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1- Class.Function();
e

transform.Rotate(x ,y ,z);
animation.Play();

2- Class.variable;

‘b
transform.position;

3- Class.variable.variable;

-G
transform.position.x;
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Runtime Classes 4<lSll jia) o3

4 « = » 9l 7 B fileflocalhostT: Uit

j"‘ Runtime Classes
b\

Scripting > Runtime Classes

Search Runtime Classes
Menu
ChvE Pl i AnimationCurve
|Runtime Classes | AnimationEvent
Atributes AnimationState
Enumerations Application
Editor Classes Array
Higttllzr‘?umeratmns Bitstrearn
Index BoneWeight
Bounds
Callisian
i"alnr

[T TR Ty R Ty |

Renderar
LineRenderar
MeshRenderer
FarticleRenderer
SkinnedMeshRenderer
TrailRenderer
Rigidbocdy
Texthesh
Flare
Font
GameOhbject
material
mesh
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® Variahles

position
localPosition
ellerdngles
localEulerfAngles
right

g

forward

rotation
localRotation
localScale

parent
wearldTalocalbdatrix
localTowworldh atrix
root

childZount
lossyScale

The position ofthe transft
Fogition of the transform
The rotation as Euler anc
The rotation as Euler anc
The red axis ofthe transf
The green axis of the trar
The blue axis ofthe trans
The rotation of the transfc
The rotation of the transfc
The scale of the transforr
The parent afthe transfor
Matriz that transforms ap
Matriz that transforms ap
Feturns the topmaost tran
The number of children t
The global scale ofthe ol

* Functions

Translate
Fotate

RotateAround

Lookat
TransformDirection
InverseTransformDirection
TransformPoint
InverseTransformPoint
DetachChildren

Find

[sChild Of

Moves the transform in th
Applies a rotation of eule
eulerdnglesy degrees ar
Rotates the transform ab
Rotates the transform so
Transforms direction frar
Transforms a direction fn
Transforms position fromr
Transforms position frorr
LInparents all children.

Finds a child by name an
|5 this transform a child ©

« « %5 » %~ B

J‘ Runtime Classes
b\

Scripting > Runtime Clas

Search

Run

Menu

I ey

Funtime Classes
Aftribiites
Enumerations

Editor Classes
Enumerations

Histary

Index
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Jaill) agle A3 @3 gadll ¢ ya) (S (Transform) il g 8 (e ssia e OSleY)
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var wdall anl o4c g

var Jsiall aul = dleaedad
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var vl :int;

var vl =5

sl el J8Y maaia e £ 5 e (g 2l o8 () Hhall b

var v2 : float ;
var v2=5.0;
il sl Jiy o 3e g g pariie iy pat o5 (i Hhall

var v3 : double ;
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var v4 : boolean ;
var v4 = false ;

false ¢ true Oiedl) iy Jilale pafie Ciy jad o3 (id Hhall &

var v5 : GameObject ;
Al D e (Y Gliiall 5 ailiadl) 2 d de] IS & 50 e Ciy e o

var v6 : Transform ;
var v6 = Vector3(5,0,6);
var v6 = Vector3.zero;
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var vl :int;

var v2=5.6 : & Inspector ] =
var v3 = true ; @ 'El':“h*' | | |
Tag | Untagged 7 | Layer | Default 3
var v4 = false ; = ! =
. b~  Transform L]
var v5 : GameObject ; b =5l Cube {Mesh Filter) £,
var v6 : Texture ; » i  Box Collider 2,
b @i [ Mesh Renderer o,
function Update () { ¥ [ ] [ New Behaviour Script (Script) %,
Script | “|NewBehaviourScript "
V1 0
} W 56
v3 %}
Vi LJ
V5 Mone (Game Object) w
Vi MNone (Texture) T
o
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var speed = 5;
0.1 Dlaiay yuaiall 138 3005 (ze ) e Jazaall aie Lol

speed = speed + 0.1;

zana e 4 o juniall U e LWl canadl g yriall (e o ol 30l ) aby¥ Adlal) o2
LS ol 4y pdall ) susll diayy

speed = speed + 0.7 ;
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var speed =5.0;
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. File = Encoding > UCS-2 Big Endian

Say e e Uit @llia 3 Ada giiall 5 Ul iy O oy Sl S -
&}M\BJJN\&@}S)&J\}JMJ L).HJ\:‘J.A;

P el (S s ¢ Ladll 4 asasall Slasill o8 ) ) ady g Uil
il sl

View = Line Numbers
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Assets = Create = JavaScript Wl Cu jSu cala (¢S5 2ie 1
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1- Input : J&xy!

Clal¥1 il jae oy il g jall S5 bl e iy 4elasiud g 4iaa Y GOS 13 Ulay

ZUE) e JLa0Y) Slaa g ae Jualaill AplSa) ) s Al sl ) apaalil) geal o
e g canlll Lae ¢ glal) c@a@\hﬂ%dﬁdﬁ\ Q\hﬁm..uc?j:\ﬂ\

AN Jsall Input 2S¢

1-1 Input.GetKey

Input.GetKey (" aul");

Al if e Ja b ana (5 oS5 Gl g miliall ds ) UALM aall 3N 48 el aadind
N ol b 30 S 1Y) Gandl

function Update () {
if (Input.GetKey ("k")) {

ransform.Rotate(0 , 45 , 0);
}

Alla g el o 50 s MLy 5 Ja ) Bt oy o gusd K3l Sl Uidataca 518
Laie iy Ja il o) ol ) sall i awaall i 30 e Jarazall ) i
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1-2 Input.GetKeyDown
Input.GetKeyDown (") al");

O o Giata oyl 80Y 31 e darall ) el die Gl (S5 Wil 40 2
O e Jazaall die 3as) 93 pa (B3ah L Al

;Ui
function Update () {
if (Input.GetKeyDown("k")) {

ransform.Rotate(0 , 45 , 0);

Qs 8 pmanall 255 s Ml g Ja 2 (s oy o K30 Lo Ui
Ciatie iy Y da ) O ol s I o) )sa patan S 53l e lazall )yt

1-3 Input.GetKeyUp
Input.GetKeyUp ("3 aul");

Ol oe aiaal)

1-4 Input.GetButton , Input.GetButtonDown , Input.GetButtonUp

o) Suae SN slasl (8 58 3 51 3 (S5 ARl A3 J1sall Joe Jan3 J1 sl 030
JIsall o3 La fe riliall da gl 8 Apalie W) ) 51 elaud anding (Gludl &3E J) al)
oostall sl canlll Lae i melial) da g (e Apma )51 () ditl dzal yib) olassd andiing
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=4 Lnity - Untitled - New Unity Project 2

File B=E[8 Asszets  GameCbjeck Component  Terrain  Window  Hell

I @ Undo Selection Change  Ckrl+2

Cut Chrl4+
Copy Chrl4C

Paste Chrl+y

Chrl4+D
Shift+Del

Cuplicate
Delete

Frame Selected F
Find ChrlH-F
Select all Chel+A

Preferences...

Play Chrl+P
Pause Ckrl+Shife+P
Skep Crrl+-alk+P

Load Selection
Save Selection

Tags

Render Settings

. . Audio
Graphics Emulation 3 Time
Metwork Erulation 3

Plaver
Snap Settings... Phrysics

Craality

Metwiork

Editor

JRaYL Lalal) 4l Al ( Inspector ) 32dL @ et (o g

8 Inspector

v % Input Manager (Input Hanaper} 1,

Size 17
b Horizontal
b Vertical
b Firel
b Fire2
b Fire3
b Jump
b Mouse X
b Mouse Y
b Mouse Scrollwheel
b Window Shake X
b Window Shake ¥
b Horizontal
b Vertical
I b Firel
b Fire2
- b Fire3
b Jump
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( Firel ) Jiay) Jlie 2l

8 Inspector |

¥ é@} Input Manager (Input Manager) 3,
¥ Axes
Size 17
b Horizontal
b Vertical
Marne Firel

Descriptive Mame
Descriptive Megative
Megative Button

Positive Button left ctrl

Alt Negative Button

Alt Positive Button

Gravity 1000
Dead o001
Sensitivity 1000
Snap -
Invert -
Type Key or Mouse Button -
Axis X axis .
Joy Num Get Motion from all Joyst
b Fire2
b Fire3
b lumn

HY\ JJ\" JA d;m.d\ )J\} "JLua:g dj)ﬁ" JJ }Q e.ﬂ[\ ah@ d.'lﬁ.a]\ J)S\ u\ LA\}}
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( Input J d‘jﬂ Cﬂ :*73\-@—' ‘_g ‘)\Jj\}“ ;Lu.ni__t 4443 @Ai.u)

