update () |

transform.eulerfngles = new Vector3 (transform.euleringles.x, 0, 0);
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Mo selection
1 using UnityEngine;
2 using System.Collections;

4 public class Test : MonoBehaviour f{
3

& volid Update() {

8 Input.GethAxis ("Mouze X"):
9 Input.GethAxis ("Mouse T"):;
10

12

Ladl ) Al Al Gudi e, JRAYT ~l an) st Lie allay ga Uia GetAXIS Cweddinl Al 5 ) gall A daaY
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1 * ;r Test.cs x ¥
@ Test » E] update ()

1 u=sing UnictyEngine;

? using System.Collections;

4 public class Test @ MonoBehawviour {

5

[ public float MoveX = 2;

7 pukblic float MoveY = 2;

g volid Update ()

10 {

11 float MouseX = Input.Getixis=s ("Mouse X") * MoveX;
12 float Mouse¥Y= Input.Getixis ("HMHouse ¥") * MowveX¥;
13 transform.Rotate (MouseY, MouseX, 0O):

15

WGl 1) 5 Gasbell ASn e sl i) 5 XY ose ol e pus Uliany 1) 0 ikia L e 6,7 sl b L

Zlos ur gl dee Ll W 0sS 71) il e ekl S s o) ) float g 58 e prde LS Uia 11,12 skl &
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B | Create '| (arall B E

a ™ [Player [static +
Main Camera |7 Tag|Untagged | Layer [Default ™|
v . Transform T
Position X 0 |0 Z0
Rotation X 0 Y0 Z0
Scale ®1 Y1 Z(1

¥ i Cube (Mesh Filter) #*,
Mesh __WCube @
¥ i [ Box Collider & %
Is Trigger OJ
Material

Directional light

Center
X0 v o Zo ]
Size
®[1 vl zl1 ]
¥ . [MMesh Renderer @ %
Cast Shadows [
Receive Shadows [
b Materials

Use Light Probes  []

' Default-Diffuse #*,
Shader | Diffuse + || Edit..
Main Color [ JZ

Base (RGB) MNone
Tilina Lol (Tlxtur!}
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@ Test » K] Update () ;

1 u=ing UnitvEngine;
2 u=ing Svyvstem.Collections;

public class Test : MonoBehaviour {

public float MoveX = 2;
public float MoveY = 2;

= o s L

oo

(V]

vold Update ()
{

=

R
[ ]

float MouseX = Input.Gethxis ("Mouse X") * MoveX:;
float Mouse¥Y= Input.GetiAxi=s ("HMHouse ¥") * MowveX:
transform.Rotate [(MouseY, MouseX, 0);

Debug.Log ("Mou=ze™ 4+ MouseX +MouseY):;
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pnd W aany ) a8l A Ua Print Jsate oaSan W Sha¥) gy 5 ) #1) ifie 4US; Liad Uia 15,16 Ll & LY
s S8 G glall el jat die Hedas ) Aagll Lidary &1 5 ) saall

Oosaall o (s lall & jali af @y sa (e sSU) JauY) A LaY
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4 L4 jrmstm x \K
[E test » EJ update ()

1 using UnityEngine;
? using System.Collections;

4 public class test @ MonoBehaviour {

void Update () {

transform.position += new Vector3(Input.GetlAxis ([("Mouse X"),Input.Gethxis ("Mouse ¥"),0);

=
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[E test = El update ()
1 u=ing UnityEngine;
Z using System.Collections;
3
4 pukblic class test : MonoEehaviour |
3
6 /Y Update is called concs psr frame
7 void Update () {
8
g transform.position += new Vector3 (Input.Getlxis ("Mouse X"),
10 Input.Getlixis ("Mouse ¥Y"),
11 Input.Getlixis ("Mouse ScrollWhe=1"));
12
13 1
14 }
15

Sl e i

e 88 9 g9 JSA A 13 S a ) glamy ) ) a8 ale (<G Vertical s Horizontal A 4wl
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Vector3 e 7

e aadi agd Jom g5 3y Ll Ll 5 (X,Y,2) A2 ) slaall & 0 53 ) il 1o o)) U je Vector3 saial duilly
Gl Loy 525801 8 aa Vector3 edius Wil gl new Vectord JSall 1ag: deadiu Aaa il & Vector3

La (o ¢ e 58 5int sl float g 5 (e witie dead )3 il mmaa ¢ Al Al e W) LS W Vector3 & s ks
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DUl o aaY Al e i #) ) 2SI 3 5 VeCtor3 £ s (e wia kie G e ) public 2

4 4 J;"rTest.cs x \'g
@ Test » EJ update )

1 using UnityEngine;

L

2 using System.Collections;

4 public class Test : MonoBehaviour {

c
3] public Vector3 V3;

3 vold Update () {

9

10 transform.localScale += V3 ;
11

12 }

D edane Lo BaaY ¢ malipll aa 5 W1 ¢ V3 Ay Ao dind 2 Sl 8 5 Vector3 el i je ) L LY

v @ ¥ Test (Script) 3] 4%,
Script LETest |
V3

¥ 0.1 Al [z o |

C‘J}LJ{})AQS‘@Z}O}JQSQLGds&ewg\g:\ﬁd:\émvectorS)M\C)AMS\JT.@L‘&SM\J}M\Q)@EOY\
ala D ale e i) Aapad 5t ) e bl L eda Lo & (ol dna ol 8 el (5S uaall 138 3 55 S )
D BaY Al IS G uall o 585 7)) s bk (private)

