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&~ Get invited 1o join one of the animancy hearing delegations. 141"5':5::!{.;;20;'55

4 - 5 g - [ray 4%, Hour 11
il ~ Inform Ladv Webb about the Leaden Key's activities. 4 |1:£~'-:\1U. z;ul{ Al

| g Dy 43, Hour 20
v Talk to Lady Webb ar Hadret House, 3“.'[';:;::-,“". gﬂl{m

I have been summoned to Hadret Howse in Brackenbury to meet with Lady Webb.

TLAV—IIANZORZHZDT=D 3 DEH

TLAtyia RICAIEBRDRTIET. FLAV—ICHLOWAAZILR I RTLZ
FREFEZESRELLD. —MABIL—ILELT FLAV—DFHLWT IS 320 —ED
7o avICBNBE T KD IARTIBBENHDET, TLAV—ICBED
BIEZEMIBVESIC LV AT LPAEAISERZZEITTEALELLS,

HMANR TSV T4+ — LT — LT, HILWMHEAZEATBERIC 3DER) ZEHAT3
BlzRTHELELS.

1. FLAV—>bOHT1EHOBMICEBL., EICRURZZCTHEREZICE
2U0%E9,

2. RJOEBIRS. EROBIESL. CCTHHMOLIZ 1 BT ORUVESET
BlEET, CNICED. BOED LEICRUESTETEWSTI2avnE5ICES
LE7d,

3. 3EBTIE. FL1v—I3@RzHII THROEHICEBLEY, ThEhOBMdEIC
RUORSZCTREF TN SEISEABIRENIRDOSNET,

ZO3EDEBERET. TL1V—I3 1 ERUENISEROBD L IZOBBEEZIE
FRIFI T

RABT —LANZOZAZHE. EiREdT 2 THRALLELSIS. FILLAXAZIZ®
SRATLEFBLRPTVWFYUICHREILELLD,
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et susHT
o1:55 x

HFzEYS

TLAV—DININEZ =2 ZRZ ST T5. RISENZBLELLSIFHLLXAZIZ®
BEDXAZ I ZDIERICE IS FHERF v LoD 7F—LZ2S5ICEAL. L1y —
ZREIDIFBIEDTEET,

FTIFEDHITIZ. FLAV—IZLICRURSCETHZERIES 2R U R LT,

SER. TLAV—RBALAY S ZWOTBUISEEL £9. RETRIICED LICRUOFED.
CNTHIESZEASCHRLETH. ANILXYRREITHEIESh, BIFESIHRDFT,
TLAV—id. SERBNIXYFEHTOVEWREDOBICRUND'D, 2EBEDOSvy> 7T
BefEs 2R UET. TLAV—DHRFREETSN KLY BOLICRUESL
WSBBRLADNZ—UDMEZRBTcH. TSR —2a>ZRETEBILIIHDEEA,

EARLY ACCESS St L A EARLY ACCESS

EEAIT‘ RETREAT \ B ."

EDESICTOENTILEY RDEIES N
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RELCEA

% : Indie Marc @ Enemy Vision 2 - Noise detection, two levels cones, code restructuring

FELIEE. RESHILERBEOFEIN. IREOBREIBOWR. FLIFED
AN B AR ZREIREDIRTT,

RBELIZ. ETAT —LTHCTLAV—ZRETERLE. TLAV—DORROIMAICHS
AT IV TNEBSBDICELFEATNE Y, RRZBRLTBRDOETIHS5
BAMFRDOFZTERINET,

BIZIE FPS ' —LTIE. LNILTHIF—ERBLERBISERZIVET, LA
ERTTILAV-HNRIZBEECESNIEEZRET I BREHDIRETS
BAAR. KRICKHLTEDICHRBAN—DHBBZHESHBE, TLAV—DDHD
REZIEN TS LETEETY, v RBLORVWSFIZERISZZLT. FLA1V—IC
BEBIN—FEZRSEBEHTEED

FUHREIIHBAC, TLAV—PAIDSIZICICRABR VSN EATY, FEAEZFALT
TLAV—DRAOMIBZHIRE D, BLATI I ZEBELD, ENBRTILZ
DB EDHLELELS.

Unity TIZLAF v ANPYIERBR THRMORARD S AT LZERTEHENTEET,
CHIZDOVWTIE. A=k I THRALTWLET,

TLAV—0xR%Z5I<
EDF LT, TLAV—2HELTREOEBERRFT 34 5ELoD. —HOD

ZEISEHT BEIEICENLER L BDET, TLAV—DIRCHETEHFETBDIC
EXBTIZvIZMRLELLD.
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https://en.wikipedia.org/wiki/Line_of_sight
https://www.youtube.com/watch?v=zzEvp1ygQWY

Playdead IC&23 1> T4 —F KRRV Fv—4'—L TINSIDEJ TiE. BEELOERZFERAVMITLAV—DEEZEIKI®H. BB T MOMEDNTVET
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SATAT R

TLATITNERDSA T TlE. FLAV—ICFTEIERL. O—VOFBETEED
HIDICIEEICRIIBET,

FXLOHODKBE. BEDNAZBATEIIT10ZRVWT TL1v—%
FELELLS, HZHICEDMRMTY, FREVERCEROZERIEITILIV—0
BOEED. BATVLRIHD SRS ITEIEHTEERT,

ROy h—

METOvA—Id. TLAV—08Te/OvII3HEDNILTY, MEBIOvA—%
FRALT TLAV—2T7LA7IINERICBOELLS. AIZIE. FLATIILERD
RBRZRODZBICRABVERICREENGF1—2MR3%5ELT. TOvh—=8RREIC
R—UFIFTERLET,
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TLAV—2TLATIINERICBD B DICERBFEICIZ A TOLSBHDLHBDET,

—  TLAv—hYEfT s TBIZE] JO7 TEEFNTVWSXIFBEATNhTWLS
ERODOTLAT7TILZERH

—  TLAV-pHAETEZ IV -RZFIRL. ToA—RAIVIDSBNBEZEHZ
BERTEIBVESICTS

—  RIBVRFRRZHBZRZ . BHBGETTEDTDHAICRES EVWSAB DB
AytE—IHRRIND @ENNLOCVILS—LTERINDS)

HB53hA. FLATITINEBRICTLAV—2BHBZHEFRLBDET, F'—LICET
SRTLERLUTERLELLS,

No Matter Studios @ [Praey for the Godss (&, RRDITEZBIETF—T >V T—ILRTRRYFv—7—LT. TLAV—ZHT
WCERTOSAMDRTISEDAFN ARG E—O— 2D, ROSBVEDWEERDBRLET, F'—L2EZB LT TL1v—7H
HRICZR—2UIE MENAT Oy A—PBEN TV —OEITARERLET,

EART

EART NG TLAV—HELANILZEE, B8, EITT B DICRIIDFHHDPITGE.
ZOMDIVTYDILTY, BRRTIF. ETICADRITRVDODZHSE, BICKT
CEIFEDICBBFHD DA EH I TLNET,

WMEPES. F#. F70 My 15K OFSh— R BREMANREARTRT
BNTWVWAESIC. T—LTOHTILAV—DEDDOVSHRZIERETBIODFHNDP
Ayt =V +RIREITIHBENDBDE Y, TOHIFBVEARTE, EHSTHR®
TERBLPTVEIHDELSBHHDPTVHDOOEAZFERALELELS,

JO—NIF—TAIVADBBICEDRERZIER TERHEIE. BEZERARTICEATS
CEBHTEEXY, FIRIE KT MEEN /BRI &T NED) 2RLIEDTBHBETY,
ZLDTLAV—3. EoFRBIEBHIBEE L EDERERLTVSIEZMoTVSTLLD,
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Xz
=

O, TLAV—DERZ5IKBNICHETY, ELDHBE. TLAV—ICRIAICETCES
R9/AE. BEISEHCZZEMOZRBLIREANDELTRE. FRXIL1V—0ERz
EMCL. T—LDANZIZPTEERILT BDICRIEET,

FSubnauticas TIF . BZE>TTILAV—DRXT—ZRZEELPILTVET AR,
TLAV—DBEEND BRI BENLDBLIFBEREICHRD, TLrv—0Oh5
AHNHBONRREOEIZOLT. RBICIEFINTHEELET,

HEEESAVDOBHZTLAV—ICHRELATHESZXSES. BRCREOEAEZROAN
FL&S5, TSubnauticas Tld. Ul DTFFIA X ytE—J 8 W RENABFEARHDH,
TLAV—DRT—ERAERIBEEDFLANDE—RBICKRTIINET,

Unknown Worlds Entertainment @ [Subnautica) Tl&. FLAV—I3MERBZE>T. BEEIFTML. KPERITEE-T
$EEHAFT, COEBRTIE. BADIXT—EZ, Ul TFR HOVRITIIMILST. TLAV—HDBEERRICHKRDNITT
WBZENTRINTWVWET,

AR=2RAV b

TLAV—ZT—ILRICRR—VEHEZIET. T—LIEROM—2FFREL.
TLAV—Z2BRLIARICEETZICHTEEY, EITAMEZAEVARET
TLAV—ZAR—VETEBDIIRVWAETY, UKD, FLAV—IEITIC
WOTEICRBWEIZHDEE A,