O i a3l anat a8 s Caalll Liary duala Laasin 4000 Fire] ) JawdU J )
Lac Cusal s 8 83 Ve Jailly Jilay 13l jiia a8y 3l allis¥) canlll Lae )3
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function Update () {

if (Input.GetKeyButton("Firel")) {
//o5 3l yall YY)
}

oDlef JUiall i aasid ol (5 Al 3218 elln oY Horizontal Jaay) 3all

Ins r

Harizontal

-\Y o
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O L e ol iliall da gl 1550 ) il anl) e aladil (e Y 3000 L e 8
sa O Leghilan g ¥ ol 55 5 penY oladY) 5 ) Ll a8 Lia g JAaY) Calas g
Al ) A adll jaiade yu V1oLVl )5 g 5 LS 4] Al sadlall ¢ sl e d
A sl ol s2a (Positive) A sall Aedll Gaa it a1 slad¥) 35 (Negative)
AXis Aol (e st el Hsaall ami S 7 51 Y sf X ADEN ) slaall asY 2 a3 AL
A sl ¢ Al el dpulieny Sl (S0 LeSe Xy saal danadie Glla Ll Cua JauY) b
DX sne Ao don ge dadd o Jeanivd (3 :allile 5l) g1 oY) ) e daraal)

X osae e Wladad e Jeanivd (d :aliile 5 joa1olai¥) ) e llaica

GetKey Alall patns of ra Yas X s (ole pmssne oy 33 a1 o220V 2 s
Lacall 5 5AY) 5 Gradll dly jaill 5 ¥ olat¥) Ao Jarall 3aal 5 if (pilea (A (i e
f LIS ey lll @by aill g ) olad) e

function Update () {
if(Input.GetKey("right")) {

transform.Translate( 1,0, 0);

}

if(Input.GetKey("left")) {

transform.Translate( -1,0,0);

}

;&tﬁ\s G Sl palias éﬂ Horizontal Jaay) &y e Y PREGRE
function Update () {

transform.Translate(Input.GetAxis("Horizontal") ,0,0);

}

kel e leS el Liae 5 abad) ) 51 addiien < Sl 1aa i elly e 5 e

- VY-
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pxdii e Wlle 5 Y ) sns padind WSTg Vertical (Ao Gebiy Horizontal e S3 W
Cra) Ax Y lalai¥) e el jaill cu Su S ol ) e Z s e ol yaill
EN Q}S..g(g_ﬂ';cebai ¢ Hla

function Update () {

transform.Translate(Input.GetAxis("Horizontal") ,0,0);

transform.Translate(0 ,0, Input.GetAxis("Vertical"));

}
dpald 5ok oo AN o dad dpulien (a5 Ll elld g de ) Qi 401S4) o
gl Jalaa 3 Gyl (33 5l e ¢ oDled 5 puall 3352 54l (sensitivity)

transform.Translate(Input.GetAxis("Horizontal") * Time.deltaTime, 0,0);

1S & i ny ¢ Lall) Cllay 8 (e ) JST a5 40 JST ey il A s il el
Al Gl 5 AL s

1-5 Input.GetMouseButton
Input.GetMouseButton ("usstall L) a8 ,");
D omstal) Ll ad
0= Gesball ) 30

1= gustall Ga¥) 30
2= uskall sl 0

A
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function Update () {
if ( Input.GetMouseButton(0) ){

transform.Translate(0 ,0, 0.1);

}

if ( Input.GetMouseButton(1) ){

transform.Translate(0, O , -0.1);

}

il iy b da il (Gad i Gusball )51 e Taxazall ) il die

1-6 Input.GetMouseButtonDown

Input.GetMouseButtonDown ("cestell L) 8)");

JM\@L@_AM\ 13 JJ\LL.'AJAQBJ;\J'&JAML)&M u\éic.ﬁa)ﬁd\d:\s;.}fﬁuey
Al s A i

1-7 Input.GetMouseButtonUp

Input.GetMouseButtonUp ("uxstell L) o8 ,");

M\gjwkﬂ\ggﬁgj‘ij\ww\m&ﬁﬂ\)g\&é}dew}
Ll s Lem AN Ll Galad) JUall (A Lgeadind o) (S ¢ 0 e

-Yo.
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-:gu\j),\ﬂ'édcw\«_hlauihﬁyﬁ)b)y\)}AJQAA}

Normal keys: "a", "b", "c" ... .3_a Ll cany Aalsie V) i 5Y)

Number keys: "1", "2", "3", ... 4Vl 64 )5

(Num Lock) g Jasi Gl )5V

Keypad keyS: H[l]", "[2]", 1![3]"’ "[+]ll’ ll[equals]"

U siSle Jaril) alkas il da sl aeal agh Gl AT lac Le agiland (e aaual
Modifier keys: "right shift", "left shift", "right ctrl", "left ctrl", "right alt",
"left alt", "right cmd", "left cmd"

Mouse Buttons: "mouse 0", "mouse 1", "mouse 2", ... sl )l

alll Lae ) J_)\
Joystick Buttons (from any joystick): "joystick button 0", "joystick button
1", "joystick button 2", ...

Joystick Buttons (from a specific joystick): "joystick O button 0",
"joystick 0 button 1", "joystick 1 button 0", ...

Ll (e Anual 5 & 5 daalaldl Sl 5Y)
Special keys: "backspace", "tab", "return", "escape", "space", "delete",

n.n n.n nn

"enter", "insert", "home", "end", "page up", "page down"

calla gl i3
Function keys: "f1", "{2", "{3", ...

N T
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2- Transform:

¢ il daly s Slavad) Lo @ paill o) jaY OIS 138 a3k g
. (Scale) il 5 ¢« (Rotate) s2 533 5 « (Translate)Jad!

2-1 Rotate : o sxill

transform.Rotate (X, y , z );

caa.\uﬁ:_AJ)M‘;r_e.u:a;d\ﬁj.ﬁ\.}d_)i}hcHM\JJM\&M\ﬁJﬂEMJ
i il 038 5 ¢ 5 AYT | slaall (S b ien a5 gmall (1S by sllnall Lol
& il Ga dysailldalal i didin Gadd 540 435 ) (a5 ) Ol )
.(L_;)S\A]\

RJJL;;M\A&Y)}MJPZQJJSOJJ-\%?“M‘ deal : Jl
function Update () {
if (Input.GetKeyDown("r") ) {

transform.Rotate(0 , 50, 0);

}

e Y e el 5938 ) Aa 53 50 4la) o Casu R N e Lokl viad
da )2 0% Al oy Cogu s A3 R )y lhia o e Vol Glu s gxi o5 Ja il
iy a0 b a5 ¢ o8I 188 530 2 180 Y Lsae o pusnall 938 i (o A

.absolute J) @b e ol s Sl g2 AL offset J) Ba b (e sl

Pl A gl 1) A Jras (uSalls gl B
transform.Rotate(0 , -50 , 0);

Lf\ Jaall e da 050 ?m_;d\ PYPrx UJJ §) S=a absolute (3laall il e\diim‘}( K
sl JUial) Jad Al dsuall PREN Laall o gail) Buai g gl gail) o)

function Update () {
if (Input.GetKeyDown("r") ) {

transform.eulerAngles.y = 50 ;

}

A
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G s avnall 3535 o3 eulerAngles J' s Rotate J G Gl (43 geall poati S g
‘_,‘J\ d.\l.ml\ JM\GA)AY\ Pr-g XJ}MGJLM\SMDUA
transform.Rotate(0 , 0, 0);

S5 exill o anaddl g s 6l Jeany ¥ Gisw R ) Gle vl 5 dalll Jid
¢ (bl

ETA e
transform.eulerAngles.x =0 ;

X Ussa e Gl auadll 53 elal) 4l Cau R ) e daral g daalll ok
padid ) slaall s o el 50 6lal) Ba i Sl
transform.eulerAngles =Vector3(0 ,0 , 0);
transform.eulerAngles =Vector3.zero ;
;e aaly e e sl 48 Hlall oa aladinl die :Adaad
transform.eulerAngles =Vector3 (0, 45 ,0);

JSLie Gy Ll Jag Lglasiiasl (K15 5 AN slaall o A8l ol ol Lol s 45l
Rotate 4aliicY) 45y jlall 8 clias 13y 5l

D psanall saill 4y )y 4ad e eulerAngles J) A% b (e J sl (S s
ahda 090 e S Ol Aa p Clias N5 Z ) san o s auaall Jran a8 1l
ol et e alallda 350 sl gls )l
function Update () {
transform.Rotate(0, 0, 1);
if (transform.eulerAngles.z > 90 ) {

transform.Rotate(0 , 0, -50);

}
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SN e Gaally o5l Al dSa Unity 3D 2.6 ¥ & jaas dalall ey S lila dad el el

Ol elld s dasy 48,k Rotate ) Jee Jasd eulerAngles J) dxa) <aS ¥ J)sadl 5
S a3l ) ) gy ) A i

transform.eulerAngles.z = transform.eulerAngles.z + 30;

T laial g
transform.eulerAngles.z += 30;