L] » J;"rTest.cs x \"g\
@& Test » EJ update ()

using UnityEngine;

using System.Collections;

1

2

4 public class Test : MonoBehaviour {

5

2] private Vector3d V3 = new Vector3 (0.1f£,0,0);

3 volid Update () {

9

10 transform.localScale += V3 ;
11

12 }
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: Vector3.Distance i

¢ I 5l S (gl G Al sy s JAT ey 5l Gy e (IS 2a U ey ) 8 (Distance) 1o sl
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4 b ‘ff Test.cs X \

"
E Test » No selection

1 using UnityvEngine;

2 using System.Collections:;

4 public class Test : MonoBehaviour {

public Transform COther:

=] @

3 volid Update() {

9

10 float dist = Vector3.Distance (Cther.position, transform.position);
11 Debug.Log ("Distance™ + dist):;

12 }

13 }

G e il daay ). )LJ\QEA‘ZMMLMJMJC\JQEJ\ Al A a8 olale Transform g st (e e Glae La
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: Vector3.back e 7
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4 | Testcs

Mo selection
uszing UnityEngine;
using System.Collections;

public class Test : MonoBehaviour [

o [ s LI TR SO U R N R

void Update () {

[£)

transform.position += Vector3.back * Time.deltalime;

=
A Y]

. Galals Calall W sl i 21 (S (gl & Calall Aaia g 3 yaa

W Jerys up Lo ¢ Slae Jeny 715 5 forward &V back 3alS e Jai JLaY) 1 AS s W Jexss forward e Laay
CAils A a Vsl Jeft, right s Lyl ¢ Jaw¥) 1 3S s W Jerns down Lsie 5 e W) N1 AS A

: Vector3.Max , Vector3.Min s 7 &
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4 = . Test.cs

No selection

using UnitvEngine;

2 uzing System.Collections;

3

4 public class Test : MonoBehaviour [{

5

3] public Vector3 MaxVector3d = new Vector3(3,4,5)
7 public Vector3 MinVector3 = new Vector3(0,1,2);

(£

1
(=]

void Update () {

print (Vector3.Max [(MaxVector3, MinVector3l)):;

.....
BoLd R

Gl Wil s Update (o8 ¢ a8 J8) SU 8 g ad o) V) 8 3R 5 Vector3 (sosidie b e Wil gl 8 1aaY
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- Vector3.Scale siia 7

138 22400 Caile Lgaiamy e glaall i (& Al 6B Y G ey 58 43) dia 323 ¢ Jas lauw Vector3.Scale e
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4 > f Test.cs

Test = Mo selection
using UnitvyEngine;
using Svstem.Collections;

public class Test : MonoBehaviour {

S I s VR, T L T N

vold Update () [

print (Vector3.S5cale (new Vector3(l, 2, 3}, new Vector3(Z, 3, 2)})):

L]

=
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Jl Lae Vector3 g 58 (e b sie s Vector3 g 58 (e @ it e llay g8 Vector3.Scale iS5 71 Wl <l
b ol Al oy gy )y A3 JaaY 10 2SI 8 ¢ lay 3 Sl aall) (S 5 g i) Ja 2y 5 e sil) 85 ) il
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: Vector3.one , Vector3.zero ¢ s

oada ¢ gmalipll (A o 1) (A a8 g0 o ls yia) G clilaclun #1 ) agdl a¢itla g Vector3.one , Vector3.zero s _sie
e Ll ¢ Jawsgll Adass ) SN a1 4l 6l position 4 (0,0,0) dkadll I il e )b o5& 1) Vector3.zero
s € daa ) 8 4eadind ol Uia cla ¢ JSAN 13y (1,1,1) A0 ) slaall ) 2l a8 ) Cincay ) Vector3.one
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4 o Test.cs

Test » No selection
using UnitvEngine;
using System.Collections;

public class Te=st @ MonoBehaviour {

S IR s IR T TR L T N R

volid Update () {
transform.position = Vector3.one;
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Transform < iia gan 7
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W aa Jast 215 () ¢ AT e ) Al A3 #1 ) 5 dumuhall ddasay transform.position e iS5 #) Al
s Ul 2Kl sy | position ) (A @ s e AT e ) Jay

4 Test.cs
@& Test » EJ update ()

1 using UnityEngine;

2 using System.Collections;

4 public class Test : MonoBehaviour {

vold Update ()

m
m
]
it
[}
H

transform.position = new V 3 |

Y ow
r r .I’
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4 Test.cs
E Test » Mo selection

1 u2ing UnitvEngine;

2 uzing System.Collections;

4 public class Test : MonoBehaviour

vold Update () {

transform.position += new Vector3 (&, - y*Time.deltaTime;

Jant i U e ¢ A8l Cyant Jesy Juimy 215 1S 5 3nl5 [ sme le 38,0 Cilan 5 3580 Jle cilie (i U LY
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| | ] Test.cs