ZAR—OBEBEFIALT EBRBERICARTZNVTEEFT, U TL1v—
ICarhA—-VZRTRNIC. BROBEEZNSEZ1HTT,

T—TRAVREFTVIRAVE

BE. LANILTHAF—ICEOTERBSNZ T RAUbEF Ty IRA UM
TLAV =% —LAICRBEIEHRITEMTEADE I EITRREL—T T35 T,
BDSPHETICZRNTIC. BALBIEZHATISTLIV—2RI D
TEED
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T—TRAVb

—EDT —LTlE. E—TRAVEHAEEINTVBREDHD. FLAV—IEFHT
T—TORAVNEIFETHRELRHD XY, BRI KR—2R1VME. THAF—D 0D,
CITA%EE—J93Hh 20O —IILTE FEDOBATY —LEE—TF3IH
SATLICE>THLWEEICENTY,

DT —LTIE. TLAV—ZT —LTLARICIFIFLEDHBATH. EIF—EDHIR
HETE—TZTRET, BE. 7U2arvem7 LIERICERDOBFATE—T7ZU0—F
TBIEIIEMICHBRREMED B EH. CHIFLIDZLDIERCRERT —LT—F%
BLZEY,

DT —LIFAFDZATDE—TRAV b ZEALTVEY, fIXIE. EEDIHZAT
T—TJTEBZHDOD. IRTOHMIybEIN. E—TLIIGATIIRL THIF—H
BRELIRNBIGARICRR—2ENZT — LB HBTLES. COBERBEDTIO—FIE.
BT —LEDEEDRL FRDOZIIVITOE—TH R —H. E—T2RXTL%
DUTIUCRE. BENBNTCEEZR/NRICHIZ S A TEXT,

FIvIRAUE

FyvIRAUME LRIVEEFICERESNEF T, —RICATVICHRESN. FL1v—H
SR ANILEES TWBEDAT I LA TEE D,

CDTIZvIE. THAF—DRRVLIYIa>OHRT—RNLELE—TEZREL. TnZ
INEBEIIIAVIZHDEITEIET, TLAV—DF5—LETZBRRICLET, FIvy
RAVKE, —EDORNOPICERDOF LU IDHBHER. IviavhiE@IET
ERDORAUETIO—RTEIRVSEICHEF T,

V7k0Ov o DlolE

TLAVY—DVI7bOyoZ@T 3. T—LARADINTDFTYIRA U beTAMLE
L&D, VI7hOvoEiE. FLAV—D7 —LZ2ETLIEDBREDLIEDTEI R B3I Z
L. 2LOBAE. MRIOE—TT—2Z20—-RI3D\ RIDSTLAZPDEYIILIC
BTOED
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V7hOvoDFE W DODEIFE T,

—  TLAV—HERICEIAFN. RETIABoIEE
— LAV HEEERL. ECTLLBROLTIRVRATFTYIHRA VM
MUA—ENB

BREOA—b—TZAOVDH BT —LTIE FLAV—ET — LT LA DR BIHAT.
FETE—TJI2IeATE ET2O—/N\yILTY 7OV ZEETIET,

- -

=L T
e

1L
4 WIBEES

< ]
-

3

B R AR LU bR

Free Lives ® [Broforcel |&. #XIO—ILDFY& AV T YR TA—LT—LT L—TRAVNEF TV IRA I — MIfEL,
TLAV—DT —LICBRLIREZREBDNS T — LT L A2 XAV MELTWVWE D,

=T RAVIPFIVIRA U ZIEEICEE

TLAV—DIZAL—2avIlBE5BWVES. F—LFRDE—TRAV P FIvY
RAVEDEEBICIEERDBETY, FIRIE BLWIvIavot—TRIUhz,
AFYTTERVRVAYVE S —VOFIICEEBE T B EIEBITELLDS, LANILDKEKIC
KEIBLVICAYRS—2ZRESNB L. TLAV—EIUCTIRANL—2ar%
BRLTLEVET, RVWAYES—2ORICE—TRAVEPFIVvIRI VL ZBVT,
TLAV—DIICTILavICRNEESICLELED. HBWE. TLAv—h Ny
D=2 AFYTTEBLSICLELELS,

N EEOFVERFYLOIHHZ3T—LT L1023 IldbZELET,
BIZIE. FLAV—DEELWT SV TA—LEooavEwT)T7 L%, RERRIEIC
WEH/EE. T—TRA VIR FIVIRA VN ERATFYL YD ERFT=AD. DRV
F—=LTLAEERICDBH B TLLS,

TOS—IrILBLRILTH A

7O —SvIILERIE. F—LAICBWTAEDI YT YYDERZBRRICT 3B A%
Y=L T, 7A>—JvILERZBEVWAZ T BEBRZEHNLED, 7Oz
HRBEZNIKLIED, SUALBRLAT I EERLTFRALICKWS —LTL1E2RE
LTeDgBZ D TEXT,
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Mechanistry @TTimberborng Tld. 70> —Jv/LERINIZHIFEA /NP COTRED DI DL SR HOLTELRZTLAY
SYRETLAV—ICRHLETD

TF—LBERIIIOS—JvIILVERERDANSFEIFW OO HD. ZOFAMTIZRERA
MEEZITHNASEMRLTVET, 07O —JvILERDZATH . BERDHEAT
WB7OP DAL TICRDBELTVBIDARTHELLS, Unity TOFEDHIIC
DWTIE. 2Ty EER LA —SvILNE—VICBAT5 660707 E%
CELETL,

TOV—SwILERIE. PILOUXLEEZSNAVTIUOVICESVWTREREERLE T
AT IVIE—RIICABEF—LICE>TERINETH. FLAV—dZa=7«H
FETIBLARIVERY —ILlE>TA—F—BENMERTZICHTEEYT, FO>—
vV TIUVICGIS T—2EEATALHTE. JUIAZ—IFHEEHRDMIE
BERHST—2EIMBL. FLAFIINLARNILELTH —LICAYR—TEET,

7O —JvILERDIL—IL

TOS—=IvIVERIE. LNILICTVE LS ZEZBDICELTVETA. BRELICKL,
TSR —2a ZRLTEBLATIMIBBICHHDEY, EBELPTI EALP
TVIL—IDT LAV —ICEOTR BRI T, BNLATRS AU SUELME
REDD. FLAV—NDNLECHRZHNTEDICRIEET, LHL. WRNLEEZ
T5®ICiE. TOS—SvILERSNBERBOBREZERIIHNENDHDET,

TLAV—DERESNIIVT UV ERERITBBDOBIRE BB K54, IR H/IZERHL
PYWBEYORADIC, FOS—IvILERSNAOYTUVZEBRTBZERWVWTLLD,
NBDEAITDIVRI—7I1F. REMBFTES —2a>Y—)LELTHEEL. Y RTL4
ERICKBEF S ZHETIDICRILEET,
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EE A4S

TOS—IvILERTIE. KAEOBRVERSNZ LA S Vs, K& N =EHK
TRDICEBTAMZRETDELNTLED,

BETRALZREL. HEAROATL—23>2BLTI/AOY—2vILLANILOERZ
RITLELELS, Thid. EALLIL—LULDNEBERLIEEDICEELTVSD. BED
BEHNESHETAMTB/HTY, AVE1—2—E1—HF—DANLBLTT R+ %Z
RIT937D. BRHETELDLANLDATL =23V Z2EMTEEDTEEY, Ftic
T=ahBNUE IL—ILUCBEBERRFEZITSENTIED,

TADRE

ATV ETANTBLRIEEICEETYT (COATRZRBLTRAIEDERLTLBDIF
%@TC&JT?’) o

LRLDTLAERIZEDESBHDTIN? THA 2V ORMEEFIZATID?EhE%
EDLSITERBLIVHBETIEIN?AVTUOVZRBRETTILATE (F—LICH
P5E3) JET A—HEUTOBE. NI VIhOvI%Z QA BIEFIICE TS
CEDTEED,

AVTUVERFATEIRIC. EDESBY—IEFERIETTAMELOMENICITZASD\E
ZRELED. BADF VI IR—LMOTLAV—EDERMEZRZBENHBDEIN?
ETNRSHERMERTIZRXIVT N 2ERLTHBMENHZDDLNEEA, XYy T LT,
TLAV—DRDBZEKBLTVBHBAZHDICVWTIN? LAY —DRE L IcI5F %=
8L, E— by TZERLEL&LS,

T—LOREDREDT IR, LANILICEETZ 74— RNV IDBRERIBE. TR+
F—LIZBNBRRICRDEY, ticd. RETETAORBY. EDOLSREED
V=D T ZAMEREMNERIL T BD B EDEREZRELTKNBTLLD,

Iron Gate studio @ [Valheimy (&, 7OY—JvILERINIET—ILRDSHE T —LTY, LRILOFAXEEICFAL T, FLAV—IEHRRASIZ—FLET,