(Uad jehand += iodle (o diliue &l 5o 4giil )

1 S 3
transform.Rotate(0 , 0, 30);

PSS GaSally il IS Sl
transform.eulerAngles.z -= 30;

BRI ANILYY
transform.Rotate(0 , 0, -30);
Gl QU ks oY)
function Update () {

transform.Rotate(0, 0, 5);

}

¢ alse Sy $ S (A7 Hsne o Dla )2 5 amanall 530 s oy pSdl 138 ds e
LS 851 e 3 oy b S 8 il 2l S 3 a3 5l o ¢ Uia s

;“;\ﬂ\ u_°.
function Update () {

transform.Rotate(0 , 0, 5 * Time.deltaTime);

Al ) 8 JSLae 8 Janiy 338as (K1 transform.rotation s s3ill 44 yla llia T il
Ay Lt

R
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2-2 Translate :  (<haall) Jaill
transform.Translate( X,y , z );

eAAJ}L;AMJA\‘;‘S:HAA\&);EDJJ\)XE‘&M\)}M\Q&M\ﬂﬁ)ﬂemﬁj

absolute JI Gk e Guls 0Sle g2 s Al offset ) Be sk e oy il Ji&8 a5
AS) AL 138 5 aaall 28 gal dapadl) Aagdl) ) sUazall dagsll ALzl oy e

‘_AQY\ a@ﬁ“ Jj ‘_;c Lrall A 4 J};‘d G‘L“y‘ a&&\ ‘_Ac «ﬂ)ﬁg (N.n;.d\ dz;\ du.n
¢ SJ)}\ds_u‘zf\ NSO )‘}; (:JQLMJ‘A—’QZJM@AQ‘°BSY\QF‘QJWJJJ\
dos Sl e D ) sl oa¥lolad) ) e bl die Y sae dsa Gnall ) sus
.AJJJ‘HY\A%B\J‘JJLA‘—M\RYJJM
function Update () {
if(Input.GetKey("up") Il Input.GetKey("w")) {

transform.Translate(0, 0, 0.1 );

}

if(Input.GetKey("down") Il Input.GetKey("s")) {

transform.Translate( 0, 0, -0.1 );

}

if(Input.GetKey("right") Il Input.GetKey("d")) {

transform.Rotate(0, 1,0 );
}

if(Input.GetKey("left") Il Input.GetKey("a")) {

transform.Rotate( 0, -1, 0);
}

Al Ul 388 €Sl Jadl Sl ¢ GS3 Ma Ll 4S5 damia B ) gy Jamy Sl 1
AL (LT APR T
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function Update () {
transform.Translate( 0 , O , Input.GetAxis("Vertical") );
transform.Rotate( O , Input.GetAxis("Horizontal") , 0);

}
(&& 5) a3l 5 (]| sh) Ll 8la) g sum s I kil (S 5W) Jadl S

355 L5 TF e 58 35 oy Laa IS 5f eyl aa) gind 13 (1 51) Ly 30
Cab Rl (oS Ladie oo TF Aaa ) J gl 2y Al sas o) Al &) ey ¢ el
iate e

M s el sl e Jlie sa Galad) QU Y Jall

e TF Alea I Ja0 a0y LaadIS i cpada puil) aal 3% ol 1) 2 (& & 5 ) Lol 51l

LOiata cpda AN S5 o) oo TF ddas Jsaal o ol AW AN

X e e pnall o3t e X5 Gnar 5 S 5 e il vie 1l
function Update () {

if(Input.GetKey("right ctrl") && Input.GetKey("x")) {

transform.Rotate(1,0, 0);

}
}

N e aacall o3 13) Whe da 8 (i w3 a3l as) e Jaiall 513 JaaY

13 Wl ¢ Cpa DS 5 X 5 ol Jarial @ jaall a1 (e dualll il 13) ; daadla
Jag 5 el ot M sl Calall e Lgiled

Ll ) Slia 4y 5o Gl 5 o a8 ge () el J5 iy Gllaall Jal alasiiad Lo )i 6l
r Sl andig (53 1) adadill ) asall Ji

transform.position=Vector3(5,3,1);
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‘—US-‘XJJMN-MU:}’MJW‘_;—‘QJSJH-’JJ\jjj

transform.position.x = 5 ;
S

transform.position=Vector3( 5,0, 0);
(e Yo s 3 e Wl ) s el Z 5 5 5me g g 3 oY

by @l sall 5 « Translate Jae JexS position J) 48 yla Jzal e gl Jsudl
Aapil] Gl me Byaall dadll pens gl el g

transform.position.z = transform.position.x + 0.1 ;
I laial g
transform.position.z += 0.1 ;
el 6 88y 13

transform.Translate( 0,0, 0.1);

PSS ) saall Sy el ISl

transform.position.z -= 0.1 ;
) e IS 1
transform.Translate( 0, 0, -0.1);

5l C0lae 8 LS pandl) it e

Cuny G gy dad oo e g lavias auia < position JVs Translate J) ¢ A gerca il

transform.Translate( 0,0, 0);

ROTWEGUN AP B - F- RE N PUEL-JEO PWEGUPL PR IO S P
eall ALY Ll Lo 35 il o) g adll

transform.position=Vector3( 0,0, 0 );
B

transform.position=Vector3.zero ;
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S s Jaal) 3513 Ak Unity 3D 2.6 <) & jae dalall ey Su lila dad aledl dlling

el Qe ddads ) aseal) Jai1 4d UlE LY aveaall a8 o yas Laa Dl Co g
: puaall a8 5 ad e position J Ak (x J gasl) (Saag

o saall Guii o 15 Adadill Holad 13) 5 X sae (Ao & jady auaa il (IS 51l

function Update () {
transform.Translate(0.5 , 0, 0);
if (transform.position.x > 15) {

transform.position.x =0 ;

}

A Al Jids X saa lo SAY) Cala a5 melaal s g e anenall g o8 (Y1

(AU JEL ) plas)
function Update () {

if ( Input.GetKey("up") ) {
transform.Translate(0 , O, 3);

}
}

GemAdS 8 7 el @lang 3 laie) aunall oy jal s <y Sl a5 vie
(&bl a8 JS (B al 5 Al S 8 las 5 Y el jail gy ) Bl gl ¢ Aalll ey 8
il 8 LS il Jalaa

function Update () {

if ( Input.GetKey("up") ) {
transform.Translate(0 , 0, 3 * Time.deltaTime);
}
}
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2-3 Scale : (Uil y uSill) aaail)
Ay 5k aa g0 g6 Gailaall Gl il 8 LS 3ala e offset I A&yl gl 1 3
Laid Gl () Saw aanaill 5 ¢« absolute Aallaall 38y ylall ) (3 5kt o) amy (KD Lgaladiny
o2l a4 (Global) Wle Gl s (Locale)

transform.localScale=Vector3(x,y, z );

)}u\h\@:?.:M\(.;;ﬁumj}xs‘umbjusggM\ﬁ»ﬂemj

F\@yw@Mmqj\A)Jh\gxyﬁ\@yuﬁcﬁﬁm\m,m}g
,c@é\%eﬁqua\ju“}bbch\j]\w

Ao mi S L)) 518 94100 58 (Hall paall ey e ¢ Mol pondl) el il
eig‘i %100 Lia s o 5¢ 950 MH\Z\.«;HM\ L)yl 13) 9¢ %150 MJJS\
1 Aal) e Jaladll 2 100 dsedl) ae Jaladll Joy (K15 o 301 ui Lin
stadl JS e Canca e anadd) K305 § 5l e okl die ;Ui
function Update () {
if (Input.GetKeyDown("s") ) {

transform.localScale =Vector3(2,2,2);

}
A5y Hhal) oda o)) L8 oy ;HgiﬁgﬁeﬁgYJJ\é&d)iiﬁ)AM\ die g ¢ Sl
2S5 oy Bl
transform.localScale =Vector3( 0.5, 0.5, 0.5);

P LS 5l Goany e
transform.localScale =Vector3(1,1,1);
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PSS daaa Ciual ey Sl G glhaal) IS Gl
transform.localScale =Vector3( 1.5,1.5,1.5);

LS g Eaay 13le oY1
transform.localScale =Vector3( 0, 0, 0);

aaall 52 B L )l gl duiil) g 1] 56 jiim dana Uilea WY anenall 8325 (o g
(S8 Gl Ll (e B8 Y ) s e 0.2 Ay

transform.localScale =Vector3( 0, 1.2,0);

Q\c._\;:xécPZ;X@)}M&M\%@QYM\&UM\QAEQ
LSS

transform.localScale =Vector3(1,1.2,1);

SIS el A8y yhay
transform.localScale.y = 1.2;

C S Y e Je 0.2 Aty il La i
transform.localScale.y = 0.2;

panaill elall Y 45y LSl L Lgtaand 5 ¢ manaill offset J) 485k M aa b Y1
paaaill Ailaly a 43 shall 5 aS1 5 IS0 4 gl adl) ddlia) o J; el ol
1 TIS ) il ) 2aal)

transform.localScale +=Vector3( 0.1 ,0.1 ,0.1);

