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Fun Quaternion originalRotation;

void Update ()

{
if (axes == RotationAxes.MouseXAndY)

{
// Read the mouse input axis
SR FE A Y IR

Quaternion originalRotation;

void Update ()

{
if(Input.GetAxis ("Fire2")==0) return;
if (axes == RotationAxes.MouseXAndY)

{

// Read the mouse input axis
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using UnityEngine;
using System.Collections;

public class CameraFacingBillboard : MonoBehaviour

{

public Camera cameraToLookAt;

void Start()

{

cameraToLookAt = Camera.main;

}

void Update()
{

Vector3 v = cameraToLookAt.transform.position - transform.position;

vx =v.z = 0.0f:

transform.LookAt(cameraToLookAt.transform.position - v);

}
}
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2. TR EE (Asset Workflow)
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, IR AR
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3. fil&1% = (Creating Scenes)

B Bra WA . ENT T PUAREIE TR H, AFBIKR, A AR . R
AFEFESEIHEA— PRI R SRR, RICEIRIIASE, BRI
y SEPR B — R RO AR AR
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4. %4 (Publishing Builds)

FEAR B BRI (0 i, AR T B AR RNIE 24 PR B AT I L G iA%< AMBAT I IR 2 —A>
AT o Al S R AR U7 1) A Al B S (Build Setting) 1 R W] G115 A W] FF U X8

il it File->Build
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5. 212 (Tutorials)
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v 4542 (Building Scenes)
ZH R RORE T e L u R .

1. FE & (GameObject)

1t
Unity " B B B R 2 U AR ) A . BT 22 0 X i o] e 2 3R W R 1. &2t

Fh SRR LR TR PSRRI o ARTHT, XRS50 R R
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B — MRS R RN . WRE— MR — Rk, RITEAN—4
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...:... - - PRATREE SR T ZBEF W DB eAFBF . "GameO
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fFH this #] LUy ] 2300 (R B A AT . A
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2. fi 204 (Using Components)

AW — D EBIIT AIZ Do ENEHRYI AR DI RETEAR S . a0 R AR I A B
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¥ iy VI Game Object Qo

Name. | GameObject

Tagi | Untagged | Laver | Defaut 3 | g 2EpiFE R A T e

¥ . Transform ﬁil#ui
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AL AL fEY— TAE. RIfAST Ageia

Phys X421 5| B35 403, I ELAFE RS oWl
HE RN . — A E A4 A5
FaE— M hT RS (Particle

System). ‘EAN I —ANRET A AR (Particle
Emitter), }iFzfjif (Particle
Animator)fF7 775 4e3% (Particle

Renderer) 8 & —4H 50 1R 1.
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B H] AR IR A . SR IE H SRR BT IR I 8 T AR P R 28 e, AT
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