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AT RESEAE Scene B LIP3 W7 5t, A —LLri s SOPL R A RE 1 PRl 175 4 e




o AR FaE-FAALA.

o AR ABE+Al Sae LA

® SR AL SERTF B RART 4R ITAE
® I F 4k TeAbhig 2% P 69 B 47,

BfE, ETREES (HR] (ol 1-9 Fro) BIAZE Game & DIEAT <Gl AR -

K 1-9 EATiR
1.2.5 %% Visual Studio

Unity A% 7 —Y MonoDeveloper i) TR, HXH5E. mREE PC LIFKR, @)
] It 2226 K Visual Studio (K] C#E84r, 7% MonoDeveloper.

LR 5EMN Visual Studio 5, 7E Unity ZuB2% 103 A2 1L+ [Edit] — [Preferences] #]7F
PHE A O, ¥+ [External Tools], 7 External Script Editor K5 0¥ i1 4< 4 4 2% 5 4 Microsoft
Visual Studio, 1 1-10 fi7x.

[€ 1-10 ¥ Visual Studio

1.3 fl@—4 “Hello World” B

BFk, BATEMEA Unity 52— “Hello World” ¢, FFEE % FHR— M rdER
Windows RJATHFE, BEINT:

@01 B3 Unity, £X¥42%# [Filel » [New Project] 3TH T m $#H 0, %#H
[Browse] # & # TR MRFHE, RE %R [Create] Gl N TR, v
1-11 fras.




Import the following packages: o
! [l iass Refraction (Pro Griy).unityPackage

| L] tmage Effects (Pro Onty).unityPackage

i ]

® T
€

BlHF TG, & Project Bf 0 #3% [Assets] , )5 B4, #4% [Create] - [CH#
Script] €2 — /N3 Hy CHM A, ¥ B A& 4 4 Hello World, i 1-12 F7 7.

Import New Asset...

- Import Package

Export Package...

. Find Referances In Scone

- : ¢
Reimport All
- Sync MonoDevelop Project

£ 1-.12. édﬁ%fﬁﬁlzk
03 Wi Hello World A X R RATHF, 2XAEHC LM E#ERE T —HEKK
W, RNXENEHRFLAERELRT “Hello World” JLAE, Hindn T 4:




Unity 3D FHLIERF R

L Update is called once per frame
voad Update () f : -

- void OnG?}If)
t —

. // Ek&???ﬁ‘]if]\
. gor skm label;

( new Rect( reen.height }, "Hello World”

04 X BT EEMRTAL, [F 3 Unity, 7 Hierarchy & &y 24* Main Camera % #
BAEH, EFPFEHE [Component] — [Scripts] = [Hello World] # iy A< 3%
EHF/RA. EATHEX, BTHFB “Hello World” INFEFEREL, wHE

1-13 7R,

B 1-13 izfT

€N HfE, RERWEN T HERRRE —T . XL EF [File] ~ [Save Scene As]
LB KRR E Asset B3R, @4 4 HelloWorld. TLLEZ|, R|AI—HA#
T 2 —1E Bﬂ??#i A—MRRFXMH, wHE 1-14 FiF,

B 1-14 BN SR o0




H06 HAEMERANXFLATFIARA, EX 2% [File] -~ [Build Settings]
#T7F Build Settings xfi&#e, #wF 1-15 i &. ##F [Add Current] # % 3] X Fif
fmE| Scene In Build FEAET (L TUEER X FXHENET) , AARX
KR mEXE, A REERBRE HIFEGHERT.

B 1-15 #mkk

€0 ERFHEZN, TFEATRIRE, XERMHAREHRNEL F. % Build
Settings % [ ¥t 4% [ Player Settings], 7£ Inspector & H # Product Name % 4 “Hello
World” , #wH 1-16 fi 7.

B 1-16 WHERET

(08 7& Build Settings & 1 #%# [Build] , )5 R BHRAHE N THEF 4F R M T
E AT W AR Windows F2)F .

AT IR SR AE Y64 B s¢\chapterO1_HelloWorld.

14 AAERF

We T 5 b HH B 2 L B 2 AR P ORI R OT R K — 843, AT R A




MRS 57,
141 87r Log

#E Unity 448 4% T J7F — Console & [, X EBrREHIGHEE, WEREFHIHER, X
BoRa i 7R EnR MR A BERRE , B AT AT LR o s inddr B 20351 & s %
BoR—BiER e R, '

IBITRER?, AT E| Debug.Log AR, 7E&HIGSMNERH “Hello, world” {58,
& 1-17 B,

B 117 SniidE s

W ¥ Debug.Log &4t &y Debug.LogError, 54 BRI 3CF# R4 BR.

7 Console & 4 M1+ [Open Editor Log] &4 T 4w# 281 Log S0, —AHEiistH
HIThRER, LHmFIFHIERG, X Log XHF L ER IR REIAEN, WHE 1-18
FioR.

Textures 587.1 kb 11.2%
Neshes 42.0 kb 0. 8%
Animations 1.8 kb 0. 0%
Sounds 2.1 mb 40. 8%
Shaders 0.0 kb 0. 0%
Other Assets 5.0 kb 0.1%
Levels 11.1 kb 0.2%
Scripts 11.6 kb 0.2%
Included DLLs 2.4 mb 46. 3%
File headers 16.4 kb 0.3%
Complete size 5.1 mb 100. 0%

P 1-18 Log "M RAFHIFHE
142 REWS

Unity H 4787 Mono BIA a8 23424 T Wi st iiAh e, FEHMTEWT:

@XX01 1% A MonoDevelop £ 4 Bk ikt i A 4548 55

@302 7 Project & 0 A4 %4 [Sync MonoDevelop Project] , 47 F MonoDevelop %%
B,

€03 AR FO LB .

@304 £ MonoDevelop # 3 %2 %4% [Run] — [Attach to Process] , ## Unity Editor
XA R, REHE [Attach] , WwHE 1-19 fi 7. |




:PID .Pr.nlcts.s. Niﬁma.
{6984 Unity Editor [Unity)

Dobuggan Uniy Debugoer [}

Logamenl |1 awech” |

Bl 1-19  #E#E Unity Editor 124 1883 %

@305 % Unity iR FETHR, YETAHATBERLEFEHE, XeTUE
MonoDevelop # & & 5 &, wHE 1-20 frx. 25, HFEK FS & Y&
A iR RATE KA,

KBCIK - R
e e S
i @ this {Main Camera (TitleScreen)} TitleScreen
= {'m fUnilyE " () Behaviour} U“‘,‘: ’- A, Bah
@ Y% base {UnityEngine.Behaviour} UnityEngine.Behaviour
[ useGUiLayout true bool
Pa 10 int
#b 20 int
#® m_loadingFlag  false baool
£® m_loadProgress O float
@, o int

120 AR
N &

ABSG T W RS Unity, I4E PCHLEHIR T —4> “Hello World” #2f7.- A&45
PRIRE B, BATLAE PC AL EIEAT. X TFIHALF G HIFA#E, "TLLULEFSEHRE PCFEFF
K, R E AL & MEL. Eﬂiﬁ%Fm}E@ﬁ%%%?l‘]ﬁ?Bﬁﬁlﬂﬁ\ i0S. Android %%
FERITTRM N

A0 EER ULSLHI a0 77 A R R BOR, WRAE T ## Unity Hiﬁﬂ%ﬁ"‘ﬂﬁ%ﬁﬁ%
W, BAFHITIER AR Unity FHBI SR



28 AZSEHN

A TR L — K 5 T RR S B K A 4 Unity BOFEAAE 7%, G35 BRI A 14, B4
RAnERlE, BANYIEMRE. Ul Bt iss,

2.1 RBHERIFER

W ARIF R A — AR, IRAE A AL B RR. —RIERIE G, BFA— M AE
EEAKIFRBIB, XH EEARERRER . FF R ERGBIEMDEEEA NS, A4
F BATRHEAEA Unity Seli— MRS HilR, EEXZH, RITABEENEW ET#H—
R RRIT B AT

211 FE—1 i g

FERER TTURTT R — KW LA, KR A Rl X W R 2 AT AT, SR J5 00 L0 B 7T &
T, B R —SK M O PHEE R, B R R . ZJE, PR R TSR 5 E U
RS 55 2 HH R A0 % 25 AT BA.

WERRSERR AL — R BUR AN, R A ST AR SRk, TR SRR T AR
B G s 0 R X AN R R, o R

SRR TARIR M TEEE, AR o) B, AR PP SR AR thar 52 2 R,
MPEGR TS, AU H AT RER R, EXF AN QI RHr R U, R —H R —
i 56 3R O A SR A o

T — KR AR, AT [BLEE AR, ERAEITRZ, fTLLE BN Prototype (R
B TR B R MR SR A ALK B, SR 7 ZL A R AT O R, R
i R BB N R MRAR T, BB RIRA R, IR AL R,

PRl Ay SRR i B 00 F) — L2 G 1 SRR T REJEAS IEARI, FRARTREM LR &, (PR 03X ANHr BLt
NN IS, Fr AR AR BB RiG .

ffa, BAIHEXVIRAMIGERE Demo Ml VP, H KA FBE TR T FUM, ikt
WrEe, AR B TR AR T L

21.2 BrERMERER

— AR TT AR, ATREREARCHTa), o T REA 2t s BT A o, 2 — Aol
RARA BN . BT MR T R LR LA B SN BbR s A 5o T R R R




"V”f5¥%§mﬁﬁﬂ $2E

FEFFRISFEFR, BAFREN RRB B AR AT &4, LIV E BRI xR, "TEORE
BB — M RIS

21.3 &X

FEFFRLLFE, SERIMEHE A Office #RAFSERUIFFRI, X T1R 2 M (B B Bl SRS
PR U, HERIIT T BRI (0 BT T SLANVPAL, XA S, B R REHRT
BrERI R

S 1 T 0 7 S A 2 A () 52 Rl R A 2 8 P AR o VeI U A 51 AN R B R R
B, FA LR ARG BRI A s R k. XS T Unity SRR, K RGETIEE
FHRAE Unity (43828 P 5e A, B LASR Rt [RIRE 75 SR E Unity RIEEAHERAE.

21.4 ®mEMEX

Unity #/5 A EE TAERESEMA. Unity LRHSBMARMEAES, HP CHESH
R R, WIRRIEAFLE C4, WA EA BT A B EREE.

£ Unity &, SRR P AT DURR O & — MRk 4E (Game Object) , sEfr b, —
AN Unity #FxK, 502 H1 A 7] 6 il e A 2H B o

Unity (3584407 LAA 4414 (Component) . A LR —MEA, — MRS,
— A IR, —IKWEE, —RTF RS, E—AATRIES. AT XEAN, ki
B T AN ThAE, FRAE 5 AT U i g S A s R A B e BT RO AL, AT SE BRI XK )
gt

Unity AMHAETF & 8RR, AETF R 2 Aiiftk. B A E T RakNet(— R 44T A ),
& T I & 2 AR, X TIAERATH) “S9BEM 7 JESER HEhilERR, Unity $&4t 7 HTTP
WL L RE, 7T LAJT{E 5 PHP BLNET JR55#% eI MA@ 5. 0T KRB Rk, Tk
FH AL CH#40 53T NET 1) Socket %/ S #8) 7 5 C++. CHER Java JT & (¥ IR 55 2% i 5
IR P8 A

215 =R

T 3D WKL, RARBARMABEERIERZM. ERNBULHREE, B iK
. UL it 3D MEBiRf, 3D FatBai. 3D shiEliiss.

EARK /AR EE. e, SREGHIPRBATS, — 3R R BA B i i,
THIRE 5 2HE .

kiR, FERTAERERZAREE, FMMNEUE KRENEARRY . £FIF
&b, AFEHRTELEN, WRAREE RIS AR VIR S, WA AEa ™ BN AR, 8
BORFP LA BB W Bt BTLL, FEVETEE ACR ORI, S EE AT R AR, {E
FRXT 15 AU I I R I HE BRe AF I SRR

Unity S #FJL P74 Fdm i) 3D shim#kf, i 3ds Max. Maya. LightWave 3§, RARAR
AT LAHTE SRR H O 3D shim g, K HIFE RS iE § 44 FBX #& 4t Unity 1/, 7&
ABFHEMFET S, SXHTHELITNMEH.
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21.6 QA MK

AT RIEH TR, TEZH QA A RN RIEAT 2 HEAIR. QA 3% T 24k il
) BUG, X4 BUG ] fER B FRERIN, ] fERX FamigaiRiEme, w2 R%
R 1K 1) AU R

BAVBATREWE X BUG #1740 (Hhln A, B. C) FFEREMESGE S, Moc R B h™E
1 BUG.

B R BUG & & i 4i& s B I BUG, JT LAE SE R — AN R A S 245, 7 7 )
HEAN U AR AT 88 A T TR

21.7 R

{EH Unity 7 A& () FHLIFAR, 7T LA A B3 R (%) App Store, Google K] Google Play, Amazon
) Kindle Fire S57ELR s, X2 2RMMIRE, A/ wLLFE b i G R R4 ol 9%
THETF™ . s, Android ZEFEAMFRE A LAELREEE, W ATLERSE.

W T &R H it AR — MNiER & . Unity 7 B CR M TR, aTLUER P 7EM
T _EHBAAR Unity WExR, {HH P 05042%¢ Unity (R TR, B RTX AN EG R EH A2
BRI

Unity MRA 4.0 FF461E AR Flash V&, LA 3 K88 #8437 Flash #fifF, B
PLEFHF AR LA Flash #NR A B M T EENMAENEE. BarE AR E A8 E7E L ELL Flash 7
WA EMFFBOEG, AR R A #T LR ™= f RS Eime s, S 2 FEERER .

22 FHEK

SRR AT TR 1, FETTRR — 3K AR L AT BAT) i B — il R SRR, 3X AN K23 B el e At A
bho ANTRHER MU RER], LR, XRMERF AR, ERITTUNF THIIRS
Unity Jf & IF A& (I EEAThRE -

221 WHENE

e, EARBNRAR RS T RSG5, EMSWERTT K.
HRHMASIEAIE, FREATL, WRFEMB WHREH .

222 ik Ul

Bihk b2 R E A AR LARAR 2 o WEORIEARGE A, FEfk L& Bon “UraRET K" , Rl
EREBRE “FIR—R” 4.

223 XA
EMPHA 3 HBET, R D a1, BRI T, ABE O B, BERRAT .




AEHEHE $2F%

224 FEXARIE

KA PC P& LA, gt B W, S, AL Dk, B, &, AREdEA L
FrEA T, HZEHSRR i & .
R WRFENHEBHEBFAEE, 0T RRBERM R LR IR,

225 A
e U 2 A
(1) MRBA, HFRIS, S EfhE, HIML AT
(2) BB, HTRE, ALURMTH, HE T
23 JFARAHAR

FEABATM A A EEH T XA K2 H diiFak 1 3D #ACFIEE, Unity LRFEZFMER
i) 3D BERUFIG B, HLBCH L2 FBX AU AR PNG A E . R, ®AE—TFw
G 1S AZ| Unity TFEH.

@101 A4 B K\rawdata £ % airplane Xk, IMXMXAREMABRTENE

B fufih B SCHF, to i 2-1 B R,
. _FBX |

Enemy2.png lwm.ﬂ:x

mars.png F‘anm FBX player.png ockﬂ lb

o} smie
-
S s
rocket2 png starpng

Fil 2-1 AT F L P B U

@350002 A — A F ) Unity TH2, 7 Project & 10 %6 #F Assets, A5 S & &4, 243 [ Show
in Explorer] , ¥ 8] % £ %| & airplane {4 & 45 i | Assets SU{F 3 4, ¥[8 Unity,
SRAMA P ECLEHE I AN YWE Unity TES, wHE2-2 fir.

Project & D& — MW ARE O, EFEMITHFEEHE, ©E5ME LR TE FH Assets 3L
2 R AR A, FRATT AT LA B i 5 R s 9 77 0K A U 9 B Unity H, 80 7F Project
B BREAE, & [Import New Asset] A LUK B IE A

EnemyZ FBX




22 AR

24 GIRHR
WA RAAERR S, WAL BE KM KERSRIRS , X8, RN A
ISHTER, HHEESER—A UV Bhili,
241 fIRAXEHER

&0 H¥ ¥ %4E [File]l - [New Scenel 12 —/NFithipE.
€702 A ¥ [Filel — [Save Scene Asl ¥ 375 5 % 4 levellunity, #wE 2-3
7w, BTREDFERG AT THEBE AN R TK.

23 #iatds it

€5003 HFE ¥ L %4 [GameObject] — [Create Other] — [Plane)] & — /T HE&AE
AKEHFHER.

€5904 7 Project B 0 B FH A% [Create] — [Material] 8| Z — 4 H ik, #Eo
4 # Background, 4% [Select] 4§ % mars.png £ % B &, 4o 2-4 ff 7%,




 kESthMR F2¥

K24 fRElik

HRrE e WG B 7 U LB E B, (HR S P A 2 I (M AP 4k 5 — i e U 1 7 o
TR A4 OERAL TIEFRZS, 4E Project B IR H ARSI, FHeAS JLHE 4 WIER A BIHE N

@N05 7t Scene W D% F K EH FHA, 7 Inspector & 048 5| Materials T 7 # Element
0, AN /NEEEH, 487 Background # 3k, w 2-5 k.

B 2-5  fie#R

Al L 54 Background #4JEERHES Scene T I KR 1 SR AY ok HoAR e M .
Unity 1, JLFRTH B BERMEH AT LU #6230 1) 5 58 k.




Unity 3D FMBBRFE e

@l RNL2KIAKEWE B EMMIERESE, %3 Background 3R, ¥ Shader &
# [Transparent] - [Cutout] — [Diffuse] , # ¥ % & Alphafz B, WwHE 2-6
B '

B 2-6 &AM

XN BRI ENH R, FE¥ Shader ¥4 [Transparent] — [Diffuse]
ATLARAG A EIIBOR, EEFREFHIL Alpha FLFHHER .

BER, RINKAELEREEE MEFER, QRET 508 KEMNTMU, Eikk
fifi EBRATTR N B HE—A UV shim, FmiHERERZERTES).

€0 HlES —ANTEE EEHA—%, BTXETHENESHTE, REAHHH
H— MR, i8R starpng fE R EE, wE 2-7 PiR,

Fl27 B%
€02 #REFEEMHA, AR ELHEHE [Window] - [Animation] 3T F s E & 0,

R ERE L AN Z aELEE, 2%4F [Create New Clip] X 24 — AN
Wz E, HIRGFE Assets H KN, wHE 2-8 fror.

E03 7550 B & 0 AW ey 5 FR LA R DA T E sy B, 3 (Material ) #
HEF, #8)5 & Main Tex.offset.v & i %% [Add Curvel UV % B 3/ B #h 4.
& 2-9 Fiow.




kmEENE F2E

. [Create New Clip]

Pl 2-9  GlekahE heg
304 EFFEMEE, 2D EH 0L LT N EAEE HRE, XRAIE
ST H S E T . et a] P E 30 WA A, ¥ Main Tex.offset.v #{E % %
-, EFHEHEP TH#HE [Loopl ¥ar B ABIFFEHA A, WwHE 2-10 7.

B 2-10 £ gt sl e il 2
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FEFVE B B A R, wT DAl P S O A 3R T e TR B, 2 0 ik B R
I 2K A1 2 i 2 11 BT

242 BEBEIALR

B HUL AR R MR S 10 75— NI Bl RPN S MR AL, SR9HL
SRR —RE, TSN, ek, FMARHE,
PERA KGR, BHQHLIO T AN, B L FREASEAT T

€XX01 % Scene WO HEREAK (MRRESE % 124%) .

@XJ02 % Hierarchy % O # 4 Main Camera, X2 E P BANEEN. EXPLEH
[GameObject] ~ [Align With View ] fE & #HL A5 S ar4LE — 8, wE 2-11
BT R

ET
§ Testured,

B 2-11 gL £

Hierarchy & L2 — M &MR5IE, UK FRIZHXRZHIER, E15 Scene &1+
HH B0 AR A e — — 3 R .

€03 WA, WwRBATZTHR, THLEIE Gume F O R EERE S Scene #f 1
A—B. 7 Scene WP EH#—T “AFi” %40, Scene & O ¥{f Fl E LM 4T
58, BEXXEFFPERAITH, BLE TR L.

@04 7E ¥ ¥ 4% 4% [Edit] » [RenderSettings] , #4 /5 7£ Inspector &f I #4% Ambient
Light, AXEHEHE, EYHMEERK.

@005 X E423%3F [GameObject] — [Create Other] — [Point Light] £ # — /4 & #

W, BHETXEMA FJ7, R)5 4 3 Range 915 BT X 56 H, #% Intensity

MERETABE, WwE2-12 7.




KSHEHR F2¥

4 Scene
L& Tautured

B2z W
25 fIEXRH

XAMFERR A L A — AR T, FRATTRFAE A — A SRR b M iR A, R T e
—HA, EHENEZES). ARSI REBAOEL, ERSFARMALET, EBAEN
R U A A A fEIBTT .

251 €IEMA

@01 7E Project % O 4% #| Player.fbx, 4 3 4 25 3| Hierarchy & 0 81 2 ¢ A HER! &4 35 1K,
A5 75 Inspector & D ¥ B M Y S 4RI N 0, H A4 180 &, W 2-13 Fi .

& O Inspector

g [Player Static =
Tag | Untagged 3 Layer | Defawir 3

Model |_Selsct | Revert | Opan__
Ll Bl © . Transform &
i | Position !

T et © T R € S e
;ﬂotaﬁon : ;
(WD IR0 | Pt .
 Scale
L ERRERe L e
; —'il’]ll' [Mesh Fiitcr} i;ﬁﬁ
Poenc NSRRI, Lo SR
\¥ i Mesh Renderer nﬁ.

Cast Shadows
| Raceive Shadows W
¥ Materials

B 2-13 G R R Ak

€2.002 7 Project B 0 3%3F Assets, ¥ 4% [Create] — [Folder] ] # — /X4
%, a4 K Scripts, AT LUK BT A A 2 o B9 AR N B XA Uk

£03 # 4% Scripts Xk, ¥ &A% [Create] - [C# Script] £ 3 —/ CH#l &K,
4 # Player,

€004 Wb Player.cs A AT, 24 Unity A B sh8) 3 T — 3R 4a.




Unity 3D

Player RKM 4T, EMNGFUIGWAN 48, TERIN4K H MonoBehaviour,
HA 4K B MonoBehaviour 1254 REME A Unity BIAC4H A .

X0 HEF AW BRI RK, REEXELHHE [Component] ~ [Seripts] —
[Player] #4452 % = M R ARME 4144, _
€EI0s Bk, FelAWM AN S EIEKER [Component] — [Scripts] T, X 7T

EFEEWA, BOTRTUA AW ARELERL PR, 7 Player X 3 & & v
AddComponentMenu J& 4 :

@EN07 7K ¥ 42#%4 [Component] , 2% I Player B4 ¥ JL# & % X 4 MyGame 7%
¥, i 2-14 Fr %,

B2-14 B XA DL E




o

i

¥
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wE

252 ¥EHITCARBE
RAVEARE L0 B T 2. ABORESHCRITTE:
€01 7 Player X B o —MEH WATH 0B

FE Player % B, Bi\#H—/ Update B¥, XNBRERFETH, GhHL
WA, RINFEZINBRFFREREARD, 0THF: i




Input & — MU TRATIRERZ, EAFEILFHA MRS, bRk 5.

Time.deltaTime RARFWIM L H A, PLTFEGMMBOEREH OB EBT ER L
Time.deltaTime. 7EFRATIXAE] T4, AL Time.deltaTime A€, TSI N KIEE.

this.transform i F i) 2 i 2844 ) Transform 244, Transform ZH{F4R 4k - B IhAE B & M
BWah. BE. GWIRAE XK. RATMA T Translate B B ahiERA, HpH—4 Vector3
KRB E, HRERx. y. z Z4HE EHBSHEE.

@303 # Update & ¥ 9 4 Wi % i this.transform 4 {5 &3 &K — & #y 2F F1 B, KA
] DAZE 3t BT SE A6 B R R — SOR A B AR A7 AL K. Start & 302 78 X R B LBt
B#EA—K, RNTUEXEH— LB IE, DTHF:

=B R

@504 7£ Update & 3+ 15 P44 % % 50 B9 X 45 , ¥ this.transform 44 % this.m_transform,
XA F 3 H bl & &R Transform 445, & TRFHETHRE, DTFHF:

CEI05 E4Tihk, % L S S T, BRI M 2R A A R RSk
BN RETER, ®EE AR, & Inspector F 1 4R 3| Player B A4l
4, ¥ Speed W{EMAZE 3, W 2-15 i,

B 2-15 Bk

Speed (¥ 15 Player 1< P4 i) m_speed AR /2 Xof W F) IXHERRATTA 75 EAE 3% 5t 42 24 Speed
FRELAR T TSR KA IR RS Bl R, T A PR A A 25 1B BB AR ARG
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@06 HRETHR, KHHBHERABRET.
253 gl
AT, CMHE T BRI T, AT R E M xR AR A

€01 7 Project % U 4% 3| rocket.fox A X &, ¥ 3 #5755 Hierarchy & 042 7%t
WA, A0 2-16 Fi 7.

B 2-16 g -Faldkik

€002 4% Rocket.cs By, T4 TFHIERK,
@003 % Rocket XF 7%t 3 NEM, 2FBH TRy CTEE, £HFHEMRY, W0
TR




@004 7= Rocket £ Update & o i win F A5

m_liveTime FI2RHAT, HE/NTFEET 0 R ECE], ] Destroy bR ¥k 1Al T 5413l
RRARRBL

@EX05 EATHR, TR CRNN®,
254 €IEF# Prefab

FERTT, RAVCLANRE T 7AW, (HHEAR P AT HN 2 LB ERAE R, HFaEd
RS RE T N THEERET W R, BATTEZHR I EIEL Prefab.

Prefab £ Unity " a] LAELAR 4 o] B ()i R . SRABIE T — M kfk, AEBRETH
A BHE, RATATLLK HARTF N Prefab, SRJGTEAEMBI (], 55, HETEHAD Unity HRH
ERMA. FE, RIS THERAHER— Prefab.

@01 7 Project B O # Assets H 5k A8 2 — 4 X prefabs By X5k f| T 1% 7 prefab,
RE$EH4ER%EE [Create] ~ [Prefabl , 4|@ — A5 # Prefab, ¥ &4 4
Rocket, #w[ 2-17 7.

1 2-17 fIEE Prefab

@002 7 Hierarchy % 0 32 a4 A oY F R M AR, 34650 2RI A8 & 4 prefab £
T, Prefab ByHltER TR T, fwHE 2-18 fi .
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~ public Transform m_rocket;

[d2-18 #il{f Prefab
€I FHEPHELTRBRRERCEFHERE T, 7 L% Delete 4 MIFR .

255 k&F

B PR, BATHA Instantiate bR B2H A1) 6 & 13 AR 1 .

€10y ¥4, BATES M foT ey Prefab XHXA K. 4TF Player.cs A&, Him—A
Transform ¥, © ¥4 m F# 8 Prefab, 0 T Fr7:

€002 B 2| Unity 445 2, %4} Player #f %1k, 7 Inspector & O 3%
LEAEW M T —A Rocket ¥, H#FFHE Prefab, ¥ HH#i5h 2| Rocket 1
_I:-s ﬁnﬁ 2"'19 F)i-fﬁa




ERIGs E4HR, HEAHR ARG LRTURHTH, BAERLIRE K, ROF
B — TRE, S5t — M R

2.6 BIEHA

AURRE K5 A5 AU T AL, A AT T 2 T LR I, B L7
FEAZE U, I R I .

@301 42 Enemy.cs ByA&, B T:




m_transform.Rotate F 3 g &N Bk 44 .




Unity 3D FHBRFE

m_timer RHERE— AN, FEHR 3 B ECE—YCERE .

E9.402 7t Project & 1 4% 3| Enemy.fox X4, X HAB|# Prefab, 3487 Enemy B &£ 4
1,

22003 ¥# A B Prefab M Project & D450 2|3 % o, RE#H Cul+D @& H| £ M AE
MEFEMLE. ETER BAKANENEREZEH3, wHE2-20 fFix.

K220 A

2.7 hEuE

BRI AR M. MO\, AT LURS T3, EEMMEARSRAEMZE. & Tk
EAVE DA TR FEMBAG IR, HESI0 A AR 1S, AR AR 4
A H.

271 FhnulER

€0 RNAELBHARMAER, EHREFRBAE-IHA, EXEERF
[ Component] — [Physics] = [Box Collider] * & A An— A 3L 77 sl K 41
%, #R)5 7 Inspector & O % 2| Box Collide 20, # = Is Trigger, FH A H ML
fER, w221 fiw.

4328
Pl 2-21 3L PR A e T
€002 #H AKX ¥4 %4 [Component] —» [Physics] — [Rigidbody] 4 # A — A




ASHEHE P2¥

MEAY, FARESEWEHENRREASTEA —MRIAREHAREY T
€. 7& Inspector & O #% %| Rigidbody 4114, B %4 Use Gravity X # F ¥,
ﬁ“l’ Is Kinematic &iﬁﬂi‘.ﬁiﬂéfﬁxﬁﬁlﬂﬁﬂﬁxm ﬁﬂﬁ 2-22 Fﬁﬂ’«

&3 2‘-22 ﬁﬂﬂﬁiﬁ. .
€X03 Ak, BRNEENGEFH—IEARMHALE THANDELS, HEHAT
##IRA, 7 Inspector & 1 #y 4 b Ak [Apply]l , #nE 2-23 i m, R#EHEA
#y Prefab R R F W H AL B S EFH 2| L AHRANRE.

(i ] !nspector

g

# 2-23  Prefab #£T0

JoR 2 Project & U‘@‘M%'&& Prefab é%ii ﬁ‘!“? ﬁﬁk#ﬁ@% :‘Qi
# 15 Prefab —5 . :

& =
€104 SEMEN S RAET AT R MBS A, wH 2-24 7.

B 2-24 577 ARESEHE




Unity 3D 3

272 MhAERDE

BINBLATMA. FHRAMBARID TR, EEFABEM DR, RITEEREN
S AFERE A Tag $RiR, 2R G I 00 i A e 1 1 0 AR

@01 7% ¥4 %4 [Edit] ~ [Project Settings] —~ [Tags] , % Size $# A\ 2, 4|2
2 N3y Tag, 4 4 PlayerRocket f Enemy, 4 2-25 f7iR.

2-25 #§h0 Tag

@302 # Project & 1 # 2 # A By Prefab, 7 Inspector % 1 3% B Tag % Enemy, #n [ 2-26
B,

2-26 HEFBAM Tag

€003 % $F T Prefab, % B 'E 8y Tag } PlayerRocket.
@04 HBF A, WE L Tag H Player, XA Tag £ Unity iR IR AH.
€105 4T Enemy.cs A, Hiwv—MeaBK:

@306 7= Enemy B &< o i o — A OnTriggerEnter # 3%, X & — Mk £ B MonoBehaviour
B, EAEAEHEEMNSHAR, DT :




A=SHHE P2 ¥

s §§$?0§§§¢$}i:¥',-;, : f,“@' O N

. : I: ” % : .
” é1§é if (other.tag.CompareTo("Player") == 0)
P _
oot omlite = 0 s
o - Destroy(this.gameObject) ;
=) T :
other.tag.CompareTo( "PlayerRocket" ) == 0 i& ) K LB 777 6, 4 0 388 3 () i 48 A R 15
p g o
Rocket rocket = other.GetComponent<Rocket>()if f1) 4k 1 6} /7 iR 44 (1) Rocket il 441 1F .
m_life -= rocket.m_power i) 2 4% [ 5y, MEMN 0N, {FH Destroy R HHR
HE.
other.tag.CompareTo("Player") == 0 ifify) FIRAIWr & 7555 E MRS, WAL HEHARA
. '
BATHER, MG LA MR FRMR, WRES EMAMEE, WHEEHR.

@307 4TH Rocket.cs A, #7Am—A OnTriggerEnter H#k, ©HEARE £, wE
FHEHFIHA, HRE%.

void OnTriggerEnter (Collider other)

{ : .

if (other.tag.CompareTo ("Enemy") !=0)
return;

Destroy(this.gameObject);
}

@308 1777 Player.cs A, Hin—N4&®BY, )5 75w — OnTriggerEnter i £,
FACREEMCH FRUMNREEREES QR — R e, £ VTR
BY, mFHiT:

public float m life = 3;

void OnTriggerEnter (Collider other)

{
if (other.tag.CompareTo ("PlayerRocket") != 0)

Dol dife el




Unity 3D FHBRAR

BATHERR, BATAT LS KRN, E AW AT DI N BUR, iR O 8 mht
T, BRBAD R KU & — B P&, BORRERE R, RWSEAERRE s —1
FHRAE, AEN S SR e R

&0 41Z - ANTWRIK, AEFEMERE -4 A “bound” By tag FoEAMG, #
CETRETY. wHE 227 Fix.

P 2-27 #EILHR

WtE, HATE CHRRAVE & BT,
28 B/EHA

281 €IEEA
HR—FAKEY T, BATHE PRI —FBT RSN, ER AR 5 S K K8 5 Th R




 ASHERR F2R

[e) i S8 i — 37 Y Th RE
€200 7 Project & 0 4% | Enemy2.fox BEA! S 4, 2 HA|Z Prefab.

B R

@902 47 Enemy.cs A, # protected void UpdateMove()iX % protected virtual void

UpdateMove(), X B#Hfn T —A virtual, fEERA—ANEF %, IR TUE
REXPETXANGE,

&X303 4|7 SuperEnemy.cs B A, {#¥#% 4% & Enemy, >+ EF UpdateMove 7 i, #

BAKGHREEENEZEAN, WTHR:

7F: SuperEnemy iX 2K, A UpdateMove() > ik, XA VLRI AR T override #7
T, BRXE—ANEER % B SuperEnemy X% f HALZR T, {H'E4 K T Enemy
HH LA A ThAE

€004 B HF A prefab, 3 SuperEnemy R A 35 & 45w 1E b 4 1.

@€05 7 Inspector & 0% B A SuperEnemy 414, ¥4 & ZE 50.

@006 4 FT# A # prefab 7 fv Rigidbody f7 Box Collider £, H&# REARANRE
#HTRE. BARNMFRAGERLEA, AL hai#Z KL EBRIHA, R
T AR s /s — 26, i 2-28 Fi . WRKRNAFLEANERGHARE
R, AP 3D R LA R, R)EH IR A Mesh AR,

€007 % HHAM Tag % 4 Enemy.




Unity 3D FHLHRAL

B 2-28 5 Al 4

282 %(5HF%#

REFENIBEEZ TR, BT, 2RAFUABEQH, BRSBHARINY . RITETF
REAFBM—rFThhe, EHATLIA EMBH T, FHE.

G801 £ rocket.fox €] # —ANETH T3 Prefab, %4 % EnemyRocket, H ¥ 3412 —
MFHMIE, B rocke2.png tEAMEE, HHAMTEE F£5E AHTR—
1119

@02 b A T 7 Am Rigidbody F Box Collider 4114 F #1145 .

03 HHATHFT#— 4 X EnemyRocket # Tag.

@EJ04 A7 EnemyRocket.cs A, ‘B4 & Rocket £t AH A bk, RIIAEEhi

W — T OnTriggerEnter 73, R RS ¥ A Witk £, WwTHF:

using UnityEngine;

using System.Collections;

[AddComponentMénu("MYGame/EnemyRocket“)}

public class EnemyRocket : Rocket
{

void OnTriggerEnter(”Collider other )

{ . ; '

ik otﬁ?r,tag.domparero("Playerﬁf I= 00y
rétﬁ:h;" . i

Destroy( this. gamebbject )i
} .

€8.205 ¥ EnemyRocket i & 4 & % L A F 3 # Prefab.




@306 7 Inspector & K% EnemyRocket 4114, MMHMATENBHEE, ¥tk

K229 WREATH
@XX07 BETRAKFHASTH, TF SuperEnemy.cs WA, $RXGwT:




Unity 3D FHIBRBFE

VA5

. ml_,transfom}_';l‘fanélatetnejr' Vef:tor3(0, 0, -m_speed * ?ime-.de{ta?imé) )i
puag : : i :
m_fireTimer J& % FH R 422 91 A S - 540 s 16 [ 5 o
m_player Ji 4 FH 35 7] 1 A1 (4 KM
Awake Jj 4% H MonoBehaviour, ‘&R 7EWRRA LB PAT K, HET Start ik,
BAAEIX B A | FindGameObjectWithTag B B3k 75 3= A1 R0 R 4 52451
Quaternion. LookRotation {8 57 4 2544 s 1 1) 3= £ 06 7 171

@008 43 H A Prefab, 7 Inspector #f O %3 Rocket B, 5# A FH#H Prefab %
B, i 2-30 Fi .

SRR SRR

.Ez-m iﬁ{}\mbﬁ‘ﬂfﬂ
KHMABANG R, 17K, HMASmEHARSF#H, WE 2-31 s,

& 2-31 ﬁﬁAm?%
29 EESHN

BAERITFR R TR, BATHRMILRRREFR FHFhn— AR

@€2301 & Project H 0 ¥ H 44, %4 [Import Package] — [Custom Packagel , #RJE
F| ¥ 4 B & packages #| % Unity 40, X{§, 4% ShootingFX.unitypackage, 34T




| KSHEHR F2¥

7, #%# [lmport] FAF| YR TS, WwH 232 fir. EXMFELET A
F B Fo— MR XEHF X Prefab, B 141 28 % N\ 2| Assets B K FX XX TF.

2-32 SAFMEM

unitypackage SCHJ& Unity % HIMIBESE4L, 7E Project B LML FEVEUE, WIBIA . RORL, g
TR, ARG HR A ER [Export Package] , 7 LLYE BTk -5 i 4 .unitypackage %
R, 5B Unity THH.

@02 43 E M AR, 75X ¥ 34 [Component] - [Audio] - [ Audio Source]
K E A fm—~ Audio Source 41, NLETERFHHREK, LAFIANEE.
@LX03 47 Player.cs BA, FmHHAAGmT:

m_shootClip J& ¥ i i (5 ¥, 76 T 224 & R RO Kk




m_audio B HIHRAM, HTHHEE, £ Start e3P A 208 1 LR K A E IR AL
@04 7 Player fiy Ay Update & ¥ 7 inig B F & 0y R4

5 7 Player B A& # OnTriggerEnter & 3 o 7 v ] # 3 HE A B Y R AT

@006 ##FE AR, & Project T U #y FX X% T 253 2| shoot. WAV 3 X
fn Explosion.prefab # ¥E4F 2 4, 7E Player 41+ H 2515 m_shootClip Fn
m_explosionFX &M X i, i 2-33 i 7.

el

B 2-33  KEBEHRLE

@EX07 AR ER A Prefab, Yy i Aw—A Audio Source A4, A)EE FX XX T
# | explosion. WAV X4, ¥ H 4% & 2| Audio Source # Audio Clip %, B X BiA
Play On Awake # 52 & TH P RA, FiUL YBERRBEGANE, 28 HFHK
WIS FEE, W 2-34 fTE.

AT, ATCAWT B, SUEMIET, RAEIMYERCR, HREVIBEIERESE, wE
2-35 fis. BAMBHEABAGNFEFEAREZRNEE, ERFEKRSRE, XERAN
BHR




AZHHiER B2¥

¥ i Audio Source
| Audio Clip i

3D Sound Settings
|20 Sound Settings .

B 2-34 gt s B 2-35 @I
210 EAERE

EIAERIHFAR S, REMER T LB, HIEKEREA AR T . RATHEI-
RN HA SR RN, XREARA A —H B F %

@30001 |3 EnemySpawn.cs i A

using UnityEngine;
using System.Collections;

{AddComponentMenu ("MyGame/EnemySpawn") ]
public class EnemySpawn : MonoBehaviour
{

1/ WA Prefab

public Transform m_enemy;

/1 RN T ) i

protected float m timer = 5;
protected Transform m transform;

// Use this for initialization
void Start () { '

m transform = this.transform;

// Update is called once per frame
void Update () {




m_enemy J& £ FIFA ) Prefab, RAT4HT A 2 FEA.

m_timer J& £ FH SR TS0 A AN (4 6 i) 1) G .

Random.value 4% 0.0 & 1.0 Z B — MK, EXAMGIFH, BEESEISBZ
TR e — N T KRN

@EI02 % ¥ #42#%4F [GameObject] — [Create Empty] ) 2 — /%28 i BAKYE 4 SA
R, FRXANBBBRAEEESEN, EEHEFAE, 7ULE Hierarchy # D
W4 BREFE.

@003 4 EnemySpawn M A48 4 HA A BB W R AR K A1,

@EX04 WA AEBFESY 2 A Prefab, —/ Prefab & m_enemy Btk 5 # i H At
Prefab M X BX, % — M5 BAHAM XK.

BATBIRA T BN A S AU AR 87 K, (A RIS P A RE 2R WA T2
Er BRI LIk eSS BRI R, RN UERRE.

