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1.3 InH ( Project) W&

1.4 2% ( Hierarchy ) fiE

1.5 #fW ( Inspector) {HE

1.6 Xk (Game ) tHE

1.7 375 (Scene) #iE

1.8 43188 ( Profiler ) {E

1.9 EEZIB& ( Occlusion Culling ) #1E
1.10 hgfEiz ( Frame Debugger ) fiE
1.11 mhEEEHIZE ( Animator ) fRE]
1.12 0 ( Animation ) fRE]

1.13 5%R8 ( Lighting ) L&

1.14 S#nkt& ( Navigation ) tE
1.15 #gitH ( Console ) #iE]
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M UIEENM, ZZRTERFXY Scene 1R EIHITIRIEER(FRY.

[ oy Center| @ Local ]

[ #l Pivot | QGIubaI]

TE=EA%E N E Gizmo TR BHE Center 2EZFEFORIER |,
SRR S MIARIEER O | 7 Pivot 2Ol | EERENE S
ERYIRRIB SO R. BERMIIRES | LLIEEM Center 1]
123 Pivot , REERTE Center XMZEHEPA], J]#2 Pivot = Center
J3i%t8E. T Local REFIARIB S 44 , Global ZERYIAEH
R ERIMR, BR=HERTNERE | HEE BITERERER, Tk

FRZERY 7550 Center t#2 Pivot —#E,

Layers - ]| [ Layout - J [Accuunt - ]

ayers
Everything
Mothing
Default
TransparentFx
Ignore Raycast
Water

I

-z

99999 L 9

Edit Layers...

TEEBEEETRRS  BHEMIRNER. R
ot , EEAURER.
(> 1]
HREERENTE BRI AN OOFARTUSHARE , X

BN tRHEE ISR Game fIE] ( BX Game IEIABTKESE



[EENR ) #HTHES. BT ETREEERE  F MRS E
SEFMTURRIRE [ SEXIET | BBANRIA EERIIFE A ST

A RIDENTENZHRZEWEN , A LAERF T e T— i —
WEIRERL  DEEEFNTEENRR | XX T 2 RE R
TIgE.

Layers x |!Layuut v|| | Account -

| @D 2 by 3
4 Split
Default
Tall
Wide

Save Layout...
Delete Layout...
Revert Factory Settings...

BERAEEHREEXHERE , B TEREPRIASTRIEHS
HFRERR , SREEILIBTEIEFHREEE CRhRRNRE.

[Layers = ] [ Layout - J [Accuunt T ]

© Debug Go to account

Sign out bairuifeng

Upgrade to Pro

TEi=&/E= Account 38 ISKEBFEREFFHH unity IKFF]
F4% unity pro MRAHIAIR,



1.2 =

MNew Scene Ctrl+MN
Open Scene Ctrl+0
Save Scene Ctrl+5
Save Scene as.. Ctrl+Shift+5
Mew Project...

Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build & Run Ctrl+B
Build in Cloud...

Exit

File 3288 iZRPMEEMERIHRMCNE. REURREHLBEL.

(1) New Scene ( BIi75 ), XRAMREERZ ctrl+n,

(2) Open Scene ($JF7R ), XMAIREERERZ ctrl+o,

(3) Save Scene (fRFHZR ), INAJREFEZ ctrl+s.

(4) SaveScene as.. BFHR ), WRAIREREZ ctrl+shift+s,

(5) New Project... ( #iEZTEINA ),

(6) Open Project... ($THIRINE )

(7) Save Project... ({RELFEINE ).

(8) Build Setting... ( RfIRE ), MMAVREZERZ ctrl+shift+b,

(9) Build & Run ( R#FIEIT ), WRIAIREERZ ctrl +b,

(10) Build in Cloud... ( &%E|=lR ), IWIUE Unity5 IRASRIFTH
BE , B ILTHRERT LIS ERRIRRIREI A D = LAR 5 I A9aIRE |
XeFEURETHIFMANAE.