) Al 224 Libial WY o 0S8 s aaadl i sV (K15 aal g (e yraal dagil) Lin 4l
°),-.‘-‘S:‘e:\-.\mgm\-lﬁ LSA\AJ\ (—;;;J\

¢ iS4y Hlall 03gn anall yuai Lo i flg
transform.localScale -= Vector3( 0.1, 0.1 ,0.1);

L ol
transform.localScale +=Vector3( 0,0, 0);

et Y s mil anall ) hea Filaly L WY o3 (sl st 20
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S On oS A (N dhas 135 Y Jma o Dl il 0.1 Bty pnnal) 55 2 - Jle
gl daaa (Macla ) o 5 (5 sbas
function Update () {
transform.localScale += Vector3(0,0.1,0);
/[ transform.localScale.y +=0.1; // Sl
if (transform.localScale.y > =135) {
transform.localScale = Vector3(1,1,1);

// transform.localScale.y = 1; // s

2-4 localRotation , localPosition

O il ) 5 dat o LAl Sy JocalScale J) Lis i Bl Wl & s sall

o )S""‘JL’ f‘@-“\ 1Al Aie Lﬁﬁjéj‘ d)ﬂ\ i (ya (1ocalRotation ) IOCaIPOSition)
( eulerAngles ¢ pOSitiOH) k—\vu”);_d\ f‘\ \u;

J2gd 44 g yzall (Local) dalsall g (G]Qbal) Aalad) D gl C)..ﬂ\ s Jaday : ddaadla
LA E s sa

cinlin annall IS 13) Lo saany Sl 8 (i lall aladind die (58 gal) il
Y ol AT s (o) i e S

Lal ¢ Dby patll (o iy yhall alasianl G 58 22 s M8 AT sl @l e sl IS Sl
Jua) ddads i Local b saill aladin aied Hal s ol auad Gl Jla &
die Ll ¢ (Y1) LAY avadl) a8 g i Al Adadill b (V) aneaall 12gd (Liall)

&GHJ\ PRV Jhﬁr—\ eﬁg S Z\J"JL:J‘ &_1)\.1”);.\” e\da.u.n\
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s "parent” dxem s JA) CuSe pua g "free" Avan g paanalll 33U 4 iaSa puia : e
AleSapa e (5¢0¢3) U J inspector 33U & position 4xald (j 423 5
) el oy "child" =S4l e Loz Hierarchy 3380 L; Q“y\ ¢ "child" 4xen s

8 small 3 LS 4ilil 5 "parent” cuaSall (38 4us) bzl

= Hierarchy =

free
Main Came
[ parent . )

5y guall 2 WS "parent” =Sl &L "child" =Sl Cq.\a\ ‘_';‘2\

‘i= Hierarchy =
free
Main Camera
¥ parent

Al 2 < as) oY)
function Update () {

if (Input.GetKeyDown("m") ) {

transform.position=Vector3.zero;

}
}

B M 5 ol Iieial s Auall e "child" s "free" (Sl (e cy Sl ua
S5 an 58 ped a5 S g2 (S (Ldkall) o) ddaii ) Logll o5 (paanal
% 33 e:\.maﬂ\ 3381 )g_laﬂ Scene 33U Asj\ ) :Lur.m d:\a...u'j J‘JA:\.&.&‘ & ¢ Sl (e <L
i 58 S el ) [nspector 338U
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AP
function Update () {
if (Input.GetKeyDown("m") ) {

transform.localPosition=Vector3.zero;

}
}

Lok ()s.ml\) dm;‘z’\ adaas ‘_A;\ "free" =S4l Ju ?373 e M ) Q_Ar_ .i:u'u'a\j Al Jad
plasinl e Ll LS g4l a5 43Y "parent” caSall &8 50 ) 4l 218 "child" ceeSall
a0l Y sl 48 g0 A anaall Jia¥) ddads el [ocal dalaall cil sall

L3l e oY)
transform.localPosition.z = 1;

danilly (Ldeall) Jea¥) ddali (e aa) g 3as g ey o dria s &8 "free el o) Laaliu
"parent" a._&\ EETLA | e 3aal g 3aa g A LA:; Axia g (”3 "child" «=Sall Liw ¢ 7, ‘)};,d

b "child" ceSall Jaad () J Sy ¢ Galbad) JUa) 8 A8 Clalall a - Jlia
A X Jssa e da 045 M"parent" aSall )50 45l ) Jass o8 "parent” caSall
s Sl Sl CiSI S Mparent” caSall 26 Mchild" caSall Jaa

function Update () {
if (Input.GetKeyDown("m") ) {

transform.eulerAngles =Vector3.zero;

}
}

BTty é‘)ﬂ M L) ‘;s: _L:'u.'a\j A=l Jaiec "child" s "free" u.g’.SA\ éc_ G Sl @a
rsl) Cu Sl e Y CpeaSall e G ()

function Update () {

if (Input.GetKeyDown("m") ) {

transform.localEulerAngles =Vector3.zero;

}
b ‘
Wale add o 28 o)yt 2 "free” caSall o) Ladl g M3 e arial g Lalll o
e 45 savivan gl "parent” caaSall i 4nia Ty 535 34k G s 8 "child" Sl
ol sl Laadind WY X ) sae
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2- 5 RotateAround : Aise dkés J ey oaill
Cpre ) 9na o g A ddadi J ga anenall o) sl aading
transform.Rotate Around( Position , Axis , Angle ) ;
Aelon ) s Al gle )y sall S 5e 4 & : Position
Oyl Lellaa) oty
(X,y,2)d Juase sl abll Jia) o4 Eus s Vector3(x L,y ,z)
e ane @B ga o4 Ol sl 38 e 0585 o e 5 Al 4 : translate.position

D5 s Al ) gaall apan g () ) sall 38 ye Ada apaai ey ¢ Ol sl ) sae 1 AXis

Ase el Olsall 4505 Angle

D AXIS Ols) ) sas (el A8y yla ¥

: X osa)
Vector3.right sl Vector3( 1,0, 0) : gmehll slasyly
Vector3.left s' Vector(-1,0,0): =Sall slai¥l
‘ 1Y Dsse Y
Vector3.up s Vector3(0, 1,0) : sxuhll slaiVl
Vector3( 0, -1, 0): =Sl olaiyl
-7 J5a iy
Vector3.forward sl Vector3(0, 0, 1) : skl slas¥U
Vector3( 0,0, -1): ~Sall olaiyl
: )}l&d e - ¢

Vector3(1,1,0):Y s X gose e

Vector3(1,5,0): Xossados salae 0 @ Y jna s 0S5 Y 5 X s e
e I i

st el gaall e s sall ) gum g 135
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(1 pmey Bam) 05l Il i g cellad ool ol S : A Unity 3D 2.6 ¥ & jaas dalall ey S lila dad el el

ool B (8 3n 53 90 Ausl e (Liall) dea¥) A g 53y el dra) : JUie
X s
function Update () {

transform.RotateAround(Vector3.zero,Vector3.right , 90 * Time.deltaTime);

}

Z Jsaa e Sla 50 5450 5 "center” el Al auas Jsa sy amaal Jaal Qi
D ey A Hhal)
function Update () {
var pos = gameObject.Find("center").transform.position;

transform.Rotate Around( pos ,Vector3. forward , 5 );

Seenter” auaall Jga g dpalll Jadi g aaall ey SUl) xua
D3 pmeaal) ) BB V) 5 7 sl Apilly (pdlise (paad g (B Gpenaall Jaa) ddaa3le
Al 43, Ll

var pos : Transform;
function Update () {

transform.Rotate Around(pos.position,Vector3. forward , 5 );

}

pos il aain cy SWll Cadl avall Inspector 33U (e g ameaall Ao o Sl aa
5 ) gaall @ LS "center" H.AAM aal) 2t Gy Sl Jaul
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Cube

Mone

* Scene *
L Cube
L Main Camera

35 O sl el gl s el (W1 A8l (5 Ule iyl (s (il paaa) st La
o2 3 (53 anenall Sl 32k Ly (W1 AR yhall i "center el e (o ]
i Slavne s SIS 5l Jia Gosthall aveaal) 3an ki Al 43y jlall i ¢ (i
Cadl 8 godlel sy pall 4 Al je paetall SO 5 A) A% Hh dlia o) Cua 4l

) o ralial 5 ) guall b LeS Y
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2-6 LookAt ;: Az ddadi sladly gl

auaall 7 saal ale¥1olaiV) Jan Jiran Aipee 3k ) dady awesall Jrad aadiiu
Al ells ) aasy

Transform.LookAt ( position );