X g oh T nfslvedbgrmiaf ok
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LARILTHAF—I3. #3LDH Unity TOFIERBRNDH D2 RFINTULSDITTIE
HDFEA. LH L. FL—Z2FiREEEELT. Unity ZEVVADH B DICHELRFHRIEN
ZF)IEED-TWBIFETY,

ZDtoTavid. Unity D1YRb—)L, TF4E—12FZ—TT—IXDER, Unity T
BERITZIIV—VOEEXEZRDER. 7ybe7OCzIVMDEIER Y, Unity TIE¥EZ
TBI=HODAFIHREARDET, Unity & Unity Asset Store EDLARILTFH1UIZHHELT:
YV=ILEYMMIDWTEIMN 3 BHORBOEIDIVICABHIICL. COEIIav%
FMATECCLZEHOHLET,

Unity #10EBITORDHBIENAEZHEMIE. Unity Learn TAFHHEETY, Unity @
ITHER/N—bHFEENT = Pathway O—XIE. RICEDBETDICKEER)Y—I T,
Ffe. 2D #0FEICIE Create with Code 2—X( Ruby's Adventure. 3D #IDE I
John Lemon's Haunted Jaunt H&#1®TY, BOHDFa— I T7ILZzHFLEDIFE I,
RPG. /NXJL. FPS #"—L® Creator Kit 7OV EHSHLLIETV, IRT1~2
FE TR T TIB3RIICHEO>TVETD,

Unity 1> ~—JL

Unity ICIE40>O—RTE3 2 DON—Va>, REYR—L (TS) ¥ TECH RhU—LhH
HDET, TS TTravid. 1 ERIIRESNIHBEECHELTE—D1VXM—)LELT
FEORETIAILEDUI—ZT, BRROREMZRMLEFT, TECH XhU—LId,
FIEENDORBT7 I/ AZ2REBL. XICEREOTVFOXZ I 3>, ToXANU—
FOMZAESTDTT—IXTOFRAMNHERINET, Unity DUU—XIZDLWTOEEMIL.
CELRIELIETL,
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https://learn.unity.com/project/john-lemon-s-haunted-jaunt-3d-beginner
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https://learn.unity.com/project/creator-kit-puzzle
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Install Unity Editor

Official releases

2021.3.0f1

2020.3.33f1 s

2019.4.38f1 u1s

B=RHOD Unity LTS V=D VA= /LHERINTVET, 1R =)L, 47>a—R
YT S AFTES Unity Hub 5> Fv—TRITTEET,

New project
Editor Version: 2022.2.1f1

All templates

Core ﬁ
1 2D 74
- Core 2o
« ‘
Learning ‘ \
" Core

3D Sample Scene (HDRP)
Walk through a High Definition Render Pipeline
y 2D (URP) (HDRP) demo and learn how to develop state-
Core of-the art graphics on high-end platforms.

Sample

Read more

. 3D (URP)
* Core

¥ Download template
3D (HDRP)

' Core

3D Mobile
Core

Unity Hub @ TProjectsy R—2ICid. Unity 7O T HARIRTEINET, [Projects]
R=TUTHLWIOD I 2ERLIED. BIEOTOD IO ERERLED. 7OV o %
Unity T7r2—CRWDTEET,

'New project] Z:&EIRT2L. BEDA T avhRLAINETH. 1VAM=ILThTWVWS
Unity N\—SaicEoTRABBEDHDEF, Unity 2022 LTS A VR R—ILINTLBIBE.
DRMIATDZEDTVTL—RRRINET,

— 2D :E\EWA—3>0 Unity EIL VLA — 1TS54 % ERL. 2D /W —oh
TUO—RETNTW3 2D 7' — LBEFADETE

—  3D: BN ULIA—NATSA2%ZERLTVWS 3D AP TV MRHDERE
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https://unity.com/download?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
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— 2D (URP) : 2D SRRV RIBRLEDTYST—hENT 2D 9571y H%EE
TEEICT BN~ E—/{1T517> (URP) ZEATEHLL207>T
L—F

— 3D (URP) : URP ZfERL. /NTA—T VA, BILEWTSYEIH—L 5TV IR
ARBZIAE—aoADYR— D ERICGERESNTZ3D TV L—b

— 3D (HDRP) :N\AIVRTISYrTHr—LEZ—Fybe L. HD LA —NATZ1>
(HDRP) MRS 3MEEEMNBEr$3 7O TV R—FI23RENEEND

3D ENAIIWT—LBDTYTIL—rRE. 2= YISy TI4r—LEBDEMDT T
L—rH HUb DSAFTEET,

URP Empty Template

ersal Render Pipeline

Unity TRIBARERZ<OMEEICBNTLAWVEE. ZOTOSI VD SOERIFAZL B LAEFEAD, DEIFERTY
BEOTYrETITERLIBHTHEWTT A, Unity Asset Store N'SBEIFEDHDETVR—FF3ZEHTEET,

Unity T7432—

Unity T742—TIR RHED=Z—XICEDLE TV FUZBRN. Y1 XEE. IFRT.
RIATEET, ARERAALIcL AT I 2REFL. BEYIDBRBIENTEET,

T oE&IZ. TT12—DTI74ILbE1—TT,
1. THierarchyl D4 >R I BT AXS TLNTRE O—2ADTRTDOT — L
ATV ERTISD

2. TProjecty D4R RVVF 3D TN FLND TORFviaye, 7O>
JEARADIRTOTEYRERTTS

3. lnspector] 4> R7D  PEYMPT —LA TV ORERARELTONT1 &,
BER VT ERTTS

4, Sceneba—IRAEPDI—ERTTS

5. Game Ea—0DBYE. —BEL. XTVTREZY [ V—)LN—h5 7Tt XERER
CNEDAREVIE. Game Ea—%T7U74X—kL. IT4%—RATTY —L%
EITLT. L1, TR AFL—3 % FREICT S
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https://docs.unity3d.com/Manual/ScriptableRenderPipeline.html
https://unity.com/srp/High-Definition-Render-Pipeline?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
https://docs.unity3d.com/2022.2/Documentation/Manual/CustomizingYourWorkspace.html
https://docs.unity3d.com/2022.2/Documentation/Manual/Hierarchy.html
https://docs.unity3d.com/2022.2/Documentation/Manual/ProjectView.html
https://docs.unity3d.com/2022.2/Documentation/Manual/UsingTheInspector.html
https://docs.unity3d.com/2022.2/Documentation/Manual/UsingTheSceneView.html
https://docs.unity3d.com/2022.2/Documentation/Manual/GameView.html
https://docs.unity3d.com/2022.2/Documentation/Manual/Toolbar.html
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IT42—DJ1>RFY (THierarchyl. Tnspector). TProject)) & Scene Ea—

BITAZ—T4YRILEa—DLATIMCHEEDFHFMICOVWTIE. RFaxXrho
TUnity D1>A2—TJx—21 £023>ECHRIFETEL,

Projects T+ RIICREZ Ty Tinspector] T4V RIICZOREIRRIINTVS

« AN_Demo ——— ¢ Scene
T
Visibility and lock toggle

Parent GameObject

Child GameObject

Prefab

THierarchyl D> R7:COBITIH BRIBRIGERTLNITHZT —LFT I BEVTAIYTRRINTWS, THierarchyl
DAVRODT = LATTIMIZAMDIEEF. T7OPTIMIREZEZBVHN Unity Ul FvYNRORTT —LATV I %
556 B
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Package Manager

Unity D#BEDZLIFFTR IO/ MIFIO—RINTOLEEAD. RDODICIT42—D
MWindow, > TPackage Manager)y H'5 77t X AJ§E% Package Manager TEYa—IL
= LTSN TLETY, Package Manager Tld. FARBERE/N\wT—J0
N=3>%REL. 7050 bONr—2J% 1A=L, Bk, &8, 7y
T—hTBILHTEET,

& 26 v o
& Mathematics -2 ProBuilder Remove

Memory Profil... 5.0.6 - July 08, 2022

ML Agents From Unity Registry by Unity
Mobile Notifications 2.1 com.unity.probuilder
Multiplayer Tools

Netcs for

Description ~ Version History  Dependencies ~ Samples

Oculus XR Plugin
OpenXR Plugin Universal Render Pipeline Support 27.99 kB
Polybrush W Shaders and materials for the Light Weight Render Pipeline

Post Processing

ProBuilder QN High Definition Render Pipeline Support 33.3 KB Import

Package Manager @ Unity Registry

Package Managerl D+>RUDREERICHZ ROV FE IV ARNI. FIBRTEERITARTOD
B3 Unity /S — SRR T ENTT T4V XZ2— TUnity Registry) H'%D &7,
FTICFAOSTIMIAVAR=ILENTWS /W —2ld. In Project ICUZ N7y FENT
W&, Unity Asset Store THEALT=/\w7—1d My Assets. 11> R—ILENTWS
BEBEX/ W —ZIE Built-in (ICUZX R 7T EINTVLET,

Unity 2022 LTS TRIBRIBEARTARTD/NW T —JIZDWTE. THESDS TRERSTIE S,
BF—LATITIk

FrI3U8— WEAIRRTATL. FT1h. AXI FHMRBL Unity >—>HAD
IRTDATSTIMIRINCT — LA TV FELTERENE S, 7 —LA TSI
BATRZEDOISTF T =LA T —LATEROBHZFE LD, &El%Z
RIETIDICIF. AVHR—2 T2y FLTHEZEIDETRHELNHDEY, £LT
JVR=RUME HEEREDI-HDRETELRTONT DY M ERHLET,