(11) Exit (1BH unity 35 ),



Undo Selection Change Ctrl+Z

Redo Selection Change Ctrl+Y
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D
Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Select all Ctrl+A
Preferences...

Modules...

Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
Sign in...

Sign out

Selection 2
Project Settings J
MNetwork Emulation 2
Graphics Emulation k

Snap Settings...

Edit 3288 , IZRENEBRHIIHESARIBTHIESIRE,

(1) Undo Selection Change (&E12(E ), RIEREE ctrl+z,

(2) Redo Selection Change( SiBifEtERAVRIE ) SREEFEA ctri+y,
(3) Cut (5]), tREERE) ctrl+x,

(4) Copy (E#l), HREERS ctri+c,

(5) Pase (#5Mb ), tREEHS ctrl+v,

(6) Duplicate ( SHIFFHING ), TREEFES ctrl+d,

(7) Delete (k% ), tRIZFRA shift+delete,



(8) Frame Selected( EHHRAUIBIERIWIR ) RIEFES T

(9) Lock View to Select ( SUESRIEERYMFRIINE , SiIEFERE
BRI IR TILRE MRS S an S INERE
5] ), EREERE shift+f,

(10) Find(#%&FRE Hierarchy( R WREFXIRZFRAIIIA ),
RIEFES ctrl+f,

(11) Select All (iEEE2ERYIIK ), PIEFEN ctri+a,

(12) Preferences... ( {RIFRE )

Unity Preferences B

General

L]
)

Load Previous Project on Startup
External Tools Compress Assets an Import
Disable Editor Analytics (Pro Only)[ |

Calors :
Show Asset Store search hits (el
Keys Verify Saving Assets -
Editar Skin Persaonal

GI Cache Enable Alpha Numeric Sarting -

Cache Server

General (55iRE )

Auto Refresh : BaEE#HT , UFESRIERFRIRIRREDIAT | 1%
U&= B TRIFE.

Load Previous Project on Startup : 7E/250 unity IFERERIBM
.

Compress Assets On Import : SANFIRZE unity FREEHITESS.



Disable Editor Analytics ( Pro ixAINgE ) : EEBEIEEEAXE
unity /4,

Show Asset Store search hits : B/ RFIREIEFRIBZRUILERIEE.

Verify Saving Assets : unity IR R BIE~RFIEEREINTIE.

Editor Skin ( Pro IRAINRE ) : FERAKERR,

Enable Alpha Numeric Sorting #ERARNERIHER JSILIRIT4 |
EEXMEPSHIINTE LA | K X NERRRAGE S TR

HEF (BUAHER ) B BR/NEITHER.
= Hierarchy =

J Create 'i o all

A=
—

Main Camera
Directional Light

Alphabetical Sort
¥ Transform Sort




Unity Preferences = |

External Tools

General External Script Editor | Microsoft Visual Studio 203 |
MonoDevelop Solution Properties
External Tools Editar Attaching )
Colors Image application | Open by file extension

Keys Revision Control Diff/Merge

GI Cache Android SDK Lacation | Browse.. s |
DK Location | Browse.., il

Cache Server

External Tools (/MR )

External Script Editor : SNERRIZAYRiERS | WIS ILIA] LAY RTE A
AR ARAYREERS | unity 3735 2 #hiRigss | — T 2ENARY ModoDevelop
JRiges , M —MERIKFT AR Visual Studio SERFMERIEES.

MonoDevelop Solution Properties : unity f7iz#& MonoDevelop
BANERBRFEX (sln) 5,

Editor Attaching : unity & ITRRBIMRESH TR

Image Application : unity ¥JFE FSU4HIERIA R FBFER.

Revision Control Diff/Merge ( Pro kRZAINEE ) : unity EEMERASE

RIS 2 XA HRIER.