7 Project & 11 4y 4R B KA & — /N4 4 Gizmos #y X 4E3k, FEEXAA XA ENE F
S A Gizmos.
# Project % D4R 2| F iy £ 4 item.png 4§ 3 & %) 3| Gizmos &y Xk, EANE A
WEABAERBHERER, ERERNTUERAEFTER.
@07 4T EnemySpawn.cs B, 7 K B 7 Bz & &

@EX0s HHALRBERIGRE LY, RINLFHHALRBHER, BEKKRHEAN
RFBTH, BTHK, BELFRBRAKRESRA, wE 236 fir.




AZHEHE B2¥

B 2-36  FNAE RS AT A S
211 BREEE

HRAE (i 1 o kD TR AR AR BN UL AR KRR S 187,  BRATH IR — N R
PEAR R AL FRIX LAY .

€101 £|# GameManager.cs i 4<:

using UnityEngine;
using System.Collections;

[AddComponentMenu ("MyGame/GameManager") ]

public class GameManager : MonoBehaviour {

public static GameManager Instance;

/185

public int m score = 0;

/18
public static int m hiscore = 0;

ES |
protected Player m player;

/1 WHER
public AudioClip m musieClip;

/'l BEER

protected AudioSource m Audio;










Instance & — MK, 76 Awake REHIE R B 5366, XA TR AT LAZE H A K+
{ifi F§ GameManager. Instance fJ7% 2\, #:H# GameManager 5. 71:%, GameManager H A&
— AL

m_score 1 m_hiscore J& {43 51 27 24 1 78 43 Fildgk 49 41 48 5%, m_hiscore &2 — M ABYE,
Ba—HAEE, FHASE RGBSR ERVIHL.

E Start BRHCH IR MBI T X 54 SuperEnemy Py 20a R, RERX—KIRAG
f) A& E A1 1) Player BIA411F

£ Update B3R, BAVEHFBHOE RGN, ROy 25 00 880N o & 200 X5
Ak, tnEH: Esc B, ¥4 Time.timeScale HIME4 0, XHRHRSEHE.

OnGUI & —AMEEEAIRE, % 1AKE Ul Fi. HF Rect B RFR UL (9 H AL E
K/, Label BEFAKBE XS, Button ¥UHK Brtkdl.

4 Time.timeScale 2y 0 B, BFHRKE SR 2 MEHL, — M TAREHR, H—MRHBFR.

Application.Quit fI KB H MFTHF.

Application.LoadLevel F3REH T — X%+, XHEZLEFREBCYATRF. ERRF—K
FHORHR, 24805 R ROURAE SRS, WA E T DR — el R B, TR RE R



K=GtHR B2¥

AR -

€02 BlEEWREEHBREER, HHHEE Audio Source A, K HE
GameManager.cs £ 4 3 i A< 21 1,

@XT03 7% X R 5 music.mp3, BT 5 RS BB 6 m_musicClip B ¥4 X B,

€04 ¥ £ music.mp3, 7 Inspector & U BUH #% % 3D Sound, R &N —/ 2D F ¥,
CHEEHFLZL 3D FEEFYH. BAESRHEEI LA — Audio Listener
Y, 3D FEMTEMATE TR RENGESR.

@005 477 Enemy.cs, HEFRM— oY BY, FTEEAM2ETUUE Inspector & O
PHETE R E.

public int m point = 10;

@15I06 7 Enemy # OnTriggerEnter o { ¥ 7 iv GameManager.Instance.AddScore(m_point)
EH, YHBABRHKHENLRE—Z08:

e S £ A B - s R
{
GameManager.Instance.AddScore(m point);

Instantiate(m_explosionFX,m_transform .positio‘x}, Quaternion.identity);
_ Destroy (this.gameObject,0.1f); o
Sy

BATHEAR, JEMRERE 2-37 .

B 2-37  diEAR UT

R Ul B B hELES, {#H Visual Studio 77 GameManager.cs il 4<, ZESERES
1% [Save] — [Advanced Save Options] , AR IL{RFEN UTF-8 iR AT, fwpd 2-38 Fy
7o .




2-38 CHMIATEN UTF-8

212 HESE
W R RIE G — MEBEE? WA LA — DK, BRI D RIS~
X, Bon— /M RAOFR R E .

€EX0) A B #E [File]l ~ [New Scenel 8l — ¥ X F, H@4 A start 7.
@02 £ # TitleSceen.cs B, K& T:




AEHEiE F2¥

)
X R IDREE, H2Rn— PR —N %4, 44 Application.LoadLevel iHY 3k
145

@003 ¥ TitleSceen.cs B A4 % 43 % o 0 BRARHAE K 4 4.
@04 & Project # 1 E A mars.png, A5 &K EL % [GameObject] — [Create
Other] —~ [GUI Texture] #3X 5 i fF 4 47 M & ity 2D # &, @ 2-39 i 7.

CPET T
213 EiFxR

A VR AR T L AR HE R exe SCHF, XA IFARISERL T »

€01 # # ¥ %% [Edit] — [Project Settings] — [Player] , /)5 % B i w49 4 #«.
NE A FEA, W 2-40 i, EREREAET —ATE L, ®IUAAHRTH

= —HH.
T
w 3 fi_ayerﬁettings

B 2-40 BB P FAIRIAE bx




% Resolution ¥ 5 41 % 1% | # % % 0 #9 A/b. #F 2%+ Run In Background, EJ{#
WREFOREEL, BHLER §184T. R Display Resolution Dialog # #%
[Disabled] , HREBAEHHUNFLETH M TREEFOHENFT O,

WA 2-41 fr .

241 WEIHE

@E03 7 Tcon % 4 7 L B R F AN B AR, R FHE R, BATH B 50388 Default
Tcon ¥ B W EARI B A, 8 DB A ERTRAHES, WE 242 Ff

.

B 242 REEF

@04 %A 3 Unity # % 4% 2| Unity 89 4%, 7 Splash Image 3% — KB K B
LETHEXNEE, i 2-43 fix. XAk R A& Unity Pro BRF A R A .



ATHERR P2E

e S e
‘ Config Dialog Banner

L

B 2-43 SRR B T P A
@05 7 Other Settings + % % Rendering Path, A# 4 H R KN TURFR AN

[Forward) . Static Batching /& Unity Pro Ji A B 3h ik, T o ASHEA KL,
BARAERERTEKR, WRAEEAMFEE, EWEEFRAEAN I, wE

2-44 Ffi 7%,

Other Settings A e S .“ 'i
Rendering = |
Rendering Path* LForvard .. & |
Color Space® e sl ;
Use Direct3D 11* = e |
Static a,itd'xii!q J !
Dynamic Batching o :
Configuration :

} Scripting Define Symbols E
| ;r.,,_w,*“:,«‘ ,,k.... . ".:,' syl .'..'..'.";. . .,A. ._'...',_'-:K.i..'j E
: s 0 i
Optimization 5 i i
Api Campatibility Level [JNET 2.0 Subset ... .4} i
Optimize Mesh Data® ™ o
* sh_aruﬂékﬁﬂnq I;mnun ﬁulﬂph platforms. |

244 HAphirH

{F Rendering Path 0] LR & 3 s Jepbi sk

Deferred Lighting A St SLSE AT HBOR, W LAASZHE BRI (E AT OCRISERS B3, Ay
[T Y8 S ¥ per-pixel (T35 normal maps) , ZE M ATA SR LR EEH B,
H i 245 Unity Pro A fFiX i, THEEE K 3FF Shader Model 3.0 8k &, ALFFFHLIF

Forward Rendering UL Shader AFEfl, HAEH /Nt BREN AR, EREFER
[Edit] — [Project Settings] — [Quality)] , 7 Pixel Light Count 5] DI#%Z & per pixel £T ¥
BORBOR . W HeEs AT % Render Mode #4 Not Important, ‘&% & & — > per-vertex BY SH ]
Jo WHRBH Important W & & — per-pixel ] ).

Vertex Lit &k 8RB fay S i Gk, ASCHFsEitPisE, ASSCHF normal maps, (B ik
UFIERE, ST — LR e O REfE B H .

@006 177 Build Settings % 0, A Project & 1 4§.unity X F 3 #F#i5t 2| Build Settings
W o, i EEH startunity HES —MEE, BREFEA 2 AH#NGFRAETE,
tnfE 2-45 fr 7w, fAJ #4F [Build] 3 %4 3% 4 .exe 4 X Ay #7# Windows $4T
BF.




Unity 3D FHIERFE

& 2-45 WXk
Miti.exe BT, BTG FIHFAR 2 HAE Unity 4adE 28 PSR %, s
ROR P 2-46 Fis.

-

B 2-46  IEATRAGMIHEAR

A i 3R 0 B & T PR S F AR AF 7E 6 it B 3% \chapter02_ShootingGame 1, {F % 4t Y
\builds\shooting game H 3% P3| & i & 19 AT AT SCAF,  RILL EEGEATH AR -

ING

AT ARG LHETRS], — A T HIAE Unity SRR 2 HEAEN %, B8
Unity FifB 80 ZEAMEH] . T B TEIR. MSHA. mmdifs. YRS .

G SR ol e MR P, XA A S el R LU ] L, (H R AT D B AL I N
ATECAH ERINE ZHRE RN, wimaRiCaRs iR, AT ANEAN, EERn
RIS, X HBRR TRATHER )




RIE F-ABHEEN

AFERHAER Unity BIFE— 3 — ABRB dilifaR, IR FRAAT R RAR L —. fEAE
MR 2, B RAREILEL Y. Zhim. 6T HE.

3.1 &R
TETF BN R Z BT, HetR IR R & — iR R] . RATEZESIE KT I A A,
P RE A XA -FHBEA, RENEL, ECER&THE - AR HIRAOERER.

3.1.1 FFRNA

RGP, SEHETIMBANEER, ERENERSEHA, ENeI®IHFBGHE
fi. Wik B MBMRESFTE HRKEZHAN, KRNELS.

3.1.2 U Rm|

WAk UL R e, B EMEEME. MA%E. BOMEERE.
WEAR AR 2 B3t — A 2 T T AR AR

313 £

RAVEABIEMAAN, EFHEEDIRR—SORTEMATH M16 PLo)A. &EEK W, S,
A. D #EHIEMNELEAITS), BIRREEIA, R ARIETH .

314 A
WARE—F, MRS, el RARETMIVAE, SRRy, H8EE

3.2 HRSHR
HSCRATEA A NIPRITR, P XA A O LR, BRIVEHEY
TR R, WIAARHEAE.

@EX01 47 & $ X4 B X chapter03_FPS_Start J#y Unity T#, ZRXANTEP, LA
ARG TARBERFTTEGHRE. FE. FRFHE.




Unity 3D FHLIHRIFR

€02 TAARIREEFHGR, XAFHRMEA T Lightmap Fo Light Probe 7 . # A fo
S AMANAPER, WwHE3-1 PR, EXHE S Ext Lightmap 0 Light Probe
HETTHMNA.

B 3-1 WG R

€03 BB =N FEER, W 32w, K)57E K ER %3 [Component] ~ [Physics]
~ [Mesh Collider] A Fin % MW HE4tF., AL, FREBWTUATE
T LR TR, EERRE P, BARFHRBRESR, IHRTEEHRL
BA, —4FTET, HAAREHRE, 7 4L TATYERE, Y TRS
Mefb, BERUAR X HE L.

Cube
¥ level

Main Camer
Point light
Point light
Paint light
Point light
Point light
Point light
Point light
Foint light
Paint light

32 kR
33 XA

BR kR 5 — AFRET R, ATCAE AR AT WA, (BFER A B AT LR B A TS,

REmt, BALERFENTMARRME, HEHIHLBE),




E—-A\FHEHE FIE

331 ABEHI=F

@001 7 # # £ %#HF [GameObject] — [Create Empty] £l # — MR # &K, 1
Tag % 4 Player, EEZRNINEA.

€002 7 % $F %4 [Component] — [Physics] = [Character Controller] % % ff 7 fu
— M BER BAYE, ERENMMERCEHIE, RNETUEAELENEAY
B E R G RAGHET AR E, hnETERT2FAHET £,

@03 X * fa B F i —4 Rigidbody 41 #, I #3# Use Gravity 3 & J##l, H#
Is Kinematic £ XX WA RHL W m, RN A BEAMAERN LS. &
Character Controller £ 4/ 7 Z | e KL Efo K/, W 3-3 FrF,

33 wEaArt

@2.004 ) 4 By & Player.cs:

using UnityEngine:
using System.Collections;

public class Player : MonoBehaviour {
/A
public Transform m transform;

CharacterController m ch;

/1 e BahiER
float m movSpeed = 3.0f;







R—ABSHHR PIE

m_ch.Move ( m;ti'é_xis_form.Tranéfbrmnggeg'ﬁidn(new Ve‘cté’r:a“'('m, ym, zm}_‘) Ji e
.#éid Onﬂraucizmdé(i
1 : -
_:' Gizmos.DrawIconXthis.trahsformlpdéition, "Spawn.tif");

¥

XHEEAEEERERNEANEEABS).

{F Start ¥, IRA14EFRE T CharacterController 211, #RJG7E Control g ¥, it
BHRERE X R Y J7 i LR Eh R B, /58 H CharacterController 4112 4L Move #23h 3
fij. {4 CharacterController {21 D) ik T8 3), EBIHMEN S ASIHEBIKEHRZ
Vi) ) G 42

. OnDrawGizmos ¥, H— A EbREBxREM, LERD TR,

# Player.cs BIA R 2 4 F M MU RMA&. E1THR, & W, S. A, DRSS EMIE
ELEBE, HAGEASWES], X&RMBEHIEEA S T MRTERACBR K.

3.3.2 EEM
BT R A VKL Player.cs BIA S VRIS, MHHEHLEERE = M8 3.
@001 77T Player.cs, FAnf T4 6l BB B M:

7 f/ @ ¥l Transform
;Transform m_camTransform;

11 BB

'Vectorfi m_camRot;

1/ BB

_float m camHeight = 1.4f;

€002 % Start &’Jﬁ‘f’%ﬂﬁ“fhﬁﬁﬂ#}ﬁﬁfﬂﬁ%ﬁ!f’ HBE B A7
:- void Start i i { : = B T
f/&um#

~m_transform = this.transform;
m ch = this.GetComponent<CharacterController>():

/1 RIBHRHL

. m _camTransform = Camera.main.transform;

. usssenomer
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- @EH03 7 Control @¥ M EHN, EHHEAFERUANCES £ ANCERE—
%:

BATHR, BEn Ll 8 hBESRPATE.
333 H#F
T RBATEE R B0 L BIBHRYL L, AR LM B,

@01 ML F AR AN 0, |
€02 3 4H % Clipping Planes/ Near # 3 0.1, {3 7 LU 5| B 3% 4 # 4k,
@03 7 Project & 1 #y Prefabs 14 3¢ B 3% 5| M16.prefab, X% i £ #) & & Prefab,
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HHENTER.

@304 7t Hierarchy B 0 2 R B Prefab (£ F 2 M16) , HHEUEMEEHEH O,
HETHERENEZTH, FEERAREIN TR, A5 XE KB Prefab T—4%
B R e A weapon, BETH{LEfMAK, & Camera Preview ¥ UK
5'% EE'J&&%f%%%JJ}; ﬁn@ 3-4 FﬁT

i= Hierarchy
Create = Al

¥le vel
pCubes
pCubed
pCube

Point Ilght
Paint light
Point light
Point light
Point light
Point light
Point light

Bl 34 BEESAE

€205 EATHK, MRWHE 3-S5 FE.

P 3-5 3 ARRELA
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341 Fi
ERBURT, MALFRAER KM HIES MM, RASHRPIEERZERY, &




AR AT ZZHIEW, A RERHBIA HAF R BOLE R, HIEFRMY. 5— N eEm I
LR AR, FRARIESRIME 3D HFd, G7E Unity Pro BEREL T —MERSCHNT
BEThAE, REERD DN ] ScB S 240 T B ThRE .

Unity (938 RGN PIRSY, —80RAFRMATRE, WHHLIREEOTR, 5
—HSRRE THE.

€01 HBHEHA, A)S 7 Inspector F 1 H A Static FAM/N=AEFH FHER,
# % 3t ¥ Navigation Static . xtFHFRMM LK WA T, N Egh
BAPEF, wHE 3-6 fiw.

B3-6 B AR
€502 7 ¥ ¥4 %# [Window] — [Navigation] 477 Navigation % &, w & 3-7 B 7.

it

B 3-7 SR
Navigation & [ (K128 3 TR a2 SRS T BT 5L o
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Radius f1 Height ] DA f# 4 326 & 0912 M8 RE .

Max Slope JE B KB RE, HHI XN 0E G B% 3 W Rkl .

Step Height J2& #H6 A B AR B, il I3 1o B <3 g o WU vt
Drop Height 27 -8 # v] ARk [¥) 761 BE A% B

Jump Distance 37~ - #4# F1BkEK 2 P .

@003 1t Navigation % Dt B #F & H )5, #4F Bake A{HH#HATIHE., WRADHHK
EHE T, %42 Reset 7 LUK H BRIA, #4F Clear ¥R ITH 4R,

BFREEIF®HE, plREFRP A

@204 7= YR TR Assets/Prefabs J3R %] Zombie.prefab, #HENFE, B —IMEF
HA, H ok ik P HEA.

@05 73k ¥ 42%+F [Component] - [Nav Mesh Agent] # 3 B4l HHA. &
J& # Inspector & O 7 LL#4T#H — $ 89 |, Radius fo Height &~ F BH A+ 2
FuiE L, Speed 5%k K& 513 £, Angular Speed E%kx’.ﬁ%zﬁﬁ 4w 3-8 Fii 7.

T ."_.-\ Transform ﬁ"-

[iikcioazysy iwie ‘ Z -2.826622
Ratation X
% [0 e Y (83.92247 z (0 i
Scale
X i1 S . i TR
(o 58 Animator e e Hvﬁ,,ﬁ "
$i ﬁ.ﬁﬂnv Mesh Aqent R : Tl %,
- Radius D5
. Speed 2
. Acceleration 8
' Angular Speed 120
| Stopping Distance 0.5
| Auto Traverse OFf Mesh Link I
Auto Repath o
. Height K 2
' Base Offset o
. Obstacle Avaidance Type High Quality
. Avoidance Priority 50
NavMesh Walkable Everything H

Bl 3-8 BEEFAM LB
@€5006 £ &M & Enemy.cs, FinKainT:

using UnityEngine; 7
using System.Collections;

public class Enemy : MoneBehavioub-{.

/{1 Transform fff

Transform m transform;

/! Xf




XREFARIBA . 7€ Start i 3573 NavMeshAgent 411}, $RJ5 4 SetDestination i %
BE—NHAr s, 7€ MoveTo ¥, A NavMeshAgent 4134 Move ZhERI AT & 3)
HEFRA ‘

@EI07 ¥ BA Enemy.cs #EBHA. ETHKR, RALREREREHE ANLEN
#, HoRFEEH.




F—ARSEHHNR FIE

342 REINE

FERTH,

el Tl A3 F BRI A T, B TRV s ERCR . MAKAY

Frahm, xfRHARE, BFEAIL 178, B, EARY, BARzIECDLETEIA
Unity TREIEAT T HABE, SAMEEDE KR ALRESHA DT 5 EhEHs.

a0

€202

E R PR ERA, BIAEA—/ Animator 1§, 7 Controller # E £ Fik T
—/~ Animator Controller. BUiH #t 4% Apply Root Motion ¥ %, 7 18 {if Jf By 445 4|
BRAHMLEGAZ RIS E, wHE 39 HF.

% 3-9  Animator ZH{f

TE 3 ¥ #2342 [ Window] = [Animator] 377 Animator & 7, Animator Controller
WERHETFTAERE. EXNFOFRFINRANLTENGE, &z EEF
BN W] 7£ Project T 1 4R 2| JL 4650 B ¥ JF. % 3% Parameters Fi My + . REE TR
3 4% [Booll, £l 4 4 bool XA ¥ {, 4 #7405 % idle. run. attack. death,
ﬁf]’i@é’fiﬁ 558 Jiu‘*?éﬁ* FERAFEHTAL ﬁD@ 3-10 F}f7r

IR SRRSO "3 Animater I S M N S A

Base Layer

%] 3-10  Animator % Il
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€0 FLWIEY, FEXMEFRFHELE, FTRAFEZAIREAFELET
B, RABRATHE WAL FREEE ST, BRNTEFLTHAEH. &
#ES, thiw\FH.30E B % ¥ 3 E, 7 Conditions F 3 31 B LK £ 4% A run,
% bool ﬁrun A true H*EP}%%%%{I ft)i“ﬁ’ Eﬂ*/”ﬁﬁﬂl 4o 3-11 B 77,

P 3-11 B
€0y PR3 A G ELERE L.
343 1Th

BONAT A 5 shim PR B KK, RV EUMARMA, FEARR M EREEHAK

€30 117/ EnemycsW#i A 5t B AR

G Transfomﬁ#
Transform m_transform; =

I s

Navueshagent m agent. A

e slaﬁl
Player m _player, :

I SR
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L

7
feiz

1
fida% n binapdy

ogtgm;mqvSpaedlauo;5f}‘ :

fa g e

oat m rotSpeed = 120;

i

/1 Effl

- int m life = 15;

-void Start () {

}

/1 R :
m transform = this.transform;
m;gni = this.GetComponent<Animator>();
m agent = GetComponent<NavMeshAgent>();

f!ﬁﬁiﬁ _ :
m player = Game0b39ct FlndGameObjectWLthTag("Player“) GetComponent<Player>().

m_rotSpeed FI T HEHI MR, TABER M, TR AR 2 e B ) A AR
m_timer FHKHSERS [BIE]BG, Loanfepl—semdfE), FERE— e nf ) EH T . m_life £EBARE

firfE.

@302 7 RotateTo @3, B 6 1E 2 BA M6 2 i 4% B i & fa o fA
) BB

void RotateTo()

{

11 M

Vector3 oldangle = m transform.eulerAngles;

R RS
m_transform.LookAt (m player. m_transform);
float target = m transform.eulerAngles.y;

e ALk

float speed = m rotSpeed * Time.deltaTime;

.. float angle = Mathf MoveTowardsAngle(oldangle ¥r target speed}{

m_transform. eulerAnqles = new Vector3(0, angle, 0);




MoveTowardsAngle f&—ANSZRIHIREL, MM R T RSkl i, T80 2430 M R )
b BE O 70

@03 ¥ Update & ¥
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/1 R TR RE

if (statelnfo.nameHash == Animator.StringToHash("Base Layer,run”)

&& !m ani.IsInTransition(0))

{

<= 1.5f)

}

m_ani.SetBool ("run", false);

/1 i L RO M AL

m timer ~= Time.deltalime;
if (m_timer < 0)

{ : ‘

m agent.SetDestination(m player. m transform.position);

m_timer = 1;

08 1S

MoveTo () ;

/) mRBEEERAT 1.5K, WEMYE

if (Vector3,Distance(m transform.position, m player. m transfo

{ e

/118138
m_agent.ReéetPatb():
1 EANHERE

m_ani.SetBool ("attack”, true);

/1 R F R R

if (stateInfo.nameHash == Animator.StringToHash("Base Layer.attack")

&& !m_ani.IsInTransitibn(O))

!

i mARs .

RotateTo();

m_ani.SetBool ("attack", false);

/1 wmEshi e, EEHEANIRE
if (stateInfo.normalizedTime >= 1.0f)
: :

* m_ani.SetBool ("idle", true);

rm.position)
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7F Update e3P, B453K% T —/ AnimatorStatelnfo ¥ %, ‘E{RIFAZEFRE, BA
IEFRE AL, B2E ., Bedi, ZETPURCRA, RATRIEAF FPRSAEEA R 124 . iR R A,
#AEH T IsInTransition F|WiE A2l BERAE, W, fFadmAFu.
BROABALL T-RHURAS, IR HLshm, WAVEHE T A ihadas, Syl 2
B, WmRER A 15 KU A, NEEBAdshE, HARERE, FUBARPRE.
FERUPRAE T, R RN | R X EANN BT I, HRREdiEm,
MPEE A L5 KL, FIEF K, fBckdishEdE AR
ERCEH R, R B 2 i e 0 [ B R HUR A
BATHR, BMAERFEKRE TN EEE, LI EABLN, WaXdEM.

3.5 Ul i@

T4k SO0 F F BN A 2 BT, FRAT) 76 B0 At — N U kR B A R R AR P A AR
Ul 57 271 .

LERT—22, JAT1EH OnGUI HilfE T —LEf 82 UT, 4] OnGUI R LASE (i 6@ UT JTE,
(EE R SRR 2, 1E4T AN RN BB Ul 3R X—RBITHMEH S —#
i, HEED R 2D IEE RS Ul FH.

€201 7 Project B DR B Wik MY UI B X, Wl 3-12 i &

| 83 Pro

F 3-12  #EShm L

€002 BN E U, 72 ¥ #£42 %4F [GameObject] — [ Create Other] - [GUI Texture]
@7 2D W5, #8)5 7 Inspector W O B MW ALE, 7 Game T 0 UL EHEH
s AR BA N B R B8 3 FF, 4 Pixel Inset 89 X f0 Y & 4 0 BP 4 A T A5,
R H X F0Y 4% 4 Width f Height 8y S {6, B AA B, TARE T EHE,
o 3-13 FF .
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B 3-13 Ul i5E AR

@03 £ T RAMNAIZXF. 5 Windows # Font Xk PR —MER T4, HHA
# 2 Unity TR K, # g 4 FRPRA, £3F #4255 [GameObject] — [ Create
Other] = [GUI Text] @@ M EXF, FARMERRINE., XFHELRER
&, 7E Text PRMATRXH X F, % Anchor FHF X FH ML &, 7 Alignment
R F 3‘1‘7‘!"7’5?\ ft’i Font Size ‘F‘&EX g AN, i 3-14 .

Bl 3-14 WELT
Bt UL SEBCR b 3-15 B

l“}l“

B 3-15 Ul %’Flﬁls’&ﬁi




€ED04 61 — M= HHRKS 4 A GameManager, #ILLAFRA 0, REHFA 2D W
X FREALT YR, BARNTEERR P DSAEXFHNE, FUE
RpdXFHAF, XER xtammo H¥AMEMHLF, txt hiscore B,
txt_life Jy &4, txt_score X34, W 3-16 B 7.

I 3-16  WERRICFI ST
@05 Bl #W A& GameManager.cs, # 34T % ¥ %tk GameManager.
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Instance = this; -

!

Il RBEA

m_player = Gameobject.FindGameObjectWithTag("Playér").GetCompcnent(Player>{);

/1 FEREN VT XF - i :

txt_ammo = this.transform,FindChild("txt ammo") ,GetComponent<GUIText> () ;

txt hiscore ' ; : L ‘ ; )
this.transform.FindChild("txt;hiscore"}.GetComponent<GUIText5();

txt life = this.tfansfcrm.Findchild("txt_life"),GetCompdnenthUIText>():

txt_score = this.transform.FindChild("txt_score") .GetComponent<GUIText>();

}
}

iX B 4864 3= 38 2 5@ 3 FindChild 5%k 18 S UT 444
€06 FmEk, ATEH Ul REREE.

/1 BRI
public void SetScore(int score)

{

‘m scoret= score;

if (m score > m hiscore)

m hiscore = m score; : -

txt_score.text = "Score "+m score;
txt_hiscore.text = "High Score "+ m hiscore;

/1 BHRY
public void SetAmmo (int ammo)
( B 2

m_ammo -= ammo;
/] B, EFUR
if (m ammo <= 0) -

m ammo = 100 = m ammo;

txt ammo.text = m ammo.ToString()+"/100%;




EE0T WREAMAMHE, MWREMK. X EH OnGUI 4k — A4 3 oy He4 & 37 FF
MR, FRELT:

36 ¥E
YRTIMA BRSBE E A, EHFREEMRERRE, EAEN R RN, TR
ATVHE 53 30 4 A NS I AL RSB 4 K AXRD, A SE R % it 77 i RE )
361 AMSE

@EX00 77T B A Player.cs, #fp OnDamage &8, EHNEARMY Aty &4, O
EHVIREHET, e TR, BHRFHL.
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mlife -= damag'e;-

// EE U

GameManager . Instance.SetLife (m_life);

//mﬂiﬁﬁo.mﬁaﬁmﬁ
if (m life <= 0)
Screen. lockCn‘rsor = false.
}

@202 #£ Player.cs % 7 fn JLAN T H9 B 1

{/#0 transform

Transform m muzzlepoint;

/1 Wb, SRS
public LayerMask m__-layer;

R e

public Transform m fx;

IRy _
public AudloCllp m audlo, '

/4 R R ) B

float m_shootTimer = 0;

@EX03 7 Player.cs # Start EM P AN TEHRD, READHLE. REHAWD
# — " muzzlepoint & % ¥ WK, ©RE 3D BERG P it £ 69, FRFRS
D E. EEREREHRE, BACATRENER, BRI EANLFEFH
“" Ko,

m_muzzlepoint = m_camTransform.FindChild ("M16/ weapon/muzzlepoint”) .transform;

@804 7 Playercs & Update B S T HA A LAS EheE. XETERMA
Physics.Raycast 41 i} — % ft 4, R H &5 HAMALSE, NEZAKD — 44,

/1 SR

m_shootTimer -= Time.deltaTime;

/[l REERsE :
if (Input.GethuseButton(O) &8 m_shootTimer<=O') :
{ =

m_shootTimer = 0.1f;




€005 FHEANAEE, enemy 0 level, ¥ enemy B EAIMA, # level B4 Z 44
WA, REFAE—/ Tag, #4 4 enemy, HELHWA, WHE3-17 FFF.

B 3-17 ¥ Tag # Layer
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€06 A E P AR E AMNBRMA, X HF M Audio Source 444, AJE 7 Player iy & 41
% ¥ Layer #t 4 enemy #o level, X # £ f ft & it , HH & T UL P & AFFRE.
fE Project % O 4R 2| FXprefab, ¥ HE NS T T T EHNEHK, &
Rawdata\Sound Pack 3% 2| shot WAV £  #f & 65 %%, 0 3-18 i 7.

3-18 ¥ Player
@007 A3 — /Mo A AutoDestroy.cs, 45 % % 4t & 458 FX prefab, X NBAHy
ERRE—ZTHFE KN E 8RR,

P n{sﬁi#g ;.;Uni.tYBugine_;_:;-_-'-'-" :
- using System.Collectio:

e
rpé}a‘lic‘ fl‘nat‘mj’iﬁék - i‘.bf;r‘.f' i
s void Update() {_.
. m_timer = .T'iﬁa.delta'ﬁmg;' :
if (m_timer <= 0)
Destroy (this.gameObject);
B ie :
3.6.2 HMAMHAMSIET
P FRBAVAR LB SFNIMA, B RB B ST TR .

€001 ®FHA, EFEELHE [Component] —~ [Physics] — [Capsule Collider] 3
HF e, wE 3-19 i,
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B 3-19 W RN IR
R T ER AR, bk W) B SR B 2 26, RN EES 63—
AMETE B S A TR RE, ¥ HAR A B T A S H, 1F Unity B H B RThRELH, #
4 Mesh S84 (I RERE A B W]

€EX02 477 enemy.cs WA, W OnDamage BHEHAANGE, %44 1N FH,
HARNFTRE.

. P“ml“’md :OﬁDainaéé (int damage)
- m IJ.fe —= damage, ]
/f' f&l%&ﬁ?@ﬁ IEAFET:#(%E e
» lfr m life <= 0) L

-:'Sétsc_sé.l ( '\'C:i'e"at‘h"",““t}:ug)‘ L

03 7£ Update ¥ bR b Tk As, YHAWATHEES, B UL AH, H4%
H%.
- ir (stateInfo nameHash == Bnimator. StrlngToHash("Base Layer deathn) .
’m an;. Is:n'!?ranmtmn(ﬂ)) ‘ : o :
{‘
. %?&?ﬁlmﬁiﬁf‘zﬂm
- 1f (statelnfo normallzedTlme S=-10F)




B-ABSEHE K ¥

/) sy

GameManager.Instance.SetScore (100);

/l HBEH
- Destroy(this.gameObject);
Y R

04 £ Update ¥ # P 5 AR &R &, 4T E M B OnDamage & ¥ B 3 £ /A i 4 (8.

if (stateInfo.nameHash == Animator.StringToHash("Base Layer.attack")
§& !m ani.IsInTransition(0)) ; e

{
RotateTo() ;
m ani.SetBool ("attack”, false);
if (stateInfo.normalizedTime >= 1.0f)
{
; ,:gmﬁani.SetBoclfﬂidle". true) ;
m;timer =2}
/1 BHEMBE R
m _player. OnDamage (1);
} ;
=}

BT, WREMEEE AT, WATHH KR RTRE. & RAR/Cs, =T LLREA T KH
KB, ET7HGTHRITEERERTRR M, W 3-20 Fix.

Frea Aspact e MR, Plwy . Jrots . Glames 7

High Score 100
z Score 100

B 3-20 HhR R
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@301 4| # M & EnemySpawn.cs:




{E Update JiA, MAEBNG, ROTRE TERARBALE, RFHTT— hit &
Woe B Isat.

€LA02 TH A WM A Enemy.cs, 7Fw—A EnemySpawn Bk, /57w Init @3, K
18 EnemySpawn #5567, 3 EH 4 RAAHKE.

@303 7 Enemy.cs H F v —/ OnDeath H# & 14 BHKANFETRA, EHLHA
BERBAHNE.
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€101 £ ¥ %4+ [GameObject] — [Create Other] — [Camera) 4| # — 457 ¢4 3%
A, ERELDBEN ARG, AECHNAE, CHEHRE T EEA T,
A J& % B Normalized Vew Port Rect % 7 #4847~ K8 0947 B fo A/, o 3-22

B 7.

-~

Camera Preéview

B 3-22  EE NP R

€EXo2 E1THR, FRENEEFHARI-ANUE, ERAELFEGNET, W
3-23 7.

B3-23 A '

BAER D B ENLS IE R BEIL B Rt R, AT EEMNER FE. B F ki
I 2 RSN S TSI A S s HERNAR.

E€003 83— skik, 4K dummy, HEMFE AL Self-Nlumin/Diffuse, T #1E




Unity 30 FHBBFE

ABMAH “REEK”, REETENGEZ S, FFREZRBNNEL T HX.
¥ 34k Sphere Collider %3, WE3-24 i 7, RNAFSECHE T,

Paste Component As New
Paste Component Values

B 3-24 I BRER A 04 RS 411

€EX04 £ # —/NFr ey Layer, #4 % dummy, 3% H3R&EH Layer 4 dummy.
€005 HRAKRE THAPrefab W ERZ T, IRV LMBERANB S TS50, wHE 3-25
7.

B 3-25 KEEERERFA

€06 ##FEHFEH, BHE BT dummy B, REEEFRENVEFHT2BE T X,
@ 3-26 Fr .

Bl 3-26 7EERHRHIULE PR RER ik
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EEJ07 HBDHEREH, FHEETF level fo dummy B, XHENEF R EFE G
FAoskik, WwH 3-27 fiw.

l;vrll.rdgwmv
Nothing
Everything
Default
TransparentFX
Ignore Raycast
Water

enemy

‘.:—J! level
B 3-27 e/ EISEHSPLLE h H SRR IS R
€08 FAMRNTEA T ALRNE D “REEK, TUNRBEEHATFRHHE.

AT, BUR AR 328 FR. WURA EAREG MBE M BR, 65

HESREEEE € came
.

. Fras

2y . Statx | Glames 7|

P 3-28 S A B ROR

A B R TR SR R4 4 H 5% chapter03 FPS. 7F5t4% H 3 build\fps FRGFH DL
I RIRA, WA EBHEATI AR .
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AFERAEH Unity SE— sk BlERE . BATHEE Unity 4 6UE B RGEIZIER, B
L E | FEATE), R RS, B XML SCfF, e SRS

4.1 =¥

B P e LSRR C 22 /A8, B RELTT R —FKME CFAXIER)
BB (R340 Wild Defense) . BEBTARIIEADUELLBRM, EHFPRTA T
M, SBR[ S A R R AT St o R T AR A <
i, BUliRiREBEA, Bk,

ATERATERHIE —FIEGIRERR, TR RSB RE B AT R,

411 =

186 1 4 0k P 7 S5 A e i s AR, ' A R B TR AL AR, B T B T AT REAN D,
R TII S

(1) GHTHEBYIF HAL

(2) THIZHBIFRAL, MARFRNEL.

(3) EHTHAEL.

4.1.2 1B&M
BEPRL H EE FARIRRE R, BRI B s BRI E .
413 MH¥E

BT HEHAT 10 A (E, SNBSS — D> — i, A%, HRR K.
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W BB R R RGBT 7 AL, (B8 T AR B RE S nT e e, JRAT1HE K 5E AR
—RPREARTME AL, BRI, —BERARNERREERES A

416 UISFME

AR ) UL A5 RG sr B AL 4%, SN A SO, 1k o ) A= i i R0 G e B dit
207 AL BN, AN EREER—MEGRERTRE L.
243 A R WM s — N E B AR -

42 BRHR
HSBIVHERR 050 S B LRI, BRAR —BUEERR, TTLARE TR, S AL, JF TR

BN —FEIH. TEXANEHF, B Z4EHARERG R KT, ST RARMR
&, SCVFERTARE T LA fLVF

@EX01 3T/ A K4 B % chapter04_TD_Start W #) Unity T8, XM ITEF, LEH
SRETRERFREGHEY, 8. FHREXRE, wE4-1FiF.
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€302 4| # & GridNode.cs:

. using UnityEngine; 2
| using System.Collections;




0 e mew

_ [System.Serializable] o ey -
e pub (.j::.'class_ Ma,p[)ata

public enum FieldTypelD

{’fﬂbk‘ﬂ:lﬁkiw?$ﬁl - o
»publlc Fleld'rypem fmldtype = FleldTypeID GuardPosxtlon, B

. class ‘Grs:‘i‘di‘iedﬁ i MonoBehaviour

c Mapnata mapDat

/ / Ez‘—“mh

oid OnbrawGizmos 0 -

- Gizmos.DrawIcon (this.transform.position

XA S LT MapData 28, ‘B HA 4 fieldtype J@tk, HIRAriHIZR P H T
FEHPRAS, AT UBCE B <7 AL s AP B, 1% MapData 283F AN k462K . MonoBehaviour, fif
PARRATTAE I 52 X 2 BTN T —M[System.Serializable] @1, (RIS SBIFSIMK, o ATEGEE
HPRECHIVIE.

7t GridNode 2511, & L7 —> MapData J& 1, 37 OnDrawGizmos of ¥ 7F 4nH 2%
i H 5 R

L03 A ARAR, AT GridNode.cs A, RE#HE Tag &K “gridnode” .
AR AR B BTG B A, il 42 TR, 5 B RATHRE Tag
W4 FRERE.




Unity 3D FMBERFE

B42 ¥
@04 4| # MK GridMap.cs:

using UnltyEnglne, :
using System. Collections,;'

L;~:pgblicftlaésﬁéridﬂé§ 
: statlc puhllc GridMap Instance = null,

”mrﬂﬁﬁmﬁﬁﬁg
public bool m debug % false;

s ﬁﬁilﬂ@jtd\ : =
public int MapSizeX = 32;
public int MapSizeZ = 32;

LN

U ABRORTREGRER
public MapData[,] m map;

 void Awakefi*'
{

//EHW&%%E
thlS.BUildMap(),

/7 Bl




R

R

A

A
-




Awake BRi¥(AI Start BRECREL, HMEFEX PG A, HESRRT Start ¥, K
IFEIX AR T B AR R

7 BuildMap H¥, B CAERGRAFIZ AT A ZYERA,  BRIAREAS ST AR T LA BT
SFRAL RIGTEYATIA R EREBFA Tag 40 gridnode HHFRRAE, K30 ML T R1E 0L R
AT i B TH -




EEHE B4R

#f BuildMap &3 H & —/>[ContextMenu("BuildMap") @, WineZ 5, oJLLEgwE
R T AT BuildMap.

£ OnDrawGizmos HR¥(H, BATEHLLNTLHIH R PR ITR, FHRBARBER T3
DL B TTAS L R AR, XA ThfE B 1 B IRA 1T W47 R oA R ZS . 7E OnDrawGizmos
e 20 1 PR PR 8 I AN 2 HH R AE B U RO AR

5 Bl — AW ER, I hHHE GridMap.cs B A& . 7 Inspector B O B4 &
A/, #F Debug, /54 EANERIEE, 2% [BuildMapl , X
& HATE GridMap F € X By, W 4-3 i,

' Remove Component
Maove Up

Move Down

Copy Component

Paste Component As New
Paste Component Yalues
Edit Script

BuildMap

P 43 BE SRS B
#E{EH BuildMap &2 J&, #E3 50 a] LIRS ooas (FPIR A, ‘B 1B 2&7E GridMap.cs )
OnDrawGizmos FRE 6, W 4-4 R,

B 4-4 TR TTH

@006 R PR FEMY A, T A BN CanNotStand, FFE ¥ KA
T TTAEA BB F AL, W 4-5 fTom.