AroundRotate J! position J) J&a) 44 )k Jia & position 4kl Jis) 44 Hh
odlef da g il

s Sl cw Sl iSE AroundRotate J ibad) JEA s e ;B
var lookat : Transform;
function Update () {

transform.LookAt(lookat.position);

}

38L& ¢« "Cube" den Hen ngﬂ\ puaall Je al g "center" pusall e S a
G Lalat LeS oyl Jawl Jookat siiell caxSall 2iul "center" ! Inspector J)
&V aal "center" awaall Z (el an ol ol aaDlie alll Jad ¢ OEY) 5 o)
Alsa sn sy Sl

i le Gl Gare anna A i (S5 56l ae Look At J) aladinl (Saas

3- Distance  (xithadi ¢ A8l
Vector3.Distance ( positionl , position2 )

Al 0 sS5Y (o dallae da o 5 Sa¥) DN pliadll L (pridas (p Alisall 4d jaal aading
Jisa¥ e da ol 8

3 sl 5l JB cailS 13) AT anae 5y Sl Canlia anenall (g Adlisall Gl o35 1l
W e Allall s el Jreadisale) o Gilas g
var other : Transform;
function Update () {

if (Vector3.Distance(transform.position , other.position ) <=3 ) {

Application.LoadLevel(Application.loadedLevel);
}
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4 - Renderer

4-1 renderer.enabled

renderer.enabled = false;

TJ\J_;(M.A;.AS\::'AA u\S)lMTJPJAMdJEJS\ﬂ\wﬂh‘ﬂhb—uﬁ\ﬁjeﬂaﬂ\ claay
(Y AUy Al ) e g 3 sm e e (Jy 481 i) (S U A Ll o3y i)

renderer.enabled = true; (A3 Q813 avadll jlelay

if (renderer.enabled ) {

}

if (renderer.enabled == false ) {
Lia 3 g gall 2SI 28 2 830 aneanal) IS 1)

}

i e (g0 g == (0 pe IS TF dlea (8 = 30 glual) ddaadla
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() Dy (320m) tAdfa Unity 3D 2.6 <l & jaa alall ¢y S Uil Zad alail ellaag

4-2 renderer.material
oS amaall e material gy domdy g auaell Shader JIs Texture Jb aSaill aadiug
JERERIKIVER

renderer.material.color = Color.red ; sl sl

Texture & 55 (x sdia Caai O cang S pSull Gash (e auaall Texture J) asil s
: AU material () 2w o3 4} 3 ) geall aua g 20

var texture : Texture;
function Update () {

if ( Input.GetKeyDown("t") ) {

renderer.material. mainTexture = texture;

;B)}.A\‘;wtexturew\éjﬁ))mm‘éw\‘i‘ci\.})S.uJ\c..'a

LT o) Sle bl g dlll Jad

I .

IRAQ - MUSEL mohamd800@vyahoo.com




-2 il e SS) 130 ¢ aSle SN Caa S 1Y) A Unity 3D 2.6 <l &l jaa Lalal) iy K lila 43 Al clling

shaders J) 418 8 3 5 5a shader I 058 O g paall e shaders JI Gl

material J! 4
IW_
@ [ [Cube |

Tag | Untagged Eumped Diffuse
¥ ~. Transfo| Bumped Specular

Position Decal

X (7398405 Y . Diffuse
Rotation Ciffuse Detail

X ICl'I Diffuse Fast
Scale Parallax Diffuse
X |:|‘I Parallax Specular

vy Cube (M Specular

Mesh YWertexLit
¥ g BoxColl FX 4
Material GUI 3
Is Trigger Lightrmapped k
b Size Mature L
IP' Center Particles 3
b i [+ Mesh q Reflective *
¥ | | o Texture| RenderF: 3
Script Self-Tiurin L
Texture Transparenkt k
Mew Ma  Edic Shader
\) Shader | Diffuse
Main Color
Base (RGE)
Tiling Offset
= [1 [0
y [1 [

shader (ki Ul sl Mia 5uS Caya i LIS 5 Aailall oda A Lganal (pady S5 0 nyg
: material J) A3 pa Canng Belil ya 8 e T ) e bl xie Specular JI

function Update () {
if ( Input.GetKeyDown("t") ) {

renderer.material.shader = Shader.Find( "Specular" );
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s Jledae )8 408 e shader s Oi UJJ 13) 4

¥ L@ Box Col U] o R
Material GI F Materi®
Is Trigger Lightmapped r
| b Size Mature *
Additive . Particles *
T additive (Soft) Reflective v g %
| Alpha Blended RenderFs * #*,
alpha Blended Premulkiply Self-Ilharmin ¥ oript
P Mulkiphky Transparent b jpeg
Mulkiply (Double) )
YerkexLit Blended ﬁ ,
reidditive-Multiply Qittuzs 1)
Main Color :l b
‘ Base (RGE) Mone
Tewtira?

S
renderer.material.shader = Shader.Find( "Particles/Additive" );
JSA (e s material J) & 5 sl tiling Jb oS3l
renderer.material.mainTextureScale = Vector2 ( X, Y );
Y Js X J dudse yall aill gl
JOA e b material J) 5 all offset Jb aSadll
renderer.material.mainTextureOffset = Vector2( X, Y );
Y Js X JV v dse yall sl aai g
tiling J bl s 3 50 material J) 2 a5 material 4le ga s pune g - Jl
Sl Janils ) pall x 88Y) offset J) wd] Cu S S Y ¢ anlia JSG

. & aie Texture

var offset = 0.0;
function Update () {

renderer.material. mainTextureOffset = Vector2 ( offset , 0 );

offset = offset + 0.01;
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aal g Jol o 2 dalal jal Y 8 material oo SST e (5 sing avaall QIS 51 Y1
i O il anaal) e U jeda Lay 5 aid
renderer.materials[0]  JsY!

renderer.materials[1]  S4

.........

.......

AL LSty i 5 13Sa

Slaaall ) Gine g o g sum 50 S S (40 J a1l 48y ks
(s AY)

(ke O Lyl mepatl W 805 Al (5 AT 45y Hha @l (K15 4l U Hhai a8 6 guia gall 020
FEPN BRI

5l Ca Al Cun (e 9 WS iS5 el ol a0 ang A8y Hhall 038 3

gameObject. Find("puaall aul™)
1S3 "Cube” 4and AT avna 33535 4 g anae o g g ge Cu Sl IS 51 S
gameObject.Find("Cube").transform.Rotate(0, 5, 0 );

b8 Cube anls il sae @llia (S o3 L Ae Hhall sda e () Gl L S5 LS
2025 slhaall s (al (550 La 5 A8l Jagy 5 o agad aal 5 J ) dalaw Sl

;4001 45 phal) Y

& 55 e e Ly yad aly Caae Gl aall plaud 485 A o L Jad 48 Hlall a2
i ¢ s @O gaill o) pa) (palise LS 1) Transform ¢ 5 o= s} GemeObject
: 3R ol (ppeaa podi e il (0 (e (e

Var tran : Transform;
Var object : GameObject;
function Update () {

tran.Rotate( 0,5,0);
object.transform.Rotate( 5,0, 0 );

}

-YVv.-
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adla 4ad LS 54 GameObject & s o) Caus G yiall aladial (s (34l il ()
& sl i ¢« Blw da 5 i all J)sadl g LSl aen (e (5 a5 anae 6l Jla
. hadd 3L gaill o) Ay a0 68 Transform

Crpamana Ay o8 avaal) 13¢] Ingpector 338U (1 o3 (Capsule) puas e o Sl pa
object s tran (el Jl (Cube) (pilise

|| =Hierarchy I ,—i: & Inspector | =
i@ o [Capsule

Ez:z Tag | Untagged ¢ | Layer | Default & |
Main C i ¥ .~ Transform £+
Paint light Position

X 7399706 Y 6497083  |Z 1052748

Rotation

X 0 ¥ 0 |z o

(Y1 |Z 1 Z
Capsule (Mesh Filter) 4,
; '#"r
#,

iour Script (Script) 4,

" | “|NewBehaviourScrig”
ne (Transform) T
pone (Game Object)

by

10 sl aladinl A G alle A ey ¢ aadiid il G psiall (e cpe i) T Y

sl S B SID e et Lgaladtiul die 93 SIA e dalie et Gl yurdall o) 2l gall
e Jealaiy 45Y 580 dalie 330 GameObject § 5= o riall Ol gl 1) (e 5 Lia
L gadil) JI g2 WIS &= Jwlahy Transform g Oariall Laine 3 )08 ) 92 5 CluDIS
‘)gj.\ﬂ\ Liaadsial d.al.ud\ dw\gsus.kﬂ&b)\gj;ﬂ\ ;\‘).;:)[ ‘).,\é_"\.cj\ CMDS)“A@J}«L&S
Cre dsma sl 13 Ll ¢ s O¥) )81 55 Transform g 53 e el (558 Laié
s bl s material J ) O i s G s o) jaY ik bl Bae () il

.GameObject ¢ sl a2t

- A4 Ay yhal)