Android SDK Location : i€ &% 8 SDK (9ERERR ., 1E unity5 e



8 SDK s 5.1 LLE , BUAMmE Tk HIEIR.

JDK Location :java B jdk 7Z52E&12 ,1E unity5 & jdk i A ERIFE 1.8

L BNAhR AR ERIE.

Unity Preferences = |
Colors
General General
Playmode tint | |

External Tools
Scene

Center Axis
Keys Grid
Guide Line
GI Cache Selected Axis
Wireframe

Cache Server ; :
Wireframe Active

Wireframe Qverlay
Wireframe Selected
M Axis
¥ AXis
Z Axis

se Defaults

Color ( EREBI£IR ), IZIREEIRE unity RISSIHFTEEABRIE | X
EARFHTE.



GI Cache

‘Cache Server

Keys ( EREXRIER ) , BT IIRATLABEX S NEERYIRIERE | X8
ERES P



‘Cache Server

GlCache ( GI SERI£BFIRETF ), UINE unity5 A EHERIFL
age

Maximum Cache Size (Gb) BxAEFA/N  HEFHEI LA,
unity BaiEEREAEANEF .

Custom Cache Location : BEXEFNE | HIEMBHZLER

Eg?éo

Cache compression : EEEREFMHE , LURDEFR/N,

Clean Cache : BB ERZ.

Cache Size : HEISCRRAVERAN,



Cache Location : HFIVERRREZR.

External Tools

Cache Server

Cache Server ( Pro RAINEE ), WIRAEFIRSSDEIR |, XBAFMH
R,

(13) Module..., IHIREEZE unity BRISHFIRSEES,
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(14) Play (#85), LLIRIHEEESRAIEAIRE.

(15) Pause (‘&fF), WHTHREFSRAIEAINS.

(16) Step (EAMIEM ), IWINTHEEFSIRRIERIAS,

(17) Signin.. (B5), BFER unity IS,

(18) Signout (EH ), BFEH unity IkS.,



Load Selection 1
Load Selection 2
Load Selection 3
Load Selection 4
Load Selection 5
Load Selection &
Load Selection 7
Load Selection 8
Load Selection 9
Load Selection O
Save Selection 1
Save Selection 2
Save Selection 3
Save Selection 4
Save Selection 5
Save Selection 6
Save Selection 7
Save Selection 8
Save Selection 9

Save Selection 0

Ctrl+Shift+1
Ctrl+Shift+2
Cirl+Shift+3
Ctrl+Shift+4
Ctrl+Shift+5
Ctrl+Shift+6
Cirl+Shift+7
Ctrl+Shift+8
Ctrl+Shift+9
Ctrl+Shift+0
Ctrl+Al+1
Ctrl+Alt+2
Ctrl+Alt+3
Ctrl+Alt+4
Ctrl+Alt+5
Ctrl+Alt+6
Ctrl+Alt+7
Ctrl+Alt+8
Ctrl+Alt+9
Ctrl+Alt+0

(19) Selection (i%&#% ), AT ENNEEERERFIEEIIF.

Input
Tags and Layers
Audio
Time
Player
Physics
Physics 20
Quality
Graphics
MNetwork
Editor

Script Execution Order

Inputig\ ZINEFERATFRERE LARBBETHFHTEE.

(20) Project Settings ( TFEIRE ), W LEMTHENAIRE
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Tags {7% , ZINEEREEFETHNE  IM2IEES
By , —ReFEAIIILAER FindGameObjectWithTag iX4M 5
RIREURE TR/ MIE | Bk& FindGameObjectsWithTag

HiRREURE TS M TFEESAR.,
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Audio HSNEE , JLURIEREEITRE.

@ TimeManager & %

Time BELZE , JLMRIEREBTIRE.

Q PlayerSettings @ =

Settings for PC, Mac & Linux Standalone

[ Resolution and Presentation

[ Icon

|
|
[ Splash Image ]
|

[ Other Settings

Paly fEZ5iRE , RIBFEILABITRE.



Physics ¥JIRi%lR , {RIEREBRTIRE.