@ Test » E]J Update ()

using UnityEngine;

2 uging System.Collections;

4 public class Test : MonoBehaviour {

5

7 vold Update () {

9 transform.position += new Vector3 (Input.GetAxis ("Horizontal"), 0, 0} * Time.deltaTime * &;
10

11 if({transform.position.x >= :5f)

12 i

13 transform.po=sition = new Vector3d (5, O, 0):
15 if(cransform.position.x <= -Sf})

16 i

17 transform.position = new Vector3 |-, O, 0):
20

21

By sd e VA Ll 1)) Shadl i Position U Aslls x sae e Aoball A all 35 G e 4 Ll b 1aaY
5 osaall anl aad @lie Qllay L 8l 3 A3Y transform.position.x i Ls Laal x jsae Ao 48 jall 5 gan Jany (lile
shadl B el S e ol Hslaall aal ) agaa Jead #) ) position saie AV 5 ¢ ol 38 5 cld ) A daad
Dhudl (8¢ A gall 5 Al sl Ailly 5 G811 8 ) Jia gy (520 (ol 5l ST L) Jia g A S) cda L) Y)Y Y0
Sl 038 (e s ) <55l 5 el I CHSH g 130 A0 Bline 3 gnd) Uy ) e T3l € ) aaY V)Y

costaall (AU e i nlll (uds 5 VYT gkl (8Ll ol s (80 sall 8

: transform.eulerAngles da 7 &
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4 f test.cs

@ test » E]J update ()

u=ing TnityEngine;

2 u=2ing Sy=stem.Collections;

4 public clas=s test @ MonoBehaviour {

5

3 vold Update () {

10 transform.euleringles 4= new Vector3 (0, O, -3}):
12
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» Al 5 pall LAY | Rotation (2 -3 @@sall A Hsu ) G 3 o Jeassy 41 )

€ Unity - Untitled - New Unity Project - PC,
File Edit Assets GameObject Component Window Help

li| File

Q) IZ, :f \ ® MonoDevelop-Unity

Edit View Search Project Build Run Version Control Tools Window Help

& test » K update ()
1 using UnityEngine;
2 using System.Collections;

4 public class test : MonoBehaviour {

8 void Update () {

10 cransform.eulerimgle@w Vector3 |0, 0, 3):
11 }

)=dd,1=+:\.§\.u'at_.\e§o‘)“c._lgkc Rotation‘_"séz J)MG&:B @\Q\u:&d \cﬂ)ﬁcnb).\j\d.\uuﬁ ke 43 L sl
ZJ}MGJQMJPJJ%‘—"S‘J‘U\AMC‘J

s Sl asSl dLaaY ¢ ST eulerAngles e Jas 48yl s sy Jas (b Jand Jgas

4 > | test.cs x \
& test » E] update ()
1 using UnityvEngine;

2 using System.Collections;
3

4 public class test : MonoBehaviour {

5

&

7 S Update 15 called once per frams

a3 wvold Update () 1

9

10 if(Input.Gethxis ("Horizonmtal™) > 0)

11 tran=sform.euleradngles += new Vector3d (0, 0,-3);
12

13 if(Input.Gethxis ("Horizonmtal"™) < 0)

14 transform.euleraAngles += new Vectord (O, 0,3);
15

16 }

17
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a2 71y Ayl 3 Scele Ul dia i liie Lia cada ¢ mali ) 3 S aaay oSa%y I 54 Scele of Ll U e el
L cnba ¢ daall By e malill (8 IS aasn oS8 1 ) 138 5 JocalScale ¢ ) transform g sie e
» Ul 2 By | transform Lskie (e dae i ) £ uiall g Jaa i lile

LI f Test.cs

Mo selection
1 u=sing UnityEngine;
using System.Collections;

public class Test : MonoBehaviour |

- h un I L1 ra

vold Update () {

transform.localScale += new Vector3 (0.1f, 0.1f, 0.1f) * Time.deltaTime;

axa bl A oga =+ Cueadtin) @l LAY LAY Ua ¢ transform Lsis (o« localScale sic Cucxinl ) La Jaay
bl g daaa pud late Baal g Sl o pSI sl (V)L ABAN ) gl 4 ) 3all 128 5 Vector3 £ s (e

ey f a5 @)l (float) S Gad 4S5 ) W sl (33 0 0.1 2 f s S G ; Al
float & 5 (e 24l o) e Ju laa 5 48

: transform.RotateAround e 7 &

Jsn D 558 Jsn sm ey 35 il Mha |, Cpne (2 Jsn &l 99 A8 5a Ul Jany 715 uiie RotateAround e
P ekl ¥oelia Qllayy paaiall Ll ¢ RotateAround s AT (1d (g 5l yhiall Adads

¢ il Vector3 g s (e (nowrie lia llay &3 i (Vector3 point ,Vector3 axis ,float angle)
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Olile ¢ Ol sl 13l (e de w233 Glile float g (e e llayn AV & ¢ Vector3 g5 (e (roie clhay
L 3K BaY i) el