F—=LATITIMIIE. BIC Transform AYAR—x> b 3D ERTOAIE. X4 —IL.
AIERT) BT7EYFEINTVET,

IF«2—®0 TAdd Component; X=Za—h5, AVR—FVMEBMLELLS. ROV
AIVYZRTERERINIVR—R VM ERRTSHD. AU TREOIVR—
FUNEEEEERTIEY,

2DODERBZT—LATITIMDEAT 13D EFILETALI2aFILIAMIBEWVWT, Transform AV R— U MEXFZTEDRLT
HBDITH L. DIV R—RUMDRBRZRUTERLTIZTW
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Scene Ea—TOH — LA T I bDIRE

Unity @ Scene Ea—Tl&. BENBRIUYRDPREINTWT, F'—LFTPIME
TUwRIZZFvT #8) LTEITEET,

=Y DRER AT I DIRIEIE. Unity ZERTALANILTHAF—DIEEODEER
R T FIURTF—LY—IDa— Ay MIBNRLA BRETHNUETHREZTIX
TRIEERFFLELLD, IHIC. TOverlays) X=2—T Scene Ea—IZY—ILZRT
TRINFINA—N—LAERETICHTIEY (Pa—rAybXZa—T. BFELOD
OSHDa— bty —ZRERLTEZTELLD),

Scene Ea—DTF 7#ILA—/N—LA/NFIL

V=LK TRBA RGBT avid, BRUICAT Oz IMIL-TEBDEIHN
UTORICHERICERINZAT7Y—ILET I D a—bAvbzEeHELT

v—)L | 588 Windows Mac

w Scene Ea—THXS%/tY Q £/l shift | Q E7cld shift

@)\ IURDRIO—LEf=lda—k |Alt+5E2Uys | Option+ B2y
Ay EERE LT — LA
X— L7k

@ ARXTH Scene Ea—DHFR%Z  |Alt+A£21Uws | Option+EIUvY
FuGCE[E]

‘_I_, TAFLEER, BE w w

g j TSI OREGEREELE E E

_|7| BIRLIA TV U b2 AR N R R

171 [ #7Vor0BRRYIR (Rect | T T

TRl y—LebiiEnB) EERLT
=)L ZZi#
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q§ EgRD (4) D&>5Ic. ¥XE®E |V Y
NY | EELTAT ST OAE. Bl
RT— )\ &2ZEHk

F—LFATP UM Collider - -
AVER—=IEDTRYFEINT
WBEEIZRTRINDY—Il,
ATz oRDEYRRYIR®

'

ATME—DIRRZIRIETE S,

TR ERFT YT =R T =LA TP I eREOEVIT VY RUBICR TV (#EF)
TBIET. T—LATOT U 2BINTEET,

V=)L i

{:'i SUYROAVEATHRGIDE R, FUy RE FBAEEZEE, JUyR
FEBERLATITIN GIR). £lds—RORBOEE0 D
WE (B Ic&hE3.

1‘!':*’ SRR FYT DA EFTERYIDER B, ROVFURRTATS T

IbDRFYTHERERERE (774 EOERBIETINTOHT
1BAI2HN BICUICARERAITEDS), Flew BRLIS —L4
FITIT I IRTOMEITBRLLBOIUYRICEDES
ZEHTES,

|-|-|-|-|-|-| AVOVAVRINZF YT =LA TSI B, B, IhA
NI BRICRFTYFTEBRET. Windows Tl Control. Mac
Tl& Command F—ZzFERALTHIBARE, /. FOYTRUUIRNT
R ZRETES.

TBRRFYT | TIAILNTIE. F—LFTITIMDREIR. BRIATS o ROHD
FlFERYERAVE ONVRIIERIIIVECRESESIETWY) H5
THONETH. Xy aDEEMSIRELIEVESIE. VE—ZHLT:
FEIVVREFONLTTESREZEIRLEY, CNISHIC. BDOBD 1 0%
BELT, OBEEBENE S FTrvhTRLSICETTEZEARY
ICERITY, ¥—LATP I MDMABEHLEDFMICDOWLTIE.,
CESDRF X ISR IV, LRILTHIF—DER LT
<nf=adwvid. DCCY—ILT3ID EFILDERYME (0,0,00 DAIEIC
BRETBIETY, CHUCED. NURILE—RHPERYRRAVRC

BESNTULWBE, BICTOANSRSYITEIENTEED,

FVIToT7—o30FXEICE. Fa—TOmANICA#EROT7T—LHHBDEY, REIEIC
HBT—LIF X Y. ZESRNIFIFTNATVWT, Thid Scene Ea—DARSDRED
AEFEXRLTVWET, ChoDA#EEIVYITEIIET. BHFAPKREE—RZRES
TETIFET, FXEDEAFICHZAVF2—T, XL TEICHZTEANED YYD
T3L. BRAATZEFITRENAT (FAVYARIYIAXTEIE 2D AXFeHFEIE
Nn3) zIDBEXZHTEET, FXEDOTFTOTFAMIBEDOE2—EZRLTVET,
BY—2lE. AASE2—DEEZENFLIFEMICLET. Cchidk. ¥'—LOAXZD
AEHIBEEINTVT, IFLACDRE. ZDAETIEETZHSICENTT,
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D EM T —LAT DTV M EIRET 22—V F XEIF BIC—EDAZ—I—RIZHEL.
TG X8, B ZWMEI/ISRITEIH, RIS Y HEZRRLET,

BRAATE2— (B). FITREE2— (B)

T—=LATI I DER

F—=LATITUME 2B DA ETIERAIBE T, 1 DId TMenui>TGameObject H*5.
H5 1 DI THierarchyl >R %T7IE Scene Ea—ICEHE 7Y ZRIYITUR
FOYFSE5ETT,

Unity Tld&. =LA TSI —FAbTE0HIC. HFREBEIERTLVMED
BR2ZRALTVWEYT, RTPLUMb. =LA TP MOEE, F75r—LATIIMD
ER LR EICDLWTIEL. Unity Documentation @ MHierarchyl 4> Ro~R—J%
CRERRCTIZ LY,

ITRTOTEYRDABEFNICS —LF TSI MIERTIZDITTEH D EFEADN
BO— MR T TIIERAIEETY, FBX 777/l 3D EFI/L) 2> —IBINT 3 L.
ETFINORBICBER IV R— b2 OFHLWT —LAT T/ bH Hierarchy 12
RRINZET,

BNSIVBNBRT —LFTPTIH

TOVTIRETINRE SOFA1LBICED WS —LFA TSI MR NS — LA TV
IheMENE T, =LA T TIRD name T4—ILROAANICH S Static Ry oI
FIvIEANDBIET, BNY —LATS I LTY—ITEEY, BT —LAT
SxUME. SURTLBIIEK S — LA TSI DIETY,

Unity DZLDIRTFLTIZ. BT —LFA TS OMIBEIZBRIPITAE—RAT
ERFTEINTUWET, DED. Unity 135021 LBEOHBNERERL. /NT4+—< VX
RALTESNET, Br—LA TP IMOBNREEEE T, FHEOBINERESE
TRTCDFT—LATPIIMNIRBRTZDESHESRZ IOV IDRRRITINET,
ZHICED. XRAMESNI=TOYTIHABICHZ IO T RTIK. B<LOERZEHK
TZEEY,
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TOTAT | T OTATRT—LATITIb

F—=LF TS OCRETIOT4TELTIY—0F 38T, —BHIC Scene Ea—Hm5
HIBR AW TEEY, —MRPBFEARGICELT. =TI ToT RS —LATOT
JrEBRBLTHSE. F'—LTL1H, TLAV—D—EOMEIELIEEETT T
R=brFBREWVWSHEDDHDET, IETFTITATRT —LAT T IMNMITRYFINT:
AVR—RVEBRERICEMEINES, By —LAT I EEMLTEI T,
BEMITONTEIRTDF S — LA TSI BEMELINET,

GameController

Add Tag...