Unity 3D FHBUF %

GuardPosition
Kl4-5 wEN RN
H A BuildMap Thiig, SR R Ew s shat, wE 4-6 Fin.

Pl 4-6  ASAEIEIRB ¥ B AL X IR
4.3 BE&H

B AR B BT RS i, RATEEB DB A RN TH R 5 A48 B TR
AV A BB IMBEIA, 7ER ) BUFRAO IR AT LA hBHE L.

G000 EHBRENBEW AT RAE E L - NTBREEIFEINAE N T,
A #L 8] # B A CameraPoint.cs, B RARD WK,







FEIXANIA ) Start BB, TATTE SEIR1 T AT QIR K CameraPoint, EHFE LRGN H
e ‘
7 Follow BR¥t, SRR 1) e A BE 25 4 24 BBl CameraPoint F R /.
‘ LateUpdate ¥ Update BRSO —FE, AR EHZSTERATSE Update J5 04T,
RAEIXA HE P A Follow ¥, WIRIEATA MR 52 UG BB IR
Control Y1 ZB3) CameraPoint HARAL, EIhSRALE A BEAIALE 45 2 BREIX A
Hrsd, Frilth &BEE HAR A RBEhE ).




- EGR B4R

HARRAMN e T IEHL R BEIA, (IS 1T R G EEHUE A GER 3D, KRR ABRMNIFBATE
SRARHLARA P AN RUbRERAT o RSB RR AP S AL tH— MG T L AR a2
iR, RIA XA A RS Bl SR AL A0 A2 oy BUbR 22 S 58 A T LASRAT K £ — Ny v AL B B
#RiE, FHRANBIREIREAZRENRE.

44 B EER

TR, BAVERIE— MRS, EHLMERM, B ULER, 6 RirgEnE
R R .

@XLI01 3 N GUI Text, 2 RTHERTHBASREY, R £GRT K,
W 4-7 fi R,

B 4-7 Ul

EI02 P2 NMEBRARKEABREER, ATTHAFLES 0, HiTEARN X F
A EHTHER, WwE 4-8 Fir.

Bl 4-8 i AR B A%
@003 £ # B A GameManager.cs, LM AR EH B REHLE, FIRGoT:

. using ﬂnit_yEnqine;
~ using System.Collections;

public class GameManager : MonoBehaviour |







| EXANBIA, RATZE Update 6 $UAYEIN T BUEER/E 37 T SHEMLINEESD, oAb
| T Ab2 U1 SCFI BoR .
. FE BRIy, 1H T <color=red> ... </color>IXFEMIFRI, 1K AT LAE [ — B 3L =4 A [
FIB AR
HUAEIEAT IR, Hdk RUbRZC B 50 ) ] 528 BB LA A B o AR SR % b B HT 1R 2 oA Th
fig, BAVEAEREAEM. .

| 45 R
| TERT— 5, TAMEM Unity $ROL0 T BRI RESSBIBA M9AT3), (BESSDIdEE D, BB




ATEREEIH, MRALE —ATRNBEITE. B TRRIVEAZA R —FITRRE, X
FBE R TN, BNHE RIS 5B 22 M A — EE R A .

€E0) BoRmETANEE4K, ¥4 N5 548 #M K PathNode.cs:

PRSP, AN B SEEE S A A, BIBEA AT ST A, 7 PathNode
BIA, EEEMIT SetNext ph 0 B T .

‘ @02 £ 2 — AN W RAKSE A % 2, 497 PathNode.cs BA, % & Tag % “pathnode” .

\ N TR EYREER, T BB Y prefab,

@03 BAEGEFHBEERGE S, N T BRFE, T AR T S e
Wik, wHE 49 FrFw.



Ehpiszk B4 E

K49 BEEEA

BT RBAVE AR E A O T BRETTME, BAVERN R IhhE, I
B R BRAE.

@04 7 Project B 7 A #y Assets B K T4 # — /N4 4 Editor 8y X%k, 4 FRAFEH,
FRHEAE, FATEASRERA TRATHB AR YA HE| X E,

@505 7 Editor U4k WA @M A& PathTool.cs, T RME—ANE E XA EE, HEHRA
HERA, REWT:

usmg UnityEngine.
usmg UnltyEditar.; :
~ using System.Collections;

‘public class PathTool : ScriptableObject
Esd : T-0

~ static PathNode m parent=null;

[/ %# Setparent, FRRESLH A, e Ctritg
: [Menultam("?athToolfSet Parent %q" )]
static void SetParent()
fis :
V2 ﬁﬂ%&’ﬁi?ﬁ*&ﬁﬁﬁi RS AT 1, &R
¥ if t'Selectmn actlveGameObJect bl Selection.GetTransforms (SelectionMode.,
Unf1ltered) Leng‘th>1) :
‘return;

1 WM‘PW%# fag-'&;iﬁ- ﬁaﬁhnode




X B AR R AR A A fEIT, ¥ PathTool 467K A ScriptableObject, F7F i
BT 5|H T UnityEditor. F7 4 71 HLA% FH ) Jo P o 5048 4 static 28780,

[Menultem("PathTool/Set Parent %q")]Ji 5 #£ 3% #.-p s N 4 4 PathTool () [ 5 SCEHE,
HALFE SN Set Parent, PREEGEN Ctri+q. KA Set Parent $41T KT AEED AL SetParent B ¥}
BIShAE, B 24 AT % P I R AR .

AHREY) SetNextChild Bf 50Hs 24 BT b A B s AF b SCBE AU 1 B8 1.

EEN00 HAPFAFHNE—AMBK, HREE Cultq HILRARER, RERFT AR
Bk Cubw R AT B R, B Culhq HERARB L, BABTHL REX
MNEE, HEARFABRARERE, 28, RE-MBARATHA.

BARRAN BB IFHE A, (AR P RS 2 FIMEER, B FRBATEE
GameManager.cs TERINAAHS, f##E A2 A= E—KiEL.

@07 {7 A GameManager.cs, FMEMNEMT. m_debug —MFX, #HE
% 575 96 4 2 | #y £ %, m_PathNodes J& —A> ArrayList, '& i R AR 75 B 47 #9 2 1.



@N08 % 47 GameManager.cs F 7 v & # BuildPath, 3f 7 Start & ¥+ # &, ©#E
B 2 ¥ B A 4 B o 89 88 5K\ m_PathNodes.

@009 44 # GameManager.cs 7% v & # OnDrawGizmos, EH{EA R % m_debug &
PG FRt B R B R 2 B B 4

€0 AEWHRFEE, % GameManager £ E m debug BH YK, HBA L HH
R4, EFEEF %2 [BuildPath] , XERMNBEEXAEKE, WITERE
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BRTAEIBAIFENES, wHE4L410 FiF.

B 4-10 a2 AL

46 WA

MAN—SCH PR, —FER ERTHE, 5—FMNUE T RAOVEECIRN—F, REHK
BRI MR A%, BB EGER ) — .

@001 B FHA BB A Enemy.cs:

using UnityEngine;
using System.Collections;

_public class Enemy : MonoBehaviour {

e -
public PathNode m currentNode;

as
- public int m life =15;

1 BKAEAE

public int m maxLife = 15;

E T
public float m speed = 2;

/1 BANARR
public enum TYPE ID
{






EXAMHAS, X THANN—LLEARNE, WAEME, Bahdp. RUE, eF M
RIBHEAE R ZRTH R .

£ MoveTo R ¥, SO ) 24 il B A0 T A A02E, 2aPR 3 7B G BUER, RIS T 3% A
AR, FETANEAAE. ERXETERAS THANEEN A Y H,
hBAVA B P RN CEIBE S BT R BIACh R BIE K R HEGERIEE A, B
BRITHEM, WBAS, HEHEMRED SR .

€202 # Project & 1 T #y Rawdata S 4 3 % 48 5| striker.fox HA , AR M| B £
., XRAZFEMA, BHENEE EHFEA. ¥ Enemy.cs 24T, Hik
EREEA, WwE41 R,

4-11 B
BATHAR, BMASMNRGE MR, HHEA —HETERARI TN, REHK, RITE
Mok B R — A

@EX03 BT RIS — N UATHASHMAK AitEnemy.cs, BEHKT Enemy B A M Ko
Wik, AAm—AFly 88, AR SHEADT 2 6m L AT,




EBWR R 4R

sfi

£ .04 7 Project % P T # Rawdata XX {3 # 4% | air.fox # A, # N\ 37 & # 2| @& A M.
RREMCITEBEA, BHEEAZPHKA. ¥ AirEnemy.cs F24E, FRER
WA, BATHAE, RRWE 4-12 iR,

Bl 4-12 WO R AT AT

4.7 BANERZE

15 B R (VA AL I L, — A U, AN, Pl —ME
FRAR T TS0 BB B U A AN BN . O T 3 TARRCE, RAPRAE Excel ik BR—H T
BEIEA, REHIHF N XML ##30, BOE RS EIUX A XML 30, R 8 E 4 Bt
A

471 7& Excel PigEFA
SEFr b AT tH w] BATE Unity 1) Inspector & 11 ¥ 20 {4 (K 808, (B %+ — AR 24100 H ki,




Unity 3D ?—mﬁ &

X AMEESE e A2 A X, AR SRR S Z A Excel A%, AR LASELE Excel
WEEEE, FRILSA Unity, XSR—NIERIFIRER.

G0 FAZANE - ANATEX XML BANKEE, FAEEXAGEERNITX
&, H#HH templatexml ( XETEERL) .

£

ERE—AERE XML XXfF, RIEAHANE, HEXTRMNTEENER: wave IR

%)L, enemyname EFMAWIZ T, XML FHELE Unity PEHFAKEL, level RFAMN
B, wait RRAE XA T B AR ],

HERBATE LT PIF—HE table, XD, RAIXFEAE Excel 4 fEdtt B wus $iE o
?;-0

€33002 3 5 Excel, %% {8/ AR Excel2007.
€03 T Excel WT AR EHAH, ## (AN REFEILLY, WE413FF

a 1!
- ¢ = i = '

| HREERMEN)

5 B4-13 BEXTAEE
€000 £ [¥A) ikt (EYRERET “HFRITAE” &% F), wEA4HF

v EEmSTESIEEM O
BREeEay

=

Bl4-14 8o “FRIA” EHE
€ AFRITART P ##E LEY, wE 41557, ‘




 EBHE B4R

B 4-15
@06 7 XML % 0ty T %#% [XML B4 ﬁuﬁzi-mﬁﬁﬁ“
T}‘ﬁﬂ%ﬁ KL B
g&m e

f4-16 XML HMT
EEN07 %8 [Fin) T L MR &1 templatexml, % 4-17 i 7.

| Tewen m BH®
L & i) HRTE
¢ ROOT_... ROOT (KL TED

¥ 4-18 oA

09 £ XML JE KK $E table T 7 #y wave. enemyname. level. wait H 3% ZEH
FLEy XA R+, W 4-19 .




Unity 3D Fi

B 4-19 st
€0 B RRE, TUBRNANARE, RENERRLE 420 fir. BARTHR
KENEE, REALREE, THEBEHBEREELRERSEHA.

oo

ﬁ vail

T
g

@01 # enemyname PR ENHAL FHRES Unity REM L F R4, h THAR

AR, TURAREHEA RSN T ERAER, £ [HEIRTF+HEE (X
FAKKEY, w421 i,

& 4-20

B 421 HamAa st
€0 £ o) PuE LFAY, REE LRE] FRABANFHL T, M4 T
WAL G RIF, OB T R MR T N4 T, w422 fiF.




EEWE 4R

THE ) wAne | taws | easast |
EA R
R
[y e
s MEHTERA©

s

| CIRiAmH BRI AR AR © |
SBARC) | [ || ow |

B 422 #ERE

@€EL3 %5, 4 Excel 5# 4 XML $E SR, KFHFAN enemyxml, BHAEH
MTEIAMET.

<?xml version=“1.bﬁ_encodin§=‘ﬁffv8" a;andalone=iyesﬂ?>
<ROOT> S :
chablte waveenIt o
<table wave="1" e
<table ﬁavé=§2"
<table wave="2" ¢
 <table wave="3" er
'~_”§table3wg#§#?3"'“;f_ r
 <table wave="4" enemyn :
 <table wave="45 enemyhaMQé"ground' level-“S“ wa1t="4 />
<table wave="5" enemynéme=“§ir" level="4" wait="4"/>

<table wave="5" enemynaﬁé=fﬁir“ level="4" wait="4"/>
<table wave="6" enemynameé“ground" level="4" wait="4"/>
ftable'wavg="6" enemyname=—ground" level="4" wa1t=“5“/>';
<table wayé#ﬁf“ﬂanemyname*”alr" level="5" wait=“4“/> :
<table wa%&%“?“ enamyname="ground" 1eval="5"'wa1t=“3"/>
<;ab1e:wéVe=“&" enemyname=' a;r“ level="5" wa;t=“4“/> g

<table wave="8" enemyﬁamgffg;ound“ 1eve1¥"5Fvwaitﬁ“4“/> e
<table waée="9"ﬁenémyﬂéhéé*air" level="6" wait="4"/>

~ <table wave="9" enemynamer"air“ level="6" wait="5"/> &
<table wave="10" enem‘_ame="ground“ level="7" wait="4"/> :n3~5;

<table wave="10" enemyname“'alr“ level="7"" ua1t=“4“f> :

</ROOT> i R

472 BIBBAERE
M RESR B LRI AT, — B R XML & UMEAEEE, AN




B|—A ArrayList t1, 55— #54HEM ArrayList Fi SO BOREE 3K HA1 8 k.

@EX01 4|2 EnemySpawner.cs, ¥ %7 EnemySpawner % # & X /% EnemyTable fv
SpawnData, B 1482 A W B) & XA #9180 X 338

WA BATE EENM XML X, TiENJE o B4 4R 5 72 m_enemylist .







ReadXML s #¥0H XML ) $3EEH, HFEAF m_enemylist .

X BERATIFFBA 4 NET PIRALAOFRAE XML ThEEEE XML 30, i 24 T Unity #
KA TFEERA, 1M ER js 8K, BEELBUEMAN LN LR, R4 Plugins\XMLParser H
SN XA G R A R Ik R http://dev.grumpyferret.com/unity/, 73X HLAT ASK/S B BT IR AR .

AMER.NET $#24tH9 XML Thfg R B B R AR B K, Unity B 4 A EIUE A
‘©, 7F Unity %3 H 3 Editor\Data\Documentation\Documentation\Images\manual 7 —/> 3
Mono.Xml.zip, iXJ& Unity B 72 LH9— MR AR XML ##HTRIA .

@003 37 EnemySpawner Jii A § i v 4 B B B B 3







Unity 3D 3

7F FindEnemy B#+H, A1F] m_enemies 1144 FE A prefab.

A REO R £ E T e #57E SpawnEnemy B3, BAT1E SE1E m_enemylist 3R F— AN
AN, R T RO, RITHEESR SIEA KBS INT, BNEERLE
BHA XK.

@204 1TH B A Enemy.cs, #fn—A EnemySpawner Btt, BRAKRKAMAERE, &
Start &3 38 mEH A&, & Disable & 7P H A&, OnDisable & ##
ERABRERHERE I RE, BEEZIN BT EIERLEFTEHINIRE
EHE.

Bl —NMNERBRAEEIABALRBAEZN R B LAMN, hHHE
EnemySpawner.cs i &, 7& m_enemies ¥ 5 BB A Ky prefab, * EENHAHH
—A4F, BHE XML # & X —%. 7% m_startNode FRERLEHE K, £
m_xmldata # % B XML X4, 0 4-23 fr 7w,

114 »



BN P 4F

& 4-23 ﬁﬁﬁhmmmmﬁﬁﬁﬁ
BATHTAR, T2 $ M Excel Fhg A B4 .

4.8 BhSFEAfE

AR P E— B — B T AR AR, ERITIREIR TR, BMAENENBEHEEES
Ik

AT e A 3 SR T AT, BT LAME S A ArrayList, KRETH SRR
AL, XA LURAE 5 BRBUE— A

§..01 FT/ GameManager.cs Hiﬂ#& 7 hm—/~ ArrayList B I'ft)ﬁ ﬂﬁﬁﬁkﬁﬁﬁé‘ﬁ#{k

t m EnemyLlst=new Arraylulstt}_-

#5902 4TJF Enemy.cs Hy A<, & Start fu OnDisable i 4% & 2~ 3| 7 77 B B A B9 ArrayList F
W AREA A R EA.. i An— 4 SetDamage % #0204 Ar(E, Y A4 Al b T i 4Y













 EBEm PR

S R T S

(e AN, FindEnemy B5E T T8 U AL BTSN, AR5 ZEX R
Pt AT BB H BRSO

Attack BRI, B PRI THA M SetDamage B ¥/DHA ML
ot

S G T — AT LR B A I BT U 4 AT F AL 98, R A P QR S A 4,
LA I7E Start 5500 S T 7 < BT A B T R

#2004 7 Project #f O ¢ Rawdata Bl 5k F4% 2| turret.fox B A, # LA EF a2 %,
I 4 & 3 % Defender.cs 4.
BATH R, BRSNS EE NS, wE 4-24 B, BHKBEAS
HEMNK, WRFHEEELORR, TP AR IS TR, BRI R R .

10

P 4-24  BlisFRALL

4.9 H&H%

AN A 52 B Bt B I %, AT A RE €52 2] T 20405, 0 T Re i e R R AEar{E,
BATHREE EHIE DA,

0201 7 Project % U #y Rawdata/Lifebar B 5 T 7 A48 8| — 4 LifeBar.fox X, X & —
MNEFETFEER, HMA—KEE, wE 425 fir, BEOE LS EEL
BHRE, BNEERAAETESER UV, ERERTRAESM, LEX
TREWESR,
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B 4-25 Hdrgsin
€302 £ A& LifeBar.cs:

using UnityEngine;
using System.Collections;

public class LifeBar : MonoBehaviour
{ e

/1 ik
public float m currentLife = 1.0f;

/1 BeR%Ed
public float m maxLife = 1.0f;

internal Transform m transform;

/1 BRI %

float m hscale = 1.0%;

11 YR A

float m vscale = 1.0f;

/1 BURBAE

Mesh m mesh;

/1 BB

Transform m_cameraTransform;

A5, RTiRer oV

Vector2[] m Uvs;







FEIXANAS, Ini ¥ TIHIAEML, FEIRRIE M ARAE UV, £E UpdateLife i3
o, BATTARE 24 87 A A ABR A A (S — A L), ARIG A Pad ¥4 R8N UV 1L

B, SEMERE HESRNEYS, TERRNEE.
SetPosition B& ¥ 7 Bt B A M R NLE, BFIbAEMREL BN BANBZ), JFH
TR T, BTLLXARERE T — yoffset BY, 4 fr R IR E 17 ERE — e iR .

@03 ¥ LifeBar.cs By A4 % % LifeBar.fox fF 5 M AR, 34 € %4 prefab X 4.
@04 AT HAHM A Enemy.cs, HERMmAERZBYE, HE Inspector F 0 H A& %
# prefab 4 3 X B,
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BATHRR, FERAR L Bl — M A&, AR ZBBGE A arE T RN, BaamD,
FEEHLaE, W 4-26 B,

2 . éﬁ
410 BELEHE

FEIERERRE, B sF AL BN AR R, 0l PR R A T MR, HiErh Hh—
MEA)E, XA RFFHITRA, XSGR IERA BT AR, B eld— BT e
7, RIS nER— L H T 6 Bl < AL K B el 3.

BT RBATR QIR B2 U0, HAMMH OnGUI GIRLHIER %, 15 OnGUI I
AL, WAFTHIEA R E AR AR R K UL SEXE A e HEshiE .

@1001 #|# B & GUIButton.cs:










IR B4R

float w = m_ButtonSkin[O} ,-ﬁidth * gcale;
float h = m ButtonSkin[0].height * scale;

m_screenPosition.x *= scale;
m_screenPosition.y *= scale;

m_texture.pixelInset = new Rect (m _screenPosition.x, m_
} B 5 i 7

/1 RREERA o v
public virtual void SetOnActiv(bool isactiv)
if (isactiv)
SetState(StatelD.ACTIV);
else if (m_isOnActiv)
SetState (StateID.NORMAL);

- n

m_isoOnActiv = 'isactiii:;':f-_ :_ S
) i i
}

EIXN AR, Awake BREFIEGM THALRRGS, #HHl— A =MRE, GHIER. &

fE UpdateState pR ¥, HIWREEF M, WwREk+, WREHZEES D,

SetState i ${ IR W EIZH KRS, Lhr L RIEEH LA MGEAE.

SetScale ofi ¥R B B A MGHTR, £ FHFH, FOAHLS KIS BESL —, il
AR 5 6 H2 S AT AR R 48 TR 0 BE Y

SetOnActiv iR ¥ 2 Bl BORMIERA, MG HIAE TIXAR, BIE BUbR M2 ERE T,
EHIPRE WA HE.

€302 7 Project B 0 8y GUI 34 3& 4% £ ui_turret npng, WEE L THBU®A, £X
B4 [GameObject] — [Create Other] - [GUI Texture] €| & — 4574
UT I B 83k, )5 4 4 % B4 GUIButton.cs, 7& Button Skin 9 i & #f i
WAZMRSHUE, H4&40 IDRA 1, w427 fir.

@EI03 RATHTMA 3D LERERAHE, H3E4AH Position XY 0, A Pixel
Inset 8 X fo Y 34 5, wh 4-27 frr, AW BAERFELEF (5, 5) HLE,
o 4-28 B R




Unity 30 FHBRFR sy

& 4-27 HEEIEE

18

428 WELHE
@004 1434044 A button 0, A GameManager By F 411k, i 4-29 fi 7%,

> i

Bl 4-29 ¥E %44 GameManager 14144
@005 1T/ GameManager.cs, WAKAEHXBH T, REHTE AL TN

5 m_guardPrefab X Hx. ¥ # —/ 4 %4 ground £y Layer, 4 m_groundlayer 5 # X
BX.










EBR B4R

m ID = id;

//mﬁmm.ﬁﬁ“”mawwﬁﬁ

; .ret_urn; >
poia ot

' ”“zzﬁmaﬁm

GameCamera. Inst. C:mtrol (press, MK, my). St

)

fE Update o, B5E3RTG T BURERAF A AFORE, WRHATEHN ID XF 0, SRR T
fd, XRTES R i AR Zc 8, Bl Aot h U@ BT AL, SEEIE— B AL
BEWD 5 A R

FATHIWRRITE R ﬁ—/‘ﬁféﬂ MBATE Z LA, o] LUK X 245 H AR B ArrayList
g1, SRIGTEMRIAh AN AT IR, BB T H PR ML

@308 ¥ Hi T 49 Layer % 4 ground, {# 414 ¥ L5 M AL,

BATHEAR, & FTHR LA, REERE EA—TF, BInrelgd—ABhsF 8L,

XANEPTE R B HRGER T, Bk AR TR, ERS TR AR, R
BRI A E L, AHAE S AT B R AN R

AT [ B 2R B TAE IRAFAE 8L H 3% chapter04_TD, £ Excel 3C . 7664 H 3% builds\td
FRAFA O30, T PAE RGBT -

INGS

AT T N EBTUER A, WA , B 4 3L s S R o B B TR B
HIET S EONAT B BB A FRES 0 — 2 1] B 1) G 2% 2 B 5 B UL BB A5 BB R BB
BWEER, RAMEM T Excel RMETEM T HAMEEE, HIFHN XML #30, 4t Unity 4.
BJE, BANGERT A, ERAEREERPT TR,




AOFH HWHO

$/ Unity HIENERR, BRT HEM S, EHEORARNEREE, Hh LRy
WR=T5 (0 3D Bhimi g G, e aT L 4 Unity shlEE. AZHAGWFIZE Unity o
BIRYEUR. HE. BT HERARIE KT 3dsmax, Maya 1S HERVEIE, BRI,

51 *H

163D Wik, R —TEEMAMITE, — MU 3D 550 R AR R B
KRR T . Bk, Unity 3245 T SFCBMAHT R, FlBE—/ 4.

51.1 XiEHEE

Unity —3E3R 46 T DUROGIR, AW W LXK HI7E T MO TS E AR . 76 Unity S8R
i%+¥ [ GameObject] — [ Create Other) , EJJ W] 1|zt ix 4T %, 3% Directional Light (77l 3%)
Point Light (xi)6¥#) . Spot Light (2)64T) . Area Light (GEEE) .

Directional Light & & — KM, Je&a N —AN 77 B2 155, 7 Forward Rendering
BT, RAFRET LR, Wl s-1 §x.

B 5-1 Jrmt
Point Light {2 Z W HUATH, W— B RH eek, e BEHzEm, WK 5-2 Fix.
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B 52 ok

Spot Light iR &G FIMEOGET, UFE LA ymEa, A —eiEmRE, B
AT LA R Af FH Spot Light, 1P 5-3 Az

B 53 BtAT

Area Light G 7E Pro R A BB, &l ak — AN ) —AN 7 A eek, FAERE
FHskHeRy Lightmap, W& 5-4 fis.

B 5-4 ST
JXJUMOGIE# AT LALE Inspector & DUEAT ¥CE, W&l 5-5 fizm.
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M 5-5 B

$ieh Range $5E & AT WITE H, Color YR 1 HIfA, Intensity YR EHIFERE, Shadow Type
HRSE KA FH B B2

Render Mode & —MEZEMEM, 484 Important I HIE PG IL B FE G, B4 Not
Important Jl & & — AT 06, (HATLAIRTE B AT e .

WRAH R AARBU SR P AL B, Wl R E Culling Mask & HI MR % .

Lightmapping 7] # 4 RealtimeOnly & BakedOnly, ZCHFfd YA Al FH 1 52 ik R ol it 4%
Lightmap.

512 HREASE

HEE 62 Unity $REEE—FEFBEEIR, B RATEE M [ S, SRk B 5.
WHOEES b R — BN, 738 P%+ [Edit] — [Render Settings] , #2J57F Inspector
& D145 Ambient Light REES R gesE T BTN M58 ERI B

FEIX B i% o Fog ¥ 7] LT J3 2% fik, il # B Fog Color (48 % (155, ¥ B Fog Density
AR REE, W 5-6 Frn.

O Inspector

o

B 5-6 WEFEEME

"ﬁﬁgwxv*,ﬁa#&&as&*&*aﬁaﬁs¢wm.
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5.1.3 Lightmapping

LR RS T KRR ZILE, S G B Rt ER R R K. X S
#{¢A Lightmapping £iK, ROLERARTUE R EER B2 4R ERADERBR . XM
AR AR IR B A X tERE AT SR T4, BIE R A A LR RRK) Unity, U548 AT DU AT
b 77 kA R O REACR

T T 38 3 — A ] 5 K 61 3t B S0 {6 Lightmapping B :

€200 4777 44 B X T # chapter5_Lightmap T#, 3T lightmap_start.unity 3 % X .
EXANGEY, RARET LA TUANERLHRAHNE, wES-7HF.

B 5-7  RET-I0RAT Y60 B s

@02 HBEHEHHHEA, 7 Inspector B U4 o % Static T, RFTFUHEAE —
MEAL MR (EBEFFLHHER ), RARE TRMRTHEE T &

B 5-8 BONERE

A WRITARBRE AR ESA UV, RE UV RERRA UV £ AR,

@03 4l — A SpotLight E T35 LA m THRA, #EARY, KEFLURE A Area
Light E TR Y+, EYMATHESRELLENERR, wHESIFF.
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59 BENH

€004 73 #4234 [Window] — [Lightmapping] 4T /F Lightmapping % 1, 3% Bake
HATHRERE, wE 510 Fir.

Quality ZeE A, High A&, HiFE RSB,
Bounces YE M FIHE SN, MH AT 0, aJ L # % Final Gather Rays 55213k
3 R R e AR s FRUR .
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Ambient Occlusion £ {F R AZ i 4b F= A= BH R i IERUR
Resolution ] EU{E ¥ 5 i 5 I BEAN BT AV 2 AN B R, X MEBER, I E
BIRHROR, TR A i

@005 ¥5#F Bake Scene FrAE R IHE . BRERE Y, REEE TARHA-ITREHH
HEL, WREFRHEF, % Esc BT ETEE, REHBRTEEHE 5-11.
i AR R B 2 B A M Y AT R B2, %4 Clear B F F IR .

-

Bs-11 P Lightmap s
AT B M R 3 S ARAFE 2900 L FER lightmap_finish.unity ¥ 5304 .
5.1.4 Light Probe

Lightmapping A BUAR AT A # &3 544 2 LUME B DR RUR, (BB ik m |5 5t
HAKRA, XS FEUHIUXHERER, HRFHOTHSREERRIEFRE, EI%Es)
PR, s, MRS ERIERTAEEHSERPILETIRBSE—E.

Unity 324} T —Y Light Probe f{) T &E AT LR 4 Hufi# ok b3k ) &, Light Probe A LAKE 3 5
TR RAG BAFMETEAFER Probe 1, FATHETF TIRHUX L Probe AL E, HRfEBBEF
7 AT 2 ¥ Probe, ‘EAITREXT I Strh Lightmap 3645 B2E1T R, R Higs)
R AKE 2 2% 1X 4% Probe [ B 5HET R AL AR .

T, FRATRR SR SERT I Se R T2, 3RS0 LightProbe ThE.

B0 7E Unity # 47 7F B 1 5 BBy lightmap_finish.unity 3 %, ¥ 2 5 % 4 —Nreh g & .
€02 HRARFHA, RHKP Static £, FERY - PHIEE, EHAET
Lightmap %" . #AJG 7£'E # Mesh Renderer # {4 #% # Use Light Probes, f# 34
XK B Light Probe 89X 12 &, #0H 5-12 fif .
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[ 5-12  {# ] Light Probe

€TI0 AR P HBPHE(REEHEA ), K5 13 ¥4 2% [ Component] - [Rendering ]
— [Light Probe Group] 2 3 7 fin—/> Light Probe Group 41 {4,

€EI04 7 Inspector & 1 4% F| Light Probe Group 4144, # 4% Add Probe )| —/> Probe,
WwHE 5-13 frw.

B 5-13 & Probe

&EX05 Probe #hff — M ERIK, % Ctl+D TR EM A ST, HEEREFZEFIHRME
REAFER, WwH 5-14 fiF.

@06 5 74 Light Probe HREWE, TUREFEAT AR RE, FXAEER
7l —h,

€J07 = # 4 37 % B Lightmap, 485 £ Lightmapping % O # Maps # 4% %] Light Probes,
K H 4% % Y §I37 % 19 Light Probe, wH 5-15 f7 7.

- 138 »
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[ Lightmapping [

5-15 4H5E Light Probe

K 3 5 b 1 R £ ¥R B 0 BakedOnly, IX#E37 5 MV EL AN & 2 BAEfT S
MR, REm, FRBIFGRPOARMCE, EXREXBMH T Lightmap —H™4
L RIELRAERBCR, W 5-16 fins

5—6 Light Probe 2 %
A B 2 () 751 B AR A 48 24 M TR lightmap_lightprobe.unity 38 3C £ .

5.2 Terrain

Terrain (#if%2) & Unity 2 fti)—ME RS, FEARRIB R ZIE, FilES
R BREIAEL . TR EL — 7B Terrain #)NH -

101 ### — Unity T#2, 7 Project % 0 ¥ & A& 4., 1% +# [Import Package ] — [ Terrain
Assets] , #R)5 ¥ 4% Import § X\ Unity 34 Terrain B8 . MEEH, wHE 5-17
Fias. BATHER Unity 3o 46 o 2 F 40 52 i — MNP BOR .

@002 #EHFH % [Terrain] ~ [Create Terrain] £ # — /N A8 Terrain.
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5-17 § A Unity $24t# Terrain %41
@03 7 3 ¥ £ % # [ Terrain] - [ Set Resolution 147 FF Terrain #% & % 1 . Bk iA # Terrain

JE¥ K, # Terrain Width #o Terrain Height % % 500, 4§/M Terrain R+, #
Heightmap Resolution % 4 257, W3, wHE 5-18 fi .

B 5-18 & Terrain W
@EI04 7= Inspector B U ¥4 Raise T &, i ¥ Brush Size %% £ F| A/}, Opacity X% 4%
Bl 71 B, #R)5 7 Terrain L4 #|due kiE, & Fot#% Shit N S H¥FXTET. #

| Paint Height T L% Ll H 4% 48 € # . /8 Smooth Height T % DL #
Terrain &, WwHE 5-19 ff 7.

B 5-19 SR
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405 % #% Paint Texture TH, 7 F X ¥ #%# [Edit Textures] — [Add Texture] 37/F
SAEE 0, ) Terrain Ffnlk B, & & Tile Size PREBEWEMR T, XA
AUREHATZ RGBS KIEE. KT Textures FHFFEHEE, AEEE
3| Terrain E 1, #nH 5-20 fra-.

Edit Texture... ‘
Remove Texture |

B 520 £l

06 4% Place Trees T £, # 3% [Add Treed 7 st A, AT LLILAT £ ok o
N MBBEE, £ Trees P HBEBHHER, ¥HLH 5| Terrain L, WHE
5-21 From.

Add Tree
Edit Tree

Remove Tree
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@EI07 %4 Paint Details T2, %4 [Add Grass Texture] AW ENE (HE—EEH
Alpha) , #%# [Add Detail Mesh] Fm@E¥#E (A LE) , TMRETU
REBATE K. REE Details P HEFENEV AR A THE, HHLLH 3|
Terrain L, #HE 5-22 fi 7.

T

B 522 £L4l%

€008 Terrain [F] L@ AR — 4, ¥ LI{#EA Lightmapping M A B KR, w7
Lightmap &y Terrain ¥ 2% E & E w4 3, RAFRWE 5-23 fiF.

B €. O e R R, = ’)%%%&t’?ﬁzi%ﬁiﬁm?’%”?ﬁf%ﬁifm
: : e O 0 P S | G

s | G

B 523 MR
A 7 TR SCH-ERAEAE Y64 H % chapter5_Terrain H,

5.3 Skybox

TERTHI 6 Terrain 17, BRSER T —MERMME, BEGkRDR%. 7 Unity 1, 7
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LA B — R4 4 Skybox B AR KRR THME, AEFENT:

€EX0) # LA EH Terrain T, 7 Project # 0 ¥ 44, ## [Import Package] -
[Skyboxes] % X\ Unity #f## Skybox % #1.

€02 % Project WO #HA4, ##F [Create] » [Material]l 4|2 —MHR, #H%
&% % Skybox, #nH 5-24 Fr7w.

fE 5-24 f1JE Skybox #4/f

@303 )\ Unity # 3 #7 Skybox % #t 5 ## 6 % Skybox i E, 454 = %] Skybox # i
# Front (3 ) - Back (&) . Left (%) . Right (%) . Up (£) . Down ().
o 5-25 .

B 5-25 G
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@04 #3%  #4F Main Camera H M, 7% #4234 [Component] ~ [Rendering]
- [Skybox] X 37 m Skybox 4%, #R/G ¥ Clear Flags ¥ % Skybox, # )& ¥ ¥l
T8 #| 4 #7 Skybox 4 i #5 2 2| Custom Skybox #, 4w 5-26 Fr 7.

B 5-26 455 Skybox #4 )i

B, BEL5EMT Skybox HHIVE, ARG L RAFE Terrain LM
TerrainSkybox.unity ¥ 9, EAMRWE 5-27 Frr. , :

€came | B S S S

5-27 fﬁ?&%
| 54 HF

7 EERRZIFRT = AR RRBCR, HAEREEE R PIiEs. &
TR AR T e ) — MR
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##E Unity T2 . 7 Project & 1 ¥ & 4 %, ¥ 4# [Import Package] — [ Particles] ,
)5 ¥ ## Import § N\ Unity #8938 T £ 4.

A FFF2#%F [GameObject] — [Create Other] — [Particle System] 4|2 —/
HTRAE. —MHTAABOEREIESR, TEANELEATENIE, Kk
Rﬁﬂ’%ﬁﬁ%%&:‘%{?ﬁ%, 0 & 5-28 Fi .

3 7 Particle System ¥ i% & Start Lifetime 4 30, ¥k T8 FE (6. &8 Start
Speed % 3, Mk b Fiz5h# . X B Start Size X 6, 8 hvky T8 A/, W E Max
Particles J§ 30, WA R FHHRAKE, wHE 529 fiF.

o -
i # Scene
i | Tetured

|
|
Bl 5-28 iR BRI AR

: Bl 5-29 BEK-FYIMAE
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@004 148 Unity & {7 SoapBubble #1 i, ¥ #i 5 2| Renderer # 3t By Material #, v
A 5-30 B 7= .

P ——
@05 # Emission B3k ¥ Rate it 5 1, BAEX MR, wE 531 fir.

B 5-31 FRfERETAE
€32I06 7t Shape B3k P 44 Shape % % Box, RENFXHBHMIR, wHE 5-32 fix.

B 5-32 BERR TR
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@X307 # Force Over Lifetime Mk P #FLDWP=f, ERHNTEE I HE
[Random Between Two Constants] . #A)54 Y # 4 0.5 f2 1, % ¥ Randomize
Tz BN R, o 5-33 FToR.

Constant
Curve

v | Random Between Two Constants
1 Random Between Two Curves

[ 5-33 BEHLEREER
@E008 #F Size by Speed #idk. BHEAMM/N= A, EFH M AT HE P %HE [Random

Between Two Constants] , #RE# Size & h 03 fu2, A, HTHANEHES
EHEENEATEN, WwHE 534 5.

vf Random Between Two Constants

5-34 BT RAPEEL

[4.509 W& Color Over Time &3k, W #4477 Gradient Editor 0. ZAXANFH O A —
MR, BERAEZEXRTRETHAG TR, EERLTN T BRI TFERE
B, TEOTRERFEE A, HER TR FHAH HH Alpha L4 0,
REEREEEHEMAN T, ¥ Alpha & ¥ 1, HE, HTFHLLEHMIER
WAL, REZMH K, w535 FFF.

B 5-35 T EEEL
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BErR R wmE 5-36 frr, RFRaAKP<E, REE, #EHEER. AYWRRET
FE SR TEAE Y64t H 3\ chapterS_Particle.

e T e T T
T r—
Frev Aspact ai

B 5-36 ATHIRCR
55 YE

Unity A4 T NVIDIA PhysX #7354, a] LA REERIRIAZES) . Akl 4 B R .
EHRATTELE 3D HAF R IR, KL G AR Unity 5 AN BEAL, HHAEY
HAEThAE.

FHZE AR ERE], RATEE—A “W” L waEEEr “HT”, BARE
HREW, ENTREA B RREE N &, HU =Rk,

€EX01 4777 X4 B X T4 chapterS Physic T#, 47/ physic_startunity & . XA 4
o, MARGET A THENMEREA -G THER, wHES37HT.

# Scene e R O R o e
) o ' .

B 5-37 HiRd

€002 HEMEHER, EX¥ER%E [Component] - [Mesh Collider] , M Ema#A




M- Fh s, EAAAXTEZAMH RO DEMEE, wE
5-38 B 7R.

SR

Kl 5-38 iRt phe 1

3 P THEA, AX ¥ %HE [Component] — [Box Collider] , Yy i in—A
SEAREERE AL, R E Center Wy {H A BAL RS POALE, WE Size WEHE
MEERH AN, AE, FTHRAREAET I RERGYEA SR, wE
5-39 B 7R,

PE 5-39 ST {RREREZA 1

C004 BHEMREER TFHA, AX 2L %S [Component] ~ [Rigidbodyl , * HiF
fo—AREA 1, BiA Use Gravity P RAXR TS E AP, wE 540 fiF.

AR

o

K 5-40 Witk 4E

IBATHEAR, 2RO RS2 TR 0 S S ch ik B AR [ BPRvE T, AL LMR
ABEFEARRARE, BT RTGEGAE MR R —.

05 fE Project % 0 ¥ 4 4#, 4% [Create] — [Physic Material] £ 2 — /N4 38 4t




B, ¥ Bounciness 3% 4 0.9, ¥k . HBHTHE, M WEHFED
#| 3 Box Collider 4+ #) Material #, & 5-41 fi7. BTHEK, 2L IH TH
RNBMAEHNENET.

ity OSSR -

Bl 5-41  fREWEM B

@06 % Cul+D REHET MM TEE, WENBREATEME. BTEF, X84
FRERZNMEEINE Lo THE, SR TRES™ £ 5 kA, wHE 5-42
From. A7 8y 74 SO R r 2 2 AT TR 19 physic_finish.unity 37 % &

f 5-42
56 HS%¥ M Shader

#£ Unity /1, Shader fI#1/i (Materials) 2% A4+, Unity #8247 JL %4 & Shader,
EATEER AR S A s SRR B R R ARSI A A B T M R T — Mg AT L
FERLSE VG N A5 Shader $24LAYJRTE, FTILEFH 3D MR-

B 7 {8 H] Unity $24L1 4 & Shader, th7] LUBIE4E U5 B & XA Fr25 K ) Shader, X
MBKHIES, AICHARERAGEG, BRSNS —MgRyuEa)d B 2 X Shader.