4 | Testcs
Test » L Update ()

uszing UnitvEngine;

uszing System.Collections;

public class T

ezt : MonoBehaviour {

=] O L I L5 [ L R =

void Update ()

transform.RotatedAround (Vector3.zero, Vectord.up, 20 * Time.deltaTime);
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GameObject 2 AY) gardl 5 Transform (2 <l el (any GiSS il

GO Gl sl transform g 5 (e saieS SN 1aa Jale) o 2 )) 1 58 transform o < uial) (as U] 4l
JGa L., ald G paie A 2 ¢ agie sl 5 IS o) ) ¢ GameObject (2 (il oséd 5« 4 transform &l e

4 | Testcs e \

& Test » EJ Update ()
1 using UnityEngine;
2 uzing System.Collections;

public class Test : MonoBehaviour {

public Transform Player;

o I e O T O Y|

vold Update ()

oo

9 {

10 FPlayer.

é - animation Iil
audio
0 BroadcastMeszage
O camera

childCount
enllider

B B R P k]

..

o (il el g A ad JS 5 A peie s dual a 23l 1) Transform g s o« Player el o Ly ¢ L LY
Transform e (sSay aal g (A4S e (g 5iay il 1 o) e Ju GameObject 5 « GameObject &l i
€138 caS LSall s GameObject 4l bl e transform Jsie Jalad @l | gia ¢ IS e J3S) 208 () 335 <l

- ) 3 dasy

1 r Test.cs x \

@ Test = EJ update ()

1 using TnityEngine;

? u=sing System.Collections;

public class Test : MonoBehaviour {

public Tran=sform Player:

wf o s La

void Update () {

oo

ek
[ BN )

Player.gameCbject.SetiActive (false):;

[ i
| O R S

4l Je uidl s dalad olile <l (Sl transform g 58 ow ssdia Ge 300e Player ssadall o) Ua JaaY
owdia A ) pudi « GameObject _siall pal sa 33k 71, 1S gameObject wis e ), GameObiject
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@ Test » E] update ()

1 using UnityEngine;

2 using System.Collections;

3

4 public class Test @ MonoBehaviour {

5

6 public GameChject Plaver:

7

3 wvold Update () {

9

10 Plaver.transform.position = Vector3.one;
11 }

12 }

... transform !' GameObject e Wsa ¢ Jo¥1 3680 & DS i (i) i () JaaY
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GameObject @l uria par 7w

s GameObject < _sie Lo o at 1 U ¢ Lelee 48y 4l e 3,S8 cadl s Transform &l e e il < jas
Cdamaa s dale 48 Hhy Lgae daladi (S alai 21

Ly il ol ny <l 1S ¢ Al 8 lSa sl 4 GameObject 4alS 4a ki 5l GameObject «iSs Ll el 4)ad) &
Giadt gl b pll (A Caea (A 22a% il 1S GameObject g ¢ (w srie p2dind ladie Lol ¢ (A& 13 e Jiaaty (g0

A s dav 7 58 dani ) G eid) 138 G i aS) Destroy skie sa Adle (o ) aie J) ¢ Gpae S e

: Sl 3 sall La¥ GameObject (28 a2diud 71 ) GameObject <l s paea Ao o o Glile Ua

-
4 k r,-" Test.cs [ ] "-,1

@ Test » E]J update ()
using UnityEngine;
using System.Collections;

1
2
4 public class Test @ MonoBehaviour {
[

vold Update () {

LEE R

GameCbject |

(I ]

D CreatePrimitive

D Destroy ‘

D DestroyImmediate

m

D DestroyCbject
D DontDestroyinLoad

D Equals

I T ol

PRENIE .C\J U « Transform e G yidall Destroy Gl yarie lgtaa (e g A8) pzia e G yelh g IS S L JaaY
AU 2l IaaY s danly el s Jalady S 138 0 S agdi 1 Destroy il

4 .
4 b ;"l Test.cs ] "-,\

@ Test » E]J update ()
using UnityEngine;
using System.Collections;

1
2
4 public class Test : MonoBehaviour {
[

void Update () {

LEE R

GameCbject.Destroy (gameCbhbject):

(RN ]

Al d.aly W« GameObject < A 1aa jey Al 5 Destroy saiall Cucxiv) GO 138 Gy e Ul sy
& el dds N Y cull Transform S IS et a8 ~1 ) L 4 Destroy saiell cueainl o) L Transform
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i ~) ) L GameObject i 44 5 prefab (A dlaa ¢ 66 Ll il b ¢ il o geda llaiia gl )5 Ul cula
Ul 51 danly OIS) ¢ il 3 S (Y Cimy ue b dlaeluy )5 12 kel 3¢ prefab b ssial s (ol
A

O G U [ I

4 b J;'{( test.cs x \IIK
& test » E] Update ()

1 nsing UnityEngine;
2 using System.Collections;

s
o

4 public class test @ MonoBehaviour {

c
= public GameObiject Cube:;