7 Slay Animation (e (s sing aglSs ¢ daadll 8 Gl gl dised BWia Lidie ()1S )
J (e L) ads xie Apimation J) el cy S (i o L i g ¢ 4832 ) 5 il
OY o yS by IS iy iy S (el iS5 ) 8 jind g e il ad ¢ cae DU
iy Sl ase L5 Gl i) dde (e e dualll g gl U Jlatial
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Unity 3D 2.6 <lal¥) ¢l jaa Lalal) ey S lila 4l aleil @lliog

Ay Hhall 8 Y adnY Ailad) 3kl ¢ cae M anma e daaai g aal gy S (oS )
Gy O ey A 43 plall 4 ¢ el olansd Al 5 0 o1 ol 230 3 5 (Y

L35S O ) Al (i JS) i

dS O Gua Caiaill g il e g 5 Tag U (sanbe @llia aa g 43ld 84 43, jlall L

JS ae Jalaill Lol gls Cine sl A1 ane Tag (o) Ciinay O Sy 4aalll (8 asnna

a&dsocubja_ﬂ’ragd\ ‘&M\@&WW&C&&ATag&M‘QW@\

Lall) ) asilia) o5 s avae JS 5 Inspector J) 3380 383 g2 90 Tag J) Avals
;3 sall 4 LS untagged <aia A 5S¢l Tag Gsv 05

& Inspector ] —
i ] |Cube

Tag | Untagged ¢ | Layer | Default y
¥ -~ Transform £+
Position
X 741055 ¥ 6497083 Z 1052748
Rotation
X 0 ¥ 0 Z 0
Scale
X1 Y |1 £]1
b 25 Cube (Mesh Filter) 2,
¥ [ Box Collider 1,

Lara) ¢ anlal el oY) Caias SV Door asb s Tag 4l 44yl ) Sl oY)
;E}M\Tagsd@%ﬁﬁq)uokii‘)ﬁ\gﬁ\.@_}h)ﬁ}d\untaggedw‘jﬁc

IRAQ - MUSEL

& Inspector

& & cube
Tagd | » Untagged yer | Default #|
¥ A Respawn o,
Positio  Finish
X (741 Editoronly 3 Z 1052748
Rotatic  MainCamera
x0 Flayer Z0
Scale GameController
- =
e e - 2,
¥ [  Box Collider #*,
Material Mone (Physic Material) "
Is Trigger -
cAglall 338Ul jedais Add Tag ss)
I
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€ Inspector

il adde Sl o8 Glie iy ade 3l Sl ¢ 6 Lay
&t LS Lelily Door AelS (Sl eal Jilatusey Lale yd5al) Aslatall (8 &L 8 Y
3 pal

8 Inspector

Y

Element O

3380 1) aad) a5 laaal) lal gl o )l ¢ aaa Tao 4lal 23 V1 ¢ il Jaras
3L ) cadl o laaal ) a1 Gl dl ¢ waa Tag el o oY1 ¢ il Jaics)
23 gall & WS Door l Tag J! e s Inspector JI

©mspecor |
@ o [doorol

Tag | ., Unkagged
Respawn
Finish
EditarCnly
MainiZanera
Flayer
GameController

r|Defaur  #|

Doar

Add Tag...

;‘EA\ZJ\@)&J\Q._\'SS\}‘akiBJ}mS\gLASDoor‘_A\L;)S‘Y\c._ﬂﬁm’]“agd\‘),.x';
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OnControllerColliderHit (hit : ControllerColliderHit) {
if ( hit.gameObject.tag == "Door" ){
hit.gameObject.animation.Play();

}

}

s Sl s S G jatie asa Jy dadld aadius (S Al 1Y)
OnCollisionEnter (collision : Collision) {
if ( collision.gameObject.tag == "Door" ){

collision.gameObject.animation.Play();
}
}

I el oy s b (gl paanal 5 ) Q5 Al Jad g At Bl ey Sl
ld Tag J) daa g lilele Aalll ) (6 AT il 5ol d8lia) die g ¢ 43 galll Apimation
Lere G Sl Jasss s Door ()

Layers <l cilaladia)

Jba Lo g5t sl ailiadl) (pard Capiaill 5 aatill (e g o5 Lasl 4 Layer J
e 0S5 ¢ Apalall elli il lgdde Badasw Al (Layers) Siladall [Lia) aldA e o8
aa) 5 Jbie 2alin s « Default & 4 Layer J dsala (585 daalll ) adilia) o5 naa
Lealadind g 3o Tayer 48ba) 3 S8 i )

(O o saa IS (e Caniall ¢ gually LY Clanall Gany Jaa 43y 5k ¢ JUie
«lanaall JS L gua oy Cusy (Point light 2s) & guia jlas g Slawaa 8o gua
:BJ}A\ ng LS Layer d\ 4:\.;.4\; ‘_Ar. La) Inspector 32803 (9 N Lﬁ‘ JS';\
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8 Inspector

B sall 23 WS Add Layer JUa) ¢ 38 siall Layers Jb 4l jelain

®mspector | =
@ o [Cube ]

it —

M Default

TransparentFx
Ignore Raycast
Waker

Aaddiie pe Glilhsae oo giat Al Al Aalal) jelai

8 Inspector
e

) G Q¢ (W e s O aakid ) s dolalivsay Lale 5l dikaiall e il

A
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8 Inspector

o

User Layer 8

J 3 ) adl o8 Cilasaall aa) sl ¢ saaa Layer 48] &3 (Y ¢ i) sl
i3 sall A LS Dark ) Layer J) 4awls 2 5 Inspector

8 Inspectaor
@ o Cube

v Default
TransparentFx
Ignore Raycast

\Waker

add Lavyer.,..

)ﬂiicw\ﬁjkﬂ\‘s_“\‘éﬁt Uy\ s?u.;.d‘ \&M;ﬂ\)&mwcﬂ\d\‘_}aﬁiﬁ
Al 5 ) palladde Hagall HLall e @ ?3 Inspector 333l ) cadl g ¢ guiall juae
: Light J) daala 2

A
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€ Inspector —
& & Point light
Tag | Untagged = Layer | Default =
b .  Transform &,
v 0F [ Light £,
Type Point -
Color P
Attenuate [+
Intensity 1
Range 10
Spot Angle i0
b Shadows
Cookie Mone (Texture) g
Draw Halo ]
Flare Mone (Flare) g
Render Mode Auto -
Culling Mask [Everything 1

5y geall 3 LS 5 sial) CEdally Aailh e lain

Draw Halo [l
Flare Mone (Flare) e
Render Mode Auto :
Mathing Everything ;
v Ewervthing
v Default

v TransparentFx
v lanore Ravcast
W Waker
w Dark

dpald llea Al sl o) JaaDlie Lgle jailly llb g Dark 4elS (0 all 4a3le J)
ana (5 56 G gaall Haaall o3 (e g gually LY 5 Laiize aal 38 Dark 41 Lyaer J
& Al elal (¥l Dark 4 Layer J) dsala daal 138 ¢ guall jaian JY o 2 5
Gl avnall il ¢ Lale 3l @iy Dark 4alS Lo maa dadle a5 A5l 5 ) guall

9}-\&3\JJ\AAM‘)E&”MGD).C\M’.S\ASU:\Mc«}aa‘)m‘)ji:\gy?‘@‘duejjx
(ladl o gl Jaae U e LS lgd i ol 1) e g o 5 AY)

ot A Al S S G sy JUall gl deal) J s il 4+
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o Sl cale il &4

(Behaviour Functions) csews e s & sladl )5 (e sty ISy <y Sl il ¢ 5S3
o skl aady oo o gladl 1aa caan 1) Ledalay Le 285 (pea &l gl diaisa Ao JS () (6
k_\.em ji‘ :\_udj\ d—',.-“A;' ;.J_j jis e.ﬁl.m_ﬂ‘ &;\j.lé Ji‘ wju\ Jj ‘_r‘.l: LMJ\ ‘)\:\_A &;\JAJ\
DY ae el (61 (GUI) U omniibe ama Jalail) sl (S sl 5ing La il cilay )

Boo dls  C# J S Sz U 61 el Lo jlé (LS 13) Laladl <y S 4 danl
Was jelanid e 8 agilen 5 gl Lo Chne 5l i ) (3 (ppeadiondl)

(Behaviour Functions) & sl J) 52 (axs

Jalay aal AUS eV s dley Aln Ld Al JS ey piaay e AlEis JI 5ol oda
(gAY

function func1() {

1Al o8 el Xiwl die 245 Cogas Al el 5V

function func2() {

Al sda cleat) die Jaw 8 guw ‘;ﬁ\ JA\;\EI\
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d\j.ﬂ\ XY (R
1- function Update( )

8 _yainne LY Ldalay (iS5l g1 e ge Al g 8 (e g 8 JS 3 Al o2 e i
Ll in Aadll Gl a

2- function Start( )