[ﬁ + Main Camera

Tag MainCamera * |ayer Default

B Transform

W ~ Camera

27

U131 DU LT —LATO T MIRID S TENEBRAIETT, FIRIE TLA =1
BIERIBE B v 502 —I0IE [T LAV —) 9. TLA ¥ — DRER AR B F v 505 —
ISiE T8 #9. TLAv—pIRETER AT LIS NRERRE) 25 2BMLED
TEET,

2OVE. ROVTMERESICT — LA T OO M EHAITBDICRIIEE T, 7TV UMK
FRPICEBESNZAEMDSH DD, TP IMEDH. ZTBEICLS T —L
FTPTVLOBROADNRETY, 2713 BRAUEODYIICRIIBEY, AIRIE
BRLET—LATITIMC Ty 2IDEIDHTESNTW S, EXLTBRL.
FASHDODYIZRITLIEVEENBE Db LNEEA, BREF—LIE. ATt D
FORIAEICOVT T —LFHIEDRVERBETHRBOERHZI ML THEINETT,

TUNT I BRIARERT —LA TP Ik

TLNTSRTFLIE. BEDDODMRMICLANILEEDHBZHDY—ILTHD, LN
THAF—DMERITZIRHBEBEERY—ILD 1DTY,

Scene Ea—TH LLIERINS —LATSzIMNE. FDO—VICDOHBLET,
FTDTVMIERABETIN, RTEELZMAZMVELNHIHEE. EBRINLIRTO
AT MIHLTEHTITORITNIERDEFEA, BHEOI—VTRLLSBZLD
BREHIEDRLEZTZ7 —LOGEHEICHEWT. COAEIZBESNIIRENTIEH D EE A
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Unity DFLNT D RAT LTI TS — LA TSI N BLUPED AV R—2 2N FONT 1,
FH—LATz VIR TEHNRAAER 7y LTER. RE. REFETZICH
TEES, TLNTT7EYhE. O—YRICHLWILNTA VAR EERTESZ T
TL—heLTHEELE T, ERININSDT7yhE. BERETIHNELRS—VE
7O MNETHETEET,

TULNTIHRERIRETY, ATV MEMNTORENTE O—VARAD 1 D2OTLNT
A VARV ZAEEEITBZI LD BEEZIRTOIVREIVAICERIZCDHTEE,
ZHICED, ATSTIRIS—DEEN. 7—hDRXTvS, FOMDEEELIDIHRMIC
729,

Hierarchyl D1 ROTRBIRLIZTILNATIE. TProjects T4V RUTHT7EYRELTRRIN, AETHBENATEEY

TLNTAVREAVZADMEEETNZ . T LNTOTONTAH A —N—F1 R,
ZOBEICEVEDRIRINE T, FOVTETIUAZa2—T. IRTDOA—N—S1REHR%
—EICRTIRIEDTIEY, A—/N\—31RIE. Apply AT REFRALTTOTSL/NT
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TEyMMIHERTEZIEATE MOITRTOTLNTIVREVAICHELCEELER
INET, BlIOATLa>e LT, Revert ZEALTITOTLNTEBICRT I H. EIE
INFEAVREVREZD—VRICEDEFRIEHTEET,

Rewvert All Apply Al

ulate Bounds  Recalculate Lightmap Scale

ZTr—=)LDOEBEICETS MOverrides) ROWTEIUAZa— (FWMELNBEICRINTVE). COXZa—hSTLNTICEER
BRATZHD. TOTLNTEICRIEHTEES,

TLNTDRZMMEIZ. FLNTOHRICHOTLNTEEAL. EDAZTVHDOEIER
TEEYT, CORFELT. BEPREREDEIDNESBRTILNTTERINTEY R ED
BIFoNFEd, CNICED. LDBEEICTEYNORREEROT7T—T1ANCHREED
F—LIZH. FNENHAAVTOVDRDEBL EREFICIEETERLIICHEDET,

TLNTNUT RS, OTLNTDSTLNTEZRESEZZeHTEET, HIZIE.
BRBRAT—HAARITITINEZE OBF v I2—DN)I—2a B ER T 358 R E.
FRERINLETILNTNITOLDOEY D HBIHEITERTY, NUTURNE o—>
ATEELIEBEFEOIL/NT% TProjecty T4 RIICRIYITRETIERTEEYD,

Create Prefab

Would you like to create a new original

Prefab or a variant of this Praefab?

Original Prefab

. Prefab Variant =
-~ T

BEINITLNTZ TProject) UV RUICRSYITBERTINBZRY T 7Y TR Za—
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TLNTNUT VRS BIOTLNT (R—REEFNSB) OTONTZ2HAELET,
FLNTNUTZbDF—N—FARENTEIE. R—XTFLNTOELDEBERLET,
TLNTNITURE. BEFILTLNTRMOTLNTNI TR EEE, MOTLNT%
R=RELTEHOIEHTEEYT, e WOTHEEEZIRTEDEL. R—XDTFL
NIRRT D TEET,

FAMELIETILNTENIT UM, N=2aYv BB TLEDSFEHLET, F—L
AVN—IZRBBTLNTTRKICERELIED. BEZRESETICEHRZIToLDTE
RRENERDIED DN I T T BIRIFTEELIITRDET,

3D F£7clx 2D

Unity TI&. 3D 7 —L& 2D 7—LOBAZERLIED. TS5ICIEELTOPTVMNT
BADTZT1vIRZAINZBAEDEIDTEIET, T7+o4— A—T1>FT7—7
70—, —ZDY—ILIF. 2D RRE ID MR TRILLSICHEEEL £, 77l Bhada%.
3D @ Terrain. 2D @ Tilemap &, TNENDT —LEZAFICEEDY—ILbHDFT,
Unity Tid. 2D 7wk & 3D 7Y hDOFVWHELDET, UTORIF. 2 DDHRED
BVWCHBRZRLIEDBDTY,

BTV 7 37Oz ob+ 2D 7Oz ok

HE7EY 3IDEFIL RTZ1hk

LISF=N1TS51> EILbo LA — EILbo LA —
N TS0 URP, INATFZ1>, URP
HDRP

Jararery ProBuilder 2D Tilemap Editor

S1T10T Lights 2D Lights

YHRERE Physics 2D Physics

Fv308-V¥T DCC DEFICUIMIFE

N7=F7I/L* Animation

2D Animation

Rigging

RIETH1> Terrain 2D Tilemap Editor
b &l 0% Splines 2D SpriteShape
T=X=>3> FAnimationl 7> K7, Animation Controller
AASSRATL Cinemachine
1T h R Particle System & VFX Graph
Sr—A4—=F-HYry Shader Graph
dA—71>J C# ¥ Unity Visual Scripting
Ul Unity Ul & Ul Toolkit
ABaAvk=lL Legacy Input F7zid Input System

3D 7Evhk

3D Ay ald. BHRORVID KR THER SN, 3D E7/LOEERTY, Unity Tld.
F—=LATIST UMD ETINET7RyFLTEREmICL VAT T 35E. Mesh Filter &
Mesh Renderer @ 2 DD VR— VN EEBINT3HRELHD £,
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RTUTIE 3D XY aDREDLVFVVTZERTBHDT. TIXFv. B,
I—H—RE. REOARICEHTIERZEAEDEET,

T—4—I3& GPU LTRITTNB—EDHHT. Unity B —LA TP o bzEELEIC
EDESICRTIBDZRELET, Unity DINTDL VA=A TS5 UNIZHESH LD
PI—HA—HEHAENTVB S, BET LTI T IANEITITILEEIC
BEOVWTLYAIYIENET,

T71ILER

Unity REBTlE. FBX Z7MIILERXDMERINTUVWET, 207, FIEICIZRIBERED
FBX 777V ZRAL. MBOETIINI7IIVEROERISRIT 3= HEHLET,
Bz 1E. Blender ZEH LT, .blend 77-1)L% Unity 7S IO Ty T4 HE—IC
RETZIE. TOAOPIINTHEETZIMOXN—2ENRELN—3>D Blender %
AVAL=ILLTERTIHRENETITLEVET,

Unity ICftl2D DCC VI RD T 7 TR I Nc Ay aht o ViR— b ENB B, RESNI:
fIE. [E%. RT —ILZROTRETA UR— SN ET, ERYMRA U ERRTDJIER.
RUDD. ZAF. UL EIR. R—0 ZFIXyDa, PIX—232eebhIicrVR—k
Th&Ed, YR—bETNTWVWBMO DCC YT 7Ty hOFEZITS . Unity I
MY BT —LATPTIMEeBH L. T7 M RFTBLUIC Unity TT42—TEEZ
[RBRL &30

D EFTINDT—LATZIN (B). 2D XTS5+ (R)

2D 7wk

ZATZAMME 2D 57490 AT IRTY, 3D TOEEICENTWVWSRIEE. XTI
BARMICTIVAFvTIH MRNAEEDO. BEPICENSEHBAEDEZRRIA
TOZYWIDHDET, TOPTIMITIRFvZA 2 R— T3S Unity BT O XF v
ZERTTA LTRSS &SI BIC1E. TProject Settingsy > TlEditors > Default
Behavior Mode) T 2D Z&IRL %9, 2D 7> 7/L—t 67O I E2ER LT
BRIE. ITICCORENMEASNTUVES,
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Unity IZId. 7Y EDBMREDRE Xv2aRT IS AYDRE AS1XFTFa.,
RAFZ2TRVFUI. 2D ATV TRDERT Y TRy TDEBME W\ofc/—R
TEYRDREZITIHDY—IHREINTVET, RSST1 M ITr4—D2D—fITY,

3D 7Y DHE. Ty ORREEZEETZDIFRII T IRFv 1 ITEHN
2D 7tk Tld PPU (Pixels Per Unit) WS, AZwkHTDDRXA TS DR GE%
Unity ICIEZBIBIENBLVSNE T, AXSHIZYMIAIETETURREDOE I EILEN
BhiB3e. EVL—2a b RELET, —H BEUEICEVRGEZFERTS L.
INTA—=IVREAEUDREBICDOHRNDET, 2D 7y b OREREICOVWTOFMIL. =
5507007 ZBLIEEL,