3 void Update () {

9

10 Cube = GameCbhject.Find ("Cukbe™):
11 transform.LookAt (Cube.transform):
12

13

Dedall 138 ey el 5l Ladli 25 ) 0 Shaudl 8 5« Cube ash GameObject § s (e e Liee 1 shand) 8 s
¢ il JS5 Cube 8 453 71, Gl 138 2a 5 101 &) gl Cube Lsial) 445 5 Cube auls (IS e Gy

g 55 (e ria gl LS ) ¢ raa i pline (ol 8 Lia (K1 el ) plany QIS 13 Jaay i VY Sl

) sl 13a J gt lile Uae AlSha Juand 71 4lsh ~) ) L Transform g s ¢« osie J3la GameObject
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e aSall () i sl G BaaB ) g el ) Juandiy o8 V) 5 zmali pll (8 xS Jamy o8 g ) sl

Q) Unity - Untitled - New Unity Project - PC, Mac & Linux Standalone* <DX11 on DX10 GPU> ~ . TRy— = 2 |

File Edit Assets GameObject Component Window Help

[Layers -] [Layout -]

= © Inspector =
-

/ 9 M [Main Camera [Jstatic

| Tag [ MainCamera ¢ | Layer | Default 4
Cube
T . ¥ A Transform ‘“v
Blrecddnaliight Position X0 YL 210
Rotation X 0 Y0 Al
Scale X1 Y zZ1
v & M camera x5,
Clear Flags
Background L P4
Culling Mask
Projection ErrTTr—
Field of View e s (60
Clipping Planes Near 0.3
Far 1000
Viewport Rect
Xx[0 ‘Yo |
w1 i E |
Depth il

Rendering Path Use Player Settings

Target Texture None (Render Textu ©

Occlusion Culling M

| @ Project L &=
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| Create -| (@ D4 HDR o
test v L MculLayer 2,
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v || M Test (Script) %,
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[ Add Component ]
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: GameObject.CreatePrimitive sia 7

Plane,Cube, Cylinder, Capsule, Quad, ) # ) 5 4ume LS JISII W~ A%y 2 CreatePrimitive
aia a5l Glie llay (0 Glawaall 7 A% lile ¢ daa )l JAI (e Glasas Jard agediis ld - 5 (Sphere
Ui S (e 5 ke Glawadll 0¥ GameObject Wi ysie s s budae Glavas (L @ I CreatePrimitive
;2581 LaY CreatePrimitive el alasin) 48 )l e (s 2w lile (¥ ¢ 48 i )3 13l s GameObject il

4 g J.-"r test.cs x \"'-_h
E test » No selection

using UnityEngine;
using System.Collections;

1
2
4 public class test @ MonoBehaviour {
5
&
7 vold Startc()

{

8
g GameCbject plan = GameCbject.CreatePrimitive (PrimitiveType.Plane):

Ll ¢ ol &0 8L 5 258l dan s (56 lile sl A Jasi 71 s GameObject (DS o et elia callay dyladl 8 Laay
Plane,Cube, Cylinder, Capsule, Quad, ) 4l GWIKH aa) addiod b o 8l 3 5 miage o8 LS juaial) S
. p3¢2 CreatePrimitive ) a s¢de 058 1S 5 (Sphere

: gameObject.SetActive siia r

Lo AU ) o S Jinis paad Banilly 5 AASH Jinii pie 5 Jin 5) I el 5 clasl Saty ) 12 SetActive e

P AW Jaadipae g Jard o) oSty ) SetActive L) BaY gzl il

Sy I
E M cybe | [static -
Tag | Untagged  # | Layer |Default &
¥ .~ Transform ] %,
Position X0 'Y 0.5 [Zz]o |
Rotation X0 [¥|o |Zz]o |
Scale X1 [¥ |1 [Z]1 |
¥ ... cCube (Mesh Filter) L =
Mesh [ Cube | @
¥ iy M Box Collider =8
Is Trigger -
Material 'Mone (Physic Material) @
Center
X[0 Yo |z]o |
Size
X[1 v |Z[1 |
v | [¥MMesh Renderer L] %
Cast Shadows [
Receive Shadows [+
b Materials
Use Light Probes -

) true Al aaly 430 Jaadl L cadae QIS Jandil ade g Jundly oSa 13 5 SEEACHIVE (oans 138 AoV 8 50 JasY
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test.cs x
Mo selection
1 using UnityEngine;
2 using Svyvetem.Collections;

3
4 public class test : MonoBehaviour |i|

o

&

7 wvold Start()

8 i

g gamelbject.Sethctive (fal=e):
10 H

11 }

. b true ) false dedll iS5 5 o 8 =i clie llay 5 SetActive sl S5 paiall Cuc st La sl

: gameObject. AddComponent saiall 7w

s Rigidbody s &3l Caacal Cusl il S (S 138 ) @l Sall s G 15 AddComponent Jsiiall Gl
+ 5 geall BaaY € il Sl maen e iyt (i€ il Uia ¢ Sl aa) Rigidbody o alel

Script J o) = Script ) L (e &) Leay) Jaay Al 8 e aiud Has )l sSall s 8 038 () JaaY
38 (M Jealdl o AddComponent siall ddiia g agall ¢ agaal 5 cld Gl Sall (e oall 5l Sall (o yiiag
Pl Al 4 AddComponent Jsaiall aladiul 48y yla lia ¢ IS 8 Lgaa o) Ll 5 s Sl

@ test » E] start()

1 using UnityEngine;

2 using System.Collections;