Physics2D $)IRi%]R , {RIBRERITRE.



V 6 QualitySettings @
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Quality [REi®IR , BIRRI LA BEEmAREE K.

a NetworkManager @ %

Network MZEEIR , NFEBITRE.



RIEIRIN , (RIEEERITRE.

AR |, RIEEERITRE.

7E unity5 BRAFEIRE— Render Setting BIEREE , 3T

unity5 PELZESE Lighting Ha,



Mone

Broadband
DsL

ISDN
Dial-Up

(21) Network Emulation ( WZ&I&EHL ), FAFIRIBEEYTLUKEFRT
TEPIMEIEE T,

Mo Emulation

Shader Model 3
Shader Model 2

(22) Graphics Emulation ( EIfA&EHL ), FAFRIEREEIEFEENAY

E688.
Snap settings B
Move X 1
Maove ¥ 1
Move Z 1
Scale 0.1
Rotation 15

Snap All Axes | b | Y | Z ]

(23 ) Snap settings (XI35AR ), EERAFPEENXITT A



Create k
Show in Explorer

Open

Delete

Import New Asset...

Import Package J
Export Package...

Find References In Scene

Select Dependencies

Refresh Cirl+R
Reimport

Reimport All

Fun API Updater...

Sync MonoDevelop Project

Assets FiRRE , TEEFMEPHISZHER. BRTTE Assets KH
AJLABIRERIM , £ Porject EtRPA T HREILIAY.,



Folder

C# Script
Javascript
Shader

Compute Shader

Prefab
Audio Mixer

Material
Lens Flare
Render Texture

Lightmap Parameters

Animator Controller
Animation
Animator Override Controller

Avatar Mask

Physic Material
Physics2D Material

GUI Skin
Custom Font

Shader Variant Collection

Legacy *

(1) Create ( BIERIR ), ATLABIEAIRIRS Folder (343K ). C#
BIA. javascript A, shader 324 ( [FEHAY shaderlab &5
BLiEMiHER ). Compute Shader, Prefab (Ffig ), X2
IFEERN  AIWESERIYIINEE RN A LR R SH
H AR TR RRZ&EF IR T . Audio Mixer (i
5t ), ZABREEFERHE. Material (X)), BIIH
R R RHEESATHER. Lens Flare (1#5E ), %I
FERRIAKPEI RIS EEWER. Render Texture (BRLGE ),

ZIR] ASEI SR THY U2 F B #AYThRE. Lightmap



Parameters ( XTYEMEEISEN )iz Lighiting BOHiRES
BUARIEF BN | ZASHESR B ( Gl ) EFiHE
Animator Controller ( ZIEHZHIZS ), BT =B EHERIET
ZiE , XEENEEIHE. Animation ( ERERS ), XtB
SEEEIHE], Animator Override Controller ( HEEERE
FI28 ), WLFEARX NI LAE Animator Override Controller
HRPEENNEREREEGRT  EEER=HE, Avatar
Mask ( BNES ) , BEERAX NI LIEHSENESEALET
[BIERZELE. Physic Material (3R ) BT REVIAZIA
HIEER A, FHI%., Physic2D Material ( #1IBM R ) BFiRE
2D ik ZiBRIEEER]. BRI, GUISkin (GUIBRIRE ),
B ZRRAT LA E GUI NERAFRSE, Custom Font ( BE
MK ) AZRFEA LM unity4.6 AR 2 fER9 UGUL (R | X
T UGUI iR 27 UGUI ETiF4RiAF. ShaderVariant
( shader I8 ), AFBENM shader AJLIMAEIZEIRET |
PMEFEE, Legacy X4 THY Cubemap ( XZ=R ), BEIEE
6 1 Textures EIR A — 1N RTE , B (EA Material B9
Shader T “skybox/6 sided” 328179 , MHE unity5 kA
HNRZEEMNNNEELAZ Render Setting F7 , M2
Lighting BOT T , &8 unity5 fEH 7T — M MRTAEN

Procedural , #TFF unity5 BURHRRIZEGARBIEX MREE.