Unity $24 /) 4 Shader JLRR AW EE, JFHRMFHTE, XT L8 Shader, Al
HEEANE Shader MFERE_ ERAHUED, ks A Shader #9Th#E# 3 B Shader b BIA] SCIRH
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BEHBEARNIE. FEEET AR, 28— B85 M 3D LT Shader.
56.1 BEMXFK

@EI01 ¥ # Unity TR, & Windows/fonts E % 4 % COOPBL.TTF F4k (£ & H
F4K) % Unity § TR EEWN.

@X02 7 Project H D #HFEFANFH, EXELEHE [GameObject] — [Create Other]
- [3D Text] ZEFFE P ZE—A 3D XF, wH 543 .

5-43 3D XF

@03 HREFE RN FER, 7 Inspector B U # Character #% 4 ASCII default set ( fuf
RAFHRABREFET, TERAKMAT) , #F Apply HE. REHBE LY
By dbik4l, ZEFHE %% [Create Editable Copy] % B F k8 2 — A 7 45 dE
BB AR, W 544 FFT.

B 5-44 G AT 4R A

@0 Rl B FREI A 3 AXH, HFpng XHE-KXFEL, RITTUUEAR 2D
ERALFE 4 4 Photoshop X KA fr, ERERAALAKR, Wk 545 Fi.

oo

B 545 Gl gwaEl A
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€X05 7E Unity . 7 & TR B A 69 B K7 4 T# R A, 7 Inspector B 0 4 & # Format
%N ARGB 32 bit, [ 5-46 Ff 7.

P 5-46 A Rl

G006 R P #%#E 3D XF, HAHNXFRIAEEL 3D XFHSBE RN FHE,
fn B 5-47 7.

ST IR
BT 4, {0 3D XE I BRI ERTEAL, AR BAR LT Shader %
8152 ST

5.6.2 i Shader

BT RZEQE— Shader, ‘ERLSHHFLIERBGUEMZARFEE S, HH{R 3D LFEA%Z
MR, &2 BRTE 3D ARAY R - A7 R I8 B4 Unity A R Shader ST 2 AR -
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@3301 3| Unity & 7 P4 http://unity3d.com/unity/download/archive T 3 %t 7 B Ak 9 B
Shader, W FEAH K 4 B X Software T 4% | builtin_shaders-4.0.1.zip, #/E JE %
» 4§ Unlit-Alpha.shader & #| 2| 24 3] T#£,
€02 Un]lf-Alpha shader & — M % KW % L7 B 7T Alpha # Shader, % &7 Project
Bodksy, & Inspector # 1 #% % Open, 477 Unlit- Alpha shader &y i A<

Jer "Unlit/Tr ansparant“ {

Ay

, 2D) = "white" {}

e"="Transparent”}

= 'nghtmq fo
tTexture { MamTex] { combme texture }

503 {4 Shader "Unlit/Transparent" ¥ #] Unlit/Transparent 35 #] % Shader #)4 %,
A% %2 Unity W B # Shader 4 %, BEBX, & E&H My3DFont,

E04 B ETHRE AR M F, # Shader %4 My3DFont, % F # 3D X F 4 &40 M
LA, o 548 fF 7.

B 548 IEEFM T
MAER) 3D LT 5FHE AP CFES R, HBRRL T CLBRIF T, H5EFR XA Shader
HHAWE: —RARES)E Alpha, HLanFRAAEMOCFERITHAE, BREATT. 54
) BRIAE 3D XS MBI XA, WEE e MRS, TR




WERS, B R RAVER T o B fE R
€005 4 Shader By H:

XE RN T RADHACHD, (AERE T EEREAMR, RO T —MERLE, X7
# T Alpha, Jiliid ZTest Always ZWrite Off 307 i & B/R7EMATT . F5 X AU 4ESL
f Unity 9 Shader *F#RATLI#KE], ol CUBEBOHL R TR, i —Lem PR,
BT SCERLAR 2 AR ROR . AT IR LRE UM OR A7 7E )64 H 3R chapterS_3DFontShader.
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57 m5E

Foie 2 2D P AREE 3D R, AT EAE R R A B f BRI . Unity 328§ PSD, TIFF, JPG,
TGA, PNG, GIF, BMP, IFF, PICT &N F. KEFsrEnl, HEREMAH PNG &N E F,
BRI R /DN B A A kT

HHAbRRIBIE—FE, HRENE A EHF] Unity TREPEIT S ARARE, (HREHZ,
FRENE R H#ITRE.

FAEABAM AR, OB 2 B9 N K75, W 16X 16, 32X32, 128
X128 %, W 2RI Texture Type # 4 BRIAR] Texture 26%!, ¥ Format %4 Compressed £
NATESE. EARPES, B4R R, LU Unity 246 IR DIREE K
R U B B4R S R/, ke 5-49 Bk,

256x256 RGB Compressed DXT1 4£2.7 KB

o
A

Bl 5-49 KM BERR B E Y Texture

IR RS ULER], 75 28R Texture Type #4 GUI, {HAS7E A& Format i &,
T SRAEH T R ORI R 2 N KDY, BAR BT LU H W8 Compressed #E0iE1T E 48, 2
16 [ U 5 ) i 2 52 B 5

XA /NE 2 N A BIE . BRI N Compressed, 7EFHIFEEHALE T
R ESE, XAER, Al HECh 16bits iR, WREMRE 16bits A T BAMRMEEE, ARG
# Format ¥4 32bits, {HE N ARABEAMA.

58 3D RBESHRE

5.8.1 3ds Max &SRB S H

3ds Max J2 AT I 3D EEME. BHIEHE, 7T LA H B R 58 A Unity 3R o (R R S8 20 i,
B BRI BN 5t FBX 4% XE) Unity s A, 7EMAIER (RAZhED MR,
BT LA 5145 BRI

401 75 3ds Max ¥ ##£ 4 [Customize] — [Units Setup] , # #413% 4 Meters, &




Unity 3D %‘-m%g&zﬁﬁ o

J& %4 [System Unit Setup) , 4% 1 Unit % % 1 Centimeters, #w & 5-50 Ff 7.

B 5-50 8 3ds Max HLfr

@02 TRRMA, ThEME fE, #E A EEEE Front L. wREEAL Unity &
BB | Lightmap, —E ELMAG|ESL 2 £ UV,

03 WRAARITRE, BEHHANRLFOAFEERLFESL (0, 0, 0) B
8., HERBTHA L THEFRA, £ Hierarchy W %4 Affect Pivot Only,
WA G S xR RAFEA (0, 0, 0) WLE.

€004 & Utilities TR ¥E 4% Reset XForm ¥ HE 8 A 45f3 B 40461k

2005 7 Modify U B &A%, %3 Collapse All ¥ A B4 E BAHBPH.

€oe %M%ﬂﬁ'ﬁ)ﬁ‘%ﬁ% %Rﬁﬁ@ "7‘%@53 §( A 5-51 fr .

/ "I)Elhumvu 02 pngk

B 5-51 fREFM AR E MR A5 —2
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€107 B+ ESHNER, EFXF£2%H [Fiel - [Export] = [Export Selected] 37T
FEHEEFD, TRHEAHSBRALT, FHEHE Animation, BT E4E A
Centimeters FL Y %5 b, %3 OK ## A S, wHE 5-52 fiw.

K552 SHiEE

EI08 4 58 oy 48 A Fu ik & & ) K5 Ik B Unity TA2 B542 Assets XA B9 /ML B BN W
B\ F| Unity TR 4.

5.8.2 3ds Max zhERE S

B EHERY AR AR LR E T B #OF ol LAzl fO R, FCBERURZ) im0 S, 3hiE
B GIRRETLUESH TSR 1-6, RGEFHE:

EEX01 & A Skin S A,

@02 4|7 — A Helper #11Kk (40 Point) A E|FHHRFHLEME, XLMOENERXT
3 ER fugy BB EREH— .

€003 A | B 8 A Helper 1K, 72 3 % #2 3% ##L File ]- [ Export 1~ [ Export Selected ]

AR HEREFD, FEEHF Animation F E FHAfEoFBRELE, HMiE

53 HBAREELHE.
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5.8.3 3ds Max HjEFiH

B i SCAH AT A5 R S 43 FFARAE (B Bh i U BB S ERR R— & B SR —
B. MFHEhERRR, AREEFET, HEHEIEEEHRM Helper Y& HEAT .

B SO a2 T “ERLZ@shma” XHENRRda, LR &4k Player, 3
I S AT 6y 44 % Player@idle, Player@walk %%,

5.8.4 Maya {#EISH

Maya th & —3KER AT BIVREMR AR 3D BhERAF, ERAHLIERALS Unity —HH
£ Y #im B, AFRIES SR Unity FREBE THE.
£ Maya " 5¢ AR B ) HI4E T LLBEAR F 5120 B

€01 7 Maya 8y 3E ¥ £ %4 [Window] — [Settings/Preference] — [Preferences] ,
W EATIR A meter, #A)5 % 3F Save RAFIRE, WwH 5-53 i =,

& 5-53 *&i#‘;ﬁt

€02 TRMA ., WEEEE, #EMANEETE® Front LF. WRHEEA Unity ¥+
xR A Lightmap, —E EAMAGIEE 2 £ UV,

€03 wRAAKANFE, BEHHEANRLFOAFEERLFRES (0, 0, 0) B
o, FiEREFEA, ¥ Insert ¥, R5HME X RSB0 AT HRL
FREA (0, 0, 0) HXE, y

€04 = F ¥ #2%4 [Modify] — [Freeze Transformations] # & 4745 & 3%,

@05 =¥ ¥4 %E [Edit] ~ [Delete All by Typel — [History] 7 # 2 F i 2.

€06 HZRFEFESHNER, AXELHEHF [File]l - [Export Selection] , & H4#&



A& A FBX, ## Export ITAREHFD. wRFFERHFE, TUBHHAF
Animation, #8)5 ¥ Units % % Centimeters, # )& #% Export % ¥, %0 5-54 7 7.

Smaothing Groups
Spiit per-vertex Normals [
Convert to tull objects |

Convert NURES surface to: | NURBS _:j

Animation [
Cameras |
ughts |
Embed Media [

Export

B 5-54 FHEE
59 ZhiE

Unity4.0 5| T S##) Mecanim i R4, S0 T ERKMIIAE, EH—DPREHL |
RS G EEE, EASLHSNELE. 1K, 3 retargeting CHf [7]—A~2hiEi{# H 2 AR
AR ) FThik. A Mecanim Bl R4 HEA S BT

@001 ¥\ 3D B EH M 58 FBX XA 45| Unity TRF. —MEATUHA S
MhE, BB S5HE - EAMENEBRELXR.

€02 YHREHHEH FBX XHESA Unity THRE, wREEEFREXKZHE, &
Inspector & 1 ¥ #3508 4 #, #8/5 #F Loop Pose B 7] {# 3 & 4 — M SR
Wz E, wHE 5-55 Fixw.

€03 WwRFEE(H Mecanim £ {4 IK K 7 & retargeting £ 1h 4, AEEHHE LA
W% Humanoid, X2 %[44 EAXSEN —F3E RHK, Mecanim R {H#Hy
KB BEN A R4t X MohERA, wHE 5-56 ffw.




Bl 5-55 BEBETRF

1:00 (067.4%)

B 5-57 WikzEhE

@05 1t Project U ¥ FH 442, #%4F [Create] - [Animation Controller] | & —/ 3h
BEMNE, B MAERTASEBNHE, #FE-NHELEHE.
€Xos %480 E 15 B AR B fE & — /> Prefab, 7 Animator £14# Controller # % ¥



. EEGR FS5E

HEGELEHE wRFEEAMAEH MR E, % Apply Root Motion
W, A 5-58 Fw.

f 5-58 ?‘E?&'J il a8

0 A ERHBEALTHRERS, AXEEH [Window] —~ [Animator] 47 F
Animator % 0,

€ls REEQEDE, WAt N L AR TEEANBRTEANHE, EELY
Layers t3% + #Finzt & 2

€009 %5 ﬁﬁ?ﬁﬁ*ﬁ*ﬁ’]@ﬁ@ﬁ)\Ammatorﬁ H(EBRXES TR EEXTRE ).

) % Animator § 0 HFBRAWAEHE, FHA#%EFE [Set As Default] 3

BABNGE (E—NEHNFE ) .

€ 2HABTRAHE, EdAEKE [Make Transition] {#50 8  [8 = &£ 1,

‘ﬁFA%‘ﬁ Tiﬁ*fl“ﬂp/\ziﬁ ﬂ&?iﬁfiﬁ?&ﬁ%ﬁ ﬁDE 5-59 F)TT,

| Auto Liva Link

E 5-59 wEshEdE
PRAEH TR ShE , shim< A3 AERIAS) B — BRI E R B RS — N shE, HilEkG 5 E
FRBUE R B BRI, s — T RAR AR, BHCEAshE . %W\E%ﬁ@ii&%ﬁ
FIRS R, AT AT LA A o A, I AR 4% ) .

@12 % Animator B 04—/ Parameters %, # + & B FH|Z Vector. Float. Int
fobool XA ¥ e, EARELEA-N4F. LWRNFLEZAAFELEE B
8, XBFF A #—bool KA, #4 4 B, BHRAHRAR false,

€ ABER N FHEZEHTHESL, £ Conditions H ¥ B A #y Exit Time {4 B, W&
5-60 Fr R,




Unity 3D :fmmgﬁa :

o

B 5-60 & EAhim &t

€4 EBtEBANRE Y, YAERS Animator #1F, A& SetBool # B
WEE A true, PAAFHERIEZ BFHE, REWT:




. EBHIR B

510 {1t

FARFIRAIE SR AT REE R A, THAIH T —SHFEERNT, LitSs
%,

(D) BT AMBESEN GPU MtkRE. @5, EFHFES L, BRI A BEEdl
7E 100,000 A~ LA A {E. 7E PC & L, BB T S BT EHI7TE)LE F LA

(2) WEER UV a8 FIRgid (ot .

(3) GEPERKEESEWNE CPU MTERE, A AZER A ReR/D S h RS 3R, 5
Bt FH A [R) Material (F1 28 MERIA 33— (SRR 7 (8] 2 48 AR 9 Material, &8
HEMBEXL) » EFELSTD draw calls FIEE . MIZITHARET, 7E Game & HiE 9 Stats 27 3|
draw calls 41T, W%, E£FHIFEL, EHITELRT A daw calls B A4, 7 PCF& LATEL
BHIELTAHAN.

(4) JRATHe/D M (o R B e R B .

(5) iEAF Unity 1SR IK Bhim.

(6) #ifz> Material (%R . EH, —MRBE/DHE-KIGE, WRTHE, TLLEEK
WS PR — iR G, IXRE, AR LLLE[R]—A> Material..

(7) RoJRegansl, wmRARRESE, WRATRERGE R 16 AL AR 32 7.

(8) JEHTHE NN B AF ] Generate Mip Maps Ihfif, BRAENGELEE 11 @R E/R, i Ul
5% 2D R - |

(9) WRES, BIE(EF Mobile 5% Unlit ff] Shader, ‘&I 1FFER] LUR LT TAE4E PC F

£
He

(1) BLxttEReE B ™.

(12) RATHemk B 2T B, RS, X BBERgERE R, hE
CPU M4,

(13) JRATREMEH Lightmap [ AR H SE e R 5

(14) DO FHERN AR, Ea5TtERRERE .

(15) #£FHFE L, #H Alpha R Shader 23X P Rl i K .

INGE

AREMAFES M T SFEE SR EREEHm, fFufERDtRASZ, G
Lightmap il Light Probe 2%, #{a€)## Terrain f1 Skybox, EiL/~FliiBHRIf. YELFI Shader
AN, REEMNGTTE 3D shimfr S HEE, shE 3| Unity FRFEFMTE.




F6F SWeb BFBMRE

Unity 3244 7N WWW IIZhRE, TLME Unity ki Web IR%-58, L& Fa¥
Fo ATCR AWPTHIEGIR — Web RS2, 1E Unity ifak 5 Web IRS8825 5, ScBLAN
X BHAT B F DO R o

6.1 ITHR 3528

AT, BATATLME Unity HRAME A —ANRBSHETE, S LER— 0 WWW 193h
e Web RS AHETIEN, THIRSHZEIEF Unity $eakeh, ALl &R BOE TR % 52
L IHRIFAEEAERES . WWW 2R S0 TRE, T DUR RS HLE A NZ ThEEmwR, (&
FELLHH P ARSI IAS L T fik

Al Web i &M E L ER— MR A AN RSBEFESHE, BRI EEE
IR S5 SRR . BETOR, AIPKE R W{T{E A Apache. PHP Fil MySQL 7£ Windows - &t 37—
LA Web RS2, XEBRAARRIE, I AT LUEFTE Linux E.

6.1.1 %% Apache
Apache RFE L[] Web [RE MM, BTFHETFERNRLME Z4H, THELESR.

@X01 7 A4 69 K & B 4R 5\software\httpd-2.2.22-win32-x86-openssl-0.9.8t.msi {4,
Rt r %k, (0T LA EF 4 http:/httpd.apache.org/download.cgi %. % T
#)

@02 LS 1% H AR Apache ) EI4F, % #[Open Apache Monitor J4T /' Apache
Service Monitor & I, #w & 6-1 ff 7.

& 6-1 4T Apache Service Monitor

@03 # Apache Service Monitor % 1 4, Start. Stop. Restart 23| &2 5. b, &
ﬁgﬁ] Apache Hﬁ%‘: ﬁu% Start E;{ﬁ.iﬁi: iﬁ: APEIChG HE.‘%‘ E—%&ﬁ]g 2‘56’
W 6-2 FrR.




5 Web REENTE F6F

\hpachep22z Wi pReS2YT
B 6-2 J33) Apache iR %

04 ## & Apache R4 28RN B, FTHHRE, WMAREE Py (WMRZAEK
B, Wl 127001 8% ) , AE2HNBKANWET T, wHE 6-3 Frr.

It works! f

—

& 6-3

£ Windows [ %%% Apache (it R, 284 &iB 3| A RE/3 5 Apache RIS B, —/ Mtk
B WL B PR AL 80 uh D, Wk 6-4 BTk

SRS

ERIA M M 5T 0T i

»ice
pssfully installed.

d before the

shutting doun

..... es above,. and press the (ESC» key to exit.

5

SRR

£

P

=
&

&

&
=
e
-

Fel 6-4 80 i 14 oty
IXFMEDL, B R G T 80 i H R BRI AT .
U I FGARFFFT D, W\ netstat-a-n-o, KEHEFEH 803508 PID, wH




Unity 3D FHLEKRFL

6-5 7, PID HAT24 WBRF EF T 80350,

N 2

A.8.0.0:4
o =
SR e

B 6-5 & H 80 i 0 pIFRF

EL02 # Ctrl+Alt+Delete AT FE 44 B, REPID KA 5F 80w WEF, ¥R
*¥, wEe6FT, REEBRFH T,

O ERO) BBV ;

|oe e onpecs (B0 Bs *RGS B 00000000000 - )
2%  MD $#& 2 BARE U AEEE. BE
E7QQexternal.exe 382  [EEEM jinxizeng 00 3,712 QQ2012
®3QQProtect.exe 5708 [EHEE(T jinxizeng 00 1,516 K QQProtect

ii Searchindexerexe 2612 [FHEES SYSTEM 00 23436 X Microsoft Windows ...
[#7 services.exe 568 EEET SYSTEM 00 2,564 ¥ BREINSEAE
ST o TTATA PEER . jwieng . 01 63272 K TOM-Skype

B smss.exe 202  [EEES SYSTEM 00 124 K Windows SEEESR
i splwowbd, exe 548  [FEES jinxizeng 00 206 K Print driver host for ...
s spoolsv.exe 1384 IEEET SYSTEM 00 1,220 K SENERTTERESN.
JE oirbinct ava, BT TETETST e ANETERA OO 1 AARK.. Mhndoue BREIEE
(3) memeo) EREEE | |

B 6-6 SR 80 W LIMFEE
B, ANBISICAER ki A Apache %3¢ H 3 bin FHIff] httpd.exe, {33 By kHh.
6.1.2 =% MySQL
MySQL & — MR ARBEIRFEEHERS, dTHAER . HER. BAAHERAK, RE

rh /NI o i R FF AR BE T MySQL fE A SRR, ' H#EC PHP R Apache 7] 40 i R & ) F
RIREE, FHZ MySQL 22555 18,

01 AR By X 4 B K3k 2|\software\mysql-installer-community-5.5.28.3.exe (.,
A e g, (47 LUK 18] W 4k http://www.mysql.com/downloads/mysql/ %, % T £ )
02 AABTRERANE, B Rl RA4RE, WHE6TFF.




_ SWeoMEBNZE FO¥

Choosing a Setup Type
Please select the Setup Type that suits your use case.

) Deweloper Default:
Instals al products neaded Ry .
ST development eposes Sagsry,

FERCIOTE, MUENTIT, SRS Brd |

éxamie; vl enach more.

) Sevver only
tvstiis oniy e MYSOL Server
product.

O Chent only
Tritalis anly the MySGL Chent
praduety, yithout 2 sejve

® Full
Frvatats el inchuded MySQU products
and featurey

O Custom
Maruatlly select the produchs that
shauld be irstaled o th gystem,

Lo 1{ weer 1]

K67 TEhE

€003 WwRRLZEAAN, TUERBMRSEILE XA K% Development Machine,
4o P 6-8 .

fypa For this MySQ
mawrh Syehorn MR

wtaiation, Thia e o b
80 tha MySOL Secwar indance

CoafigType: Development Machine

i vl b g
sares, Wy

] Show Advanced Options

68 BEHRE AR
€0 HESHATE, INFLEELLEAE, —FEiLHE, wHE69HT,




Fii 7

MySQL Server Configuration

Root Account Password

Enter the password for e root account. Plaass reciember fo store
this passeord in & seaxe place

Repeat Password:

Password Strength: Vieak

Create MySOL user accaunts for your useys and apoications
Assig & roke t0 the wssr that consists of a st ol previages.

2/3

| et oo oA s e it 3t~
| MySQL Usemame  Host iser Rale | | AddUser |
{ |

¢ '

i

|

1

H

|

i

K69 WEEHREM
P8005 & Start the MySQL Server at System Startup 25, & 50 MySQL R %, & 6-10

Peoce speciy @ Windoes Service name 5 ba used for fhis MySGL
Sarver instance. A unigue mme S requersd for sach alence.

Windows Service Name:  MySQLSS

[¥] Start the MySQL Server at System Startup

Run Windows Service as ...

Tive MySOL Server sasds to run under i ot
Basad on The SaTurty MEGICMMMNE o e syster you need 10
pack one o She antions below

{® Standard System Account
Rucomenended for roost S0enarcs.
() Custom User

An eting uter account can be swacisd o advarcad scanaics

[ emx ([ w1

3/3

831 MySQL %

@06 ZR7RE, TUSEMER -—THREE M. EFBREHE MySQL 5.5




S Web BZH|HZE F6F

Command Line Clinet j5 ) MySQL #44T#H 0, WA AT ERE®, # A\ MySQL
AT R, B\ SQL #4 “show databases;” 7 HEANEIEE, wHE 6-11
BT 7% .

v dtn affiliates. A1]l rights reserved.

B 6-11 Bl
6.1.3 =% PHP

PHP Ji 5 SO AT A # 18 5 Hypertext Preprocessor RI45 5, ‘B4 HTML A fk{iE
B BITERS SN, 855 CIEEHRM, ¥ ZHuE. &3 PHP 12 BT
€001 4 A% ey k4 B 548 3] \software\php-5.2.17-Win32-VC6-x86.zip 14 44 7 L i J4]
M 3t http://www.php.net/downloads.php %#. % T# ) , ¥ HEMEZ CARE K, H#
¥ X4 Ry php, W 6-12 TR,
N R————.

P »  ER L =l ] 34 "~
3 TE Gz o dev
n = Foext
2, WEseUR - ; extras
¢ ¢, PEAR
g 3 % aspell-15.dll
- R %] fdfticdl
o BE : % gds32.dIl
o8| TR {2 go-pear.bat
o BF .| installtxt
%, libeay32.dil
% libmeryot.dll
v <
=
A N R O T A ST NS N N W LR B T NN

B 6-12 php LFHZF
@102 7 php X {4 3 Py 3% Z| php.ini-recommended X4, #3244, )5 E4 A php.ini.




@03 5 A {44 4% B AT FF php.ini X4, %3] extension dir="/", 7EX E#E PHP ¥
B2, wTFHF:

@004 7 php.ini X 44 45 &4, # 2|;extension=php_mysql.dll f;extension=php_mysqli.
dil, HRHAMES <> SEHBEHA MySQLY &, REREXH. wTFHz:

@05 7 Apache #1323 H F\Apache2.2\conf W1 | httpd.conf X 14, £ X A48 B
HATH.

@306 7 httpd.conf X RMFEMM THA, RELEENE, WANEAFEARLYWE
# ¢y PHP &, Apache fii&: -

@X07 P 3R B FBRIAR A B Apache &3k B KW htdocs /Y, # httpd.conf X P
£ 2| DocumentRoot, ¥ LB & X W3 BRALE, W THA:

€009 W 35 AR 3 TR indexhtml, 7 httpd.conf 3T W & & “<IfModule
dir_module>" , #fn Directorylndex index.php, f# index.php 44 ¥ LL1E X W
s B RE, WmTHR:




5Web [EFBMZE F6F

. Directorylndex index.html | i
</IfModule> : it

€710 7= PHP %% B F 4% 2| libmysql.dll X4, # 3 % %% C:\Windows\System32 .
EE, wRE 64 Windows #1F £ 4 F E 42 4 # 2] C:\Windows\SysWOW64.
@€ F# B 5 Apache R%.

6.14 RRPHP{ER

AT LLAE R SCAR SR 2840 'S PHP BA, £Fp% 164 PHP LM AMIETY L. &
Agieh, FATH AT % % 1) Eclipse for PHP Developers %i’s5 PHP B4, 7 28R iEFE B ATLL
ERAKTR, EHFHMBTHR.

R, RAVEEIE K PHP LF, &M E 8 7m0 %3/ PHP 4
KfF B

€001 APty A& B F3 5)\software\eclipse-php-helios-SR 1-win32.zip 304 ( 4 ¥ L
[7] P 3t http://www.eclipse.org/downloads/packages/eclipse-php-developers/heliossr1p
= http://downloads.zend.com/pdt/all-in-one/helios/ %, % T # ) , WHEME, A&

“eclipse.exe” BT,

@102 F 5 eclipse it E R %% PHP THEMHE K, HELEEMSHRE R,

@I03 7 eclipse #93E 2 #2 % 4% [File] - [New] — [PHP Project] 4| # —/ ¥ #9 PHP
I£.

@004 EIHRXEHEE%E [New] —~ [PHP File] 4TAFHE D, MIAXHE4L, B2
test.php S 14.

@205 % test.php F 4 N 1X & phpinfo();, XINMNEHRNEAREN T AT LEFE L%

% PHP X Bz &

<?php
phpinfo{);

2>

@506 7 T 1E X # 4 test.php X fF, £ X #£2%F[Run] - [Run As]- [PHP Web Pagel
ErRHMARE.

BLAE, 7EM 0TI B S B AN Y PHP B AR, WE 6-13 Prax. XA Hif
£ @ MySQL A NAS B, W R A%, 8] PHP 5§ MySQL A9 & HBL 7 ) B8, Xntis
AN IE H 8 MySQL ¥ F .



613 PHP WE{FR
AT R B SR FFTE 4L H 3 \chapter08_PHPTest.
6.1.5 iFik PHP %3

PHP R$SERNET, XWBREFKEEREAE, HEgriErEM TRAE/ERE
. Zend Studio Web Debugger /&—> PHP i {f, AR e kML PHP {0,

@001 A k4 B 548 3 \software\ZendDebugger-20110410-cygwin_nt-i386.zip 3 4
( 40 % L% |5 4k http://www.zend.com/en/products/studio/downloads % it & T

£), BERE.

€02 £ M0 B R T A readme.txt XAE EHRE. RATHEARLE S o PHP Ji
AR Y #AE B B9 X . 4 dummy.php 4 & 2] 35 R B .

@EX03 ## 5_2 x_comp XA dil, # ZendDebugger.dl % 3| PHP %% E %. B
—/AN5 2 x_nts_comp 3 3 & 4 #f non-tread safe fi 4 #y PHP,

@04 # PHP %% B FATFF php.ini X4 3 7 fm:

R

zend_extension_ts {57 ZendDebugger.dll S ) A7l fi7 & .
zend_debugger.allow_hosts $5 i % 4 ) TP,




€005 FH B 3h Apache R %
€006 iz 47 phpinfo(); EF M T, R EE Ry, WEETH P E A Debug 15 K.,
A 6-14 Fr .

6-14 fLIR Debug {5 &

£ T PHP AU, FFAER L HHR, F£IEH 2T PHP JHIA8% /5, fE3 F % [Run]
— [Debug) WiXIXB AR, 7F Console & MU &R RMACEMER, W 6-15 fim.




Unity 3D F4

. Problems | Z Tasks [ Console £ L Debug Output| L& Browser Output| %5 Debug|

<terminated> test [PHP Web Application] WM
Notice: /Web/PHPTest/test.php line 3 - Undefined variable:
Notice: /Web/PHPTest/test.php line 9 - Use of undefined constant b -~ assumed b’

B e6-15 HrfER
6.2 WWW EXRH

AR — N REHRE], A Unity FEFF R Web 9588 SIEHHE, Web IR % 28414
4B J5 7 Unity P87 P& [E] H038 -

6.2.1 HTTP il

Unity (] WWW 23+ HTTP Wl i) f64uThfiE, HTTP C(hypertext transport protocol )
PR BRSO AR MY, B T T EMEBIEEE RN, ERE S R/RA B, &5 bR
F AL ALFF HTTP. HTTP Hhil i — M EEG AR FER R HE — ik, 4R
5 2% Ab B 58 7% P i BV SR B T FFRE R, WA AR AR i) .

1§ /] HTTP thillfEssidi A £ M7, Unity 9 WWW E 275 H ) GET 1 POST J7
Ko GET R LK RIMHINAE URL &, POST 770N &l it FORM (R#.) MIEARA . GET
T & R e k4 1024 ANFA5, POST 38 b4 Bl . %24 M fE K POST Lk GET
FR Ve, BT LUESEFrE A op AT DASE £ 354 POST 7K.

T, AT —NME A UL S, ARG, 25 H T H GET #1 POST J
Ti) R 55 8 $ A B s .

@Yo # 7 Unity TH&, 4|2 A WebManager.cs, #5495 %458+t BRI,
& WebManager.cs § 7% v —/> m_info J&# # OnGUI & # & 7 Ul




5 Web BEBMTE  F6F

BATRER, 7EW P& MBI AN, FFE7R “Nothing” , I 6-16 . RATEAEH
Get Data #1 Post Data 3% 43 53l i GET Fi1 POST J5 5 [a] Web It %588 &L 5idE , R G IR & 281K
[FIEHE, 151645 m_info @1 BoR7EF & L.

B 6-16 B4
6.2.2 GETIigXk

BT RIAE GET 7 RS A RAHE, BF—MHPEN—%E, RSSEE
JERBE—ANFRF .

&30 & WebManager cs MZF A —A IGetData()EE’l ¥, TERBHHEERAR

IEnumeratez; i
IEnume;rator IGetData (}

FRBETE 1P Huhb /SR A ? FH B s, ﬁiﬁﬂ]?ﬁﬁ?’ﬁ’i’\ GET s, —A A username, 7
—/Mi& password, ‘EATTMIME S AL get F1 12345,

WWW SEFLETE G 81T, yield return www 232515 Web RS 2 RN .

R WWW SE6 () error JEHEAR A4S, Web ARSS 453R [B] 508 M & {7147 76 WWW SE6
text @S,




Unity 3D FHIHMFE

ﬂoz EOnGUI & ¥ A 4T IGetData & #:

Button (new Rect (10, 50,_150, 30), "Get Data"))

. artCoron _i;ze{;%at#;t:au-!—;,
QII0: # Tk, RATEAIZE—/ PHP BATE WWW 8 GET # k. ## PHP T#,
¥ Web R % 2R B X4\ & test.php, HFmMaE:

}marnmei_# f‘.S“GET['usert_aéme'].' and password is '.$ GET['password'];

X fE—B PHP 019, isset o 0FH b 2 A BIAH N[ GET R, fnSue®l 7, W4
echo pR¥UE HEE &, IR ILRE 3] Unity F2FF .

EPHP ¥, SREAFHELRR . HRA + .
7E Unity Fiz{TFEFF, #—F Get Data #4l, RESWEIREERPIGEHE, 45RnE

6-17 FroR:

username is gel and password is 12345

el Dala

B 6-17 R 45 280 (e it MO
6.2.3 POST ik
{1 POST #2232 ¥i## 77505 GET 2640, (AN LIOFIF BN byte %41,
@01 # WebManager.cs B 4% 5 i i — /> IPostData()@ #:

: IEnumaratcr IPostData(l



5 GET AR, FERESBENTFHSES, BWHRa? 849, B0EH&M 5 EEY
1B, BIERATK R R —/ byte $(Z . headers J&—4> Hashtable, T fif, fEXM, XH
BATHERARAE HTTP 3k,

€02 % OnGUI & ¥+ 7 K B 4T IPostData & #:




Unity 3D FRBHFE

fE Unity FIEITREFF, #%—F Post Data $&#l, /G SWEIIRFARIR I REE, 4R WA
6-18 Ffi7R.

Bl 6-18 W3 458 5] 0w

6.24 LEETHER
Unity #) WWW RMERE_E A& FEICATEANEGE, Tl B FEE R, AdEfsmidE
. B IR BT RO SR .

@01 7 WebManager.cs B A iF A Texture2D BHA TRAE R R

nloadTexture;

I fexturey S

€02 UM IRFFNEER—KER 5 m_uploadimage B A X B, BRI EEKE
F Etf 2| k428, AL TR E XM T m_downloadTexture,

€203 A WebManager.cs i &< & i fu — 4> IRequestPNG ()& ¥4




5Web [EBNZE B6R

EXBACHE ., FAT{#F EncodeToPNG pRE0H I Frt i byte $4H, f#H WWWForm
IR LA E Web lRE 2%, SZATARMEZ, X—E L& PNG BB F . BRIEE
AR 45 2% i ELEEIR (B 1 O SCA(E B, I FE 24 m_downloadTexture.

&304 75 OnGUI & 3 i pndn TR 45, Jﬂ%iTT%&ﬁ‘JE}#vﬁﬂﬁ Bk

e ( m dcwnlcadTexture'=null )
GUI DrawTextureinew

m_ do}'laadTexture he;qht), '

 if (GUI.Button{new Rect(10, 150, 150, 30), "Request I
Itart0¢:outinéjiﬂeqﬂ35tPNGLit;

E£05 fré‘fi PHP XT‘F

<°php 7 2 S :
‘f ( isaet(s GET[ username'}}'&& zssetis GET{ password )

POST(*username’]) o6 isset(S P
S cchc 'username is ‘.$ POST 'username'] ' and passwo
else if 1 :I.sut.{$ E‘!LES{ picture J}} '

else 1£ ( isset§$

BATE Unity b B R—5KE ), BTUAIRAIMEHS_FILES kBB, X&—4 PHP
e, HA'tmp_name' BARIEIGIN SCEFHO0E S, BATVT R B XML B RAE . BE
{iiH file_get_contents ¥ 3455 b SCA K [F] 45 Unity F2F7.

7E Unity HFIEITFEF, #% —F Request Image %41, SR 45 a%1& 1] (¥ B K B 7E
b, &RW0AE 6-19 Fis.

Bl 6-19 o3Ik 45253 5] Ay




625 THEEXH

i/ WWW Thg, BxTHEW TEE ), ERETHEAY, HESTRENEM, Tok—
A )R -

E€EX0) AFEHRE FTHE —ANFFXMH, i XHH 4 FR7 music.wav,
@002 7= WebManager.cs i 4<% 3 fin— A m_downloadClip J&# Fo DownloadSound() &
.

@03 7 Start & $ #.4T DownloadSound() i 34 :

@04 4 LB RAF In—/ Audio Source 24, BATEF, TEEREEE, WeT
B|EHHEE.

AT R SR AEAE 4% H 3 chapter06_WebTest, H th i fu35—4™ test.php F1H T IR
f) music.wav 3, HEHEREDMNEOBRERET.

6.3 HEXLHER
RILRTERRG), RATEL THRWITS Web RS BAT, HBR, SRR,




TR ARTUOEAR, 0 int, float. string %, EATABARAEA AT, B FRBATHI
FY ) A 00T 2 B A 4 o R R AT X L B

6.3.1 CHIRAHIEIETR

BATEGI#—A CHRAMBIRIRA, B EEIhAE K & P A F2E BN —
TR FRF R h, BORE AAR 55 A8 15E [5 A6 7 5 B AL AR A RSO 2 B B0 X R B R R B B
W, bt 32 A7) int B A 4 ASFY, FEEERY short 2 AT, BT



XANA B — 04 A R 2K Y (9 Hd % POST #4302 m_content 45 83 f1 2 4245
HHH m_field 1. m_content P [¥IEHE 2 S BRI F B, m field P HEHRH T MDS5 ¥
B4




5 Web REZNZE 6 ¥

m content += ("&" + head + "=" 4 content);
}

/1 R MDS R REITRT A
public void EndWrite()
{
SAf {m_sum)
o
string hasstring = "";
for (int i = 0; i < MAX POST; i++)
hasstring += m_field[i, CONTENT];

. basstring += m secretKey; .
 m_content += "gkey=" + Md5Sum(hasstring);

m_bytes = UTF8Encoding.UTF8.GetBytes(m content);
}

R4 MR 25 3R [ ) B o AN 55 383 ] ) O 2 — > R A T RO AT
FOREX A B AT O MR 8GR, XA SRR B B 2 /92 BitConverter pR&Y, &R LUK HIRY
IR BT Q00 B Bl ARAS IR

/1 IR [EL iy wew R R
public bool BeginRead( WWW www, bool issum )
ko -

m_bytes = www.bytes;

m content = www.text; .

m_sum = issum;

/1 R

if (m bytes == null)

{
m_ errorRead = true;
return false;

£/ GERHT 2 AN, AR R
short lenght = 0;

- this.ReadShort (ref lenght);

- if (lenght != m bytes.Length)
( 2
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6.3.3 ik

i, BRATTUNR—FRrmeRmE, B%7E Unity PEIE 4 WWW 2§, 751 ki%
int, float. short 1 string KA BIEE RS, RIS BKEE PR IX L HHRREIZ Unity, F
M2 CHRg:
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AP

fE Unity PIZITEEFF, Unity Se ¥R RIES R85, A5 MRS 4820R BX L4, Unity
BB R e T EN SR, W 6-20 Frar.

 6-20 W FI A 552k 516 B

A BB TRE SO R AF7E 64 Bl 3K chapter06_Stream, JLHif & %S Niff) PHP SC4, &
BERBEEMERERXT.

6.4 SHHITE

AN LR G B AR T T RN A e — 7 BT - JRATTAT LATE Unity 4 [ iR 55 48 &
BRI ARG, HFEANEARRE, tal LU SR 2 rh A - AT B 0 T2 30 ) Unity o,

6.4.1 GIEBEEE

B, BRATEE MySQL BB FEh & — MR BERE, FRRERP 4MES,
MySQL #tf MySQL Workbench T H HU 7 JLAN BB AT 58 i 4> T4 .

€0 #E ¥ LE T MySQL, 2 3 MySQL Workbench, &2 —A EH 1k R o9 %
BT A%,

€I02 X ¥ #%H [Create New EER Model]l 2l — M HOHWEEHE . REE
Physical Schemata # 7 X &, 42 — /N7 80 348 % H & 4 A myscoresdb, 4 B
7 6-21 FF 7R,

@XX03 %33 [Add Table) £ 2 — M 4E % 3 & 4 A Hiscores, #tv 3 £ ¥4, 252 id,
name £ score, H 7 id & £ 4%, name o score X7 F 4 ¥, wHE 6-22
.

€004 A ¥ %4 [Database] — [Forward Engineer] T/ #7800,




Unity 3D FHHEF R

SETE, Seraa

Views (0 temne)
o B Name: |MyScoresDB B!
I " SPp— — -y
Collation: | Server Default v

P 6-21 il v 405 i e

| Column Name Datatype ZF Al Defaul
| #1d INT O™
| 2 name VARCHAR(45) 0 o
7 iscare JINT 0 1 ¢
50

Bl 6-22 Al & HE R

@05 )\ MySQL A& 1P st A/l UK 5, R AAM, NRHELERT, &
FEREWMAN MySQL ¥ERAEE, TR N ORI ZNEEELRIANKEN
MySQL ¥+,

@006 4 TRIEREA\ EEH, X P42 %H [Database] » [Query Databasel , )5
W\ SQL &4, #% Cul+EEHITIEH, 2FBMELGHA, wHE6-23 fiF.

-use myscoresdb; S
_ describe hiscores; .