SAA\JS).AQ..}M)A‘ MDJJT}]‘)C\AS‘ &LUJS.MJ\ J,}Sﬁ%\d.}@'&h\jbfﬁ\ﬂ\ ol Sl

JVAdla & el V1028 aum s ilaiall e e dpalll ey die Ol pitall 20000 28 elac
Adlall oda 8 Lexad Jie Update()

3- function OnMouseDown( )

sl s Sl Calia aaall e ol eV 5l e Jarall die dllall oda o i
& 5o sa 4 Lla 33l (Input.GetMouseButton) - yhll & LaS (LSa sl e
RaR IS N

.(ZJ\AS\ 033 (Jaxd ‘é! Collider J dvad e (u.u;.d\ Jaa RN ) LM)
pole) oSl (3l i il (i 28

Jsa amaall s oty Al 6 OlSa ol (Ao gl Hu¥) 301 e daraall die: Ui

DY o
function Update () {
if ( Input.GetMouseButton(0) ){
transform.Rotate(0 ,1 , 0);
}
}
s oy Jah Sl calia avaall e Guglall jua¥1 30 e Jaiall die: Jli
1Y Ussedss

function OnMouseDown( ) {

transform.Rotate(0 ,1 , 0);

-
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4- function OnMouseUp( )

G Sl Calia auaall (e (bl 1530 e dariall ad ) aie dllall s o i
(Collider J dxals e anaall 138 (g giny o Ja jidy)

5- function OnCollisionEnter (collision : Collision)

138 (g ¢iay o) Ja i) Sl aalia awaall i adbas Eigaa die Al oda o Xins
e sdiag ol basidny) Al asaa s (Collider s rigidbody Amals o aall
.( Collider J) ixala

pnall ua¥ (o2 anall (atliad 48 j2e 4531l collision ek e (s siad Al o3a
g 1305 138 bl Cpana anemnn g asbatll (LS 13) A yaed 4t e Slia Sl oalia
(o iV o2

6- function OnControllerColliderHit (hit : ControllerColliderHit)
6 5in3 o AS jatall Clad 8l e Ll oy <1y adbadll ¢ gaa sie Liay) e xid
dals o (g stiaV Slua 28N a2y ) 3SI Character Controller J) o 5Se (e

Loyl 5 ¢ 4paa &l Character Controller J) 4pals JMA (e Lelua o5 Wil 5 Collider
Ledtil A LSO LS hit e bl (e 3ol (Sas

7- function OnCollisionExit(collisionInfo : Collision)

Adladog s (el 8155 ) amg s AT aae ae paliaill e 25 AN e Alall oda o i
.collisionInfo el (e 32L& Saa Liayl s OnCollisionEnter

8- function OnCollisionStay(collisionInfo : Collision)
Lo 1aatig eleatuVUh i adlall oda o) Lagin (3,8l ST OnCollisionEnter 441y axis

83l 53 e 25 OnCollisionEnter Aall Lal jaiise Cppaseaall Gas GueSlil) alale Ledaly

9- function OnGUI ()

(M’JS\:\_EJ);L)J‘}A\JUA}‘AJ‘}J‘#\ @JM})\JJJY‘ GAJXM\JS\ RS (ad;l\.u
(a_aj‘al\ 5 ssan RS;SH ‘)3.4) (S]ider)cﬂﬁ\J}\} DAY Cilay ya g

Cladia (e Lgale allati o (Sae 3 3K (5 AT i @llia g & gLl Jlgadl aal 4 o2
GA\_\).\SSSJ.CLMMM
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: OnGUI () Al alasiny Jaia = pi%

G AN Jlsall o Ca Loy LS Cangy Allall 23gn Laldll al 51 aes Abaadla

function OnGUI () {

- el gY) o3a (pag
1- Button : )Y

GUI.Button (Rect ( Left ,Top ,Width, Height) , "String")
(Jibiwe:Rectangle ) 4elS) jlaial a5 )5l Lo pu  Cogu il ddlaiddl a0 Rect
S e g sini
Oeall 530 4l 328 138 315 LelS 5 RELEN L) dmlly 30 8 5m Jig 23 505 Lef
JanuD 0 4adl aaedl 138 ) LalS s Aalal) eV dpailly )3l a8 e Jiay 232 252 Top
oM e diaxe 850 Width
Ol gl Jiay ae a5 Height
"ol edle w055 o s DOl e GsiSa eday 3l paill sa : "String”

: Jla
function OnGUI () {

GUI.Button (Rect (200,150,100,50), "start");

G g Al Jaui 350l e S Al 8 ainn (51 e daia s i) Sl (S
QJ\:A\&L&J

- A
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Left=200 s Jheight =50

v&&h:mg

1) co o ol 2 atyY 50 (Ao Ularaa o1 LaY 1o o8 adiy¥ oda Al o oy Sl 1
DV 258 i (if Adaa) da s it O a1 9805 13 Gy Sl ey S Jaaail) sale
¢l sf e Ledalay Le 2 ams 130e 30 e Jaraall a3 Ja pandlly o g8 S gda yi Jalo
P Lfi 8% Ja Y g
function OnGUI () {
if ( GULButton (Rect (200,150,100,50), "start") ) {
/] 51 e darcall xie 285 i lasy 35 Sl el 5Y) (S

}
}
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-t dandl e gy Linie S 51 L Ul gudl

function OnGUI () {

if ( GUL.Button (Rect (200,150,100,50), "Start") ) {
Application.LoadLevel ("Levell");

}

if ( GULButton (Rect (200,250,100,50), "Exit") ) {

Application.Quit( );
}

2l el Uilas g J 51 30 (358 dmam s aia¥ (SI N )5l Top J) ded U e Wil JaaY
il o8 daall) Jadip Bibaal) <y Saall () ¢ Rl (g Sl 2 5 AN 58 adde Ladall die
Calall e Jary a1 12 Y 998 13T 11l (e gyl a1 Cag SUEN 300 e

(Ae dalll e 08 i€ 1) il & e Gl aadainY 431 (sf) Jadd Al g2l

o iy D 5 (Lae (Y)Y patd) e Yy 3 (e 3 gua pudas () (1Sl (g
Jiu) pedaras puatiall 1aa o Eags ¢ 8 gaa 4] dbi a5 (pa g (TeXture) g = G ita
o) By gaall ‘_“A LS anle Sl Baa g L..gﬂ\ M (Inspector) 028l <5-°‘ Gy Sl

e
var textur : Texture;
function OnGUI () {

if ( GUIL.Button (Rect (200,150,100,50), textur) ) {

}
}
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Unity 3D 2.6 Sl & jaa dalall e S lila 46 alail elline

e e e

¥ | | i Button (Script)
Script
Texture

i3 Project

| Create 'l "Q
|z:| button

b CNew Folder

Picture0l.png /

% putton.js - UniScilE
File Edit Search Wiew Opktions Language Buffers Help

ek & Q at K?

. 1 I:uuttcun.js_|

K7

| | button
PictureQl.png

=13

FE

T

var textyre : Texture;

— function OnGUI {3 {

—if { GUI.Button{Rect {Z00,150,100,50), texture) ) {

ks
s

Cumnp ye jgﬁ;ﬁ';ﬂ\@aﬁﬁﬁ%ﬁjwﬁ@c:\:\m&\c& e 8AEY) (Saa
A Lelain o5 sonl 4l Cida "yl 2SS iy yel) B3l e g Sl (5 s
Aol Bl AUl ae Y sl GY¢ 0l Lgaia 55 (2 sall el yiiud 5 ((png)

2- Box: (panel)iasl sl )l s (3 53ia

GUILBox (Rect ( Left ,Top ,Width, Height) , "String")

laelac 5 ) geany Gaaill Jlagi s Clebaall dua (e Galiall e @alay )5 8 S3 L
2353 Led g0 glally Jarall Giaa e (5 9ty (Gualiall (Y f Jo i) dlen a0aid W gl
a5y sbaa BaaluaS Lgaladinl of ¢l a1 By ) 3 A glaS Lgaladin Sie sagace

function OnGUI () {

GUI.Box (Rect (200,150,300,300), "Main Menu");
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3- Labels: (st
GUI. Label (Rect ( Left ,Top ,Width, Height) , "String")
e e 5y saay paill Jlaginl 3 O Lleall Cua (e aliall e galay 501 3 S3 ke
toa ) a0t g gl il Giaa e (6 53aTY LY if bl ddea aadine sy Lgil
.Q‘JJ‘Y\ L-L\A}} O:I}\_I’J\
sl
function OnGUI () {

GUI. Label (Rect (200,150,50,25), "Sound Setting");

4- DrawTexture : 39 o)
GUI.DrawTexture (Rect ( Left ,Top ,Width, Height) , Texture)