(2) Show in Explorer



BRI | BEFAIFAREERIRAT A E R,

(3) Open

ISR

(4) Delete

HBREIR.

(5) Import New Asset...

SNFHIRIE,

(6) Import Package...

SARIFE.

(7 ) Custom Package...

SENBENERE , EirBsZE Import Package FEIR7R, 7
unity5 FIEABIREERETIRRE  WFEFEA | BE unity
BN TE.

(8) Export Package...

BRI TRERE.

(9) Find References In Scene



ERRTPERRIF RPN TIRTR.

(10) Select Dependemcles

B SRR RIERERRI S A R IR.

Create Empty Ctrl+Shift+MN
Create Empty Child Alt+Shift+MN
3D Object

2D Object

Light

Audio

Ul

v v ¥ ¥ ¥

Particle System

Camera
Center On Children

Make Parent
Clear Parent
Apply Changes To Prefab

Break Prefab Instance

Set as first sibling Ctrl+=
Set as last sibling Cirl+-
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F

Align View to Selected

Toggle Active State Alt+5Shift+A

GameObject i3IS/ PBEE , JLATEILSRER T R
IPENIR , SABTLMERXMERGERE.

(1) Create Empty

BIETATHMIR.



(2) Create Empty Child

B R FRERRIT A,

Cube
Sphere
Capsule
Cylinder
Flane

Quad
Ragdoll...

Terrain
Tree

Wind Zone

30 Text

(3) 3D Object

Bl# 3D R | BEEUERTABLAT 11 #

[1] Cube , unity BFRISIFRIIIK,

[2] Sphere, unity BHHIER.

[3] Capsule, unity BHHRIRER.

[4] Cylinder, unity BRIEENK,

[5] Plane , unity BHIFEHIR,

[6] Quad, unity BHHIPOLFZIIK,



[7] Ragdoll... , FRlEE RS,

[8] Terrain , WH.ES,

[9] Tree, BIEER , XTF unity BINERBRESAEZL , &
[EER SpeedTree ETFFEA G (FFI SpeedTree KAE
TS AN,

[10] Wind Zone , X. &%,

[11] 3D Text, 3D X=.

Sprite

(4) 2D Object

Sprite , 2D BR.

Directional Light
Point Light
Spotlight

Area Light

Reflection Probe
Light Probe Group

(5) Light

[1] Directional Light 34747,

[2] Point Light s¥T5%,



[3] Spotlight /)T,

[4] Area Light Kig3¥%,

[5] Reflection Probe Z&3Rk ( LIRS unity5 IRAEHG
AT E BSESCATEFYER( Gl ) EAFMHusTea )

[6] Light Probe Group JT5¢55tHA.,

Audio Source

Audio Reverb Zone

(6) Audio

[1] Audio Source &R , BFHEHMEMRER.

[2] Audio Reverb Zone RS,

Panel
Button

Text

Image
Raw Image
Slider
Scrollbar
Toggle
Input Field
Canvas

Event System

(7) Ul, NRWER unity4.6 iR AREFRIAZS. It Ul 3 UGUI, 18EE
LARTZMRANRY GUI ki , eI E S AR ULFFA. LEAEIE



7 UGUI iR,

[1) Panel, UI44E,

[2] Button, UI3i%$H,

[3)] Text, UISZA,

[4] Image, UIEH,

[5] RawImage, Ul 838,

[6] Slider, Ul Bzh%.

[7] Scrollbar, Ul&&h5%.

[8] Toggle, Ul ftA&zs.

[9] InputField , Ul 3XAE,

[10] Canvas, Ul E,

[11] EventSystem , Ul &iXEE44,

(8) Particle System RIFRE , ARTBREATFEFHE.

(9) Camera &M B NTFEIEZIRNEEHELEZHEGETL
RREIRRYIREF A B SRAT,