T71IILER

AT Z1MEPNG OLSBAIWEMEATOAVR— DR INET, Unity Tla.
BMP. TIF. TGA. JPG. PSD #¥. Rb—MHABBEGRERZYR—LLTVLET,
L v —{t & 7z Photoshop Z7JL (.psd) % Asset 7#ILA—ICREFT B L.
2D PSD Importer )N\ —I DA V=L EINTVRWMESIE. N6 75y MEShic
BERELTAVR—3INEY, 2DPSD Importer (&, LA V—EREFAED. 1>HR—~
TOtRENRLTZHD/NYT—ITF, 2D PSD Importer (2D WT DM 1.
CESDTOTEELEE L,

Unity @ 2D 5. [Dragon Crashersy 3 Unity Asset Store TAFATBET Y,
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dA—74>7

Unity T/ —LODYo%ZRETIHEIG. 2DHDET, CE RTUTRZEED, Unity D
Visual Scripting ¥ X7 LT/ — RIS TEEFELTIIN—TTEIHETY. 5¥'—LA
I—RORBAIETOIII—ICFO>TRBEINZ e —BWTT A #IHOTOR
AIEYITOERAO—RE LT, 7HA1F—% Unity TORIZUT~OBEICEET S
BERZIEBLTE LR RICIIEET,

MaxHealth = 100;
CriticalHealthRatio
CurrentHealth;

Start()

Input
B et inputsting

CurrentHealth = MaxHealth;

Heal( healAn

CurrentHealth += healAmo v
CurrentHealth = Mathf.Cl X Multiply

C# DIE

ROVTNT —LAT PV DEMFZERLE Y, T —LATDTIMITEYFENL
ROVTreAVR=2Ub ELTENSOEEERICE ST — LT LD EENET,

R F k& MonoBehaviour EIEENBEIL MV ISADSIRELIZISRERET S
CET Unity REROBIEICEERI I 2 EDTTE T, COIFRIF =LA TIT VLT
BRI, F—LARZARICTIEKZRELET, Unity ICIEZO—FZELTLHD
Y—JL%® IDE IEE FNTWVWEEAND. Package Manager I Microsoft Visual Studio.
Microsoft Visual StudioCode. JetBrains Rider RT3 D/NvTr—hHD £,

strength = 1.1f;

ntrollerColliderHit
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FMAIVTHDER

I7132—®D lAssetsy > Create; > IC# Scripty 5. £/l Tinspector] 71> Ro®D
FAdd Component) > New Scripti H'5#H LWRIUF 7y hERTE T,

Unity ICEoTHRRIVT L7 EYRDMER SN B . ROUTMMIT IO TI—FH
BATNZET,

Assets > StarterAssc @ @ @ MyTestScript.cs O B3 [ os

C+ MyTestScript.cs X m -
# Users > ed > Downloads > Testing level design tools > Assets > Start
3 using System.Collections;

using System.Collections.Generic;
using UnityEngine;

My TestScript

public class MyTestScript : MonoBehaviour

{
// Start is called before the first frame update
void Start()
{

b
// Update is called once per frame

void Update()
{

1
's

Ln1,Col1 Spaces:4 UTF-8 CRLF C# & 0

FEDORIVTETEYMIDOWVWT, FLKRTWLEFHLLD,

— using EWWSF—T—RZEAL T ZAZEMZ TV R—FLTVET, BEIZEMICIE.
Od—RATERATIEZ 7 ACEHNE £ TLET, UnityEngine D1 > R— M.
Start %> Update &\U\o7c Unity BAZUC T I X TBDICHEATY,

—  fTOERFEIC2 DDRAZYTatMFTVTVEHDIE. OAVRTY, ZHECEAHD
FEOHICOAYEFE2AN, O—RORBREZBHICEERTI2DOH—KRHN T,
F—LDRTE., OX2ME Unity ICERINET,

— USRB(TEYLrDTFAINLBERLICTZIHRENHDFT) I
MonoBehaviour 7S ZAHSRELTWVWET, TNICED. RTZUTrEIVKR—
IR LT =LA TSI OMITRYFTERZRLSICIHRDET, COIVSRAAD
O—RIETART DoIREH. BHROPICEBRINTVET,

— T LOERTEICEFNICEITINFRRARNVNERDH D £T, Start BT
F=LATI D O—REINZ L BHFMICRITIN. Update BBEILT — L
TL—LBL A TINBEICRITINET, COFFMIZ 7T, AIRVNEHD
KTEFZERETIET, HEISLCT. ELVWERICEAKRZEERLET, FIXIE.
Start A THO IV R—R SN OBRZERIENLTEE. BTEOEHRE
Update BEEINTERT 20N —ARAITY,
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UTFOFITIR. Fa—TATIIMI. Fa—TJ%EEIE. IVV—ILIIXVvE—C%
RRIBRVVTEDTRYFEINTVET (BFRD lNnspector] U+ > RURDIRERS) o
CDRIIVTLEISICELKRTHELLS,

rm.Rotate( _rotateSpeed * Time.deltaTime, 0, 0 );

—  ScriptExample 73XIZ. XFF). T—=U7>. float BOEHA S ENTVET,
CN5id public ZETH D, Inspector TREAIN. ORIV HSHRELIED
FOERLIEDTEET, private 2. Inspector IZFRRINT. DI IUTH
HEIETIERITEEHA. public & private DEADERIC. EEB=TEN
EEINENMCAINTUVET,

—  Start BEHIL 1 EQOAMFUVUHINZEHT. FDOWEBICIE Consolel TR
ICXYE—CFRRTZMEDERINTVET,

— Update B#OHF & . if RT—b XV FOEANEBOS I T, £EEZBT
Fa1—7H _rotateSpeed @ Time.deltaTime fEDEIT X #ABICEIEEL.
TL—LL—hMIEKELBZVWEIZZRIRTET T, Transform &, 7R2yFINic
ROV TETH —LATZ LD Transform TONTAICT7 IR TZ7-HD
2a—rN\YR (BRI IHDHE) T CHUEATI TV MDEEEZEEL.
BIL—LETINET,

—  Event B (74O —RIZIFEFAAV) HEMINTVWT YXTAD
1)y IBHC Unity PR U H—3NB L3I0 TWET, 2D, TConsolel D>
ROICRIDAYE—CERRTBEIMBLTVET,

BAENICIE. 12DV VTMNE 1 DDBEBDAEERITRNITY, cnIFOv>z>50
B—SFEORATY, FEZa1—I)l. 5. BN 1 DOBNICEEZIFS. OPvID
ZOERDHIHEHTIALLET,

CHUTED, J—RZEI2—IULTEET, EPa—)LEDEL BE—BREDRANCREST:
ZAOVTHE BFA. IR R T LIS T BT RNEEDBEZITITZAET. RTUVTRH
BHEORBZBRLEISELTVWSIEE. HERREEDOKEZRDNTVWIIUTHC
DEILIAD EFHEET BB LN EE A

Unity 7OSTIMIBITBTHAUNEZ—0TOT 527 RRIOERICET 25513,
COTOT%EECELIEE W,
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Unity 7O MI—E AR — L7070
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N—RZMEMICHEE, HiFTa2en PATTERNS
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Unity D700 Z I JIEIEBICIBEVWNEY I TY, ROUThZERTNIE. HE5DB
T—LHREEEER TS AREZLITEZ—Y—I)L%, Unity APl Z/T LT 221 LERC
EBOFATI IR ZERTBEHTIET, RIVT T2 IHE<HIHTOFEIR.
VKO DFIOERITUY —ZATREVRDBZI N TITET,

—  Codingin C# in Unity for beginners

—  Beginner scripting tutorials from Unity Learn

—  Creating and using scripts from the Unity manual
Unity Visual Scripting
Unity Visual Scripting l&. /—RR—=ZDTZ 7Y=L TY, ChzFES>. 7AJ5Y—H

Jo70035<—H. 7ORZAEV TR —LFIEICEWVWT, O—REEHTICHT —L
TLADOSyIRA VAT IT14TEET AV TEET,

—
O On Update
Event
- -c: If

x Multiply

e @ A AxB® o
e @B

Get Delta Time
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J7713A0v I EFEENICRIRT 5H DT, Visual Scripting DF# T, J57I1CIE
2DODEENHDET,

—  RYUTh (TO-) J3713 BRDOT7 I a e EEREDIER THEELE T,
KITIEFIE. RTVTEDRNTY,

—  ATRITTR HRABAT—RERT—MEOBBZIERLE T,

F=LATITOMIFLTRIORIVTINIZT (BIF) ZIERT 3ICIE. TWindow)
> TGenerall > THierarchy) ICBB1T5H\ Ctrl+4 (macOS DIFZFEIE Cmd+4) %
L THierarchy 171> RU%ZRE £, Hierarchy T/ —LF T U &EIRL. TAdd
Component] %=2')wv2 LT lScript Machine] =&RLEY,