' Feld  Type Nl  Key  Defat  Edra
R

name  varchar(d5) YES i

scoe (1) YES ey

B 6-23 BrREHEEANE
6.4.2 fiE PHP BIZ&

BATTHEQIR 2 4> PHP A, —AMRIR AL B2 %, H—NHRTERIBOREH




#] username #1 score
, KA T:

AR ERMELEHEAKRE Unity
EARBEBENREEF

?

% J5 A SQL

UploadScore.php i 4
ARG T BEE

tyo

Bl
HE

%45 Uni

Jak
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@EX02 43 DownloadScores.php B, R ATH A8 & Z R0 $R i #y 20 MLX,
REE-NEFREATHA P £ RS REL Unity, REWT:
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Swebstream->WriteString($data[$il[l]);

//echo $data[$i}[0];
//echo $data[$i]1[1];

Fwebstream->EndWrite();
mysqli free result (Sresult);

/1 KRB
mysqli close ($myData);

/1 RiE
echo $webstream->bytes;

>

643 LEETHRSE
7E Unity 1, FRATKAEIE R M UL SCEUEAhfiE, — MR 08 b, 54
72 T AR HEA T 20 (I P 21843, 2 br b 3RATT 8 T Unity 1) WWW I & 18 F AH N A9 PHP
RA S AR E A 28, FF R E] Unity .
@EX01 7 k4% B 54T HF Chapter06_HighScore Start T#, #ix/ Unity TR+, L4844
7 —RMEe Ul R4, BF L%, TRAOZA—PHTH UL, wE 6-24

P 7R,

B 6-24 L& FEEHM—4 0 BEETH R Ul
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£ { count>0 )

m hiscores=new string{count];

/1 EBHPEAR P BRE

for-(int 1 =0: 1< counﬁ; > G e {
string tname = "%; '
string tscore = "";
poststream.ReadString(ref tname);
poststream,ReadString(ref tscore);

m-hiscores[i] = tname + ":i" + tscore;
i :
bool ok=poststream.EndRead();
if (lok)

Debug, LogError ("MD5 error");

}
€@EI05 7 1% 2 #4541 F 4T DownloadScores & ¥4 :

I TR

if (GUI.Button(m downLoadBut, "TF#"))
StartCoroutine (DownloadScores (m name, m_score)):

}

IBITREFF, MIAF PR E, R5 1% EALLELRI D P 2 R S L AR BIRAEE, T
Bk, BPADRE M EEEA AT 20 BYICR TR TR BonEHTE S, W 6-25 k.
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B PERLRY SO A
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AFEH T WTIZ A Unity 19 WWW Zhig 55T HTTP Ppilt i Web flR5528 47015, F
BE, BESORMMNSE, BREGFSERATRT — 08T .

] WWW Zhfg, ATUAERIE M SE L — SR A 4R DhE, {ELTCIERTE 1A 5 I 4 R 1) Y
HTAE. ETF—F, RAIVEGVEM /AT EF Net ) Socket L5 FR %28 ETF TCP thil iy
1E .
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H7E BFTCPIP LK B XX B

A A 44 FL NET 324519 Socket DhRESCHIE T TCPAP Hhil MR IN, FEsem—4
IRFEFSEH] . BATEALE Unity AERIIARERFRE P mifs, SREE Visual Studio JF R
N 5E AR 1 AR 45 2% i o

7.1 TCP/IP F A&t

TE4 6 8, AN T WA {F A Unity () WWW Tt 531 HTTP Hpill i) Web 45 2%
ITREE N, XFERARESLH, HTUATHETERERE, ESAN0BRME, EXEH
B SEI A B 4 7 K

TCP/IP & Transmission Control Protocol/Internet Protocol FI4E S, ot B % 447 i/ DR 4 Y
s, X4 RSP, R EFREHAEANE I, & ZMERERM. A3 EhR
FKid, EHUMNZRAR: MEEDRE. MEE. FRE. NAE.

AR EEAE TCP/IP, TCP f37 B W& A5, WRA il Bl & 5 S EREA, PRIER
T A Sk H o, 1P BLRSRFEs MBies & 6 v H S L L.

AFRATHAEH NET $24E(6) Socket ThfELHET TCPAP Pl HIMLEThAE, FEM—1
WARFER, R TR, TESHERE P WA RS S, EEARELLT LA
He, wnE 7-1 fras.
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B RARIE T ARV ENL LR, IXH S BATREAE Unity ASER, ERIESE R
¥ A A ERG R, M RIhERBIRGR)E, © W LIEUIR 5548 AR MO BRI, ] PAT iR
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IRg S LA AT IR AL L AR Y, SRS R IADTR B % PR IR, — B
BALER, EALEIR PR R OBEER, BT LR — N E P R R R SRR . %
/RR S a8 AR R, AT B 2 8] A TR T TR 20 R 45 28 i «

P U MR 5 2% 0 2 (Rl A AR, WEREUR BB — AN R R, 25 6 ERA TR ML
RN, A RRR R HER B BELEN LR A

2% U B 5 AR B R B RR A BR ,  BOE E  a B — N SR
o AN —ANF, RIEE —E TR ISR AR PLAL T AF b B, AR A (R B T
TR BCH A HE 5 R

7.2 FSS|¥

BRI D £ 2%/ o A0 R 95 2% 3 = BT 66 (4R 2 Th R R ILTE M, BT LARRATT AT BASe e —ANE HI G
WE51%, SCHLRFERIIMZINGE, REFRIXAN51 %50 H4E FHBIR 2 P oA iR % 280 b .

7.21 HiER

@01 2 % Visual Studio, ¥ # —/ C##y Class Library TH, 3 E&R 14 A 12 NET
Framework2.0, B2 Unity ¥ ff 4~ Z 58 R A NET Zh ik, @ 7-2 B 7w,

B i i Templates: NET Framevork 20 v/ BTG |
i [ . Visual C® A Il Visual Studio installed templates &
Windows e @W'nduws Forms Application
Web = ibrary
osm" Device gusp NET w.b Application
A = || 8, ASP.NET Web Service Application
Database "
: ¥ Console Application
Reporting
WCE @ windows Forms Control Library

Workflow || My Templates

a Qﬁ\er Lnnguagec v l 35;lrd| Orlllne Tmplm

E7-2 BT

@02 4 # NetBitStream.cs, XM ER BN T EQEFR RS, —H2 R4 int. short.
float. string & F A F XA 44 byte # 4, % —Ho R M byte AP HEHA
¥ 3 A M N MR AT R

byte B[k 4 M7 HE B A int (€, BEENNFEREL 4 MF0E byte B
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KRE, XA, byte B 5 F5E 6 4 FA5[E 2 FF X — ushort f, 1F41HEMFRIA
B, BATHRIEIX AR RF A B B A RIFR A & o
TELBRAERH, AT ER NetBitStream XA ERIXHIBIE L HE AE—A byte %
Arh, RIGHIRIE. 75 ImaH L HI byte HAMk 4 D795, XFERMALET byte 241
MK, REEBCHRITFT, FHFREEN byte $48 i 004 HolE — N AMERHTIE R .
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@05 Ty A E A H byte 34, 75 B RATHAEA struct RAFHE, ¥ struct
X & # 4 byte #4, #RJE BT LLE B struct 2041 & % byte 2 4.

€306 THMERYIARKBEKATEREK., EHRTE “Write” BEE, —2E
4T EncodeHeader #1F, HARKEANL 4 ATH. ShaBHEREL 4 TS
89 ¥ 4E 5, #4T DecodeHeader ¥Rk H k.
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725 ERiK

THEEIRET TCP/IP thill % /3, CHAESMS B 1P #ihbFsk D&,
TEER IR E FERMEF NI, —REBUARFIBEREEER, 57— MR AR
& 5545 .

WU FIBR#KE A7\ NetBitsStream X%/ byte 34 ep . EMCEIR M, S0 0W5,
B P EMEER kL, AR NetBitsStream X% byte A+ ()3 4 NFHT, TEFIRMAK, B
BN P RO 1

@001 47 NetTCPClient.cs, ¥ 2 U E 9B M foth i & ¥,
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IR AR 45 48 5 01 R & P A R % A %&ﬁﬁ%ﬁﬁ&ﬂﬁﬁﬂ?%é“#, A
(R ) R A 55 A8 3 G BE AL A — 4> Socket SMNTIK BIZARE I H0IES, — B RAER, BT
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1 Visual Studio H'4i ¥ T, 752487 T bin H FE A2 HBL— UnityNetwork.dll 3244,
BATHHEE A BN P S 25 B30 A

7.3 BXEFE

WK 2 P 9 7 Unity 158, 78 Unity sPA PR XAE R AT SRR 4% 5 1 86, —Fh 5
¥ LK UnityNetwork.dll 8 %] Unity T Assets H RN REMH T, S—fiARE#E




R BRI AFE SO S HIF] Unity TREWN, (BFFEKF namespace £, A HrlRAE—F77 .

€01 HE—A Unity T4,

@002 ¥ 37 4 2 69 UnityNetwork.dll £ #1243 TR K.

€03 4|2 WA ChatManager.cs, ChatManager % 2k & & NetworkManager, & & i34
#—/ NetTCPClient 3%, RIIMEACEREFBAE THEEFRLKE, BN
— VIR ENENFES| ERLTRT, XEREEENEA, REEFHE, 4
RERHRETH Update B, BA-—MEFRERKFERID T HHKE. F
R, R RBEREGHE BT RTBEE Y EELE, LEERERLHL.
% 3 W %| Messageldentifiers.ID.ID_CHAT # EA7 R4 B, KRR T RE RFB
BIPEME, ERYUEMEME P RE M. '







€004 RIAMA ChatClientes, ¥R LR+ HWRE. R —AFEH Unity
BA, cAE-IMHENRNE UL ATRANAER, BAE—MEEREH
REX:
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BATHE, BER—SWRK UL FOAIRITERA G RS a3, BT bAS W B B iR 4%
MAWBHE, WE 7-3 Fian.

& 7-3 : Eﬁl}iﬁff‘%é’?ﬁﬁ
7.4 BIFRHR %R

FIT IR 89 AR 4525 ks 7E Visual Studio P EIEE, ‘B —MEHGREF, AHERITERE
¥, ZEAHET, AT EE .

1 7E 3 8 R # #9 UnityNetwork TR Fm— g6 & T8&, 44 4 ChatServer, &
’ 7-4 B R,

!'Qj!‘cl types: Templatas

3

&
Visual & ; Visual Studio instaled !emplates W
Windows : B Windows Forms Application g
Web H :

| Class Libra 5

Smart Device | @ il S :
Office :i
Database i i

H :
Reporting | %
WCF 2 ,E\Mndmus Forms Control Library ;ﬁ
Workflow I My Templatas —omemmememmnas :g
Other Languages it #isearch Online Templates...
Other Project Types i &
il g

i £

] L

&

BN B

s

N

E 74 EshnEEdlG TR




T TCPIP MR RS BT ¥

@302 7 ChatServer TA2 F ¥ A4, 7% K6t X % b 63 [Add Referencel , #
J& % 4% W % 5| % Hy UnityNetwork.dll, #wH& 7-5 fi 7%.

C\‘
g
B
g
i
A
a‘ !
N
G EENE UnityNetworkedl I g
| REBMEM:  Component Fles ("dil"tbrolbr coc exermanitest)
.
I T A O A S et

Bl 7-5 @ndi
a0y EWAMF BwmE, RAA AT — A" ChatServer 9 %, T 4 K H

NetworkManager, ‘& # W #5403 — /> NetTCPServer % B T8 W3 il & ¥
#, SEPmRNMIERN. BI1EF T NetworkManager # Update & %, H & —
M T WRBPETE, ABERH SRS LIERT o 3KdE.
2432 E| Messageldentifiers.ID.NEW INCOMING CONNECTION i B, #R@e T —
NFR FIRER, RATE XA EEBANT] 4 ArrayList 5%

242 ID.CONNECTION_LOST i 8IN, FaR% i r TR, A58 H N
ArrayList 713 B .

2 B Messageldentifiers.ID.ID_CHAT i 8\, Rl s T & P mmiRs 8, &I
HE R T il o

SER MR AR 5 AR 1 F










IBATHRS i, MG RS ZAE P, TEF 55 Z A R AT EATIR . % P S UK H
Rl BE PR RS AR E 5, ﬂﬂﬁ%ﬁﬂﬁﬁ%f&ﬁ!m%)ﬁﬁ, B AN P b
TR —AMFRIRTEHE 247

7.5 WERSHEE

{5 FH BT Q2 1) NetBitStream W R B 5 a5, JLIBCRI % & ZAR FE B — 30, B T $E%
R, WA EAER G5, MES T RRAN, RMEEL R A5E, EELOY
0 W ST AR, WRA S SRR EL.

FATH AT B 5 —Fb o7 2R B, SR struct 51T byte B4, 1F4b AR
RS OB 1 RO, % S 0 IR 4% S 5L o P FRDRE A1 struct 5 SCHCHE,  HH 0 e B £ T
KRR E .

{#F struct PR BRI A, 2R string BRAAIETR, DAL IR string 50K
AR, XA AR IR, A struct R 24 H AL BT 5 -

TFHTHRA TR AR — AN K struct B4 byte B4l, T LUK byte $4154 (A struct,

@001 B 3 W% 5| %k DLL TH# 4, 4|2 NetStructManager.cs, E R AH A HEH, — /4
JAf struct $0 byte #0401, % —MEH byte $4HH struct. H struct # 4 byte
4 T % # Fl Marshal 4§ struct 5 N\ A7 B ¥ 3L 5 %] 4 byte 4.




EF TCP/IP il BRG] %7 %

namespace UnityNethxk
{

public class NetstructManager
{

/ / ik, Mstruct Hﬁ%ﬂ’f'ﬁﬁ#ﬂéﬂ-’*’i‘ int 8, m #ﬁﬁiﬁﬁ

: _puhlic ccns_{_“t Header31ze =4y

L %‘ﬁﬁﬂiﬁﬁh byte il
public static byte[] getBytes(ob;ect structObj)
1/ &ﬁ%ﬁﬁi;ﬁ:d\

int size = Marshal.SizeOf (structObj);

/1 BREFE IR R
byte[] hytes = new byte[size},

124 ﬁ%‘-ﬁ#ﬁﬁﬂﬁ#ﬁfﬂ

Marshal StructuxeToPtr(structobj, pLL; true),.._=£

‘fﬁﬁﬁﬁﬁﬁﬂwﬁﬁﬁ¢w
Marshal.Copy(ptr, bytes, 0, size);

/1 #ﬁﬁi#
Harshal FreeHGlobal(ptr),

//ﬁﬂ&ﬁkﬂﬁ**
EncoderHeader (ref bytes);

return bytes;

/1 ¥fbyte &ﬁﬂ?ﬁ%ﬁf*
public static obJect fromBytes(byte[} bytes, System Type type)
{ g .
1 %wmxdx
int size = Marshal.SizeOf (type):
if (size > bytes.Length)
/1ERZE
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typeof (NetStructManager, TestStruct)); o
) G struct HRMNE, EEARRTERG %

XA RPIE, BATTHEE struct #54 byte BATE ML 464, PR b, FRAILAT LK struct
FAER—FhEAALA, 5 int, float. string —FE, FURVENEHEHEHH—H .

AT [ B ) TR AR AR 6L H 3t chapter07_Chat 4, 7 UnityClient P4 & Unity T#2,
UnityNetwork P& Visual Studio T#2, %% DLL FIHI K iR45-2% TF2.

TEA P HCAL H 3% builds\chat FEEEE T U224 PR 58 MU Unity 2 7 s fAR S5 #% 3, ATLAEL
B rER, BREMMEWE 7-6 Frox.

= chapter(7_Chat <, 4

B 7-6 %F?ﬁmﬂﬁ%%ﬁﬁﬁ
7.6 Protobuf &4y

BB G A TT AR B AL S I AR, (BTAD R — AN RIBRT R, B
ERELEMA TR R RNBANKE. AERFRBIINA—-IE=THITHR, Google A
HE H1 1 Protobuf, T (K146 5 2 H T 5 —0l iRl SR G 1R P ch vl B B 3 P304 4 byte
A, LUk byte BAF A FEMHNAE, ZHEMES, REELRRREM.

FEBRATE AN H—F Protobuf 4%} Unity 34N, XA TR TR W SR CHE AP
&, HEHUEHFIN, AR RES K Protobuf il 5 4 ¥ ] & .

€201 Google & 77 1y Protobuf # Bt 1 X # CHER, HEAMRZ FFX#E A Protobuf &
T % C# (NET) ##E4, 47/ WAL http://code.google.com/p/protobuf-net/, iX
& NET At £,

€002 T # protobuf-net r622.zip ( &4 KX 4 B 5 Software W& T X MNELR ) , #

HME, REHEA2 Fullunity WEHTA XL S Unity TREXA, XEH




BT TCPAP il UKL F B 7 ¥

& %] 5| Plugins B FA.
€103 # A EEXKAEE B AWMU, AH ¥ X444 A chatapp.proto, R E X
it

W ._pac,:k_aj_ge ChatAPP;

required string name = 1_7. ;' i
required string chat = 2
7 optlonal string email = 3;

~message Chat {
repeated User user = 1:
. :

X HLRATA] LAKS package B2 & Fri, message F1E & class BY struct, ‘& 145 3 Mk i
M4, BIRAER E-mail.

PRIATT required F7RIXENAZI I EHE, optional F7RIX A& ATIEM] .

7t Chat tf, HAT—AN 2 User, BRI — 5 IHST repeated, #75—~ Chat aJ L
#HH £ User.

@37004 7 protobuf-net 1622 & 4540 B — A4 H ProtoGen &) X3, # chatapp.proto &
il B AN XK

@EX05 # Windows FF#6 ¥ #MN\ CMD, iTH#&EH 6 H 0, ¥ #ZLE 2| ProtoGen, A
EMNTEB B A, % X chatapp.cs, XA XHE & 2 & F mfo R4 2%,

protogen -i:chatapp.proto -o:chatapp.cs
€EI06 7 CH#P F 54k User B9 4 sk T

 ChatAPP.User user = new ChatAPP.User();
. user.name = "HpEHv;
jhser.chat‘: = "hello.ig'aaﬂ'd“} o

“‘System IO MemoryStream stream = new System IO MemoryStream()
: PmtoBuf Serializer. Serlallze< ChatAPP.User >(stream, user}, i
Bytel] bs= stream.ToArray();

@07 \—/ byte F 4 F AT User h ikt T
// bs A byte ¥4, TILRWINEERIIE+ MBI

System.IO.MemoryStream stream = new System.IO.MemoryStream(bs);
ChatAPP.User user= ProtoBuf.Serializer.Deserialize< ChatAPP.User >(stream);




Unity 30 FHBRFR R

X008 repeated X B M MAE B K, T CHP LR —MHAL:

Protobuf & T AT AN H BIME%H, el AN H BISCF6E+, ERITIRERA, RMZIFR
A 2E, R,

INGG

A EREGET TCPIP i I THRETT R T — MR SER], X MEBRS, 4T me
BRI FRR OBIRT N byte 541, M byte HAFILE. AT, HANA T QRFHE
. WORBERM ML, RN B Unity .

FESEBRN A, BATRATRERA CHak Java FEEHE MG B, XEARMAE Unity
FAER CHTERZE P omt MR ThReE, HE% P i 5 iR 5525 v K A RURE RO R P, RS (EAIAR
FESHAEE. |




#8E M Unity 6 B M o1 i

AT EBENPWFTH R Unity Web Player 1 Flash # X M TTH . WL AFHAE, #
Aefit 5E AL Streaming THHEM Unity M G03FRK, SM T LR js AT S), ¥ Unity HAR KA
Flash "/, 24 Unity 6% Flash fiff%% .

8.1 MTTHXEE I

B MG R E, HoRBE iR A LI EBEETEMTT L. 4/ Unity, a7 LR R A
HE T Unity MR , RATLAKR A A Flash #38, LieMbFhkgal, #BnLLETT4EJLTF
Fr A I A8 A .

Unity Web Player /& Unity J3% % F #  TU k& =X, A i P 2 %236 Unity € 9™
TR A RRB TR, Unity B RAMER ER, CLa&@d | LA %% T Unity Web
Player f#@{¥ .

Flash #% 3% (KR 0 AR R B AT A TR, 2R ILFHARRE L#%3H Flash i
4. Flash Jfx%i8 % 2 ifid Flash 5% Flash Builder k7T % . {#H] Unity, FA1tATLAJF%& Flash
WEAR, ¥4 3D PR KAk Flash 430, IXFWRAE 7T LATE R 5T _ESZZ4K58 2 Unity TFR AW AR,
1T AN 1 P e BB A R A A

8.2 Unity Web 3%

BAVE AR —FR K EH iR, B H KA AN Unity Web Player #&30, i 1%
Kongregate Pt Fiz#f, [Alif<4m Kongregate B & 2 EAT RS0 6E, LA B9 H P HEB 20 3.

8.2.1 Streaming Xx¥

X&KL A AR LR A RETT R AR, 1 P L R AT
SR P M _EFTIF#RR, SChr At R 7E T R RR, IXARMBT IT P S B L i B A0S
T, AP ALFEANFR TR, MR T E Mo Bal FFahH R, FRINERRPXET
B

KR4y Unity Wi RE R 1R 2 AN K KA K, EMITHR, BATATLLER A — AT
— AR FEIAITFERF R WR—AHARE 10 MRFAR, FNAXFFHH IMB, BREANF
#A 10MB, {HA /- RTE T IMB 226 K R o] EUFGRER T

B —FHRREREHR T, —HA 2P0 RE, —PMHTERRE, 55— MREERERN




Kk FEMTRE, BAPREEAMERF, RIGHEHERERFIRAFRKF, BRI
VR4 PO %R R R AN T » AR R A ERIE T — AR R DA e 2T 8A REFF AL
XF.

€501 744 B FATH chapter02_ShootingGame T#2, X 2 A +H % = & % Rt A% 4t &
WRIR.
) fE X ¥4 [File] ~ [Build Settings) 477 Build Settings & 1, ## [Web
~ Player] , #4/5 %% [Switch Platform] 4 % 3] T/2 4§ Web Player T72.
@LI03 {7 TitleScreen.cs B A&, #% H(K:




m_loadingFlag J& ¥ FH AR UUR B FF MM T —2%, Hadi PRI AR, XAPRIR
WA true.

GetStreamProgressForLevel BREUFHRIKM G FRTTHE, 0 DM, 1| R TEE
J, EIX B IRAVIGHATIE P14 m_loadProgress J& .

CanStreamedLevelBeLoaded &% H R W R T o] LT HF F— A6+, MiR[EHEN true B,
RAKFETFRER, XNAATLUITH F—PXF.

FEFECRMFEN, b THERFHEE FRNERER, RAE OnGUI 1 T —BXF,
Fon FERSERELE], wWE 8-1 Fin.




Unity 3D FHLFM I %

B8l Bk TR

@304 377 Build Settings % &, %% Streamed, W& A TUOB T .
MOS # Resolution and Presentation 4"&&@3 )ﬁ\%ﬁﬁ = E@:*:fl\ fo i 8-2 BT 7R,

s.tungs fervuh Playar s
| Resoluti t_nd Pres
i Resolution :
| Default Screen Width*
| Default Screen Height* (800
Run In Background®

| WebPlayer Template

| * shared S b Wk Sl
& 82 wE O A
@37506 7= Other Settings F 4§ First Streamed Level 1&1 40, w83 .

Other settings R
l‘llmderlne
‘Rendering Path*
Color Space®

Use Direct3D 11*
“Static Batching:
Dynamic Batching

| Streaming : :
| First Streamed Level

i.€onﬂgurlﬂsn . e
Scuphng D:ﬁnq Svmbols
£ :

Qyﬁmlzl_ﬂnn B
.Apl Compatibility Level g!m
Omsmme Mesh Data* -y

FE 83 Bor FEseR b




M Unity SUEETMK. B8 ¥

8.2.2 %% Kongregate

& i Unity Web Player [ U1 jiff A& [ 5 th i& 42 %2 ik T 4% 7 3% £ £% 3] Kongregate
( http://www kongregate.com/) b b, HEH A Unity W TTHAREE TEX, AH4 Eim A
S #8434 Unity Web Player #fifF, £ FORBATMA — F W DR & A £ Kongregate .

$.401 7t Kongregate M35 F % #iFM— MK S, REER T E&#F [GAMES] , i
# [UPLOAD A GAME] , #w & 8-4 fif 7=,

GAMES ACHIEVEMENTS COMMUNITY

el 8-4  JEHE EALURR
€02 AETXRH A EATHERLHRMBXEER, RE%EHF [Continuel] . wE 8-5 ff
7.

Upload your game to share with the worldl
STEP: ! Game Lofo

Use Up\Downi\Left \Rught Arvow control the N
sk, Rt mouse 1o fire v
Category | Shoote v

Collsborators
APT Caliback
LIS

& 8-5 iikfs R




Unity 3D FHLIFRTF &

€EX03 %8 (K], XBFE AW unity3d X, RERERRFONRT, #L
t—% 250 x200 R X WK R EIE, wHE 86T,

Upload Your Own Game » SPACE WAR 2013
STER: ¥ 3 upiced :

Modify Preview Version
F aveensunity 7 ihraeme

Cuvrent Fils

Game File 10008\t st amaemahs wALM B
T
20ty st sotwwd
2

Wtk w0 e
Height 500 o

j;‘:lum—h#m_'vﬂlm
' PR > Y =
Acustaeme . I o Ay g
Mt 230 & 200
O e

B 8-6 _Likifak
€304 1 Statistics API # #£4F [Add a statistic] FAv4iit4s &. #& Statistic name F 3 N\
Gits R4 %K, BNEHFLAE Unity F, 5RERLS XK. HATXREN
Max Type, &M AH 2> HAERM{L. %+ [Display in leaderboards] 2 % 7=
HATH, B)5k#E [Savel 7, WwE 87 Fiw.

Statistics for SPACE WAR 2013

F8-7 WELHER



A Unity IR RS ¥

€EI05 # Tags 7% [Add a tag]l TUABRFMESL SHERM AN AT, TR
REHEo EA R .

€EJ0s H 5 ## T E & T8 [Upload) L1k 4.

€07 YR LETRELAHANTRAE, RONTUARERRKIT—THK, wHE 88
i, wREGHEZLAFEM, %% [publish] LAWK, FN&H Ledit] 4
SR ATE A 1E B, 2%&#H [Upload a New version] b —/NFThRA.

P 8-8 1 Kongregate (1 /% 7T _I- T i 2k

8.23 5S5WMIEE

Kongregate P35 ¥ — MR ] U —PNIOR R E — &8, RE i3 2 3
FiHE4 . AUTHIER A 17E Statistics AP P EL W E T — /N o H TR, 8 T RBAVEEIAR
B INACHSAE Unity ™ 03 %% 55 Kongregate U |- f¥) javascript B A {5, 4403

@201 %2 Kongregate.cs i 4<:

using UnityEngine; _
using System.Collections;

;public c_lass_Kongrega_te s Mop-pBehaviour
- : ;

static bool m isinit = false;

11 Wi =
public static void Init{()

{
#1f UNITY WEBPLAYER

if (m_isinit)




m_isinit J& L HI K #7IR Kongregate APl 275 B2 401441k, Kongregate ¥IEALALHS H AEHE
AT, BRS BB IR,

Init B ¥ K 41454k Kongregate [¥] API, Ht javaCode 44 53 5212 4746 M 71t 1 javascript
855, FAK3KE Kongregate (] API, 4/14# F| Unity ff] Application.ExternalEval $i47iX Bt/8H2,
O SR 576 I T FEIX B javascript RRED5E 4 —FE. ;

Application.ExternalCall 2 % — % i H M iU A K, 3L kongregate stats.submit £
Kongregate API FIER %, Ak B4 4. EXIBAITLMEAFTANSH, —MEGEHHE RN
28 B ARENHE.

UNITY_WEBPLAYER & Unity TR BUACERARIRAT, HIMT 2407 (KIFA 2 752 Unity Web




_ RUniy SRR B8R

Player fit4:, X B {CAEHs 224 Unity B GRAE -
@302 477 TitleScreen.cs i 4, 7 Start & ?.& % %] 464, Kongregate API.

H

£2.403 1T F Player.cs B&, #An—/> OnDisable & ¥k, ‘&7 Player xf R4 %Kit g 3
V. BAEXNBE P L& Lk i &5

€004 T Build I LAWK, BT KR, £ EEEFERFNT, wREHBR,
MEFLEETN, AHERE D FiL4EFHE—/ HIGH SCORES #47#.

8.2.4 FEMTI LiZRMA

P T RRANSZ FF— AR VO $84E, st R UL IARE A & X —AN AR e AL B A7 i
DUHARAIC T, U AE Unity $R4E T — AN PlayerPrefs (#9286, FISRARAFHTARAOTHBIT, € M UL
XA AR AT BARROR A P TR ARE 3, BT RHAEANAN IR P 1k A 00 T R, O SR RN
J{E IMB EAW .

£.001 1T TitleScreen.cs, 7& Start & 3 5 7 A PlayerPrefs.GetInt o X #£8 & & 44910

@02 117 Player.cs, 7t OnDisable & #k # 7w PlayerPrefs.Setint & #1775 % 3 44 & &
&R 3k:

PlayerPrefs.SetInt("space war score®, GameManager.m hiscore); .




m E ¥ build 3 PR, BA-RERFRFAT,. 2LAL—RiERRAEHR
BAURE T T k.

8.2.5 BENMIIRIR

FRIAK) Unity W BTHFRR, 97 A% 0 R BoRfE— N AR L, SEFR b, Unity 424 T
3 MAREM TR, 2H2A. BERA— ARG RAR AR, HTeW—F#dE
Ff R, ESCRRER R, FALE R BB REIAR M IURIE, W& 8-9 fi.

89 il iR BUARAR

RATAT LU B X R TR, IR T B A MR, SRR P 5 K G A %
HWELEEUMITT. THE—MpF:

€01 %R ITRE F Assets X% T# —4N4% 4 WebPlayerTemplates B {4 3 , i A
LREREN, FHBH.

@502 % WebPlayerTemplates X 4% THE B A —MEE L Hh XEk, thinw
MyWebGame, XX RR—PER, UL 4 RDZERNEH, X
PrE W RRER T LT ®ENEM LA .

@03 {# Al #w Dreamweaver 2 3 1 # {F4] 2 — A index.html X4 B THB XX A, &%

A B .html X+ E 4,4 head F7 body B4
m 7& head % ¥ friE B Unity %W:




A Unity SPGB 8 ¥

e
Mo oo U L
</scripts
%UNITY_UNITYOBJECT_URL% & — MM ARIRFF, 7ELPRI MR &4 mEL -
http://webplayer.unity3d.com/download webplayer-3.x/3.0/uo/UnityObject.js iX Ff: [ 3 bt 2 F 4
UnityObject.js 4, {H &5 7E AMIZAT Unity M TR, AT HE£48 A %) UnityObject.js
XA BATATLASE M Unity B 75 R4 4% FF T F# UnityObjectjs SCI, #8545 B T4
BN, B4 html SO —RE .
BRI T, MAHIAA UnityObject.js:

<scfipt type="text/javascript" src="UnityObject.js"></script>

@05 7 body AN THARTHEREE, ELHEWFES, RNTUHEETH
T 9 A AT

<div id="unityPlayer">

</div>

€306 =17 Unity W Wi & B BT R R B 7 o6 % % # Unity Web Player ##4, R A F
AAALRENE ERA LA HEFEBRREE, XHRNFERFERETE
mERAREH P LEHENET, RIRFEFM—N4E N missing 4 div Ef
¥, WTRT:

<div id="unityPlayer">

<div class=“missmg“> e

<a href=“http //unity3d. com/uebplayer/“ tltle“"Unlty Web Player. Install now'”><1mg
alt=“Un1ty ‘Web = Player" srcz"http //webplayer unity3d. comflnstallatlon/getunity png"
width="193" height="63" />

<fa$

'</di'v>

</div>

BAAFRATAT L P B Unity B W 25 8@, 0] LUK http://unity3d.com/webplayer/
B A AT B S R bk SRS

€07 THR AT ENEFRHRG, P ERID style F AR S HE 0 div H AR
8K .

<!DOCTYPE html PUBLIC "-//W3C//DTD XHTML 1.0 Transitional//EN" "http://www.w3.0rg/TR/
xhtml1/DTD/xhtmll—tran31t10nal dtd">
% <html xmlns="http 1w w3 org/1999/xhtml"
<head>







F Unity BIEMTTHN ¥ 8%

}

div.content |

margin: auto;

width: %UNITY WIDTH%px,
o
div.ﬁissing-{

‘margin: éuto;\" S
positipn:_fglatiVe} e
\kopr 508
width: 193px;

g ;
div.missing a {
_height: 63px;

position: relative;
topﬁ =31px; .
} 2
diﬁ.missing img { :
border-width: Opx;
} :
- div#unityPlayer {
Sl ol Yok default, e :
 height: SUNITY HEIGHT%px,,?f'ﬁ
width: SUNITY WIDTH3px;
i
</style>
</head>

<body>
<p classa"header">%UNITY WEB NAME%</p>%UNITY BETA | WARNING%
- <diw clas&="content“> :
<div 1d=“unityPlayer">
<d1v class="missing"> : Ll
<a href*“http //unlt'Sd com/webplayer/" txtle=“Un1ty Web Player Install now'”><1mg
alt*“Unlty Web Player, 'src=“http //webplayer unity3d. comllnstallatlon/qetunlty png"
width="193" he;ght=“63" />
</a>
</div>
</div>
</div>
<p class«“footer">&1&quo, created with <a href="http: //unltySd com/unlty/' title="Go

to unity3d.com">Unity</a> &raquo;</p>




M08 TEMR X XABN—KAMNY 128x128, # KX hpng WEKE, H&4H
thumbnail 1E 4 BEAR 64 B4R, wHE 8-10 Fr .

B 8-10 F5E HBUR BR

Toefii, QPR S U T AR, T S BRI TU TS A AR, SR RT DAZEIXANEERE b 4 el
FEUORAR, 52 i AR K.

826 HEXRBIHEMR

7 A 3h Unity [ TR %, BRIAS B7st Unity IEIER, RIS SR FRIBERE, M
I FEGER, ARBAE—RF, WiE 8-11 fix.

€ unity
L —
P 8-11  BRIAY Unity P 0T X% 3 i i

BATAT LA B A S Unity I G039 J3 Shimm i, {H RT3 2 iR AURF Unity Pro R4 GY#
.

€01 T M E A 2 W T A htm] X, 52 embedUnity #4> #8440 T ;




. RuUnity SIRFTIME B8R

logoimage 14 F3 B i 1 5B o

Progressbarimage & — kit BE B 7 o

Progressframeimage Bt 4% J5 MO T |AE, BRI A DB SRR E R — 2.
disableContextMenu 5 275 5 #l BUbR A S INRE, A true BIAREAE A BREESE ..

02 ERTHEXGEF 2R ENE ERAELER, £ HR—TES5HR T T L Hh—
¥, @ 8-12 frw.

ebPlayerTemplates » MyWebGame

-

W e——
Pl 8-13 [ s SC I LS 30

RF WIS, A g AT BEAEARAR b OB ek, th AT DL 248 S50 24 1. heml SCAF
JHESEEHRBUR — R, Unity t30HF.php SCfF, B2 RIEFEN AARIESERRf oL AR

1) TF8 LR 746 Y64 H 5%t \chapter08_ShootingGameWeb .
8.3 Flash jiFx%

Unity WA 4.0 FF4G S KF Flash P&, XE—NERHER, 0 LME Unity Hxkd &2 &
KIHipva Bt P A% .




unity SDEfIORSR. 0 D e

8.3.1 HMER%E

AT REWBIZAT Unity GUEEA) Flash JFaR, B E%MiE RYEH %3 T Adobe Flash Player 11.2
BRI, AEAE RS AR P B LR XA .

FEM Unity 3t} Flash §if R0 %, &5 % 4%¢ JRE (Java SE Runtime Environment) , ]
L3 41k http://www .oracle.com/technetwork/java/javase/install-windows-141940.html % 2% F4%.

BJ5, 9’5 Flash A, TE2ZH4% 5 Action Script3 fLHL[{44H 25, 1 Flash Builder,
PowerFlasher FDT, FlashDeveloper % .

8.3.2 5 Flash ik
# Unity #3285 HH 8 Flash JEHf 8, HWEILANDE.

@01 A% ¥ r %3 [File] ~ [Build Settings] 477 Build Settings % 1, #3 [Flash
Player] , #X)5 #%# [Switch Platform] 4 % 3] T#2 4% % Flash T4, & 8-14 ff
.

8-14 ¥4 Flash T#%

@E02 7 Build Settings & 1 ' L | Target Player, XM ¥ %t i #7 /% Flash ¥ f+ # AR A,
W RAFERIAET,

@303 Rk E A FAKM B, i+ Development Build, X ¥{# 5 i Flash #it
BRERSE, EHAEFLESE, TESRALS.

@04 & )5 %4 [Build] 5 Flash ik, 2185 4 Mté:

swi 3L Flash {i#3% 304

html SCPFRE—ANFASR 87K Flash S0 R T SCHF, 7ESSFR0E 38 5 B8 SOX A 0.

swfobject.js FHR7EM T LAY & R 75 223647 Flash #{F I3 & swf LRI 7T

embeddingapi.swe [l #E Flash [ F2 1 H{ Unity 7 HH ¥ Flash i x&.

THEVE RO, Unity f9—28ThAEIF A ¥ Flash, X fiES SEHE S H Flash (K54
iR, AL Unity AT, HILEERESSE.




xP {ag \Dacuments and Settmgs\username\mm cfg = e

B Unity SIRRITTIE B 8

NET 155 FH— LeRe PR Al o B n] fE LR 4 AS3 AUBS, XFEm e S8EHR. £
{ Flash 5, FWFk T H 3% T ¥)\Temp\Staging Area\Data\ConvertedDotNetCode 1 nJ L1+ 5|4k
it net A, ENIBLEERTE N as #520, XM AT UREE IR SR & 4kt BRAS A ) TR 1A

8.3.3 ik Flash ik

1ZAT Unity 3 [ Flash J#820 1 201 B — LA (E Unity ZmiB a8 IR ER, A THEE
FEER BN H BL 1 B R A, R ATIFE 22 Flash [¥] Log SCFh & F Hik.

Unity 1) Debug.Log o $07] AZEFRE ] & fr tH {5 B, [FIEHE A] AORAF 2l Flash ) Log 3C
b, {3 H Flash Log U7 50T -

@000 X T 84 HX Flash i3, #A1F E 9% Debug LA Flash Player, %| Adobe
# 5 77 P 3k http://www.adobe.com/support/flashplayer/downloads.html ] % % T #
E.

@02 A3 — A mmofg X, A¥ERAEHNEFA:

> '.;Macmtosh 0S X lebrary/Applzcatlon Support/Macromedla/mm cfg

‘MM ﬁFlashﬁ}‘k FEE#ET&{JEJ%W%MU Long‘#

oniaer ) omefusername/ masromedla/Flash Player.’Loqsf

8.3.4 M Flash T#2i%E Unity S H B9 Flash itk

Unity & tH ) Flash §#3k 7] LA 5§ A2 55— Flash TFEH, T &M 8o 0 s p).

€01 412 —A Unity % T8, 8 # ] Unity 377 £ 2 B % T # chapter08_Embedding
T4, ¥ 5 M4 Flash,

@302 {#/ Flash Builder 4]# —/~ Action Script T/, #\ Unity & & i #.swf Fo
embeddingapi.swe U & #il ¥5 W5 | Action Script TH &, #J5 B AL E X
\rawdata\2d T & %Ki it fishpng 2| TR, IR —KEHER, 0T UEHLM
T, fnE 8-15 .




Unity 3D FHBBRFE

2. g 1 %""1_{'—? % .v

4 (38 src
4 I (default package)
» F® UnityFlashApp.as

=~ .

m.“ :._— _. e Wi
» m Flex 4.6.0
@l Referenced Libraries
¢ [ bin-debug
v (& html-template
o & libs

B 8-15 7 Flash T#H 3 A Unity Flash 34

@203 7 Flash Builder 3 ¥ #% % [ Project]— [ Properties ], 2 ActionScript Build Path,
fE Library path # # 4% [Add SWC], #4)5 ## embeddingapi.swe X4, & 8-16
B 7.

| opefirerion ]

|| B Flex 460 - CiProgram Fies\Adobe\Adobe Flash Buil | _Add o1
i & embeddingapi.swe - src.