3
4 public class test ! MonoBehaviour {

5

vold Startc()
{

10

1 }

LY B = TN (]

gameCbject . AddConponent ("Eigidbody"™):
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AddComponent sl 5 ¢ sSall aud 2383 Glile s d =ids elie Callay Lilh ¢ pile <G paiall i je Ll LY
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GUI Text g

5 81 i ol LA 0 GUI Text Al ¢ L1 3 sl 5 a5Y1 o JaleE (31 2 GUI Text sl 3
z oAl Jhi Le glile GUIText oS andias &1 bk € 4ol 8 GUI Text A ge dalaii caS L (S ¢ Lo Ll
A seatall Gl 1) g daall e s

« GUI Text e (S ) A a5 aa s cile ol la b Create > GUI Text ¢« GUI Text Jes) il
D (AU 2SI ) g Calal) ) oY)

! ! ! test.cs x !

& test » EJ update ()
1 using UnityEngine;
2 using Svyetem.Collections;

=]
4 public class test : MonoBehaviour {

5

5} public float Count;

3 public GUIText myGUItext;

9

10 vold Update ()

11 i

12 Count ++;

13 myGUItext.text = "Count " 4+ Count.ToS3tring ():
14 H

15 }

16

Canmy 2o e CuiSle 2 laals Update 2 myGUItext sl GUI Text & 5 (o e < je A lauldl 3 sy
dapay adll oda & ) g dlaa text oo ke AY VY Jhudl A myGUItext s osis CueXiul zali jll Jaill il 6 )
Loy ¢ (ol (o) S el iyl A ey plile (gale (ai 5l String e ey 71 a8l 738 1) Wl (Y1 text
s sa LS Count gl juaiall (S35 (pae (0l il 1) Count 4elS ks 4) e + Aadle 5 + dadle Jand
bl Qi a8 5 Aag sl ) GUI Text oS casal el (3 o1 ¢ s Leayd ) 3 ,k5 #1 ) ToString ¢

Q}\mce\ﬁj‘ﬁ\ J}@.k:\%)hc_\cm‘;\ TOStnng EMM\;‘LQS&J})Q\J?GJY‘@JAMS GUI Text u\.iaa‘)f
:&L;Yc%)ﬂsjysz\igmésmhaﬁe\ﬁ)\ﬂo&y)ﬁ

= public float Count;

7

8 public GUIText myGUItext;

9

10 void Update()

11 {

12 Count ++;

13 myGUItext.text = "Count :" + Count.ToString ("0.0"):;
14 }

15 }
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S ToString pUai Ua ¢ 0.0 S v Ao ey #1528 51 138 o) s ToString ol AT sl 8 LaY
Ly 3y 3 5l aclialy Count el O Lica sl ¢ 5 € 2l 5L jeday 43Y Time _srdiall ali )l ae Jalaii addiiey <ild 5Y)

¢ Led 3 3 lile A a8 ) o) A dad 22a1 lile TOString sdaill aadind jlacst ~1 ) La Time.deltaTime _sidl
FRCIRPBIY

I 4 L4 jffhest.cs x \
» ] update ()

using UnitvEngine;
using System.Collections;

pukblic class test : MonoBehaviour {
public float Count;
public GUIText myGEUItext;
wvolid Update ()
{

Count += Time.deltaTime;

myGUItext.text = "Count :" +Count.ToString ():;

Al V) a3 Al iyl 8 LY Y ¢« Time.deltaTime a8, iy Count  siall 334 ) Ciles VY haudl 8 JaaY
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l 4 4 ‘[hest.cs x \'\
» £ update ()

using UnityEngine;
using System.Collections;

public class test : MonoBehaviour {
public float Count:
pubkrlic GUIText myGUItext;
volid Update ()
{

Count += Time.deltaTime;

myGUItext.text = "Count " +Count.ToString ("0.0");

: GUIText.color _siall 7 &

5 55 ) sl I Gaill 05l sty s A5 8 Aidaa g ¢ Jshae il linde 5 Tas Jew e GUIText.color uidl
: GSLJ\ .A)SS\ LA\)(

4 4 ,"/ test.cs [ \"-,\
& test » EJ update ()

using UnitvyEngine;
using System.Collections:

1
2
4 public class test @ MonoBehaviour {
5
4] pubklic float Count;

8 public GUIText myGUITexLC;

9

10 vold Update ()

11 {

12 Count += Time.deltaTime;

13

14 myGUItext.text = "Count :" +Count.ToString ("0.0"):

15 myGUItext.color = Color.red:
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! Mtest » El Update () : Mesh \iPlane |
: 1 using UnitvEngine; : L I;g.ﬂl'"lesh Renderer &,
1 2 using Sy=tem.Collections; : Cast Shadows [
1
1 3 ! Receive Shadows [
: 4 public class test : MonoBehaviour { : ¥ Materials
I 5 1 _
! 5 . 1 Size |1 |
| 3] public float Count:; 1
| ) I Element 0 W Default-Diffuse @
1 ! 1 ]
! 3 public GUIText myGUItext: : Use Light Probes U
! g v || M Test (Script) 1,
| 10 void Update() I Script o test |
: 11 { B ) E Count |U |
: . Count += fime.deltalime; _ o | My GUItext "BGUI Text (GUIText
| 13 myGElItext.text = "Count :" +Count.ToString ("0.0"): 1
: 14 | Default-Diffuse FE=S
: 15 ‘ gamelbject.renderer.material.color = Color.red; E Shader | Diffuse . Edit..
1 15
1 - 1 .
| 17 1 Main Colar |:45?
: = : Base (RGE) Mane
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D i [ Add Component | v