UTOEEmTIE. BEOMEXBHIRETZIN. V—RELTRIZUTINISTT7Evh%E
BRI ZD. V—REEBODRAATRFHLVIEZIER T 2D ZI8ETIEY, BOAFNL
#FEIE. TConverty RE> TV DTHT7EYMNIEHAIEETT,

S v Script Machine L S v Script Machine

Rotate This Rotate This
Rotates the object on the Y axis Rotates the object on the Y axis

Source Graph 5 Convert Source Embed Convert

Graph S rotate (Script Graph Asset)

Edit Graph
Edit Graph

Add Component
Add Component

SHIDEFZIERL Y BICI3. Edit Graph TIS7%F<H\ TProjects D> RUTT7 bz
REET, V77T T4 7D EICRBZDT. /—RZEBMLTASYIZER T BHED
HOEY, BFERIA—TBDIC. BAICEvent /—RZEMTEHLEVTLED,

Visual Scripting RFaxX>bh®D /—RUT7L22E272avil. EREARERBIRNTD
J—RO—EBEMEHINTULET,
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Variables
CubeBlue
X Codebase
:= Collections
<G Control
4 Events
I Graphs
€ Logic
TU Math
Nesting
) Nulls
@Time
<> Variables
5 This
JxFormula

i Save Variables
=2 Flow

% Graph

R Object

€ Scene

28 Application
B\ Saved

Visual Scripting ICH T3 Z8K

OPyIZERTBICIE. ZHZERTIHNELRHDET, Chid. 7SUr—3>0
RITFICEEINDIARMOHZIBEHROI>TFHELTHEELET, ZHICITARL
F—=R2B FIFIIMENMBRETY, BRIIXI-—THEEET, ZHOXI-TIL.
ROVTISTDEDERDSEDERICTIVEIALT. ZOEXEBRBELIIEE
TEBHDERETZHDTY, COXA—TIE. ORIV TNITSTHSERICTIEX
TEIBZDESHERELET,

—LX—F@‘JEELJ\ *§/~7 7‘&@&@2] _7%7]__\ Lz—CL\ij-o

23— SHEA Unity TOEDa7S51E—>a3y
70-&# FLC70-ATEZRIIEEZNIC
1?&5*0@%3‘5%%75{%60 OIT Start -
TO-BHISBNORI—TEHD, x4 S S
= | p——p = Triger This

)| @ flowString v @ @®——@| @ Example String

String e I J
. hello from a flow variable

° o

TR RCROVVTIZTADED/—RTH
{EATRE, Blackboard BEEHS1ERK <{x»Blackboard M -
B&UﬁEﬂDT%éo T:) Graph @ Object €4 Scene =<= App % Saved

&* Graph Variables
<> These variables are local to the current graph.

Name rotateSpeed
Type @ Float
Value 20
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AT I MER

BEDT —LATZTIMITRYFS
NIcEDRIIVTNIZT. $TI57.
AT—=hJISTTHEATES,

<> Variables

Name objectVariable
Type @ Integer
Value 22

BEDI—UICET %, —2BRUCIE.
12D —2DRBZBT—LATI Uk
ICTRYFIN=ROVTNTSTH5
TIOtRT B,

<> Variables

Name rotateEnabled
Type @ Boolean
Value v

Name sceneVariable
Type @ String
Value thisis accessible to any GameObject

L34 Scene Variables (Script)

Add Component

TTIEE

TIVT—arveRIlBL. 7T —
2aVERITRICERDS—>TTIEX
A8k

<x»Blackboard (3 Ml
&) Object €& Scene 2% App & Saved
&am Application Variables

<> These variables are shared across scenes. They
will be reset once the application quits.

Name appVariable

Type @ Boolean
Value

REFEINLEH

ROA—FRT7FTIERLE LD,
TTUDHET LTHEHIT 2L L3EVD
&%, Unity Tld PlayerPrefs M EN 3,

a

<{x>Blackboard |
&R Object < Scene 2% App B Saved
=) Saved Variables
<> These variables will persist even after the
application quits. Unity object references are not
supported.
Initial Saved
Name hiScore
Type @ Integer
Value 0
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%> Graph's O| A This ®
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—  Visual Scripting FFa X2k
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YIERE

Unity IZU7ILBRYIES SaL—23>D7-8® 3D & 2D DR HRYIEEHE S AT L%
BELTVWEY, EJLR> 3D Physics YATFAIEIAY S aR—=ZADF—LATITIMC
ERINET, 2D Physics YV ATLIE AT ZA MR =D —LA TV ZFERALET.

YBENSA—F—DNSVREABIE. T—LT LA 2TV TR L TEERERTY,
BN AT MDER AT IMNELORIGE ENFIEFIRNTOT —LICHIES S
L—2aYy HEERPGEICEDET,

59 of 1127 t njswbnl


https://unity.com/
https://www.youtube.com/watch?v=8cKAWsEQEdg
https://unity.com/features/unity-visual-scripting?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
https://learn.unity.com/project/visual-scripting-application-clive-the-cat-s-visual-crypting
https://docs.unity3d.com/Packages/com.unity.visualscripting@1.8/manual/index.html
https://www.youtube.com/watch?v=Q0aXoLPK7tM
https://docs.unity3d.com/2022.1/Documentation/Manual/PhysicsOverview.html
https://docs.unity3d.com/2022.1/Documentation/Manual/Physics2DReference.html

X pEmh T nfsivedbgmikl fuk

Creator Kit:Puzzle (Unity Asset Store TAFAIEEZ Unity DFFEI—H—mITOFa—~IT7ILTOD I OER

BEZEDIERL
Collider AYHR—x2k

A= —LATPIOMIBREIN, YIEIaL—> 3> TYEMNBH ZRIR
LEY. TUISTATRARDRY IR AT RT4 TP R =L BDOSA(H4— IV R—
> bH'% 0, TEdit Collider) REUTEBTEEY, BE. ChoOFII T THRIE.
AT7EBRBT—LTLADAAZIZADATL—2aviliE+73 T,

YIRS T LISIREMROYIEZBIRY 270IC Unity 2=y b eBRELTERALE Y
AZYRDRT—ILE 1 X—FMLICHELEY, BEBBYAIDATITIME. EER
2T=ITETIVITBRENBDEY, AIZIE. AHOFvZ02—DFKIF21=vh
BETHEINRNITY, BYIBHAXOAy 2%l —LAT T IMIMERIZICN
BETY, NESBFELEILL. $HE2DTOVITTILFT—LTIE. ¥—2TD
BANADRBRIBENHBDET,

Collider AV R—RMEIA TSI DYIBNRIBERZERLE T, ¥'—LATITIMC
BHNIOSAH4—%2BMTRE. YBIORATLIIAT D7 %28ETEHDBEWVWHDELT
FWET,

Rigidbody JYR—2 >k

BE. EH. EBE. DAV REDYBAR—ADOEFEOSIaL—2a> =TI
S—YHDTATLZEVDYRRTAELTHRETIHNEDHBDET, Chid. ©¥—LFT
Tz UM Rigidbody AYR—% Y ZEBMT S THEETY, Rigidbody J>7HR—
RIS F—LA TPV bOEBSTLUBEYRERICEDVLTHIET 35 AZiRMH
LET,

Rigidbody Y R—% bR D 7 —LA TP M. BNAT O/ EDIRERD
HIFEEEBRTIEY, Feo INRIVDYRRTAAT OV MEALZERIEZILD
TEET, AIRIE 2DDAX—A—R—ILBRDODDESHZERETT,

60 of 1127 t nj$wpnl


https://unity.com/
https://docs.unity3d.com/2022.2/Documentation/Manual/CollidersOverview.html
https://docs.unity3d.com/2022.1/Documentation/Manual/class-Rigidbody.html
https://assetstore.unity.com/packages/templates/tutorials/creator-kit-puzzle-149311

Rigidbody J>R—% >k 2 DOEBAREERTHELLS.