Q\Jdi)“ )ic CM\BJ\M yyjiw\&a*ﬁm@m‘ujc E)jmu'a)dediiuﬁj
L e 5 e D) aas i giall

e

var textur : Texture;
function OnGUI () {

GUI.DrawTexture (Rect (200,150,100,100), textur) ;
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5- TextField : asaill Jis
GUI. TextField (Rect ( Left ,Top ,Width, Height) , "String")
dand Jany o) e (Aol iy 3 i) w285 all 8 (a el JLASY a2t
Crn 0 3k (Saa s (oual Y1 5 o SN o Sl il () sSam U gey 3aY) (n o
Q\c._terge\diiu‘)[\:\%)ja} M) ‘;M)\.c @bﬁ«ﬂlﬁjiﬁ)\éé}dﬂ.‘ujc edi:u.ul\dgg
¥l oda il aa je ()5S Gl 55 G ke iyl
:Jba

var str = "player";
function OnGUI () {

str = GUI. TextField(Rect (200,150,50,25) , str );

}
Capal Vv Aliadll Coa¥) aae aaai bl glic saaas ye Cayalaae Gl Ji) &
;J}S]\ C\_\..A.ﬁ BBV
GUI. TextField(Rect (200,150,50,25), str, 10);

il Ve e ST A aadiual gkt Al oda i

6- TextArea : _bu¥! aais aill
GUI. TextArea (Rect ( Left ,Top ,Width, Height) , "String")

DT QS S 51aY) o 8 el Jath aal g jlans b el (i5S) TextField shY)
D (e

:Jbia

var str = "Information about me: ";
function OnGUI () {

str = GUILTextArea(Rect (200,150,200,200) , str);

}

st Sy Layl s s jlas ) 330 & Enter Jasaal 5 31031 o8 8 (iiS) g Laalll Ja
TextField 31a¥! 8 Lilzé LS dlaadll o aY) axe

-oy.
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7- PasswordField : _diall (il

GUI PasswordField(Rect(Left,Top,Width,Height), "String", "maskchar" , no)

: "PassWord" sl e )l JA) 8 andiiy
paabaall JB (e Allid) @ glhaall (il g8 : "String”
Alaall gyl e Y jeday A 300l 58 "maskchar”

@CM\M&M\&J}{Y\JJQ:HO

SJALSJ\GJLLAJJS.HJ\\AA@AJBA

var pass = "";
function OnGUI () {

pass = GUI.PasswordField (Rect (200,150,100,25) , pass , "*"[0] , 10);

if ( GULButton (Rect (200,250,100,50), "Start") ) {
if (pass == "maxforums" ) {
camera.backgroundColor = Color.green;

}
}
}

G a1 AN ABRY) 38 ¢ R il aa [0] dabaal) Ladiiaf 13 *

pass = GUIL.PasswordField(Rect (200,150,100,25) , pass , "*$#"[0] , 10);
pass = GUIL.PasswordField(Rect (200,150,100,25) , pass , "*$#"[1] , 10);
pass = GUI.PasswordField(Rect (200,150,100,25) , pass , "*$#"[2] , 10);

" pall) ALudadl (g0 0 jld) cosllaall o S () ey a1 130 9 e o oY
(M\w@)@\ﬁ@ﬁﬁ%u&;ﬁ)ﬁ&;uﬂ\cL_‘AUM\&_Q),:\&)
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8- Toggle: (Check Box) _kia¥) Ciles j
GUILToggle(Rect( Left ,Top ,Width, Height) , Boolean , "String")

L@J,.,sseqcj@tsdﬂﬂemwﬁwtﬁhﬁam\?sga\)gs‘u;);gseqsmj

: Boolean
Yol Jlite asall Ja 48 je alMA ge s False s) True 33k Ahie jpxie s
alee Cia ol yall el CiiSy 53 (il : "String”
A, calS 1A Y Al i a1 g Lo Al 2amy 5 5 S e a5y g ySid) 02 2l
c Sl Ay o g ) JLEAY) a3 Bk o lla s DA (e

var sound : boolean;
function OnGUI () {

sound = GUIL.Toggle(Rect (200,150,100,20) , sound , "Enable Sound");
GetComponent(AudioListener).enabled = sound;

}

O- Sliders : <&y 3l
ol s (VerticalSlider) 42 sa= s¢ (HorizontalSlider) 4uiélc CEY 3l (e (e 55 aa 5
il & geall (5 e DA (g aSati il Gl Agund ede Y 3 ale CoyaY
Lailall
GUI.HorizontalSlider(Rect(Left,Top,Width,Height),Value, Start , End)
GUI.VerticalSlider(Rect(Left,Top,Width,Height),Value, Start , End)

OY ll gy Jidi dad: Start

@Y 3l Al Jiai dad ; End
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Ne Haay duss Giga o (g5 "gun" dend 48 aase Laie 4l (a jdil Jle
o gaall 138 (5 ey aSatid 3 5alSl e Azl g S (iSG of 2 i Ll (33U

var volume: 0.5;
function OnGUI () {

volume = GUI.HorizontalSlider(Rect (200,150,100,20) , volume, 0 ,1);
gameObject.Find("gun").audio.volume = volume ;

}

S (sl 8_alSU 25,0 alal 5 58 a2t A3LAY L e (5350 (3Y 3 s 1l
B3a8l e Sl 1 a5 (zoom
var zoom = 60;
function OnGUI () {

zoom = GUI.VerticalSlider(Rect (20,200,20,100) , zoom, 20 ,100);
GetComponent(Camera).fieldOfView = zoom;

}

Lzl die 53,508l (0 7 Ao e DU daxza 130 W) g 30 3Y e edan Y o Ll o))
(S Sl aaid ¢ BY all S ade 5 A0S

var zoom: 60;

var show=false;

function OnGUI () {
if(show) {
zoom = GUI.VerticalSlider(Rect (200,150,100,20) , zoom, 20 ,100);
GetComponent(Camera).fieldOfView = zoom;

}
}

function Update () {
if ( Input.GetKeyDown("z")) {

show = !show;
}
}

true Leland false <uilS 13) (2 dadlatal) Aadll (pSal padiud (1) aadll Adle ddaada
oSl

o1 .
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Asall) Jal e e Jalal

daall ohdil Cale Jae o3 (g dal e Bae (e &3S dual aranal dic

= Unity - leve2. unity - New Unity Project
G Edit Assets GameObject Compd il 0 -aalils

Mew Scene Chrl+M
Cpen Scene Chrl+0

E Scenes to build:

Hierarchy

Save Scene Chrl+5 Main Camera

Save Scene as... Chrl+Shift+5

Mew Project. ..
Open Praoject. ..
Save Projeck

Build Settings,..  Chrl4-Shift+8
<) Add Current

(_I'Web Player

(1 Web Player Streamed
(105 X Dashboard Widget

(® Windows Standalone

(105 X Universal Binary Standalone
()OS ¥ PPC Standalone
(108 X Intel Standalone

[ pevelopment build

Build Build & Run

gl 5 a5l CaL 3 (Janl i skl Alal) Al yall (ppaniad s Uiy o s
el s AV ol Jem s

g ) el AailE ) Lgduial o amg Lgmas Laalll ) e e Jalail) wdatins (S
L:b.'al\J\)@\@}Projectﬁﬁug&ﬂ\énw\@)LQ:;c\.@_'g.u'a'jj‘.@_‘atgé
5y el Lo LS Lgilis o5 (a5 sS3ll (Ja)yal) il ) Lgsmnns

Build Settings
~}| Scenes to build:

M levell.unity
o level2.unity

“\

Add Current

[ Web Player

(_'Web Player Streamed
(108 X Dashboard Widget
® Windows Standalone
(105 X Universal Binary Standalone
(105 X PPC Standalone
(105 X Intel Standalone

[] Development build

[ Build | Build & Run
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Application.LoadLevel ("4 yall auil™);

Application.LoadLevel (s jall o3 ));
a5 o3e ) 5 ) gacall 8 Jal yall Aaild (5 Ala yall ansl Jilie 39 5l 28511 g sils yall o8
i Bl
:"evel2" Ada sall Jread oy ol jall 2a) o g e ) e Tl vie :
function OnGUI () {

if ( GUIL Button (Rect (200,150,100,50), "Load Level_2") ) {
Application.LoadLevel ("Level2");

}
}

S Ll J syl 28 aadiius o) Gl 131
Application.LoadLevel ( 1);
»iSs Al Al yall Jaeadale) La ) gl
Application.LoadLevel (LoadedLevel );
A Al el o w5 Cpnsil) O S LoadedLevel JV o Sus
+ adii Allal) As pall aud e Jgeasdi Lol sl
Application.LoadedLevelName

A8 e GUI Text 313 goia dal jall (e s ja S 8: G
:GUI Text J) e 4xmy oy Sl iS1 5 GameObject > Create Other

function Start () {
guiText.text = Application.loadedLevelName;

}

. GUI Text 31 (& Leans) 23815 o g s 0 JS 285 ind

- oA
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