: GUIltext.enabled Jsiall 7
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& test » £ Update ()
uzing UnityEngine;
using System.Collections;

1
2
4 public class test : MonoBehaviour {
5
[ public float Count:

3 public GUIText myGUItext;

9

10 vold Update ()

11 i

12 Count += Time.deltaTime;

13 myGUOItext.text = "Count :" +Count.ToString ("0.0");:
14

15 myE0Itext.enabled = false;

=
oo

=
[ s}
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& test » L update ()

1 using UnityEngine;
2 using System.Collections;

3

4 public class test : MonoBehaviour {

public float Count:

=) o

public GUIText myGUItext;

oo

(e}

10 vold Update ()

11 i

12 Count += Time.deltaTime;

13 myGUOItext.text = "Count " +Count.ToString ("0.0");:
14

15 if (Tnput.GetEeyDown ("=space™})

15 i

17 light.enabled = ]lig’nt.enabledﬂ
18 ]

19

20

21

22
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using System.Collections;

public class test ©: MonoBehaviour {
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print ("Click™):
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using Svestem.Collections;
COI I (e Ay (o o) |

public clas=s test : MonoBehaviour {
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ureZD StartBRed;
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4 b j,f' test.cs x \'-_\
& test » LI OnCollisionEnter (Collision Col)

1 using UnityEngine;
2 using System.Collections;

F

4 public class test : MonoBehaviour {

C
7 volid CnmColli=sionEnter (Collision Col)
8 {

g if (Col.gameChbject.collider)

10 {

11 print ("Hit Some Thing!™):
12 }

13

14 }

15

S AV IS ixs Col s ¢ (A 13gd adlsill 3 203 clia callay # 1 Al b ¢ uble JS8 A Caaddiul U JaaY
3oke ga A 5 G 3 aabaill ¢ 63 aaan A1 s Collision (28 cwadinl Col 4elS JB8 LaaY aoliaill daa Jans o
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test » EJ| onCollisionEnter (Collision Col)

1 using UnityEngine:

2 using System.Collections:

4 public class test : MonoBehaviour {

5

7 vold OnCollisionEnter (Collision Col)
8 {

9 if (Col.gamelbject.collider)

0 {

Destroy (Col.gameCbject):;

S (5 b araal 1) ASH ) V)l b laaY
Col 33303 =1 Destroy (8 by (o e 7))
AV G 8 sSh #l seill o) 2aa lile
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test » £ OnCollisionExit (Collision Cal)
uzing UnitvEngine;
using System.Collections;

|

4 public class test : MonoBehaviour {

5

7 vold OnCollisionEnter(Collision Col)
8 {

g if(Col.gameCbhject.collider)

10 {

11 print ("Hit Some Thing!"™):
s

15 vold OnCollisionExit (Colli=sion Col)
16 {

17 if(Col.gameCbhject.collider)

18 {

19 print ("");

20

21

22

23

& I OnCollision Ay s 5 38 ¢ ) La )
Jalai (2 oy ) ) 5 (o g1 (8 Al andis Jgla
Al Ay Wl ¢ S Slaclisi 1) 5 Leaa
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| 4 Rigidbody 2D
;@'Circle Collider 2D
7 void OnCollizionEnter (Collision Col) ]EjBuxCuHMerZD
8 { @ Edge Collider 2D
9 if (Col.gameObject.name == "Flans") :@Pﬂ"?gﬂ" Collider 2D
% { ) e -5 Spring Joint 2D
o print (TR fhe Blanet)s Ié@DmmnceJthED -
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o OnTriggerEnter Al Cucadinl il Lia Laa 4 st x
e Jalad =) D G aas a8l & (ST ) & test » EI OnTriggerEnter (Collider Col)

1 using UnityEngine;

J}SM L;L‘ @4_94\ B LS Collider :\&-a-! )Ay\ u—ilﬁ\ ? using System.Collections;

. ‘\:‘L“’d‘ déb UA &55&\ DJ}'AM .1::;\)[ u‘}[\ }Q LAS Axia 4 public class test : MonoBehaviour {
c
7 vold OnTriggerEnter (Collider Col)
2 {
=] if (Col.gameCbject.name == "Cube")
10 {
11 print ("Hit The Cube™);
12 }
13
14 }
15

5 ) s (,S;ﬁ Oldle Destroy g Jeladi ¢ld L "Hit The Cube" 4K C'_})@_L u.m\ﬂ\ ‘f Jo¥ D JAo Ladie adf Jaay
- ONnTriggerExit 41s aladinl ae bk diaall ae Ul 5 oK1 Jaa ¢ IS elaial

« b | testcs x §

[E test » EJ OnTriggerExit {Collider Col)
1 u2ing UnityEngine;
2 using System.Collections;