5 8-16 ¥ JH .swe L4

embeddingapi.swc /& A Unity "' 5 ti ) Flash FE3CHF, 03F—2E7E Flash TFE P Unity
f) API,

@004 7 Package Explorer #f O # html-template # % 4§ index.template.html X {4, # & 4&
# %4 [Open With] — [Text Editor] , # A0 params X tyiE4, Fw
params.wmode="direct”;i& 4], 5 A ¥ wmode % } direct A £ ¥8 il Unity & %,
o 8-17 fit 7.




var params = {};
params.gquality = "high";
params.bgcolor = "${bgcolor}™:

params.allowscriptaccess = "sameDomain”;
params.allowfullscreen = "true®;

B 8-17 #E wmode
€105 477 as X, KA ERL LT



| EIXEARRET, HA AR AS3 iBAEA fishpng B, KB EEREREL. &
JG £l —> UnityContentLoader, A Unity fl|E#] unityflash.swf,




A Unity BEMTUE B8 ¥

unityInitComplete J&— MR %, 43— Unity B RBMBGERUGE, XA R H4 #ih
K, FEIXFIRAEH sendMessage B %[ Unity & — B, I 2 Unity Flash F—4 4
Ny Avatar [FI5FRRAAS92%), FH8 S 1 ChangeSpeed P& ¥, 7EiXA 75l , ChangeSpeed bfi¥i £
% 3D Fiy A HE R AE .

1% F11 U RR, #54E Unity B9 3D fifa, AUSCRMER AS3 AR —4&AIE ), 3D
F1%) I T 23 7K 28 S 2R 7E Flash (¥ 2D EHIZ )5, W& 8-18 iz,

P4 8-18 ik A Flash T_F£f#] Unity Flash

Ao TR AR AF7E 4 H 3% \chapter08_Embedding Fl\chapter08 UnityFlashProject 4,
I chapter08_UnityFlashProject #&—-* Flash Builder T.#¢.

MAER —~ )8, Unity 3 #.swf 35 2407 Flash T2 (. swf S0P AN 0SL 0,
B4R 22 pod i L FeiF AL — AN Bk ) swi SO, 3RATTAT BAE A Flash 3245 1K) Embed #7IR£F4 Unity
fr).swf A5 2500 Flash TRER).swf XHE b —. AR, HeTLl 3 2E X Unity Flash
1) J3 2y i 1

Bias CHEWF:

package

{
import flash.display.Loadexr;
import flash.display.Sprite;
import flash.display.DisplayObject;
import flash.events.Event;
import flash.net.URLRequest;

_ import com.unity.IUnityContent;
impoft com.ﬁnity.IUnityContéﬁﬁHost;
import com.unity.UnityContentLoader:
import com.unity.UnityLoaderParams;

* import flash.events.ProgressEvent;
import mx.core.BitmapAsset;







XBAUH S Z AT R R R, EERIEPTH B IRARRE & 2] — A swf XA,

ERRER RS T, BEHEHT A visible ¥ & RFEEEIA Unity BB, 24
Unity $HEAE E AN G A B k.

AT R SO ARAFAE 8 H 3% \chapter08_UnityFlashEmbed 1, ‘&t /& —* Flash Builder
TH. |

8.3.5 7 Unity Wi AS3 1K#3

1R & i, AT BE TG 4E Unity 4 F Flash ) AS3 1819, bkt Flash A 32 #F Unity 9 Socket,
XHE it L BEAE Flash Fr5E 5T Socket TAFE, #RJ5HKAISZH] Unity sp3RAE, A4 Unity
Gl % b HABETI AS3 IR, HAE%HRYE S H A Flash 54 RESLIL AS3 HIThAE,
FTUAFETE R i A Unity 45 (ARS8 BT AS3 40AS, TR —ME KR e

€150 7 Flash BB Ha—Nas A, X E&H 4 H CallFlash.cs,
@3002 # CallFlash.cs F 4 N\ 20 4K 4




o

FEIXARH, _id. _name. _flag 7}5I2 3 MAFEREAEYE, _instance E%@Jmﬁ%ﬁﬁ

Init FREOH R — LA TAE.

GetCallFlash i %0 iR [F] 4 CallFlash S04 .

aStaticFunctionWithParams J&: — M@ AR %, H_id WH.
aStaticFunctionWithReturnType J& —/MiriR BIR AU AR B IRl — N FRF .




€303 Hz—A Unity TR, 7 Assets XX WAl — 4 4 ActionScript #) X4 3%,
3# 4 CallFlash.as ﬁflﬁiﬁﬁlﬁ’i‘i’giﬁé p}:. »

=
8 3 : ."3‘?'%




ALEEE, XKML E Flash ARS8, HEHRRT CHEER. X%
FHEFAMEERIRR Y, 452 NotRenamed F1 NotConverted, NotRenamed Jit % T By 1E 4% B
%, NotConverted J&4 T FHIE7E St Flash iR 5Hs.cs fRAD45 4 as £0FD,

T, BATEMA ClassFlash IXAJHSLB, 247E Unity 4288 583E Flash & o R,
BRATARM R CHIARTIE, 24T H 4 Flash 1%, <M AS3 AR,

@€XX05 # & —/ AppManager.cs AR, MARD T




A Unity BUBMTIHY ¥ 8%

S _' void f)nGUI()

: GUI.Label( new Rect (10, 10, 200, 40), m data );
XA TR, BAIGIE T —A CallFlash F)sE6], R HyI@HAL, FHE UL $E8oR
aStaticFunctionWithReturnType &% i% [F145 m_data i1 F%F. H# AppManager.cs 5 5& A &L,
BATIY, R LR ERg Rk 8-19 fiax.

Call Unity C#

¥ 8-19 7F Unity %45 2% 4745 51
@€EM06 £ AMEM &, FH A Flash HE47, & RwE 8-20 fir.

Call Flash ActionScript

Pg 8-20 7E Flash o T4 8

C'} A 4 7] L AR A 42 b4 B K\chapter08_UnityFlashPlugin A .
' R '

8.3.6 Flash REZA B9 K =5 HifF K

A RA T ATE GIELAT Unity TSR 2S5 i i k5 b Flash TFZJF S % Flash kA%
F| Kongregate |-. IRAT¥{EH AS3 i ] Kongregate API, #RJ5¥ XA A2 A B Unity §, {§
Unity 1) Flash th g% Unity [ T3 —FE7E Kongregate 14> %,

@EJ01 {# /i Flash 4348 24| # ) K Kongregate.as:

~ package
import flash.display.Loader;
import flash.display.LoaderInfo;
imp@rt-flash.displéy.Sprite;

. import flash.events.Event;

; impqrt_flash;net.HRLRequest;
import flash.system.Security;
import com.unity.UnityNative;







A Unity BIRRTINR B8 %

- public static '*fu‘néﬁ;_i-on Submit( stat: String , ‘score: int Fosiaatd

.~ if ( kongregate==null )
return;
: _kongregate. sﬁ_ats .submit (s_tag,i-é_;co;e)_ P

b : :

IXBARIYLE Flash 4u4E 280 A e EL SR8, JRERE S AT com.unity.UnityNative iX
ANy, IX/NELYE Flash "h2AFARBF, BR1E RIS Kongregate.as 5 A F| Unity 1, At
R T .

Init BR¥TFE /LM Kongregate [l % 2% F3K13 API, 7€ loadComplete pRi¥{ 1K API KT
_kongregate J@ .

Submit o ¥ 71 U7 4.

€302 4777 A £ H 5 \chapter08_ShootingGameWeb T #] L#, X2 Unity M 8 K &
St o 3 R B A2 UHE.

@303 1 Kongregate.as & #| 4 5 #| ActionScript XU f§ %,

@004 % % Kongregate.cs, 1#25 Flash By 448 2} i :

using UnityEngine;
using System.Collections;

[NotRenamed]
[NotConverted]
public class Kongregate

. static bool isini =false;

/1 it
- [NotRenamed]
f;fﬁpbliq static void Init()
$if UNITY WEBPLAYER

if ( isini)
return;

Wiisind sitrues




fR b, Kongregate.cs I AEBLILAE Flash PAARSWIAT, ETRT —1 “R”
47 Flash PHAT 2 Kongregate.as.
| 5, Sl Flash ¥k b4 5 Kongregate - FVMRUR, A M TR A H
3\chapter08 ShootingGameFlash.

8.4 AssetBundle

Unity ) Flash B4 3 R 3 # Unity TR Streaming, 1R ZIM I FHR, HE
R

Unity Pro i34 T —4-1 AssetBundle fIZhE, BEMs i ARBHA M MIRS28 F oAU G
BEAPE 6 HHIE— Web REB) , XA M TRIE. FHL. MITEEMRA,




" F Unity BIEDITT® B8 ¥

WA A2 SR AL AR AN, B AR AL AR 28 40 T IR PR A
N BRATRAE B SRR AR S S AR, (AR R T R0 PR, RS AEERR
Pk PR R B

841 ITEHR

i, BAVEEE T ENE FROREIT R LEE] Web R, M THHA—L, £
BERATRAT O A M IR .

€001 A Unity 4777 X 4% B-5X T 4 chapter08 ShootingGameWeb L2,

@302 174 AssctBundle W ET E# 4 BM A% 2 (Editor Scripting) R LH,. #
Project & 0 i Assets U4 3k ¥ 3 # — N4 4 Editor 8 30 3%, X B 7 B 4n 45 B WY
AT XK.

€37003 1 Editor 3\ {4 % # ¥ # ExportAssetBundles.cs i 4<:

* using Unitiiﬁhgihe:
using UnityEditor;

public class ExportAssetBundles
{ : ;
: [MenuItem(“AssetalBulld ﬁssetBundle From Selection - Track dependen01es“)]
 static void ExportResource(}
{
//E%ﬁ@ﬁﬂ : ;
string path = EditorUtility.SaveFilePanel{”Sa&e’Resource?, v "New Resource”,
“unity3d"); A : o ;s ; S e ; : :
if (path.Length != 0
{
L/ %ﬂﬁﬁﬁ%‘@lﬁﬁﬁ :
e ;_Object[l selection = Selection. GetFlltered(typeof(Ob]ect). SelectlonMode.
DeepAssé.;ts)f; o : o :
: “BulldPlpellne BuildAssetBundle (Selection. actlveobject, selectlon, path,
Bu1ldﬁssetBundleOptlons CollectDependencles | Bulldnssetsundleﬂptlons.Completeﬂssets,
BuildTarget WebPlayer) ; -
Selection.objects = selectlan.

[Menultemi“Assets/Bulld AssetBundle Frnm Salection = No: dependency trackmng )]
: static vozd ExportResourceNoTrack{) e B :
:{ | S
; b Eﬂ"ﬁ#ﬁﬂ S : : Mo e e :
. string path = EditorUtility. SaveFilePanel("Save Resource" "--"‘--.'_;-“Neﬁ:l:‘_éS'bhﬁéé'-"-;'




Unity 3D FHBRFE

-unitygd")r _- ; _' S
{ 2

Hﬁﬁﬁmﬂlﬂﬁhﬁﬁi -

Menultem # 75 Project & I (145 S HLHESE A s VR INBE ANVE T, 43 B2 5 hiodk o (1 B R0 S
Y o B AH S R B YR an B 8-21 PR

Reimport All

Sync MonoDevelop Project
Bu:‘ldAssethdleFrdeechm Tm:kdemdmaes s i
Build AssetBundle From Selection - No dependency tracking

& 8-21  AssetBundle i T7

EditorUtility.SaveFilePanel 753 B/~ R 178 1 .

BuildPipeline.BuildAssetBundle 77 H 14T @I ORAF B8R, ¥ B 85— 123 BuildTarget,
RN A WebPlayer, &35 T AssetBundle X N6, W 20K AssetBundle {# FH #| Flash,
10S &% Android, ;zf\aﬁmﬁxﬂ“%aﬂ

&05 £ f CAEHIMER — A Prefab, #r4 % PlayerPrefab, XML HRREE, kKT
ERERLHRERTENRR.

@05 7 Project H O % #F E A CAH Prefab, RE R HAHMEHEH [ Assets/Build
AssetBundle From Selection - Track dependencies] 4 & # © A &9 Prefab KA X #
WRATE RN player.unity3d, XMXHFHE LE 2 R&BUETH.

@06 75k %37 % P I BR T 6 £ M KA Prefab, EATIER, W4 E 3 Game Over,
Ehpr TN EACEHMBRT.

842 THHEIR

AL, WRCEAMEIERET, FABRESRPIEM WM Prefab HMIBRT, EMEE
Project i [} /3R iX /> Prefab, {HEETEEBRAWMAZIH TP, WA RRMER )G KIHFRK
tho BETK, RATEN Web MRS FHEIEM CATE Prefab RAHKTEIR, ShaHRFHAEHR T
A K

@01 # % GameManager.cs B &, #in—/> m_isloaded BHEH B ZELE TR EA:

=




B Unity BB MTTHE B 8%

/1 RETEIESM

bool m isloaded = false;

@02 %74 OnGUI E¥ AT RE RN AN, RAREATRZE A ki ks
*:

if (m player != null )

I BEEREGE -
life = (int)m player.m life;

} ' :'  =

~else if (m isloaded) // game over

@303 7% fm DownloadPlayer F 4k, AXEHTETEHNTH:

IEnumératorwwanloadPlayer()
{ :
. GameObject obj = null;

/) REERER
float time = Time.time;
while (!Caching.ready)

{
o {Time.timez-:time > 3;6f)
i S = o
: Debug Log(“Caching Not ready pia
‘break;
b =
. yield return null;
.

_;Jfﬁmﬁm%aFﬁ
WWW www = WHW. LoadFromCacheOrDownload("http //127.0.0.1/player.unity3d™, 1);

r/%ﬁ?ﬁ%ﬁ

yield return wew;

/1 IR
if (www.error !s‘null)
{ _




FEXBARS T, HAEREBETROEFRETH, R T B IEREATEMREER, & —MEFHrada.

WWW.LoadFromCacheOrDownload 773 fl T34 8 Web 5528, Rt oA AR AR
BEMBRETH. EHE—ASRERIRMBELT, BoASERERES, RAAHRELT
HHRFEHALHE TR, EmREAEY, ERAEN FH.

www.assetBundle $5i% [F] T 4§ ) AssetBundle %5, {# /] Instantiate p& %R 0] Jix A5 IR 5h
AQIELH.

2457, FAMEH ) bundle.mainAsset 7 3KEL T 2% FRAEE, R SRR XA
&4, ALAMEH bundle.Load("PlayerPrefab™) ik, ELHREUTE IR M ZHK.

)5, {#H bundle.Unload J5 45 B REIH, BBALE.

@004 7% Awake & 3 F % v StartCoroutine %44, 47 DownloadPlayer & ¥k T % ¥ #:

RAEIEATHER, WRELEEIER . AT ETAMBUIE, BATT LR RS S+ RN
AR, BT




A Unity BN RHE %8 ¥

#i UNITY EDITOR
objl = (GameObject)Resources.LoadAssetAtPath ("Assets\\Prefabs\\PlayerPrefab.prefab",
typeof (GameObject) ) ;
|
Instantiate (obj);

yield return null;

felse

/] RERFREH

float time = Time.time;
while (!Caching.ready)
{

#endif
Unity &4 4E T —Fh S RS 73R, X REREAS 2 PR b 15 IO 0T S i R E 7,
THR:
AssetBundle bundle = www.asgetBundle:
/15 BER

AssetBundleRequest requeéi
typeof (GameObject) ) ; o

bundle.LoadAsync("PlayerPrefab”,

/1 SRR

yield return request;

! IRAB R

obj = (GameObject)Inétantiate(requést.asset as GameObject, new Vector3 (0, 0, -3),
new Quaternion(0, =180, 0, 1));

RF AR TR, F LGRS HUE B, BRI BT MR S E— AP R 8,
EEn S 7E XML SO, AR5 LR T 204 s A & .

A5 #7812 SR AF 48 64 H 3% \chapter08_ShootingGameWebAssets, {11 5 2l 4 )
MR 55 2% FRCHEIR, W EEAME R 1> Web %48,
8.43 RLHERE

JCie Mt Unity Web Player 5% Flash MUFIHFRR, 24 75 B0l ik /285 ) 4k [d] — M4 F i

AR %% 2%, bbfmiiF a8 & A B 75 http:/mysite/webgame.unity3d, 4R J5 i %% 7 & | 4% 2 ¥ 5
http://myscores/highscore.php, X8F AZIHCE — M) crossdomain.xml CF4E http://myscores



Unity 3D FHBERFE

PR AR T, OB ASCILAER, HAER:

BUFE, 450 hitp://myscores (1103 AT LA SAEfI 1844 T i) Unity P BUERRIEAT LA «
{fH crossdomain.xml SCHFH) H ) EEE ML MEHEE, X T Bk M T AR AEIZAT (I
fhirffin 2 U7 o] — S AN % U7 1) TR 7 .

INGE

A E [|%%8 Unity Web Player F1 Flash i 82T T P41 48, AL 45 WK 2k Streaming ) Unity
TR, SRR js BATESE, B X Unity NTTHRR)E shE S, FREANE T g
Unity 3% 5 H 0 Flash, 3f5 Flash TIE#4%, %5 Flash fHfF4%.

AFERJGNH T AssetBundle [FEEARMH, XfF— KB ITHEARR U, RBREAR T
sUF SRR IR LB .




FOHE BUnity #HH B HESIOS TR

ATEVEM A 40 7 I 10S TRARBURIHAS, T (] Unity P38, A iOS Kk, Jee)a i
T SE MR 9145 Unity WA Game Center 1P 8 R4E, HAUREARAT Ly Unity B RFF
RAEFPAAI 0S HF, # i0S %4 19 APT DyfiE{E A £ Unity JRR+ .

9.1 iOS fEifr

iOS (iphone Operation System) 23R4 wl PRI FHUERAE RS, 1L LHAT iPhone Hl
iPad ¥ I-[fl.

T4 10S WiARsRN H, B 5e T ERIER A W ME /7 s i 108 FFABR, i AR
FESE LA 7 (1) Mac WAL EFF R .

108 YR T LA A 3 5L/ w) () App Store H7, 3X R R A 10S VAR FIME — & Fa 1S,

FF & i0S [ ] sk ik 82l H Objective-C i, XRFERA A EHIIHHIE S, #
TEECEE R, 1 E AR Unity FF & 10S Wk A il X1 Objective-C A AEH IR T
9.2 MHRE

& i0S Wixk, HAEMSL G Mac 5N, REFFERAF I REMI hips:/
developer.apple.com/devcenter/ios/index.action 5% Mac Hifii LX) App Store 4. 9% % Xcode ¥
i, ¥ H ZHF| Mac L.

Xcode & JF AR KM% TR, Holi A SCFF Lion $:4E &%, 1y Snow Leopard #1F
YL, BB R E A

AT Xeode JiF, 23 Mac fiR[F Unity, 7€ Mac %23 Unity 125 PC REA—#E,
XA R

9.3 HIEFABR

JUJE %235 Xcode Fl Unity 3 3 ANREZE i0S %4 EECHLIUIA Unity J#2R, # P RGEBER
AN FIHTF R WG B — N T RIS, b B R S0A 99 4. B K
HFEW R

@01 % R /N7 i0S FF K # W 35 4% Register 3 M — N RAFKE .



Unity 3D ;mﬁamﬁi

€02 A EMIFHFERAE KT E R, %3 Join the ios Developer Program ¥ i An \
i0S A&, wH 9-1 fiw. /)5, A# W@ % Enroll Now #4788, RERTF,

FNAR 15 R
E}—ftw\* MEm RUAUATHS.
iOSDevethrogran
Join the i0S Developer Program

The i0S Developer Program cffers a
complete process for developing and
distributing iPad, iPhone, and Pod touch
applications. Leam Klore

K 9-1 Hi i0S &

@EX03 B, 4 FALKER, FRVTAHFXHEANERLN, FFULHAS RELE,
5 J& #9 7 & 7 84 1 3L Apple Online Store is unavailable ( 3 £/ 8] 75 4 B J& A< 7
) ofer, IARE LEANGEERREE, GFELEMH D ELELE, §
ERAFTHR. ZFTHEXANA T LR purchaseform.pdf X4, # LM E H 5
FREFERNFE.

@04 ERAFAUBEERE, mEAESMRERFFN 9 XAEAFLEE, BR
[E] —/™ activation code (#7E4 ) B|E M@ T4 . &G, W4 B
BA#7E, BIY7E App Store F AT H MR T.

94 g8 IOS FEIHE

HT i0S JFRBEME, HTRIETEEFRARMIFRE M ERRETACE, 5 Mac
AL . WEE P BRI T

@001 3|3 RN 5] 108 & & W 3k F 3 R 5 5 B, 7 T 4% 2| i0S Developer
Program —#%, ## iOS Provisioning Portal ¥ N\ # % &, 7 W 7 £ 4 Home
(E ) . Certificates (#.B8iE4H ) . Devices (%% ) . AppIDs (%8 ID) .
Provisioning (B2 ¥ ) . Distribution ( £4 ) JLA#%T, wHE 9-2 fiix.




% Unity R BHEEI0S T FOF

i0S Provisioning Portal ' :

Provisioning Portal : Activé Game Studios Co., Ltd.

Welcome to the iOS Provisioning Portal

The i08 Provisioning Portal is degigned to take you through the necessary steps to test
your applications on i0S devices and prepare them for distribution

| visit the Member Center for Team, Account, and Program info

The new Memoer Center is now your destination for
» Sending invitations to join your development team and editing
existing development team members
» Requesting or purchasing Technical Support
& Viewing account information, such as yvour Team ID, profile, and
Program details.

Visi the Mambar Center now

1 9-2  iOS Provisioning Portal 7 (i

§.02 PFF Certificates # NH T . %+ Request Certificate ¥ if kK —/MFHIEH, o
@ 9-3 FﬁT Z}’“tﬂﬂlﬁ’] ﬁﬁ%ﬁﬂﬂﬁﬂﬁ ‘*’ﬁlﬁ%

Devewopmem t}namgm_;{.z i H.‘bib” s

; _ﬁuw i_u‘ i

Current Development Certificates
[*] Your certificate
 Name . Provisioning Profiles . Expiration Date Status . Action

1 ¥You currently do net have & valid cerfficate

*If you do not have the WWDR Intermediate certificate instalied, click hers 1o download now.
B 93 HuEFFRUES

ﬁ’%ﬁ Iﬁ’ﬁ’ , = fﬂ‘i, —*ﬁ:‘f’ A ’]"i‘ﬁF iﬁ*}* &, %ﬂ.i& Development ﬁ
ﬁ?'F“F’ﬁ‘ﬁ]‘i‘if‘&ﬁﬁﬁ‘ﬁ :

e T oRA% UL B FR I T R UE TS EIE]

003 7 Mac W E4THF Application SUfF3%, 4TF Utilities X {3k, 4T Keychain
Access.

@004 7 Keychain ¥ #4235 # [Certificate Assistant] = [Request a Certificate from a

Certificate Authority] , 3T FF Certificate Information & =, #i A\ Email 14 5, #%




Unity 3D EHLERFE

# Saved to disk, %0 B 9-4 fif 7. #t)5 » % #F Continue( T —# )k — 4 Certificate
Sigmng chuest (CSR) X#E’J*Iﬁ_l:

Furﬁpcm_lnfotm!tion JrT

i Enter information for the certificate you are requesting.
Click Continue to request a certificate from the CA.

User Email Address: [ niimentban ™
Common Name; | Developer j

A cAEmalt Address: |

Request is: () Emailed to the CA
) saved to disk
{] Let me specify key pair information

| S — e ————

K94 HIEFER

@505 1715 W 71 LY Certificates T #, # & ¥ 4F Development #7%, ##F “w R Hi&
Certificate Signing Request (CSR) X . /5, ##¥ Submit & 2 H4| ik 4.

@06 {11t Certificates W, RIIF— T, 4% 5§ # il $ % #H —4> Download %3,
W 9-5 . MEHT TFTRAMES, TREKE, RETRAXE, HHE
A\ Mac # i .

[ Your Certificate

.= Provsioning Profiles Expiration Date Stalus | Action

B meng i Jun 18,2013 Issued  (Gmmiess) Revoks

*if you do not have the WWDR intermediate cedificate installed, click hers to download now,

B 9-5 TFHEED

@07 % i0S WA&FEEE Mac B L, 3T/ Xcode, ZEXER#KHE [Window] ~
[Organizer] , ##H 0 k¥ # Devices 174, £F % i0S &MHMXE L. #

# Use For Development {# £ & 4 7 X #l, #8) & #| Identifier /5 @ —/> 40 fL K &Y
FHE, BRI0S &M ID, W 9-6 i 7.




% Unity % B85 i0OS F& F 9%

“Sednd"8Y iPad

Capatity 30.67 GB
Model Pad
Serizi Number AK119036239
ECID 400607622444
identifier 96558 1b00dfbaB49c6dfedd0bb8f9150086bd97

Software Version [$,0048A008) T dd 1 Rasrorn iad ]
96 K108 E&M D
€508 FRAEMM T, % Devices A H M. %4 Add Devices 2 5 An il T
MK 0S4, 28I —NFHTE, wE 9-7 7. f Device Name # i A
OS REMEF, INEFITURMERELN. A5, WK IOS & &M ID,

Device Hame Device 1D (40 hex characters)

97 A0S &K% A ID

£..09 =W W 4% App IDs, #% 4% New App ID. & Bundle Identifier 4385 [ f # APP

D, #® -~ EZH#HE comXXXXXX X H#HHKAHT, i

com.company.gamename. A7 ¥ ix AN 1D 2 BT A i %@ F 6, 47 BL¥ Bundle

Identifier ¥ A *,

10 £ M 7 & b 2 4% Provisioning, 4% New Profile 2 7 ¥4 %, )5 & Aoy ¥

T HE 4 N\ Profile 894 %, 75 A @A 28y Certificates. App ID #u i0S % 4 % B,

KR EMEASR 8 il mey. K5, #HHE Submit } XA E NI
Provisioning Profile,

1 e i0S W& O 5 Mac HUNER: . 76 T L% 5 1 €& 9 Provisioning Profile

14 #) Download #£IH, Ik 9-8 fi7w, F#IX/> Provisioning Profile | Mac H,

Hio by WUk B SO 26 HL 22 36 B Xcode A1 10S #4511 1k, —Hi B

BEREGHNT .
¢ Development Provisioning Profiles Labiew ot |
. Slatus Actions
hctive fuflowlead ) Edit

€ 9-8 F# Provisioning Profile




Unity 3D FHLIERFE

9.5 Mk iOS WXk

e T DA EEERRES, MAEL T R MU T AFKHE—ANE PC _EIF R I Unity
B3 i0S ¥4, F7Ei0S fltl k.

@XI01 1£)6A% H 3 F4RE chapter09_iOS_Start TH2, X &4k PC EIFRI—A Unity T
B. ATLSEIETTE T, FH L4 BRI RSB0, A% B7R Game Center,
EAe5r 8. R E] Game Center FI A %41, B EIE B BURA S 5000 5
Ul, 5ANER A 3D B8, ERAEAER, RN THmmES—%,
9-9 iR, XEEHHE N IERQIATFIThAE, BRATKLE S HZE — LB £ 4
(AR T fE

9-9 fRELH UI B

@02 BAIFIHTE Windows {FH Unity JF R i0S ik, BixA TR HFIZEG R
BLER A Mac Hfidi b, 43 Mac J§ K] Unity 377X T2,

@€EX03 7= H ¥ 1% 4 [File] ~ [Build Settings] , 7 Platform % # 4% i0S, ##% Switch
Platform ¥ T# 4 % i0S T#&, #w@E 9-10 fir 7.

S e

B 9-10 4k i0S FH




# Unity i B2 0S T4 9%

€004 4% Player Settings, 7 Inspector % O #4T i0S T4 H% &,

~ @XJ05 # Resolution and Presentation % 14l & % B #4647 1, Portrait F 741,
Landscape #& 7~ ## 5], iX 2 # 4 AutoRotation, Jf H # # Landscape Right #u
Landscape Left, BEH SREEZERE T M E A EHEFE, BREEEESHE,
9-11 fr .

Settings ﬁor iOS
Ihsolutlou and Pnuuntlon 5
‘ Resolution i

Default Orientation® {Auto Rotation . & |
Use An Imated Autorotation g i

Allowed Orientations for Auto Rotation

Portrait (]
Portrait Upside Down !
| Landscape Right : )
| Landscape Left i

P 9-11  BE AR ST
@22006 7 Other Settings ¥t 5 41 # #% & Bundle Identifier, XM IDFES5HEM T L B
Bundle ID — %, #& R # % & com XXX XXX,
@307 £ Splash Image HIHA + T WL E E X BHET
@208 7 Other Settings ¥ %4 +i% B Target Device # iPhone # iPad, 7 Wl##
iPhone+iPad H f X &# A, 12 ﬁﬂﬁ%%%iﬁﬂifﬁ Ul & 8 sh & B4 5 oy 2 3
£, WwH 9-12 Friw.

Other Settings ;
Rendering
Static Batching ; -

_Dynamic Batching e
Identification
Bundie Identifier* ‘com.Company.Produc.
Bundle Version* § 0 B
Configuration
Target Device [ Phone + iPad s
Target Resolution [ Auto (Best m@?ﬁ:ﬁ”e i
Graphics Level™ OpenGLES 2.0 g1
Accelerometer Frequency e J,j

Eo-12 W AR

€009 # % i0S &5 Mac £ A T##KA, #4F Build AndRun, RE#HF -
/. F2lZfE, Xcode 2B 31550, R ¥ HxEH, #TH codesign wants




Unity 3D FHBRFE

to sign using key “XXX” in your keychain iX £ # 15 &, #%#¥ Always Allow 2t 5 Bl
. e, wEERE, BRFHSETEIOS AL, BEEAfESE PC & Mac
ELF R —H8.

96 X7 iOS FEX
BURIRAT Ul st JL A 1R B 25 BB o] BAZE 10S Wk LIE4T Unity F2)%, {HnSARZE App
Store &4 Unity W3k, EHE L HALKRE.
9.6.1 HIFAHKIER

RAGHAR T E BN TRAUES CZar g TIRFE ) , XMEBAH
LHIF—K, kT REMH.
SR01 FR ok #E N ER N F K #H W 3k https:/developer.apple.com/devcenter/ios/index.

action, # A iOS Provisioning Portal, # X\ Certificates, 4% Distribution, #%#% 7
@Jg ’Nﬂ ‘T’ZUF#J'»}E% :&UE 9-13 Ff 7.

Oevemwnem J Dhtrmon ; ; Hrslw'y y _ _ﬂo_‘w_lq“ _ -j
Current Distribution Certificate
Name . Expiration Date Provisioning Profiles Status Actions
6 7 o g Ao N B Feb 14, 2013 R issued m Revoke

*Hf you do not have the WWOR intermediate certificate installed, click have to downioad now,

B 9-13 GIERATIES

@202 )\ Provisioning 7 1, #4% Distribution, ### New Profile #4#& 74| & — 4 A T
7 App Store % A7 &y Provisioning Profile, #n/ 9-14 ff 7

# Distribution Provisioning Profiles

Status | Acgoms
Active (Boamiase) Edil

9-14 & ATKLAR Provisioning Profile
@003 T # ¥ 4] # Y Provisioning Profile, 7£ Mac F T H L E .
9.6.2 €A
BRA T RAGES, ERNETESINER A #9F 77 M3 Ttunes Connect 2 618 B M I




1 Unity i3 BAEZI IOS £ F9¥

BEATARGRE, — HBRATMER LT ZERAUR, MELRUHZRT.

@EJ01 % X https://itunesconnect.apple.com, X App Store ] BomA, ARET
KA. HERKEXEL, CTUEFMFREAITRES, wE 15 FiF.

Sales and Trends o L
Manage Your Applications
Preview or download your daily and weekly Add, view, and manage your applications in
sales information here. the iTunes Store
. Contracts, Tax, and Banking
" Catalog Reports

Manai r contracts, tax, and bankin

" inf:mg:tivooc:‘. 9 % mﬁstt catalog reports for your App Store

-~ Payments and Financial Reports
#% % view and download your monthly financial m Developer Forums o
reports and payments. Find solutions and share tips with Appie
developers from around the world.

L Manage Users
KESHER S08 MR8 TR el S fer ﬁg\"‘i:lagua :nfobiem uploading your application?
Purch: Test User ounts. - - ¥
AR feechaes e Can't find 2 Finance Report? Use our Contact
Us system to find an answer to your question
or to generate a question to an iTunes Rep.

B 9-15 App Store J& & ¥ B U

@32002 ¢4 Manage Your Applications #f A\ i f % ¥ T @, %#% Add New App Bl # — 4
WO R, REHREFRENAGL R, RAKES, kB EE KK Bundle ID
tikE, ©4A5 Unity #% ¥ % Bundle Identifier — %, #w@ 9-16 ff&.

Enter the following information about your app.

Default Language [Simplified Chinese v

App Name {SEB‘]EE k2 |

SKU Number lst‘M_l’_GAME _—]
Bundled ftes3-* v

You can register a new Bundle ID here,

Bundle 1D Suffix [com_mycompany.mygam al

Your Bundle I com.mycompany.mygame

AL Note that the Bundle 1D cannot be changed if the
first version of your app has been approved or if
you have enabled Game Center or the iad
Network.

P 9-16 /)i

€03 LR BERHANETE, £XE A EEH L Ready to Submit 441, #iF R
NERNELEEHT, MHTURE, X—FFEEE, RAI/NMHRE, &
Mac ¥ 7 k3% 25 Br & A e R AR




9.6.3 BRI

BAE, BAVFZELE Unity fl Xcode F HEH Build ¥xk, H£H—MHTRARBAIHRTL
SR RHATH

@01 7 Unity # Build Settings % 0 {# | Build & & Xcode T, i &iXE 2 /i Build
i 4 & Build And Run,

@02 1# F Xcode 477 Build £ #] Xcode T#, 4 Build Settings, #%%| Code Singing
Identity, # Release T~y Any iOS SDK # & # & #i fk & # Provisioning Profile,

B 9-17 F 7R,
Unity-iPhone BT ™ ki . R BE

TARGETS
Don't Code Sign ;

Don't Code Sign ¢

iPhone Developer (currently matches 'iPhone Developer

Other Code Signing Flags
Bl 9-17 WREA

@503 %4 T B4 b Unity-iPhone, ##¥ Edit Scheme, #n & 9-18 F .
Z Unity-iPhone > gpmd

Edit Scheme...
New Scheme...
g Manage Schemes...

9-18 wHE
@004 3% Archive, 7 Build Configuration % # 3% Release, #w[& 9-19 fif 7.

in - T8 [ x99 1Pad (5.0.D @@ :

Bulid Configuration | Release . &l

Archive Name | Uniry- iPhone

Options ¥ Reveal Archive in Organizer

9-19 % Archive & Release ffiA



B Unity B BHEBIOSFEE X%

€27505 7 Xcode #4234 [File] — [Project Settings] 47/ # % O, 7 Derived Data
Location # # 4 Custom, /5 B & X —/N T 69 B 2R F8 1 X1+,

I Build | Snapshots

e }
Derived Data Location | Custom 789 | 1Users/Developer o} |
fusers/Developer © (“Advanced... )

Issues g Show live issues for source code

) Show issues for active scheme only
() show all issues

9-20 B [ S B
@706 £ ¥R | & oF ¥ 4% Info.plist, % # Localization native development region % China,

AL = 5 App Store 2B EF KA B R, N China i, H&REE
FRAWER AT, wHE 9-21 fiw.

[ Yo gy e S e =
1 targes, DS SDK 5.0 _E—Ef—ftﬂﬂ“ﬁ mmm gg e U e e
» &2 SystemConfiguration.framework i Executable file SIEXECUTABLE NAME)
» @ mw g Icon file Srr-:-q fcon.png
> 1 MediaPlayer.framework [ Bundie identifier String com.companyname, $[PRODUCT_NAME]
| Dea-prg ! InfoDictionary version String 6.0 )
| Bundle name String S|PRODUCT_NAME)
Bundle OS Type code String APPL
,,.\:.»,; Application requires iPhone environment Boolean YES

! llundle version String 2.2

~m Fete S 7 ¥ —

m9m WRIE S LR
€EI07 % Xcode ¥ ¥ ##%4F [Product] = [Archivel &t % 37 T# #47 Build, ZE4#
3 H Organizer 3 1, #4% Submit, W TR A BRI FERNE GHEFH.
9.7 £ Game Center

BRI LA LAAS —4T Objective-C RESEEAESS KA — 3K H] Unity HlER i0S i
A (H ) R G IRAT T E N 22108 “F & EHMIIRE, L Game Center BLA I 9% (IF XA
M) ThEE, BRATMAIAS Objective-C 4TA51H, 7F Xcode H 2% Unity i 5 4fifF, {E Unity
W AR A e H 3 ik ThiE.

9.7.1 Xcode E| Unity
£ Xcode H45'5 Unity #5438 5 75 2 )L P IR:

€101 # Xcode #{# Fl Objective-C i& % ¥l i0S t API SLHLFT & EHy 3 k.
@02 7 Xcode M C 1% % 1% i KA K £ H Objective-C 5 My R4,
@103 K& Xcode FREEHNRLIFHEA -1 a X#, RELHE Unity TP




Unity 3D ?ﬂlﬁﬂﬂ'—ﬁi o

Plugins\iOS B KA (34 B RN XL e X0 TI) .
€304 7 Unity ## A “Dllimport” § N7 Xcode # 5 ik 8 & $3F Fl CHE B TRE,
EEFER P EERAX B %E OS FHH ekt CHE A .

A TETHAR, AWK sE AN B R B DL S R B AR E, BATTK R A
Objective-C i ] i0S () APT Br—/MrAER) iOS BEH I, AEKBHA - CIEESHRHAaL,
2 Unity b, BS57E Unity PIAl, Bmn—Ai0S BHEH.

@301 & Mac LB ) Xcode, ZEHERF 2% [File] - [New] - [New Project] ,
#R & %% Cocoa Touch Static Library 8| # — M AE TR, ERLAH KL —1a
X Unity 8, oA 9-22 fr .

Choose a template for your new project:

9-22  7& Xcode A A LFE

§0002 M\ T4 UGameManager, B Include Unit Tests # Use Automatic reference
Counting #% %, i 923 fim. RIAEIERE, E1IRFRIAEGH A
UGameManager.h #1 UGameManager.m X {f.

Product Name | UCameManageq |

" Bundle identifier Fraslrg UGameManages

[
() Inctude Unit Tests |
() Use Automatic Reference Counting |

|

9-23 WMATLREA




# Unity iF3 #8482 OS T FoX

i#% 9 Use Automatic reference Counting, 47481/ Objective-C 49 release ¥ F
IBHRANG, MAGERFHHETE.,

' R
€103 477 UGameManager.h, # AT :

~ #import <Eo’undation/Foundat;ion.'h>
@interface UGameManager : NSObject

e gm UGameMangger X-j‘ﬁﬂﬁ%ﬁ

i (UGameManager*)’ instance;

// Objective-C lil, BR—1¥EHD
- (void) ShowWarningBox: (NSString*) strTitle: (NSString*) strText;

7 Kdkokok ok k ok ok ko Rk Kk ke k ok Rk K K K K Kk

o Bl BESHB Unity

// ke ek kR Ak K Rk kR ok ok ke ko ko ko kR kK ok k

1/ WL, fYE—A UGameManager %pl

void startup(void);

N ERAREE

void showWarningBox(char* strTitle ,char* strText);

‘@end

Objective-C [¥1.h 35 C i FHI.h STIFRRL, kA YISk ki $5E, wf A AL ST 5]
o XEEANSH T —4 0 UGameManager [25, FE@FF 'S, Objective-C Fif I H 4k A&
E NSObject.

1A Objective-C AIRES TR ELATIIAY “+7 R “-7 BREIAM, B H 2 Fffik
Mgk, “+” FoRERE, EPICIEFH static, “-” WEIE static.

Objective-C ) — M Al Z AL R EEIN B, BASEZEA “: " SamimALH «, ”
5, BRUAHEGEAETA.

€504 4T UGameManager.m, i A\ fX45:

#import "UGameManager.h" :
#import <UIKit/UIKit.h>

@imp_lemen.ta_tion UGameManager







# Unity 3% #8351 iOS £& Fo¥

/1o B KBFHE Unityfr

f/ e e e e v ek o el e o o ke ko e ok o ek kR ko

/1 Wtk PRSI T B UGameManager B ILHIE M
void startup()

{
[UGameManager instance];

1

/1 BREERO, WEBIIT TR Objective-C ML
void _showWarningBox (char* st;Title ;char* strText)
{ ' i g
[ gameMgr ShowWarningBox:[NSString striﬂqﬂithUTFBStripgé_.strTitle]t[NSStrinq
stringWithUTFEString: strText] ]; s TRes

1

@end

UGameManager.m S SEBL S0, Hob init s FEUAMIE R E, S7ELHIL IR B
AT .

Instance pRETE — M ER AR EL 24 UGameManager S 4 A 77 7 s 45 38 [8]— ™ 5 ) & fr K2
%% gameMgr.

ft ShowWarningBox ¥ P EATEIE T /> UlAlertView, ‘&% B/R i —4> i0S &% &
l“—] a

fEfefE, BAMEHAHER C 155 EEAIE T BR% startup F1_showWarningBox, Jf7EiXH
MR EAN A T Objective-C AN R %L

@005 7 Xcode ¥ ¥4~ #% 4 [File] = [Project Settings] , 7& Derived Data Location #
#% 3% Project-relative, X W EM BN .a IHHRGFELYWIREFRA.

€006 7= Xcode ¥ # 424 [Product] — [Build For] — [Build For Archiving] % {.a
X, REZ LB THH Derived Data/UGameManager/Build/Products/Release-
iphones E 3k#% #| libUGameManager.a 3 4.

TR RM TAEREAE Unity HhBEFT .

@E001 7 Unity T/ 49 Assets H & 4] 2 Plugins\iOS B 5, # libUGameManager.a
£ 52 i0S Xtrkd, WwH24 R, BANABREHRFEN, THEEK



Pl 9-24 G i0S Hifk Hk

@202 7 Unity 82 B & UnityiOSKit.cs, HIWEIMIRFNa XEPH CEH,
R T




18 Unity 5% 452) i0S & B 9%

}

@22503 477 M9 A< iOSAPP.cs, 7& Start & ¥ #.17 ShowWarningBox & £, % F 7 i0OS
R&ELBFHE, 228 FE— M EEHFD, RGWT:

void Start () {
UnityiOSKit.Start ()

 UnityiosKit.ShowRarningBox("Hello","World");

€304 % i0S % &% # % Mac L, # Unity 4% Build And Run, % JF #3477 i0S
&L, FERH AR MiOSEEF O, WwE 9-25 Fix.

B 9-25 i i0S BEE D

£ Mac 45 HALBRANRE, KEAGEESMEE/RPX, FR Mac &I Mono
Developer 4kt 48 T4 BIA (R A7 4 T35 3210 UTF-8 4838, T LA m B2 R DA o f op SO AR A
TELEGD, AR IER . MRk ERAEH Mac R ¥ Ultra Edit 44, &0 LLEM AR P
VAER. BRIELAAh, T4 RS AT RIS FE UL A T IE#M R cFk, EARBIR, W
M L D mBslr T rhCF k.

AT () TRE SO A7 Y64 H 5 chapter09 TestiOSPlugin A, 1L UGameManager
F 3% J& Xcode T8, UnityiOSProject H 3 A 2 £ 5 1) Unity 1.#2.

9.7.2 EEEMT

BT 1) 108 Wik uT LASE IR App Store % ] ¥y k4 BCHEAT BERISER T RE, 42 BOR U I
SRR R AR RS 28 £, BT UMl A X Lo Th RE T B AR FF IR AS o 45 TR BATEAAY
KR 10S 1) APL 2 SR skt EAEBIARS 4% L, B Z ar, FATH S 3 R 26 1M
U https:/itunesconnect.apple.com Z & .

€101 & itunesconnect ¥ 35 J5 , ¥ ## Manage Your Applications, 2% 4% 3# %%, ¥ ¥ Manage




Unity 3D FHIRFE i

Game Center, & 9-26 ffr.

Rights and Pricing

Manage In-App Purchases
Manage Game Center

Set Up iAd Netwark

9-26 ' Game Center

€02 %4 Leaderboard F im0 M HATH, AERER X E. X B Ei* & Leaderboard
IDHEE, EUARE—F -8, TRREAMFERID 4, RIEEHLFE
A ID R BAE N A HATE, WwE 9-27 B R,

Leaderboard Reference Name lﬁmrﬁﬁ | G

Leaderboard 1D [com company.game leaderboard | @

Score Format Type [integer v ()

Sort Order O Low to High ® High to Low

Score Range (Optionat) | | To | ]

-0723372036854775000 9223372036854775000
& 9-27 WHEREY

€003 ## Achievements Fmkgt, HATT UBMERANRRK, Yk — MR, o

o LIRS — &9 B #E{E (Point Value) , 7% & Achievement ID 835, 5 & o

—#, BN ID JFRE—FE -, REABRFEAZAN ID 5HXK, wE

9-28 Ff 7.

Achievement Reference Name [§3fARaR |

Achievement ID |com yourcompany. yourgame. sample 13

Point Value |100 ]
440 of 1000 Points Remaining

Hidden yes () no ®

Achievable More Than Once yes () No @

B 9-28 & At

€EX04 A&BWRIAG T E, K25 Game Center T, % FoHfmkat, X &%
Jb B TE $h4T Ready to Submit Z W#4T, ERRXWRE, BB REH L HE
RAFHEH.




& Unity JSHEBI IOSF& FI¥

9.7.3 3£ Game Center I gt

FEM G b B o Bk f5 . AT AZEACRS ol A 10S B9 AP A% 2 AN Rk
BT

@001 7 Mac b2 5h Xcode, #TH 9.7.1 ¥ iy LA,

@002 4T H UGameManager.h, (S 40 T :

#import <Foundation/Foundation.h>
#import <GameKit/GameKit.h>

@protocol UGaméManagerDelegate <NSObject>
@optional : : _
- (void) processGameCenterAuth:'(NSErzor*) error;
@end

@interface UGameManager : NSObject
{

/1
id <UGameManagerDelegate, NSObject> delegate;

// Unity fy view controller
id unityviewController;

// Game Center R%&HH

BOOL enableGameCenter;

@property (nonatomic, assign) id <UGameManagerDelegate> delegate;
@property (nonatomic, retain) id unityviewController; S
@property (nonatomic) BOOL ~ enableGameCenter;

+ (UGameManager*) instance;

/1 BREEED e
~ (void) ShowWarningBox: (NSString*) strTitle: (NSString*) strText;

- (void) registerForAuthenticationNotification;
- (void) authenticationChanged;

// ¥ Game Center R&WH
+ (BOOL) isGameCenterAvailable;



AR, SkICfEp i TR % 5 Game Center *_E*E‘Jﬁﬁ; BT E B R A RAIE 2457
JRA B8 Game Center, AR S, ERdH TR R A HIK. 55, /A Game
Center, #4Z01F A5 KA GameKit/GameKit.h 3k .

@03 4T7F UGameManager.m, 7£JR A4t 3k b pn o TR #:

e







RIS
'-\ﬁé—,‘f)g}{ﬁ
:\‘P\




4 Unity fs 483 iOS £ K%

i
i
1B FBA 2 %A H isGameCenterAvailable 3K | ¥t Game Center /275 1] JH, ol B, B3

{4 F authenticateLocalPlayer iAilF Game Center i /', Wi &M T, 51/ H] callDelegateOnMainThread

SHe b3 R R

€204 7 UGameManager.m F it Ee 8. A B Ro30. Most R oy R 4
i/iﬁﬁﬁ

= {void) reportScore: (NSString*)identifier hiscore: (int64 t) score
{

___if ( score<0 || !enableGameCenter)
' return;
éﬁﬂdore *scoreReporter =  [[[GKScore alloc] - initWithCategory:identifier]

autore'_ase}.
? scoreReporter value = score;

'[scoreReporter reportScoreWithCompletionHandler:nilj;

/1 AR, U100 Gesulat)
- (void) reportAchievementIldentifier: (NSString*) identifier percentComplete: (float)
percent % :
{ *
- if ( percent<0 || !enableGameCenter)
' return;

GKAchievement *achievement = [ [ [GKAchievement alloc] initWithIdentifier: identifier]
autorelease];

:if_(achievementl

-
achievement. percentComplete = percent;
{achievement reportAchievementWithCompletionHandler: nil],‘

/1 BREABIHTH

- (void) showleaderboard: (NSString*)leaderboard
foo o
A lenableGameCenter) //{If Game Center Al M —AMB&a
: )







3 Unity 5488 IOS T8 Ho%

e :_'-’_[?un_it_yvigwccntrqll__érf;.pgé-sentMcdalViewCQntroile:: achievements animated: YES];

@05 # Xcode #4FLUHMIAE, KREW4%EMN.a 1 UGameManagerh X 4% 2|
Unity # i0S B % F.

# UGameManager.h t 5 %] Unity /& [F & unityviewController iX ™ J@tE, ‘& i Unity (¥

BRI, HRATRA A S AT P IREL S Unity ) 56 85 %, X B8 H — R8Ty,

24 Unity #35x% F 0 Xcode TFEfE, £ HENIHA TR, XICHEFHIRI Unity

W REHIZR AR, WIRBA TR SEACT SOt B IR 10S HoxkA, BIAT BRI B LR ACES,
KHMBATECHHL.

@006 7 Mac it # 41k #4 Macintosh HD, #4% Applications, #%%| Unity $.47 X%,
¥ &4 %4 [Show Package Contents] . 20 9-29 Ffix.
## MonoDevelop » Pre

& unitron

€ Unirv 1

un Open
U0

&

t
Show Package Contants
‘s Do Move to Trash

« g

Get Info

Compress “Unity”
Burn “Unity" to Disc...
Duplicate

Make Alias

Quick Look “Unity”

929 iR Unity %15

MO}'.- 7= Contents E 3 # 47 7 PlayerbackEngines/iPhonePlayer/iPhone-Trampoline/Classes
H 3, %% iPhone View.mm Xf§, ¥ * & #|2| Unity # i0OS B & H.
@508 3T iPhone View.mm, #Am 3k 44

#import "UGameManager.h"

@309 7 iPhone View.mm 9 # 3% CreateViewHierarchy & #{, 7 viewController.view =
_view &4 & F AT Unity T 7745 & B AR D

;viﬂéﬂﬁantroller = [[:UnityViewController' alloc] init];
_viewController.wantsFullScreenLayout = TRUE;

_Vi'ngontr.oller.view_ = 7_vi'ew; :
/1 FEEBEIRE, Q1 UCaneManager S, HAM Unity WERRWE
' [UGameManager instance].unityviewController= viewController;

@X110 7t iPhone_ View.mm ¥ # # @implementation UnityViewController, 7 & Ji # @end




2 W pw # A T % H] Game Center B 0 8 EIH @8, WRTFpE A&,
% ] Game Center H D ¥ ARk 2 S HRBEFHH, REWwT:

@1 # Unity #477F UnityiOSKit.cs, EATHAEXNMWRTF DN T ZSH




¥ Unity IFRBHEE IOS F& FO¥

// Game Center
static public bool IsGameCenterAvailable()

{ ;
FECE AppliCation.platform=%RuntimePlatform.IPhonePlayen)
return _isGameCenterAVailable(];

return false;

}

static public void AuthenticatelocalPlayer ()
{ :
if ( Application.platform==RuntimePlatform.IPhonePlayer)
_authenticatelocalPlayer () ;
)

static public void ReportScore( string identifier, int hiscore )
{
f i Application.platform==RuntimePlatform;IPhonéPlayer)
_reportScore (identifier, hiscore); -

}

static public void ReportAchievement(string identifier ,float percent)

{
if ( Application.platform==RuntimePlatform,IPhonePlayer)

_reportAchievement (identifier,percent);

static public void ShowLeaderboard(string identifier)
{
if (Application.platform == RuntimePlatform.IPhonePlayer)
_showLeaderboard (identifier);

stétic public void ShowAchievements ()
{ ;
ek Application.platform==RuntimePla£form.IPhnnePlayer)
_showAchievements() ;
}

@€EX2 & Unity #4TF iOSAPP.cs, A 7EA N4 5 k4 B 7R Game Center #
B, Ao dofn a3 0 oh gk

void Start () {







& Unity #5848 iOS T X 9%

9-30 &i2x Game Center S3[fi]

AT ] TR SO R0 et H 3% chapter09_GameCenter, 7" UGameManager H & 4
J& Xcode T#23CfF, UnityiOSProject H 3 A /& #¢Jii i Unity TFE 44

9.8 MEAHRARY

AR P B R AT S SE—Fh A TR ML AR, W RRAS B S B 1), (HAERE R SR OLR D U
J 55, AT LA AR A T 2 R

9.8.1 ERIHE

Y5 Game Center —#¥, & 5EFATTH 23 24 7] () https://itunesconnect.apple.com i 2%
wE—F.

@01 & itunesconnect M 35 J5 , #4F Manage Your Applications, Z&$F# &, #R/)5 %
Manage In-App Purchases # X\ A7 % % & 7 .

€02 7 A %X B T % Create New A1 2 — AN 49 P9 38 % .

@EX0s AMEASFEA, BRAXEHH Consumable HR, TMEATREME, t
WEMET, HEZXAEMHTUHEAMNE. wREAAEHBEH — bk,
B4 x+, E&E4 Non-Consumable X, AP REEME—K, TAXEH—
KW B R

EX04 FANAHFMAE— ID, B R LM comxxx.xxx.xxx, XF Game Center 4]
HHIDR—FH, FFEE5HMIDESR, WA XEEXERZAMRHNE,
R 0.99 X&H % —XK.

€CI05 REXHHENAZEHA NGB A ALY T E, 3 In-App Purchases % 1,
BELPRBEFHAHE, LB MELAAENST Ready to Submit Z WI#4T, #
REWRE, ERQFALAAHRAREMBERATHEHS.

€EXos FARMNAENAAMRORREFT RN EH K, T EEHE —MA TS




W%, 7 itunesconnect [ 3% 7 b #%3 Manage Users B 5] #4714 §.
9.8.2 LIPS
AATH ARG 9.7 WHIA A, 4E Xcode Fl Unity TR0 3 1 2284 (LY

@EN01 % Mac £ Xcode $T7F 9.7 ¥ 5 Ak i Xcode TH2,
TEX02 477 UGameManager-h, -0 7 3 96 31 # 3k 4+

@E003 % UGameManager il 5 5093, HMm— MU EEEEX B
P

@04 UGameManager.h H 4k 437 fim v 3% %6 ) ity 8 3 7 R -




45 Unity iif2cB4EE| IOS & RI¥

- (void) recordTransaction: (SKPaymentTransaction *)transaction;

R

- (wvoid) provideContent: (ﬁSString*)identifier;

/1 BJRTE Unity P HREAIX 4 4 C Y
void _iniStore(void);

BOOL *canProcessPayments(void):

BOOL _isProcessPayments (void);

void purchaseltem( char* identifier);

€5.305 377 UGameManager.m 7 i 4 74 %% o b &9 SL HLR 44 .

@synthesize isProcessPayments;

/1 WGP %

-{void) iniStoreKit
{

[ [SKPaymentQueue defaultQueue] addTransactionQbserver:self];

/7 R RTLAA R
~(BOOL) canProcessPayments
{
if ([SKPaymentQueue canMakePayments])
return YES;
else
return NO;

/7 NAERTER 1D, RS R REE LK

~{void)purchaseltem: (NSString*) identifier

{
isProcessPayments=YES; : 8 ‘
SKPéyment *payment = [SKPayment paymentﬂith?rqductldentifier:ideniifier];
[ [SKPaymentQueue defaultQueue] addPayment:payment]; : i

/1 AERENE R, A RREIN R, RN S LA :
e (void) paymentQueue: (SKPaymentQueue *) gueue updatedTransacticha;(NSArray
*)transactions ' : : ;




s




& Unity 28 B2 iOS F& R I¥

[self recordTransaction: transaction]; _
[self provideContent: transaction.originalTransaction.payment.productIdentifier];
[ [SKPaymentQueue defaultQueue] finishTransaction: transaction];

t

/1 WFSRARE o
- (veid) failedTransaction: (SKPaymentTransactibn *)transaction
foniine by
isProcessPayments=NO;
3 E (trghsaction.grrpt;code = SKErrorPaymentCancelled) - G

{ ‘ 2 5
//BBFH BRI Unity

; UnitySendMessage(“UGaméﬁbject“,“iOSIAPCallback",[transactio¢ ”;iqr}localizednescrip

tion UTEBString]): :

}
elsef - -~

/1 UEBRF PR THE%
B

[ [SKPaymentQueue defaultQueue] finishTransaction: transaction];
} s -

I RRES
-{void ) recordfransaction: (SKPaymentTransaction *)transaction-
o : TR : : : :

fy'

/1 WRRRYEES Unity 4L &
- (void )provideContent: (NSString*)identifier

{ : ;
UnitySendMessage ("UGameObject"," iOSIAPCallback ", [identifier UTF&String]);

1

MIAVHEMH Unity 285 il R, H] T—/MY UnitySendMessage FIef %, I
I —ANBEUETR Unity PR ER 4T, BoABSERTFRAEMA RN LFE, E=12
BR—ANFRHE, WMBEMERY, WERBSK ID SAXMEFRRES Uity
iOSIAPCallback &%, 4 ID $2 ORI & .




@06 % Xcode #EH4iF.a X, H% 5 Unity TEH iOS BEA.
B F KM TAERI 2 Unity . '

€@X01 # Mac L& F Unity 377 9.7 % % i &4 Unity TH.
@€X02 377 WA UnityiOSKit.cs, M ENAH BHE:




¥ Unity iR I8 i0S F&  F 9%

Cif ( Appllcatlon platform-nnuntmePlatfem-'I‘Phaaei’layer)

. name="UGameij ect“

o ﬁﬁ’?‘ﬁﬂﬁﬁlﬁiﬁﬁ*
if (GUI.Button(m IAPPos,‘“ﬁﬁﬁﬁqﬁu“{




@XX04 7= Unity o4 A Build § 1 Xcode T#2, )5 {# Al Xcode 3T FF x4 L# , ## Build
Phases, #%# + #v StoreKit.framework, X 24t ABE IR EEHMESK, o
& 9-31 fi .

PROJECT
55 vnity-iPhone

WA S g T ae ar T kA A A dn Ak s A ek AR Aw g

RHHEH

| ' 9-31 l‘ StoreKit.framework
@005 % Xcode H 4B RF, 7£10S & LK, BEREWLE 9-32 fiF.




R Unity WRBEEIOSTE BOF

1 9-32 WP B

AAT R TR SCHARAFAE 6 5% H 5% chapter09 _IAP, H.tf UGameManager 4 Xcode 1.2,
UnityiOSProject #& Unity T #£.

9.9 FHEMAUE
WURBATHERF WA K RAFAE 10S A, XHBEFET, HABKHRIE i0S %
%J: —/Y Documents IS H W, HLmIBATE L0 sav.dat El’]jE{fF ELLEEDE

// ?EETWSF Appllcatmn pers;stentDataPath }‘E;‘}E{}ﬁﬁﬁ'
: string dlrﬁAppllcatlon permstentDataPathP’/ Docum:a'n 5/8av.ds

INGE

REFMAAT 10S T AT RIERA, RGN T il S Ir 2o, wi.
KA Unity FF& 19 10S 3% . A it Game Center F1 P9 31 27 Th g i sz 8 /49 T tofl
23 Unity 455 10S #fF, {E Unity 7385 i0S FE HIFHIE &F—E.




#10&E & Unity i % % # 3| Android ¥ &

AEERE A BT ER] Unity JF & AR Android i, BLIFIIFRIZ%e, LLEAIE Android
AT .

10.1 Android &

Android RIZITEFHL ERIIRIERSE, H Google ARHR, FENH RIFHFABIERKMRE
FH BEM, =K. HTC %, WS ERMAE.

Android &2 — eI EE, AR LAIFR. KA Android I ERHFAR, AT
E [q] Google AT ZAHEMHH .

Google 2 B4 T —4 0 Google Play ¥ 3 &4 Android ##3&, AiLiXHAZME—FIEK
AP a, JERE WA LRI AR A B AR ATy, a3 IR Al 2% .

Android FF &R FE R AHH Java i5 5 . ] Unity o] LLAF & H & & R Android 3528, L
FPARAFBEHENT # Java fl Android 4.

102 RFERE

FF & Android #Fx%, — &5 %% Android [f) SDK, [AAftHE 23—k T H, XL
£ PCHLEFFR A, =TT

L 001 17 [5] M 4tk http://www.oracle.com/technetwork/java/javase/downloads/index.html T #%
I %% JDK B {HE..
§.02 % |5 W 4k http://developer.android.com/sdk/index.html T # Windows ik 4 #) Android
SDK. THEKERELHERE, 2RAFNMXFXK, — N4 ME eclipse, 55—
AR sdk (MFRAER, XHEXNARBIFLSEE) . eclipse XHFXREHL S
MR 4R TE, sdk & Android iy SDK, iX B i % R @& & ¥ & SDK,
HAE - TEH SDK Q.
€003 Android #y SDK 24 % E#, it Unity # ¥ # 7~ X R H Kty SDK, KA1 R
i# 3 Android SDK 4 ¥ & H 3 T # 2| 811% E# SDK. % eclipse X4 & 2 # 3
eclipse.exe X {4, W& B 3 eclipse. 7 F ¥ 42#% 42 [Windows] - [Android SDK
Manager] 477 Android SDK % # %, 7 Packages P B FE FHH SDK KT
B, #)5 %+ [nstall packages] B ¥ T4 SDK, 4w 10-1 F 7.




 Unity B Android FA B 10

@ X ” >
Packages Tools

SDK Path: Dipdy-bundle-windows-288sdk
| Packages

. [ Android 42 #1175
» [71i5 Android 4.1.2 (API 16}
a [ iz Android 4.0.3 (APT 15}
{7 % SDK Platform
[0 Semples for SDK
[ 1% ARM EABI v72 System Image
{1 % Intel x86 Atom System Image
[l MIPS System Image
(] % Google APIs
[} 4 HTC OpenSense SDK
(1B Sources for Android SDK
I | i []ai Android 4.0 {APE 14}
{ | © [} Android 3.2 (AP 13}
§ | o [l Android 3.1 (APT

| Show: [V|Updates/New [¥ installed [ |Obsolete Select New or Undates  tnstal packages..
Sort by: @) APT level i Repository Deselect All Delets pm':k‘s;gmlm

§ Not instalied
& Not installed
& Not instalied
§ Not installed
§ Not installed
§ Notinstalled
& Not installed

Ry by R s o Ry W

10-1 F# SDK

@304 B zp Unity, £F B+ %% [Edit] - [Preferences] , #%# [External Tools] —
[ Android SDK Location] 3§ Android SDK #{L &, & 10-2 ff 7.




Unity 3D FHLIHEAR

10.3 i&#F Android 5%

10.3.1 & & Android F#l

JUFAEA i b9 Android F-HLES AT LARIRIIATT K B9 AR, (A E LR R E.
(7] it B P LR B R A W e AN, R LAk HTC FHLA 6], BB RNT .

501 & —# Android F4L. CPU i # =& ARMvT ZH 8,

2 BFHHBHRFLEETEN L. A LFHNEHRFH A Sync ZH
TH, BT T HLA S Unity 27 2| 0K FHL, woF8 B0t @ m, &
WHEXFRHEK.

@003 EFH b REY - [RARFY - [, %8 [USBHR] & 3Rk

PR, #R “RELERY EFIEXEHT2KEK, wHE 103 FiT.

B 10-3  BE AR
€04 HFHEFIITEN, %P el EKX.
10.3.2 ZREWRzIEFF

47 —4% Android FHLELTAR AT GE B A BEALF 7 BXBNAR)T , AR LR AR AT LLEA Google
AL BN FRSF, X B LAYE Windows8 ¥ & @R IEN N, FFHEWF:

@501 B %) Android SDK % # %, #4® Google USB Driver, ¥ T#, wE 10-4 fi .

4 []i.3 Extras

[} & Android Support Library 11. S8 installed

(168 Google AdMob Ads SDK 8 & Notinstalled
188 Google Analytics SDK 2 ¥ Not installed
[l Google Cloud Messaging for Android Librar 3§ Not installed
[ 168 Google Play services 1§ Notinstalled
(188 Google Play APK Expansion Library 2§ Notinstalled
{168 Google Play Billing Librasry 2 & Notinstalled
[T @8 Google Play Licensing Library 2§ Notinstalied
(¥ & Google USB Driver 7 @ Installed

188 Google Web Driver 2 & Notinstalled
[T1@8 Intel x86 Emulator Accelerator (HAXM) 2§ Not installed

B 10-4 & USB iah

902 ¥4 Android &R B HMN, EEFLEE (THFRERITHN] (RFHEL
WECHEREMTLL) , wE 10-5 .




4% Unity 3% #4832 Android & ¥ 10 ¥

B 10-5 ITIFH %
@303 #3| WA W58 Android % &, wHE 10-6 iR, REATHHH O,

| Dell Waterstone My Passport USB Device
© Touchpad 0740

B 10-6 %4 Android ¥ %
| % 4 W5 B Android & &, WE 107 FiF7, NETFFEFD.

. Android
B
Q’lﬂ‘{ﬁ
| &8 =E
{SAndroid L7
[+ 35 wEaE '
BB ONDA MID Emaw
. ONDA MID USB 2.0 Driver USB Device EENDE
|| zaONDA MID US8 2.0 Driver USB Device BEEEDE
|| § USB Composite Device WERT2E.
¥ usE ZEETREE BEERTORE..
ERnEEE
suEm: ®K
i 3 0000.001d.0007.003.000.000.000.000.000
BERES: RESNEMRTEESR. (K5 28)
BeR)
| e ][ wm | wm
!

B 10-7 1E#E Android W&
€Elos % [RARE), wE 10-8 i 7.




[omE | mE

€N %% [(EFBHBRFT . wE 109 7,

& 10-8 HRE

§
°
i1
§
i

i

(®R [Eoms|weasBe |

REME 200RoEw

b o

R o
R 1
| EBEAX RS AN RFEDEE i
i
3
i

%

H

Lo
0000.001d.0007.003.000.000.000.000.000

10-9  FEFIKEHFER




8 Unity J53 #4835 Android £& % 10 ¥

@007 %8 (R B EMUERBABFHEY, wE 10-10 fiF.

R R TEFIRNERRIT?

> BVARESEFRIIRNEFIIHS)
Wndi) ST ENAC Internet HEIABTEREROMINENTFR
B G R R R SRR,

> SH R ARSI RARAER)
EMERFENETEENS.

B 10-10 3% HHSEHL LA IR SR Rk 1
€08 %4 USB Wty ik E, wE 10-11 fiF.

4 4 sdk
4+ add-ons
4 L extras
» 4: android
4 i google
4 1. usb_driver|

Emd&
i 1386
latform

WitseF):  usb_driver .
[m= || mw |
B 10-11 4 USB BN FEGEAT T
10.3.3 & & Android ji§3 T2

£ Unity WJT& Android 33k 571 % PC il BA TH AR 56, RATIF LR R TR
MEHF B ¥ #H 3] Android P&, REM - LEHHRE, B UEHERIEIT T —K




Android FHLEHATANR T, ZHLWINT -

@EX01 B Unity 4T MR TR, £ X ¥4 %42 [File] ~ [Build Settings] 477 Build
Settings % 1, 7 Platform & % 4% Android, ¥# [Switch Platform] ¥ % 37 7 %
F 4% % Android &, wHE 10-12 ff 7.

£ 11 Ik &) d é

@302 7t Build Settings % 1 # 4% [Player Settings] ( 27 3 # #£ % 4% [Edit] — [Project
Settings] — [Player] ) , Inspector & & 4 B 7% 4] 2 Android # & 6948 X % §.

&303 % Company Name #¢ Product Name # 45| % B JF & 4\ & fnilf % £ 4 5 , 7& Default
Icon i Bk iy EAT, XE5HMFER A, wHE10-13 FiF.

B 10-13  §143] Android 5
@304 % Default Orientation F X F i #t % F 7, Portrait &7 %, Landscape



%% Unity 353k #4& % Android £& E 10 %

Settings for Android

| Resolution and Presentation ‘
: Resolution :
| Default Orientation* | Auto Ratation 3 | |

Allowed Orientations for Auto Rotation
Partrait fd
Portrait Upside Down
Landscape Right
Landscape Left

| Status Bar
Status Bar Hidden

|
|
i
|
|
|

Use 32-bit Display Buffer*
Use 24-bit Depth Buffer :
¢ Show Loading Indicator {Den'tShow %]

e @ ERO

* Shared setting between multiple platforms.

P4 10-14 )3 ¥ Android “F &

@05 7 lcon F R BHAWEN, RMNTFELEL IR ANINER, 252 96x96, 72x
72, 48x48, 36x36, & 10-15 R,

| Icon
[ @ Override for Android

E -

& 10-15  PElks

@EN06 %A B 3 Unity i %% 89 Bt 5 4 £ % % Unity # Logo, 7 Splash Image # 4§ & — %
BRET %K ANB S EE, £ Splash scaling ¥ ¥ L13% B & 30 B H 8948 3,




Unity 3D FHHHF L

&Xlo7

€os

L (O

W 10-16 fi 7w,

splash Image :
Mobile Splash Screen*  [FPRNTS
' 1.060O §
snlath auhng 2 ' ntey (enly scale down) ¢
i Shared nnhg between mnlﬂplu plufomu

B 10-16 B e 5hi i

F Other Settings P AR L H BT EixH. twRFH# Static Batching # JF#E, #
WAEFEAXANE, ETRLGERERARTEXR, wWHE 10-17 7 7.

Other Settings Aot

Rendering :
Static Batching ™
Dynamic Batching - i

! {:
10-17  HAh &

#% # Bundle Identifier, & & # & # #737, # A /& com.company.appname. 7 Version
d i AMLA S . 7 Minimum API Level & 3% B i % B & # #9  /D API LA, thiw
% ¥ & Android 2.3.3, M4 %% 4 Android 2.3.3 = E 3 fiLA oy FHLAS T LLEATX
AW, wwE 10-18 fi R,

| Identification
Bundle Identifier* - jeom compaw.gm'}
Bundle Version®* 10 ]
Bundle Version Code ‘ ! S Ry
| Minimum API Level Andr 3 'Gingerl

B 10-18 WEIRR

# Device Filter # R4 [ARMV7 only] %5, b BZH Unity #RT fETE
ARMv6 R EEAFILE (XXFHELEKHAT ) . % Install Location F
;T NAERETRT R, BHRFRIAS [Prefer External] B+, X244
RERE MR, WHE 10-19 iR,

Configuration '
Device Filter
InltnllLoutmn W . Prefer External - a2y
Graphics Level*  [OpenGLES20 3
Internet Access - i
Write Access

10-19  #H Android #f AR




¥ Unity S BHE| Android 88 5 10 %

10.3.4 ik Android jF#xk

£ 10.3.1 T TFIEE L, 2% 10.3.3 354 Unity N FWHRTE, SRS Unity
3B F ik +E [File] — [Build & Run)] , 8 APK CFHI{RAFRRE, BREERZ, HREiE
T4 Android T-H1_L.

10.3.5 %75 Android i3k

APK J AndroidPackage [F)485, ‘& J& Android “F & Ml $AT 304, 284LLF Windows “F &
ff1.exe ST, AT BIGH S HIFR AN APK MR KA 2. BAT APK U 58—t gt
- MRAMBSNRE, LB

000 B UM TAERALT Android T4, EX P % [Edit] - [Project Settings]
—[Player], 7£ Inspector #f O #) Publishing Settings P % #£I Create New Keystore],
#R )5 £ Keystore password 7 Confirm password F 3 N\ B & Xt %75 ( %5 — & &
ILT3%) , %4 [Browse Keystore] #% % keystore X RALE, wHE 10-20
i 7.«

! P_u-blis!ling Settings
| Keystore =
I [2iUse Existing Keystore M Create New Keystore

i/ .B.i:og}'ﬁ Keystore . |D:/user.keystore |

: k?_e_gston.passwafd W;

Confirm password

€ 10-20  RATEE

@2202 W F Alias, #4F [Unsigned(Debug)l, ##F [ Create a new key] 3T 7F 41| # keystore
XYt E o, wHE 10-21 fiw.

| Key e
(Aies o [Ussigned(dshug) o 8 |
Password Lﬂ Unsigned (debug)

; ; : | TR e

| Soii Application Binary e

3
L i
R

B 1021 EAmEE

@X03 7 Alias #8 N\ % H 4, 7 Password fv Confirm & 8 \ B8 ( %5 — & Eif
T3 ), 7 Validity(years) = 4 N\ i#f % 89 F 4 i, 7£ Organization ¥ 4 \ /A 7] 4




fr, )6 %$E [Create key] 4| # keystore X4, #mH 10-22 i 77.

4 10-22 il keystore 3CfF

@304 %4 [Use Existing Keystore] , 2% 4% [Browse Keystore 47 7 2 # % 7 # keystore
XUHETERNED, & Alias PHFXLABRA L FRNED, R
& & A 2| Google Play # i, H)5H|E M APK AR+ X AT 50MB, M#TEEM
A Splite Application Binary Zh f 4§ # &% 20, W HE 10-23 fi7=.

P 10-23 il keystore SC{¥F
@005 78 ¥ #2%#2 [File] ~ [Build Settings], #A)5 7 Build Settings & 1 # 4 [Build]

B H T R AE APK XU i RX — F KK T , & E 3% & %A E 5 48 € Android
SDK #, SDK # iR 4.

XA~ APK CHEAT BLR AT BI4EAT Android KA 6, —EILRATF & 05:
® Google #9E# £ A-F4, MikE https://play.google.com/apps/publish/;



& Unity ji§3 #48%) Android & ¥ 10 ¥

® I 5i# Kindle Fire 89X A F &, M ikZ https://developer.amazon.com/welcome. html;
® ALK AA T4, MikA http:/dev.g.qq.com/.

104 RaBHERME

2% Unity ##2R3i2 17 F] i0S 5 Android ¥4 LN, ARG K s 28R E o LLH 32
N FHLBERE LA R, (8 BUPRER AT JEV5 SE L — ST (W i b B4, L 22 XA BE « 75 Unity
ff) Input 2, Bk T 5 RHRLEM S FATIGE, BARELTH TR &FIThEE, T
T 208 3 AT P 481 SR 58 B T S B ik R #RAE,  SURDR SR . AT HYoR Bl [R] N E AT T 10S
1 Android 5.

@301 377744 B 3 chapterl]_Android touch Start T# Unity T#, AX M TR &7 %
, RE—NAEHEA, BATHEEA MR ELE Android & L8 1 &H, F

R % g 48 HORASHLAL
&€5302 T/ A AndroidTouch.cs, XZFAAAFHH A, EREFB/LFREEAN,
fr otz f, RN EINMIERF T FRENKD, EHR/HNHED.
€003 ¥ %% fw—A m_screenpos B, HE Start ERPEHF S ROEA
m_screenpos R FHE —KBENALE, REFREFHEFFRHLEH
W F A H R 3 H .

public class AndroidTo@th : McnoBéhaviour:{“::

/] ERTFREMEOE

Vector2 m screenpos = new Vector2();

// Use this for initialization
~ yoid Start () {

M RAEEME _
Input.multiTouchEnabled = true;
: -

€04 7& AndroidTouch.cs 7 u i #& Mobilelnput, £ Input.touchCount #| 74 JL 4
FRMERFE, YRA-ANFHBEE, K17 LL#EE Began f1 Moved R &
HEFREERRBREZSHT, YFRGAARER, BRINZABHN T a0
VB 7 # 2 AR AL (MR

 void MobileInput()
if (Input.touchCount <= 0)
: return;




a5
e




TR, BRATARIE S5 i 57 ) £ 0 B0 it 7 BRI TR OB B ), ANid 2
I BOACH I BT B A SRR B . 753 &7 XR Temple Run (t1 2 Unity HIfF) o, st
IXAMRAER BE T AP I 7 [ FBEERSF .

@XX05 LAHEANFHMR, ROTEITHF 4 090 50 58 B 4R BRAHE, SN T
KRG, G ET:




# Update & # % #.47 Mobilelnput # 4, #4)5 7 Android # & F#KBF, LT
EERDFHELHDEEN, AEAFHRESHE 2% KB RNNE.

€0 4xmARENRATHERTRAALER, Y TELETRAA LFREE, &1
HAEARERm— 42 £ TR KHRD:

XA RRAS ) ST R GEiR AR SR A A RS Zc BT S B B R L, (IR A 2L
Hede, ALBATAT LA IR ERAEAEE, 20 ORI AC R A S R A TSR AR MR«




1§ Unity 3% #8482 Android £4 ¥ 10 ¥

@€XJ0s 7 Update & 3 44 % (X% . UNITY _EDITOR. UNITY iOS. UNITY ANDROID
& Unity FlR I RAEATRN, YRFETEMANGTE, 5N FALEFR
A, X B Y FIEFTE 0S H Android F & H AR R EFT Editor A4, #A
& Mobﬂelnput bR REE, TR EE R RRREE:

. void Update

e !uuxmx;snz'ron- & -m-_ms;{-n-:.uum'_mmm":‘

m' AF %vﬂlﬁiﬁ%ﬁm g >’k chapterl() Andmni touch

e
= 10 5 M ecllpse | Umty

5108 ‘F&—+, Bt ErJ LI Unity 56— Android ##3k HAN'S —4T Android ¥ &
A, HuREATTHE A Android ¥ & L4 1) APL, I ABAEAEAL—LE Android
BRI ARG,

>4 Android & — TR &, FEb&FA K Android 25 R IE R £ . HATER
##H HCM SDK, R AR AWK F%F & WA S| 3L SDK fii—Lext8: T, Kot
TG BB AAHN T & 10 TR Th ik

K 4> Android 7F £/ JEIRHEM SDK #42 Java X5, {1 H Unity J& 703 B8 5 ix 84t
VAR, DREERATHRE A A AU 10S P& M2k Unity 485 Android & 934, AR
EE HIRHEME TR, BB — M E— IR R T &,

Unity 55 Android API BRI 1EHREFR, REHANALEERKJLR Tk, 3AT07 LA
fE eclipse F1 40 5 4F5txF Android V- & IKIThRE, #R 545345 BUEE SCAfi A 8 Unity o, tharl
¥ Unity L7 %0 Android T2, SRJ57F eclipse P 4k 4L Bl BRI A 2% Write S il — Fh ok
U SE 4 SR — 28, ARAE 10S SFEIBRE, EAEME, W—FEIEIA 2 B e AU o
je)

£ Unity *a] DL EEAEF Java FESCHF, HE Rk jar. B BRI ESH eclipse 68—/ E
A TFE, H Activity (Android () 7R ThEEHR K [ Activity) DAZ4%7& [ Unity ff] Activity, 3R
Jai i jar K& M EESCHE. Jar SO S IR Unity (45 & TF2 H 3% Plugins/Android i, ¥
s 2 BT 5€ X Unity 1] AndroidManifest.xml, FHEZEATHLE eclipse 18— A Android
XPUEHE, R4 b jar SCHEHFEF ) Unity .




Unity 3D

1051 ¢ jar X4
B SERATHLE eclipse 82 jar 3Cf-.

@01 # T ## Android SDK X4, # 4% 5| eclipse.exe, M # & 5 eclipse 44 .
€002 7 eclipse ¥ ¥ 4242 [File] » [New] —~ [Android Application Project] , 4T F
Android TR €| Z 1 % .
| @I0N03 iE & Package Name W35, XA4LF—FE 5 Unity T4 $ 4 Bundle Identifier
—3%, BA1X 24 FKE com.projecthelloworld, %0 10-24 f7 7.
R L

" New Android Application
Creates a new Android Application

@& <Back | Nets> |, Fnish Cancel

EJ 10-24 ﬁilﬁﬁﬁ
€004 fE#TREWEF, 2 Mark this project as a library i % 3 T8 & & —ANE T
A, fwwE 10-25 fr .

‘| New Android Application
Configure Project

© [¥]Create custom launcher icon

| Wi e

| [¥IMark this project a< s ibrary

H| (]Croate Projectin Workspace e
| tocaton: [ENMelioword T (e

Gﬂd.mm:mﬁngm

Warkizg T 2

10-25 WHEETRE




$ Unity 363 543 Android & % 10 ¥

@05 4% BlankActivity 8 # — /N B #7 Activity, #wH 10-26 Ff 7.

s

Create Activity
Select whether to create an activity, and if so, what kind of activity.

i MasterDetailFlow |
| SettingsActivity 1
|
|

|

New Blank Activity

B 10-26  f)EZ AR Activity

€EJ06 & Activity AR, XML KB RSE Unity #5 A2, XEHRAS
MainActivity, fo@ 10-27 ff 7.

New Blank Activity
¥ Creetes a new blank sctivity, with optional inner navigation.

Novigation Typed None SR

'« The name of the layout to create for the activity

@ |  «feck | Nexts [ Einish Cancel

B 10-27 #i5E Activity % K

@EI07 AlAFIRE, H4E5A Unity 47 Android F &% &8 — A jar X . &
eclipse B 3 # 42 #% 4% [Project] — [Properties] , A5 ## Java Build Path, #t
# Add External JARs, | ¥ % Unity % 3% B 5 Editor\Data\PlaybackEngines\
androidplayer\bin, %% classesjar, 37w % eclipse T $, & 10-28 fr7=.



B 10—é8 #IN Unity ff) classes.jar ¥ eclipse T2
@EX08 4TFF MainActivity java, #EK&WT:




1§ Unity 5 #4828 Android £&8 E 0¥

/1 BAMIEHE .
public void MakeDialog(String title, String content) =
! : - - & : % ¥ : L AEE

 Blertbial

= u:.l der builder = new AlertDialog.

T (MainAccivity. this) ;

builder.setTitle(title)
' ‘.se-t‘MéSé'éﬁge‘{content)‘ e
 .setCancelable (false)
.setPositiveButton (“OK", null);

builder.'shqw_&)';

}

B, M F AT Unity i UnityPlayerActivity i, {# MainActivity 4 7k B
UnityPlayerActivity .

MakeDialog pf #(H T 275 —MFrHE Android XHEHE .