4 public class test : MonoBehaviour {
c

void OnTriggerEnter (Collider Col)
i

E if (Col.gameCbject.name == "Cube")
10 {

11 print ("You In The Cube!™}:
12 }

13

14

15 void OnTriggerExit (Collider Col)

15 i

17 if (Col.gameCbject.name == "Cube")
18 {

19 print ("You Cut The Cube!™):
20

21

22

23
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[E test » EJ OnTriggerExit (Collider Cal)
1 using UnityEngine;
2 using System.Collections;

4 public class test : MonoBehavicour {

vold OnTriggerEnter (Collider Col)

3 {

g if (Col.game0bject.name == "Cube")

10 i

11 Deztroy (Col.gamelbject.GetComponent<MeshRenderer>()) !
12 }

13

14

15 void OnTriggerExit (Collider Col)

16 {

17 if (Col.gameCbject.name == "Cubes")

18 i

19 Col.gameChject.AddComponent<MeshRenderer> () ;
20

21

22
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4 test.cs
test » EJ Update ()

1 using UnityEngine;

2 using System.Collections;
4 public class test : MonoBehaviour f{

public float Dir =
public float Speed =
= volid Updatce ()

transform.Translate |(new Vectord (1, , } * Time.deltaTime*Speed*Dir) ;

14 vold OnCollisionEnter(Collision Col)
if (Col.gameCbject.tag == }

T = —
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Al e L;A 4.;# C‘J —aldll 13a u\ L;""T? ¢ LG—“‘A-‘ { using UnityEngine;

2 using System.Collections;

3

BaCkupS 4 public class RotateBackups : MonoBehaviour {

5

6

7 void Update () {

8

g transform.Rotate (new Vector3 (15, 30, 45) * Time.deltaTime);
10

11 }

12
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using UnityEngine;
using System.Collections;

public class PlayerController : MonoBehaviour {

public float Speed = 200;

vold Update () {

float MowveH = Input.Gethxis ("Horizontal™):
float MoveV = Input.GetAxis ("Vertical™):
Vector3 movement = new Vector3 (MoweH, ©, MowveV):

rigidbody.AddForce (movement * Speed * Time.deltaTime) s
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1 using UnityEngine;

? using System.Collections;

4 public class PlayerController :©: MonoBehaviour {

5

6 public float Speed = 200;

8

g vold Update () {

10

11 float MoveH = Input.Getixis ("Horizontal™):

12 float MoveV = Input.Getixis ("Vertical™);

3 Vectord movement = new Vector3 (MowveH, 0, MowveV):

14 rigidbody.bhddForce (movement * Speed * Time.deltaTime) ;

15

15

17 vold CnmTriggerEnter (Collider Col)

13 {

19 if (Col.gameChject.name == "BackUp")

20 i

21 Col.gameCbhject.Sethctive (false):

22

23

24 }
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C

public fleat Speed = 200;
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3 myGUIText.text = "Count " + Count.ToString ()
35 }
37 1

C\_)Lu\cﬂ)l:u‘_guéﬁ63)ﬂ\@&ﬂ)&”‘).¥ﬁ\du.tc\‘)c\M\@u)&wc\_)ﬁﬂ\o&uﬂﬁi‘ﬁﬁ&uc\‘)u\ﬁ\
oSl s 21y 5 ye 5_SH J20s  1 juel) oy o 5 ¢ U 1anY 50 ¢ ilae 0S80 5,00 Jals (1 el o
z)ola Il haad et Position I ad o) Cusa B )SI & | jueSl oy ) Ul (ST« Rotation s Position ) alaaiuly 3 SI ae

: Sl 2 5Sl BaY oY) CameraMovement sl (58 71 1 aeSl das Cale Jans



[(Y) s> Unity3D <lad¥) & jaal cilad¥) das 5o alas |

4 g /'/Roﬁteﬂadmps.cs x W\‘::_F-‘Ia1,-'lerCn::nntrl::nlller.l::s x }rCameraMwement.cs x \"-.

3 cameraMovement * EJ Update ()
1 uzing UnityEngine;
? uzing System.Collections;

4 public class CameraMovement : MonoBehaviour {
C

& public Transform Player;

7 private Vector3 offset;

]

9 volid Start () |

10

11 offset = transform.po3ition;
12 }

13

14 vold Update () {

15

16 transform.position = Player.transform.position + offset;
17 }

18 }
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PlayerController » EJJ Start ()
1 uzing UnityEngine;
? uzaing System.Collections;

4 public class PlaverController : MonoBehawviour |

public float Speed = 200;
public float Count;

public GUIText YouWin:

10 public GUIText myGUIText:

12 void Start()

13 I

14 Count = Count;

15 SetCountText ():

16 YouWin.gameObject.Sethotive (falae) ;

17 }

19 void Update () {

21 float MoveH = Input.Getixis ("Horizontal™):

2 float MoveV = Input.Gethxis ("Vertical"):

23 Vectord movement = new Vectord (MoveH, 0, MoweV):
24 rigidbody.AddForce (movement * Speed * Time.deltaTime):
2% if {Count == Z)

7 i

28 YouWin.gamelkject.SethActive (true) ;
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