HelloWorld &8 $0/2 #E &7E Unity T F A R 350 BATIHEIX AN B 50 44T T MakeDialog
BR B0 7 X S HE o 34 RO BLAE ] T runOnUiThread &b#8 UT 4 F2, B AIX 4 M, 75 877 Android
X5 8 PR I R 82 ) i 2 O 95

@X09 7 3 #4225 # L Project]~ [ Clean), 4 )5 7 T4 H % £ bin E & 4% 5| helloworld jar,
eclipse P8 TR X B EHK T .

10.5.2 A jar #| Unity
PRk, BATEA AT AIE M helloworld. jar 5 A Unity T # .

@001 T A4 B X chapterl0_Android Plugin Start T ¢ Unity T, XA TEHH
=, RA-MREEE, BNEMOREL—TE, K5 BT Android # 3¢
EHE.

@02 577 1 A # 4 helloworld jar & % #| Unity T4 T # Plugins/Android E 5 /7, [7] i0S
P& —H, EMERTRERLE.

@X303 #£ Unity # % % B 3 Editor\Data\PlaybackEngines\androidplayer 1 4 #)
AndroidManifest.xml > {4 £| Unity T #2 # Plugins/Android B & K.

@J04 477 AndroidManifestxml XfF, #% Activity & FER S eclipse T # 8y
Activity — 2

#F| <activity android‘:namé=" com.unity3d.player.UnityPlayerProxyActivity"”

#IBHY <activity android:name=" com.project.helloworld.MainActivity”

@05 {TFF HR MW A AndroidAPP.cs, XAMMA B ILLE JLFA 4 b RA, FREw




Unity 3D FHLHFRTFE

i

: /f Ib.ndrozd ﬂ‘f}Acthty

void Start () t e
/z’ ﬁﬁmdrmd Actw:u:g j:." ::’ e

1f (GUI Button {m showhndroa.dmalog, ; "ET android Sﬂhﬁ"

string{j args=new strmg[ﬁ}.

: args[ﬂ] ="Hello";

_ args{1]="World": :
: act.w;cy Call(“HelloWorld“,' args), o

i y

FRBGEH 1] 5L, 7F Start pR %P IRATFREL T Android ) Activity 3R [F]45 activity, 7£ OnGUI

HIEH S, RAVER activity Uil #E eclipse FEIE K HelloWorld ii %, EHHEIMZSH, A
W HARFFEAE— string $0 41 P 443845 HelloWorld R #T.

@206 % & 4 B Unity T#2 # Bundle Identifier 5 eclipse T#2 % i% % # Package Name —
B, X % % com.project.helloworld.

£ Android & _LIE1TERF, RWE 10-29 .

hello

B 10-29 Android FCHLIEME



& Unity i3 #5482 Android & ¥ 10 ¥

YFEFFIZATHE Android HL28 ERUBHR, WIRITA eclipse 4u# 4%, BT LL7E LogCat B LA F
HiEfrHE .

AT TR AE 4 Y68t H s chapter10_Android E2U P4, H:ith HelloWorld H 3K
eclipse T.F#, UnityProject H 3% A& Unity T 2.

10.6 M Unity ) Eclipse

AL BT LUK Unity TF2F H N eclipse TFE, RIGH 5 AF] eclipse H7, Wit Sk 7 48 BRI,
{EX} F47 4% Android #: 1, AEAXAM, FAFTLEREMERE Unity 3 A jar P77
% TAE.

& Finpaels, TAVIPHELE Unity 25—~ Android 311 HE, (HIXUREHRF Unity TF2
FAF| eclipse 1. eclipse 5 Unity T2 8] {138 {5 B A4 {# H Unity [#) UnitySendMessage fi
VO, XL SLE i0S F& &R,

10.6.1 5 eclipse T2

@301 4777 K 4% B 5 chapter10_Android Plugin_Start /4 # Unity T2,
€302 4T/ B A& AndroidAPP.cs, FinfCalfwn T :

S // Android B‘JActhty
' pr;wata Andrmd

C}bject actlvn.ty, AR

11 Bse this --:fd_:-:initialization
void Start () {

S gwmmm-?
this.name = "Andrmduanager :

/1 B Andmid Act,wn:y
‘ AndroidJavaClass jc = new. Andrc>1dJavaClass("com un1ty3d player.UnityPlayer");
activity =30, GetStatm(AndromJavaObject>( currenthctlvity o e ‘

. veid onGUI()
GUI.skin=m skin;

if (GUI.Button(m showAndroidDialog, "§isandroid ¥i%HE"))
string(] ér'gs#new string[2];
args[0] ="Hello" ;




Unity 3D 3

X AR AT b AR AR, 0 T —4 AndroidCallBack 30, ‘ERIMERIR
B AN SIS, TRATTKAE eclipse ¢ 1] SendMessage PUATIX A B3

75 Start BB, AT Y RTHEARAI 4 7300 AndroidManager, £ eclipse T, A1
BRI AN B

@003 # % ¥ T # Bundle Identifier % 4 com.project.helloworld, f J5 7 eclipse T4 i
#% ¥ # Package Name — & & 5 v 41 F .

@€EX04 £ Unity £ ¥ 42%4 [File] ~ [Build Settings] , # & % ¥ T 2 % % Android
F 4, ¥ Create Eclipse project, #{)5 ¥t Export ¥ % 3] T % 1 % eclipse T
&, WA 10-30 7.

10-30 544 eclipse T#E
10.6.2 ®EBESHH eclipse T2

R TR AE eclipse 581K, %R L, M Unity ©h 3 Hi ¥ eclipse THH A e HEEAEA,
BAVHERHABOAE, RIGTES — MM eclipse TH 5] FIXA .




% Unity WRIBHEE! Android B8 % 10 %

€001 7 eclipse # 3 ¥ £ 3% 3% [File] - [Import], #/)5 ¥4 Existing Android Code Into
Workspace 5 A\ _E—3 M\ Unity # 5 i 4 eclipse T#2, #w [ 10-31 B 7.

Select an import source:
 filter toxt o ' S

& 2 General

4 (2% Android
= C/C++

o [ Install

» % Run/Debug

B 10-31 5 A Android T#%

@002 7 eclipse Hy X ¥ #%# [Project] —~ [Properties] , #%# Is Library, ¥ %8 T
B AE, @ 10-32 iR,

Vendaor Platfo..
Android Open Source Pr.. 233 10 e
Android Open Source Pr.. 4.0 14|
Google Inc. 40 14
.3 Android Open Source Pr.. 403 15

L 1

Androidjum Preferences |

Builders J

Java Build Path

. Java Code Style

o lave Compiler

& Java Editor
Javadoc Location
Project References
Run/Debug Settings
Task Tags =

- Validation | tibrary

B 10-32  BEONE
10.6.3 €A T A#HH eclipse T2
THBA VGG —ANHTH eclipse T2, 5| Unity T i eclipse T72.




Unity 3D FHBRFE

@EI01 A2 — A #H 1 eclipse T/, i* & Package Name — & £ 5 Unity T# # # Bundle
Identifier —3%. ZR|ZTRNHBR P L EHRF Create Activity, RIIEF 142
Activity.

@02 HBEFENITHE, EXELHEF [Project] — [Properties] , #J5 ##F Add, #%
# Unity 3 1 49 eclipse T2, ¥HAL5 A2 LT, wHE 10-33 fiF.

fpeimertes 1| Android el
i m:e 37“'“'77"""""""""""""‘“‘- ——— e e — - Bt
Android | Project Build Target
wmum Preferences | [ TargetName  Vendor Plotio.. AP... |
Java Build Path | | 4 Android 23.3 Androld Open Source Pr.. 233 10 |
» lava Code Style { | [l Android 40  Android Open Source Pr.. 40 14
+ Java Compiler , | [] Google APls  Google Inc. 40 14

& Java Editor | |7 Android 403 Android Open Source Pr.. 403 15
Javadoc Location i I[] Android42 Android Open Source Pr.. 4.2 17
1

RuniD Soti R i _ct
- [Jts Libracy

Reference . Project ol ___,_E
o Jexport project _ chapteriOAndroidPr.. ||

q
k
{
R R R » |
NG AN

-

10-33 SRR IR
€X0s BEBFHATR, EXEL%EHE [Filel - [Newl - [Class] , #]#—/4

1 MainActivity # %, Package 4 ¥ 5 % #] T#2 #y Package Name — %, #n & 10-34
BT &

Java Class
Create a new Java class.

e i T L LTS C T, BT

Source folder: | Helloworld/src

Helloworid/sre || Browse.. |
Package: “comprojecthelloworld | | Browse.. |
Clenclosing type: ; ' ol Browse...

Name: Moty "]
Modifiers: ® public ) default T private (7 protected
[]abstract [ |final I7] static

Supercass:  (madangObjea [ srowse. |

saet oy a e e "

10-34 @& Activity
@004 7 eclipse #9542 %3 [Project] — [Properties] , #%)5 #%#% Java Build Path,



# Unity }63#482) Android F& 5 10 %

# 4 Add External JARs, # ¥ Unity % % E % Editor\Data\PlaybackEngines\
androidplayer\bin, ## classes.jar, 4317 i %| Y ##Y eclipse T2 &,

@H05 542 )\ Unity 8 8 eclipse T4, 4 assets 5 #y {45 % 3| 3 2 4 Helloworld T
R4y assets B KN, wHE 10-35 fR, ZBRM Unity RO TR, HLE 4

Y ITREX.
= Helloworld
4 > chapter10AndroidProxyActivity b @ src
i = Android 4.0 b B gen [Generated java Files]
» gk Referenced Libraries. + & Android 4.0
’ N& Android Dre'be;ﬂéﬁcies v mk Android Dependencies
@ src = _Referenced Libraries
> 28 gen [Generated Java Files] & .:‘::3
!-?T-—T“J-?-‘f??-‘-’* b @ fibs
b bin , & bin
> i libs » & libs
5 res > B res
& AndroidManifestxml <l AndroidManifest.xml
gb| classesjar E ic_launcher-web.png
(& defaultproperties L) proguard-projectbxt
[Z project.properties [Z projectproperties

B 10-35 TRH%
@006 4T7F MainActivity.java, EinfSa T

package com.project.helloworld; :

import android.os.Bundle;
import android.app.AlertDialog;
import android.content.DialogInterface;

import com.uni ty3d.player. UnityPla_yér;
import com.unity3d.player.UnityPlayerActivity;

public class MainActivity extends UnityPlayerActivity {

'@Overrxde :
p:ot.utnd void onCreate(Bundle saVedInstanceState} 1
super.cnCreate (savedInstanceState);

/] 1 Unity o} F R : ‘

protected void HelloWorld(final String title, final Stn, éortﬁént)

{ - :
runOnUiThread (new Runnable() {




X L AARRS S5 AT —A Hello World 761 fRHL AL, RRIMMAT 2, 7edintiEhER
OK #&#)5, fH UnitySendMessage ] Unity FI37 x84 AndroidManager &% T —/MHE,
17 AndroidCallBack %, fEEHEHLTSEAE N e,

@07 3TH ¥ TH # AndroidManifest.xml, 7 Application 474 :‘Mﬂ\A ivity % B, 4w
TH7: - : '




¥lo¥

A
> ﬂV,’.

>

&L

i

7 Andro

d Application,

Androi

&

y

- [Run]

EXE%EE [Runl
bR

m‘

I

2y
388

53
B

' And

Ju

nit Test

Julu

4 10-36  Jik Android 72 /¥
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Unity 3D FHMBHRAZE

fE Android ¥ LIBATRY, R ZAM/RGIZE, BERT OK #HJE, FEHLE R
REHUE.

10.6.4 ZHiERF

# Unity TFEEAZ eclipse Ji7, S AETE eclipse P RATFERF, Sbr LAFIX B ¥ B LA Unity
PEM AL, BT,

@01 HBFTLATH TR, ¥ &4 % %48 [Android Tools] ~ [Export Signed Application
Package] , % W% 0, ¥4 Create new keystore, %I\ % # ¥ keystore U4k
FERELE, wH 1037 T,

€ 10-37 £l keystore
@J02 X EHT keystore 12 B, & Validity(years)i ¥k b 50 400 F, wHE 10-38
B 7.

i e S |

B 10-38 45 keystore {55




# Unity J¥3 %43 Android F& % 10 ¥

€U0 BHBEBRESHATFRAN APK X4, #wE 10-39 fi .

“ Destination and keyjcertificate checks

10-39 S APK 3CfF

AATH RG] TR SR AEAE )64 H 3% chapter10_Android U2E P, JL# UnityProject 2
Unity T2, export project J& M Unity 3 H f eclipse T.#¢, Helloworld J&#%J& Hl T & AR i T 2.

10.7 E3EMX Activity

HEER %, T xHER Android SDK B3R E Activity 4704k 7k Hfk AL Activity, X
IR AS 4k K Unity B9 Actitivy, FRAI1HAEF T6J%E UnityPlayer, J7iklIF:

€301 477 10.6 % TR eclipse T, o R U4 M Unity 5 11 #9 eclipse T fo¥f
## — /) HelloWorld T#2.

@502 # 4 HelloWorld T#, 4T/ MainActivity.java, ﬁ&f&ﬂﬁn?

o package com.project. helloworld,

SO %;,%TE:NJ’@

impe:t android.os. Bundle, _
3 impért andzozd.app.Aqt_lvitL ;

import android.app.AlertDialog;
import android.content. Dialoglnterface,

s rt android. view.View; S

- import android.view. Window;
i-mbq_ t android. vxew-wmdowﬂanager. e
import android.view. KeyEvent, : :
import android.content.res. Configuration. =

s impcrt com,unity3d. player UnityPlayar:.
.i.mpq;?t Com. unitySd player UmtyPlayerActiva_ty.

o ma Satiuivy m%;%-nn:ityvia:yeracitiv:‘ut"y o







f£ onCreate PE¥7H, F&fi1F TAIE T UnityPlayer, )5S T 1R % k4 onResume %,
HIHH B RIES Unity. EFESTEF, SRS THR0E N, ELEHHES,
MainActivity 7] fit &4k & Android SDK # D38 5E 1 Activity, WUREHXAE R, BMBLE

A4 FH 2545 ) 7 s
AT B TR SR A7 et H 3% chapter10_Android_U2E2.




Unity 3D FHBRFE

INGS

AN T A Unity W3R, KA Android WxRIGHFR, THLA0BRERVE IO — 2o s0I0 4 i,
{#H Unity A Android API fIiRFEHIE T i0S F A BEZL, HRABHERE., KEFEMNNTH
T4'5 Android $FFAIJT %, LAENTH Unity TS H K eclipse TFEIFRAA eclipse &
AR -




& A CH#if

Unity 32 f5 8 I AALHE Javascript, C##1 Boo, H EEFEIL AR Pl A AT FERI AT
A rh RS A AT CHE S SE, R X CHEAE T M, n LUl AR I E
X CHIIEAT — MR AR

u[[;

A1 CHEGH

A1.1 CHEN

fE Unity A4afe, HRMH CEMA, eR—ITmmNRiES, ISy U E-
M. ECHP, TTMERE, EARTFR ML T RN R BT, RN, EHEHEMC/ICH
FAUEE, A Java B LA R OS], W, BT,

Unity f# H] ) CHRIBIAR NET “F & F () CHIRIR{E XA 584> —H . Unity P ) CHIZAT T Mono
B, BRI S, DMK NET JFAHER N SEG (NET 24K N Windows
BE RGIR AL N R P g A ), BESESCERES P & P R . B AT LUX A, K2k Mono
4L T 5 NET ZAZMINAE, 78 Unity A CAABRERA Unity 518K 5 /00, EaEHE
HNET - & L i) KB 43 Dhfe .

A1.2 BITIEHIBERF

BTk, RIS ATE CHTSAS . hT REUSHUIRR CHRED, Bf1%E4% Unity i
B, ] Visual Studio TLEEGIREFHIG B RICHS, GURESIG BP0 T

@001 2 7 Visual Studio, 753 342 % 4% [File] = [New] — [Project], 37/ New Project
# o. #%3%F Console Application £ # —/NE#| 2 F, WHE A-1 Fiw.

€302t EHEEFERIASH 8| —/ Program.cs X, EHELHFET —
BHAHKRD, EHEHNEEFFT, Main BREBFHAND, BINKFEA
Console.WriteLine ZE#& 4 ¢ & 0 4ir i “Hello,world” JLAMF. TEHK G 0T

using System;
using System.Collections.Generic;

using System.Text;



Unity 3D FHLHRFE

Hew Project

Eroject types: Templates: L m!ra)nuork 35

= _Visu;l,,[:#,,,,, e A A ""‘z:"'@tlnss"i.:bi"dfy”" = e o T _A
i Yindows ! L;:]'IP? Application i
{ Web | # WFF Browser Application
| ] Smart Device % Consvle Application
S
{ Reporting sl @'ﬂindws Service
i WCF (i &2 WPF Custom Control Library

Workflow i #WPF User Control Library

orme Contral Tibvave ..

Location: nts and Snt—t_inés\m;nﬁ;r Documents\Visu
Sclution Nepe: ehpplication! | [¥]Creste directory for solutien

E 0K Ji C;;enl ]

Bl A-1 SIEEHEERRF

namespace ConsoleApplicationl
{ - :
_ Class Program

{

static vord Mai.n'(st:'r_ir_ig{] args)
/1 it Hello, world
Console.WriteLine("Hello,world");

MOAEERIES
Console.ReadKey () ;

}

P03 7 ¥ ¥# %4 [Debugl — [Start Debugging]l (# 4% F5 4&) 2478F, wHE
A-2 fr 7R,

B A2 EATRHERT




 CHIEE WRA

ALAER, fIgEH AR, AR IAE CHU, e LURE—A MRS
FEFF P REAT YR

AT 0 SO R AEAE G AL H sk \appendixA_C#\helloworld.
A1.3 R

Ciit —FoRBBES, EMAEE PR, DAFEPHEIXNREORE, mEx. 7
M ERFERARE, W RAERI G RS T RPTE WARIRAD, R int & 4 M.

CHEIRRI P AT KK (HETRS| KA. B ZE X R EENF PR A
[fl. KRR PIEE R EBESRRN, 51BN S0 E AP ES R

HERAFENBELRE (HXHEF int. char, float, bool %) , 45k (FHXHET struct
AR ATMES (KR enum I

5| AR IER (HCE T class BH]) FIEFE (KT delegate F1H) .

Al14 REHEE

P MR R R IRE T System.ValueType, HHP W ERRYRBRIEANLE. THAR
A-1 VAN B T XX SRR {9 RN AR B -

FA1 HEAXR
gm | xves | NETH® [ gm0
byte 1 Byte x5S, {5 0~255
char 2 Char Unicode 7
bool 1 Boolean true {3 flase
sbyte 1 SByte 1S, i -128~127
short 2 Int16 HES, {4 -32768~32767
ushort | 2 Ulnt16 K5, 16 0~65535
int 4 Int32 RS %, {H -2 147 483 648~2 147 483 647
uint 4 Ulnt32 LA SEL, 1 0~4294 967 295
float 4 Single FEL T RO
double | 8 Double AR S, 15~16 i B s
decimal | 12 Decimal [ sERGHE, {E IR 28 frin/hEos
long 8 Int64 H5SBEL, 15-9 223 372 036 854 775 808~9 223 372 036 854 775 807
ulong 8 Ulnt64 KA 585, {1 0 ~ OxfIFFTT

AT 2 PR R R R T E RN K, BUER) T SEHLAAF B LR, K2 0l
DUATLAEHE int K7 X TR AR, CHBRIAMIF KN double 87, {HKE/HEELA] float 3t
ATLA T, float KREQWRME, 5 ER —MNETH, WTFHR:

float somevar = 0.1f;




REXRR, TR REHN 5 —FRE. RAREE B3hETH, WM short (2
FAD Bl int (4 FA) , BOMFEBRACZREAGE. TR AFER, FEDRBHEHR,
B2k int ({E AT i< T short MR, XREFRNA W RESEXR, WTHR:

A1.5 FRIRFT

PRIRTF AT AR R G RE R, vk, &R/, Wi, WRMEF. IRRRFUM LT R FRI%
Tk, HRAKAE, WMTFHR:

A1.6 EFFRIERX

— 4 EHE MR PR PN B, — SRR o T & 4R, 8RIERBHLL
BE AR,

feds o S E BRI RIER, XR—FRIEANER, BFEMETS “= 7 8T
B xTFHERED, BFSEIFRITEN. WFw:

A17 TEMEE

GUEE— AR R I — A KA, W LATEAE AT RBCE AR . R, EEH AR
B, —EERHBML, FURHE, WFHR:

HWERE-MMEEE R, ALEEED, FRERATEZIN, Wn, EHEKZR
3.1415926, R T BiiEA/DN OB E R, "IN R .

R — AN N T E AR T const, FFEEAMECHHIRE, Z/5HEARE
BAECHME, W HR:




- const float Pl= 3.141f;
I = 500; //heddk

A1.8 #E

Fe2s 2 — P M KR, LB S AR A RSIR. £ T HARET, 73 FAR
IR, SRKRE A ERAE:

 enum FRUIT

{
App_l_e=0,
Banana, //fiA1
Cherry, //ffi%2
}

FRUTT fruit = FRUIT_.App'ié;/./ é’lﬁ‘ufﬂfj?j{ﬁ%ﬁﬁﬁm
AT DL o B MBS SERLAT R IO 4, BARFS.2 M & B DERR, W FFR:
const int Apple = 0; '

const int Banana = 1;
const int Cherry = 2;

int fruit = Apple;

A1.9 HFREF

Corh s B BRI S A, A8+ D « - G « * (T8  / (BR) F1% (D) ,
b Iy SRR A B T B B — R, BRI T RIS, R R TR,

int a = 2, b =3, c=07
float d=0;

c=a+b; [/ cHEHS
ct; /] cHifih e

c = c —a; [l cEh
c=a*by M cHifEhe
c-=; [/ cibfliks

c*=2; - /[ cHyfiih 10

d=b/a; [/diEH1L, ﬁiﬁ By a b b, ﬁuﬁ@ﬁ&%ﬁiﬁ;%ﬁ?ﬁﬂﬁﬁiﬂmﬁ
d= (float)b / (float)a; // dffifik 1.5

H e dmﬁkz é’zm&ﬂ:‘:ﬂ%& Eﬁlﬁﬁm{ﬁ
d=b%a; // difih1, 3/2 HAICH




FEFTECS 10 TR ERBINRYE, BRI BFORE— 3, BT TLE
AR HREG AR RER L8, W FAR:

A1.10 XFRBIEF

KREABREFATE=. 1= > >= <, <=, EHEKEHMIOADIER, LEMEMEE
) if — [, RIGREAGERE (true 5§ false) , W1 FHTR:

A111 BEBER

ERBEFOE&E (5) || (3D ! A, EEHTRESAARERANE S EM4E
A, RAIRIFME true i A ST & AF UG TH {040, BAARIE D T FR:

A1.12 BEFRER

WHEZANRERFOMR, WFRAERL, SRS MR, BT MRS S, W
FRR:

A1.13 H#E

T EEAER, CHREMUTIAT, MIFRIATREIRS, BAFEMES, ERF %
BT 2 OB RIRRE A
9 BRI TR SR 53 30 o oA 43 S A i (AR R 30 ks,




—ATTEAREE T RGN, SEFRBEN, SEABETEDRER, RE TR
HAbiff), WFHR: :

A1.14 ZFHHXIER

KA ZENEE FAEQRIRE, SEMEF f. else. switch HXET, Hr if )RR
HRE&MEY, MREREN true FLBAT i FE ()} AKER, 0FHR:




AT 7RIS RATAEE AL H X \appendixA_C#\condition\.

A1.15 fEBIER

while T —A R AHIEFRER, BRI ARSER NER SR, WA RARN
8% false IH4-23B s while B5F, 57 BZE S 508 P o 558 B P B A BEARSF,, 1 F T




CHIEE W& A

int n = 0; ;
while (n < 10) //un% n AT 10, W&—HEE O PRiEa
{
m+;/H%nmﬁklnﬁﬂmwm1eﬁ%
} ;

for P while Kfl, MEFMMHFEY, FRAME, for iﬁﬁjﬁfﬂﬁﬁﬂﬁi{ﬁﬁﬁfﬁv{&, R HiR:
for (int i = 0; i < 10; L++) //1(AIGAMIN O, %1 AT 10 MASKKERE, HKMEA L HM1
O JER 10K

}

R, THE7EfEEA b B3R R A E AT R F (B gk st T —AMEEE, XAl LMEA
break BY, continue SUEMGHARE, W FFR:

int n = 10;
while (true)
{
if (n == 5) // ¥n%F 5K break HEIBHHEH
break; :
s

t

for (int 1 =0; 1 < ld: i+4)
{ =
if (1 == 5) // M1i%F 56, Sl EEMCHEEES T A RF _

continue;

/1 FAARES...
)

A1.16 =TRIEF

ZICERVER R LR if B, R A RIER R EME R ture, MIBATRIAK 1, BT
AT FRIAR 2, WTFAT7R:

IR 2 ®EA L : FER 2
int a = 50, b = 100;

int max =a > b ? a : b; //max By{R 100

A1.17 TaskiE
EHI AR, W] LMER PR ERA SR, 5 CHTUtEMLL, CHITALEA




SHRE
56 P FUAL 2 S5 BE A Pl define 5& X — M FIALBEARIRRF, &0 2008 5 X 2] using TEAIZ AT,
SR PT LAEAE (T3t 7y A FI#iE, #else. #endif 4 OCHEF 2 XHUALEL LW ARED, 01 FHIoR:




CHEE MEA

AT 7 B S OR A7 E 64 H 5% \appendixA_C#\ preprocessor\,

A2 HERMREE

A21 %

PRI IR, RB|EAR BT R, © 0l LUE A hh SR e, wiFEk 8. A%,
SE X A RETEAE RS class P HH, HEE—MAT, EXWKFES P CEREERM
Tk, W R

05 BT 2 ‘ ;
public class SomeClass :

{
int datal=10; // EXE#
int data2=5;

11 535k
public int Add()

{ ‘
return datal+ data2;

}
I

CHET] new BIEESRAIN B, SRJGIZAXTGal LU A Bk B R P s ¥, R BR .

SomeClass sc = new SomeClass(); //Bl#—4u%
int n=sc.Add(); // WF Add Jiik

EAEH new RIRXRMFEN, FAZRARMMERE, EXERBTESY 15
RKFAHI Tk, HHEAREIRMY, 0T R

public class SomeClass
{

/158 SURE R
public SomeClass ()
{ i
Console.WriteLine ("SomeClass");
}

e

Rl
/18— %%, Wi "SomeClass"




R
S|

CHIR G T hi sk [ 3%, TEREFFRATEIN S MR LLANN, W52 B 3 RGeS IR,
AT 2 B il delete #5957

A2.2 this X§gF

AEFARE A AT MEA this XBEFAR X RIBIER AL T, BN LA
W, {EL{ A e AT DA S — 2 P o TE PR ARG, RN s e 550
A4, IXEAT LAEA this SCREFRX 43

A23 #HiE

mFNRmERZORE . 2K, £
CH#ili B U7 B 16 755 public. protected. internal. protected internal. private e LR 7
Frar Wk, RTRES IS, S PMEMRTE R Lk A2 iR,

FA2 HEHEMRT
pubic FERATE, AT LATER A T ERSMERAE (T 5 Uy 7]
protected []— 42 57 43 1) A (¥ 9 2 28 mT B )
internal [F) — 44 42 1] 1 AL fif 3 75 T A5 )
protected internal i A2 protected BY internal f) 4% T LLi )
private A P T LA 1)

WNFESE SCRIIHGE, 76 'E KR TR P 77 VARTTH 0 _EAB AT public, BIZR7R'E I A B




 CHEE WEA

TEREAFR, TR WE, BFWRGEERNIRTR, WRAIAEAEMRE, WERIAA private,
WK s
I{[E ClBSS Aﬁﬂﬁ.}: QUblle %Tﬁ%‘*‘ ._ i

publlc: class SomeClass

i f\ﬁm,wzﬁﬁﬁmww
pu};rlm int Add{l '

AR REERARAR
. private void Calllt()}

. : B .
SomeClass sc = new Some(:lassﬁ. //ﬁljﬁuﬁ‘ﬁﬁ

sc. datal = 10; //OK : o : '
."-: SRR : ;
. soida 'lm u%&ﬁﬁﬁ&ﬂ<ﬁ%ﬂ%ﬁm__

Csc.Calllt() 5 //HRAAHIE FEEINEWE

E C#vp, AL set A1 get ¥ BN “HIE” 8L “ HiE” . set T EH B
z&%& value, bﬁﬂiﬁmﬁﬁmﬁﬁo /\ﬁﬁﬁ get ﬁiﬁqﬁﬁ b%%—/\/\ﬁﬁﬁ! /\ﬁ&&
Wi, AEESARERIE, R

‘ usuig System,\

usmg System. Collections Genenc, ‘
- usmg System Text

‘ namespace "QahsoleApp_liqa%ciopli' o -
~public class Player
private string m name = "";

TRARARE e e




A [ - B STAFRAFAE 6% H 5% \appendixA_C#\ property\.
A24 HES5ZE

AR INEE, LA —MIRAERMRIERNRG, IFRFREETHELGMMTT, X
kR T FITACI A B, I BRI A, SEbR b, BT CHAHTE M System.Object
PR H KA .

BIIRAE R ARBEERNLFRRM—A " 5, FHFRERNOLH, W FHUR:




RS AERAN BT/ AR AERKEX, BEE, FEERELPESRENE
Bk, X AT BRI EARC ok virtual, SRJETEIRAE RN e NP E R
override {CH BRI ik, FEREMRBIATF .

o







: ; '  CHEE WEA

}
iR, s Rk A-3 Bk,

enemy contructor
nemy contructor
Boss contructor
ipdate enemy ai

uwpdate boss ai

A3 liuu!!'i’n'ﬂ
AN ) SO AR A H K \appendixA_C#\ inherit\,

A25 BESHR

2 5E XK 5 R PEE A i L static, BDFORE R—ADHARRA, BAARAARBER
st G, ERESWIANEIE, W FR:

using System;

using System.Collections.Generic;

using System.Text;

namespace ConsoleApplicationl

{
public class Player
{
public static int count = 0; //B&mR, HT % Player MR M5E
public Player ()
{
count++; // 4|4 Player ¥®, count Hln—&
}
}

class Program

(
static void Main(string[] args)
Player playerl = new Player(); //f# 4 Player M{#%
Console.WriteLine(Player.count);// i 1,4 14 Player




R’ R |
ARG CAHRAFE A H F\appendixA_C#\staticmember\.

A3 ZFFE

CHEFFHRREAEH] string KEEF AU — N FRHA, SHRE MR, HIET I 714 H
PRAE, ERB MR BER. BIRE. TR EENEFERE, RIET %A string A




CHEE MWHRA

Console.WriteLine ("strl I str2 FASHHE 8"
. else

{ ' _ :
. Console.WriteLine ("strl il str2 FAFMHEA K"

11 WEBOAFETERREROOE '
int n = strl. Indexof(' b -
Console WriteLlne ("strl H#ﬁ*ﬁﬁ&% { 0}‘?‘?’5" ,n) &

/7 MR 1 4‘%#&25!@5?#???
str2=strl, Remeve(n),

: Console. erteLlne{“ﬁlj& strl #i— ’%@ﬁ»}‘ﬂf]ﬂfﬁ‘?ﬁ "+st 3 _' o

1 #ﬁﬁﬁ‘%ﬂ»ﬁ&%-
str2 = strl.Replace(’ ', '=');
Console. ertemne("ﬁ- st.rl Bfﬁ'?é&ﬁﬁjb— "+str2),

1 ZE% %Eﬁiﬁﬁ)\@@@ 7
: _'-'-str?. = strl.Insertin, " 'pear.:h"). _ GRS 55
Console.ﬁriteLlne(“E strl %—'fﬁﬁ»ﬁﬁ)\ peach o str2),

11 AR A7 |
str2 = strl.Substring‘(ml, 6); 2 ;
: _Cc‘_)nsdle .WriteLine ("HY strl %-——*"bﬁ#&)‘ém 6 ANER " * :sgr_E e

A u%mﬂw ﬁ#ﬁ%ﬁﬁﬂ:ﬁﬂ%ﬁﬂ%ﬁﬂi
char(] chars={‘ 253 :
string[] strs strl. Spllt(chars).

~ Console. WnteLme("L-l’Eﬁleﬁ}Hﬁ }l%strl Mjb "), he
. for ( int i=0; i<strs.Length; i++ ) S
Console.WriteLine (i+": "f_strs Fil)s

/1 MAMTERE
'Cons_o-le.._ReadKey() ;




Unity 3D EHHRFE

BATHF, Wit R A4 Fim.

B A4 BRI

AT 7B SR AFTE D AL H X \appendixA_C#\stringsample).
A4 ¥R

BB — RS K — A R FE Y1) B H I R AT AR e o o v LA S

Y, Y

A . B I BAESERBRINE N, i3 ARG A null. BARERT|NEFF
f, BAL n DIOEOBAMRTIZN 0 B n-1, W FHR:

I BEW—A T4 int 2800 — S5 FR 1
int[] arrayl = new int[5];
arrayl[0]=1;
arrayl[1]=9;

L

/) AW AR ER RS T 5

int{] ‘array?2 = new int{} { 1, 9, 5, 7, 3 };

AR Rt 156
int[] array3 = [ 1, 2, 3, 4, 5, 6 };

/1 P2 M, R ESANES
int[,] multiDimensionalArrayl= new int[2, 31;
multiDimensionalArrayl[0,01=19;
multiDimensionalArrayl[0,1]=5;

L

/1 PR 2 BN R A

int[,] multiDimensionalArray2 = { { 1, 2, 3}, { 2, 3, 41} };




CHEE MWHA

B R MR IEEAY Array JRZERI SIS, T b8 MSCBL T TEnumerable, Pta] LA
Xt C# T E A ER] foreach AL, W FHis:

int{] array = new int{] { 1, 2, 3, 4, 5 };

/1 R for WA
for (int i = 0; i < 5; i++4)
1
Console.Writeline( array [i] );
}

/1 4ER foreach i ff, %M T for
foreach ( int n in array )
{

Console.WriteLine(n):

}

MEREHAPHFEGIHERY, HEWTEUETHARMERSRMAE, FH
System.Collections.ArrayList 23 8 I /{8, ‘B4 Hah B HEEH A . 618 ArrayList F6JE—
ML R —FE, e LMER] Add TTEEFAEEEAEEE, /] Remove MFRTEEAICHE, W
FHR:

' [l EH—ASI AR
S Player pl = new Player();
Player p2 = new Player():

/;’ {#H new filg ArrayList

Arraylist array = new ArrayList();

A G AR
: array.Add (pl);
- ‘array.Add(p2);

/! #ffj array
- for (int i = 0; i < array.Count; i++)
; 'Player p=(Player)arrayli];
}

I R

array.Remove (pl);

/] R TR




A5 /0 1k

VO #fE LR FH AR IEMB R RS, B LRRERAIRIIRS
AB|—AICHR, FFATCABER BEE, XA EARRAI# S, RS SRR S .

A51 B3
B A B R AR A B — A SO AR . 7 R AR, SR string R SE

XTSRRI EIR, REEE—/ sting AR 2 4583, BEHEH
10.File.WriteAllLines 77 4 ¥R R 77 B 04+ .

BATRRIT, SRJSTE D L FHE test.dat 4, AL ARBBITIF, 2FIABANFEH. &
P SR AETE e 4 H X \appendixA_C#\writefile\.




A52 I

CERUCCH L U S S SR I R, R A RS SO A SO AR K M

K. #ETFHEKRGI, HEEMH Exists LA REFE, RIEHEIFEEND string %
A, B/ETERHIE Bk, W A-5 PR,




T File:///C:/Documents

HAS BREANKE
AAT R B AR AP FE A H St\appendixA_C#\readfile\.
A53 BRI
1B SO 4 L %5 B4 P 10.File.Delete J73:B1 7T, 01 F B om:
11 ARSI B RSO 4

string file = "d:\\test.dat";

/1 ¥ test.dat THRBERE
if (System.IO.File.Exists(file))
{ :
/1 g3
System.I0.File.Delete(file);
}

A54 X5 bytes
Tt At int, float B ZILAEHEATY, HaT LGN byte (FH47) FARIELH, R
BRSO, SRE SR O IER SR TIEH, W FBR:

using System;
using System.Collections.Generic;
‘using System.Text; -

namespace ConsoleRpplicationl
{

class Program
{
static void Main{string{] args)
{
/1 TRl R R RIS 4

string file = "d:\\test.dat";




CHES

M A

/] WA BB
int datal = 100;
float data2 = 0.1f;

/1 AREE LR
int index = (;
/1 REERTTAUER byte ¥
byte[] bytes=new byte[256];

1/ # datal ¥k byte {4
byte[] b = BitConverter.GetBytes (datal);

// ¥ datal FHEAEA bytes FHip
b.CopyTo (bytes; ipdex) i

/1 —A int BB L 4 4 byte

index += 4;

[/ ¥ datal $¥% byte ¥4

b = BitConverter.GetBytes (data2);

/] ¥4 dataZ RN byres fh
b.CopyTo (bytes, index) ;

[/ —4 float £# K 4 - byte

index += 4;

/1 BEIEEES.d: \\test .dat
System.IO.File.WriteAllBytes(file, bytes);

/1 $W test.dat XHREHE
Af (System.I0.File.Exists(file))
{ =
bytes = new byte[256];:

7.8 ¢
bytes=System.IO.File.ReadAllBytes(file);

/] Bk 4 AF TR int
int readdatal = BitConverter.TolInt32 (bytes, 0);: =




AT R SCHRTRE Y6 4E H 3% \appendixA_C#iobytes\.
A6 EH

A61 ERZER

£ C#, TILMBRBIRE, ERFIBITH, WTUMEAZRERARAARK G E.

BACHER, BEEBAEA delegate KEFH I —AB/IE, HE LENEEEMNSHIIE,
RIAEXA TR T, EXORFTERIEMAARITREAXEK, 85 HHZERE,
W R







ARG SO RAFTES AL H 3% \appendixA_C#\delegatesample)\.
A6.2 ZEZFEHE
CHIOZRFLXIFZRBE, gt R BEZFETT LA AR KB B HIR, W0 FHR:




CHEE MEA

f/ﬁAEEﬂﬁm
Console ReadKey(),

}
AT BB SR AT AE Y64 H sk \appendixA_C#\delegategeneric\.
A6.3 EH

CH R th Rl ] B G S o

E—1E0D, 27N EEREE, AFHEEZE. ETHAREG, B4 “RE
THE” EARER, — “FOREEE" EAEEE, X “MREHR" R “ TR
IR, B EHRIEXMEEE “HEEER” , R R RIS 2L H
., W R

using System.
using System Collections.Generic;
using System. Text; :

namespace ConsoleApplicatibnl
i ;
rclass Program
¢
ML BUAE, ﬂﬂEnmmm& nﬁ?#ﬁ*#*ﬁiﬁﬁmﬁﬁ
-.public class NetworkEventArgs ; EventArgs :
2t
/1 PR
public string st:eém oA s
23

T
; ;.;ﬁﬁblic_class'NEtwétkMKnager
/) 2. [ delegate WRBEEE X —ABIE, BEHERY void, HIBK

public delegate void ProcessNetwork(object sender, NetworkEventArgs e);

/1 3. {0 event HRAEX WA

‘public event ProcessNetwork DownloadEvent;

1) W U RS R

pﬁblic void DownloadContent ()




A
,u“\‘-.




 CHBEE MWEA

1
}

AT SO R AE£E G4 H % \appendixA_C#\delegateevent\.
INGE

AMFEFENAT CHES, TEHMS Unity HAKERM. CHYHEES C/CHRR, XT
Rk, CAERTAEST EF, FEBEEENL, 7 Unity PO CHfE e —L20R
H, WAREAEH new SH{Li R A% .

AR L S CHES A NS, EALFE Unity AT, 68K EER A LLE
B —sb 1) CHBFEER L.




WxB HHEXHX

£ Unity TR Assets RN, H X HRMLHAFHERESL BEII0HR, KK
SR HWRINZS T :

ActionScript

{718 Flash [f] ActionSecript JAIZ< . xR4T tH b Flash i HImHR, X HIAMA 2 A3
i e i) CHIAA .

Editor
7B A8 AR
Gizmos

W JEAEIL TIF #8898 F» 76 OnDrawGizmos B 3 4 48 F] Gizmos.Drawlcon 3 3L i 4 &
e R h B

Plugins/Android

FF 1% Android #iifF, 4% jar B XML 4.

Plugins/iOS

FFI 108 #fifF, BF.a Bm. .mm XHFE.

Resources

F7 1801 F Resources.Load()Zh AU B, BT ARE . BASEARLRFTHE.

Standard Assets

PrAE Unity BEUHEL.

StreamingAssets

INTAF IR SO R GE P AR SO, LRSS .

WebPlayerTemplates

TR OB, Foh AR LA —/ B & XA T H RTE AL
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