— Is Kinematic 7ONTrld. USYRARTAHYEEZNLT. ThBEEKIITER
ZNFFIC. MDA TP IMIRER 522 e ZmREICLET, FIZIE. VRT—LD
FOTNZ—IIYBENLTAT I CHBEERALETH. FRTL1V—H
Sy T ERHKT STV N T —LITPIBOLEETZITHRVLSICLIEWES T,

—  Use Gravity 7ONT I3 ZDED@ED. F—LA TSI MAIERTZENTT,
COTANTAIFTVID A TVRWMEE, AT I MIMOMEICIRIND
CCIRTEFETH ENICLBZRRDBWV-HBENICRZET,

Collider -
Static 1 Static | Static

Rigidbody Rigidbody Rigidbody - - P o

Rigidbody

Rigidbody

Rigldbody Rigidbody

MARigidbody < —

Rigidbody
Collider Kinemai tic

Static

Collider
Static

Collider
Rigidbody Rigidbady Rigidboay Static Rigidbody

Kinematic

LOEGDFREDZT47 I OB, 5. B FRIT vIF TV AREERTERBNRDYRRTATY, BEE—RTI. PIal—bENENHIBNEGY DY RRT1Z T HIC525RD.
HDBERLFRILET, ALUPDUAREFRITAYIFTITINTT, RTVTMIEDMDAICKRET 2 LB <FRICEE TORR BN BEZBORIT RO 717 2RI BISERL <D E T,

Unity DR EZROHEAZ BB LIESHBICDON Fa— TR RFa2 AV EBLT,
VWKODDOHBAELH B IR IKIFTTY,

BsE WA B} —RRRY R A—-Rr—2R
AVER=22k
BREY aAS14— &L LRILTFHAY | B BRR.
A4 — (Ryozxa3 1BF2T Scene REH/EE.
AH—. AT+« Ea—I2Ehm HUFZ DI
7aA514-) BHATOT O
AN
FRXITaYY | ASAE—L H3HN BEINZ—2IE | KTV TA—L.
DOYRARTy | USYRARTr | ABICIE O—RRFRIE | FT=X=avh
A4 — (Is Kinematic | RIGLAL | 7=ZX—=23>T | DLWeASANEER,
ZanNTaH S 2T TMEI NI
aa1b) FIIE VR —LAD
T TIE—HT
Sk Bl AT
2~ HEEERTIEE
BIN—FvwILI\VR)

X nFoh T nidivedbgnial otk

61 0of 1127 t nj$wybnl


https://unity.com/
https://docs.unity3d.com/2022.2/Documentation/Manual/PhysicsOverview.html

X nFoh T nisivedbgnial itk

DOyRARTs | AFMF—k BE. &/, |SceneEa—T | XALATIT Ik,
A543 — DSyRARTs | DN BEMATOTY | AR 92TIVAT
Fro I3 (Is Kinematic | INOKIG | MICERETZH. | DU b EAICKRIG
DOYRARTy | 7ONTolE HETD, | ID—RHRTHY™ | T2REBELHS
=) BN, £ | BEZER INEBER Y
TV YIEEEAN—ZD
AT F—LTL1EHR
Dl e
&ETS
XvSU8— | FvIU2— EERESE | O—RROTL | UTILEYIERE
ayka—>— | axvka—>— | (7z77LE V—ABNTEoT | Zal—2a3>&D
Sy D LREENRELRSL
CIFPRS % AT7ITINFvT02—
Wo A Bl 1 —AFFR=
KIisL. Sa—Ta2T
BN, £ 7—LA)
NTAYIN
AT
Trokk
&HETD

IFEAEDIBE. TLAV—FvS5U4—ICIE Character Controller EWSOVR— B
ERINEY, Character Controller I%. 3D Fv>o2—HAROYEHR L HEIER
TEBLS5ICTBDHDT, BILBBEENICHETZIHDITITIEHDEFEA (UF—LD
ZZANR Ty VILICE2TIE. BEMABHFHELDD. LIV —IC&DHVIVE
O—ILPHEEZRELLEVEELHBZIETTY),

Unity @t >7IL702 12 ~T# % Third Person Character Controller & First Person Character Controller (Ci&. L7 7L
FyIUF—AVrO—F—HEFHICREINTVET,

62 of 1127 t njdwpbnl


https://unity.com/
https://docs.unity3d.com/2022.2/Documentation/Manual/CharacterControllers.html
https://assetstore.unity.com/packages/essentials/starter-assets-third-person-character-controller-196526#reviews
https://assetstore.unity.com/packages/essentials/starter-assets-first-person-character-controller-196525#reviews

X nFoh T nisivedbgnial otk

M)A—3515—

FUH— L LTBESHEI514— (Is Trigger 7OF2ERALTUELD) 1.
ATz LICOA TS o ERE LD, RIGLIEDT2REHD
HBEIFERTIEY, COTANTaE AT I —DESICEFTEI %
AIREICL & T, Is Trigger 7ONTAOFERABAOFAELTIF. TVR)— F—rE—7
BETU7DIEELEIFSNET,

JA—RTOBEEDREIZ. USYRRTAOEERSFUFLEBICBTVETH. 47
ST UMIBEREIC. BEXyE— (OnCollision) OHEHLDIZEIA—XyEz—2
(OnTrigger) ZZITEIDZE T,

4

oy 8w i

NIA=AZAH—E. AT IPAZTAE—ICASTD. BESTD, BENTEDTBEAIVIZRBHTIET, CORITIE
TLAV—HDEBVF2—TICASTEL DR ERICEELLEC. LRNUVEBEOAY LS -2 =YD NI A—ShET,

Is Trigger NBEMICBSTEEN. UDYRERTr. FRXIT0yIAF512—D RIA—N
BMTBESTOWAVWI DY RRTARFRI Ty I ASAA—CHEERT R . FU—
Ayt—IUHRELET, #NANA—-OZrZ—C50% #BNRIENA—OF5152—
CIIMEEERLEEA.

YIEEEL 1V —

LAV—R=2ZDEZLEIE. TF—LA TSI REDL AV —ICREINIRDT — L
FITPT O CBERIEZHEZIRMELE T, Project Settings @ Collision Matrix 5.
EDT—LATPII P2 EDLAV—ICERIEZIDNEERTIET, AIRIE L1Vv—
MBullets) ICHZ2HMA T I MEIBILLIVY—ATIFERLEEAD. L1V — Ground
Enemies] OFA TSIV MIIBEERTIHRLELHRETETET,

EVbh YPEBEEDONTA IR EHIFTBICIE. DEREELIVY—DIHEFHMICLT
<TETLN,
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https://docs.unity3d.com/2022.2/Documentation/Manual/CollidersOverview.html
https://docs.unity3d.com/2022.2/Documentation/Manual/CollidersOverview.html
https://docs.unity3d.com/2022.2/Documentation/Manual/LayerBasedCollision.html
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Defaultv v v v v v
TransparentFX v v v v v
Ignore Raycast v v v v
Spheres v v
Water v v
Ul v
Disable All  Enable All

RTATLAV=DAZTINBITATId. TIFISLAV—DRICERLETH. RT7-TRALIRBEELEEA.

MERBZES T LANILTH1Y

BNA TN CENA T MRS ofc AR S — 2 Z BRI BE. T—LTLAD
TRADEELLBRD, FvFTR2—DLANVBROMIETLESTD, AT H—
ELTHREL BV VST IS —DREZIEFT 2D EH LD T,

I712—® "Window1 > TAnalysisi > Physics Debugger) TYIEEET/\vI%
BINCTEEFT CO—VFAEPRRINDLSICLTLIZEW) . Physics Debugger (&,
=Y ADRRARERZ1TD Collider A2 R—2R> k¥ Rigidbody O R— b ERRL.
NAZARLET, \WKODDEATZIERTICLIED, VIBEEL AV —TIqINZI2T
L7eDTEFT, THUICED. —YRICBLDAT DI D H>TH. HBEDIRANFERH %
WMFRWICRDOIFZIEHTEET,

Physics Debugl E—RDIAYRINE, EVaTILREENREZIAAL, EXaT7IMH —TRRECRBIFRTICTZT — L
FITTVUDEATEIEETEET,

Physics Debugger . ' — LT H A F—HEROBEEZRREARILT I,
EHIRICER INEY, Physics Debugger IC&3 7/ 1&. UModeler % Unity @
ProBuilder YV —ILBETHELTVARBEICHENTT, Xy aDBEZITIR.
BAEREEFHFLSNZHHDEY, Physics Debugger I&. BEFHHVERIZFRA%
EYRAVETHETDDICHRILBET,
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https://docs.unity3d.com/2022.2/Documentation/Manual/PhysicsDebugVisualization.html
https://docs.unity3d.com/2022.2/Documentation/Manual/PhysicsDebugVisualization.html
https://docs.unity3d.com/2022.2/Documentation/Manual/LayerBasedCollision.html
https://assetstore.unity.com/packages/tools/modeling/umodeler-80868
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YIREE Iy al—hk

Unity Tld. &—LFAT Iz Update 1 7L ERIENZLVEZU VT TL— 14
CUICRITINZOA—RZRIVTMNIRETEEXY, 60fps THMET 35 —LDIHE.
Update L—7ARDO—RIZHEH 60 BRTIN Y, WIEEEEEOI—FORBEIE.
TL—LOLYA)IICEICR LRBADD B RS HWCETY, BRICKRDE
TL—LHRFYTINZEIZHD., WEBEBEEORENEIHELLTIFETIEE A,
YIRS EICIE FixedUpdate Y1 Z)LAMERINE Y, T74)LNTlE. FixedUpdate &
0.02FUICHELEFS AMHDH50EDI—I) o H'—LD=—XIZ&oTE. F—LD
TOJSY—REIEEL. TOP IO Z—XICEoBYRTOS T I NRES
IS5CENERICERDET,

INTA—%— Time.deltaTime Z{FEAB LT, Update 1)L TIL—LICEKEFELERL
OPyo%RI[IZEHTIFET, FIRIE 1 WICICERENICHNEZZEZZF TV
IS BREBBICHSBON BETZEA LIV LET, TimedeltaTime Z2&E T3
YT, Update UL TRERINILSIBITNAZONBVES. ODYvIDNRED
TL—LDLIRZITICHODBREZEETEESICEDET, BIOTL—LDL VA
DI ICBEERD DD BIEE. TimedeltaTime DREBEIXENZMHIT-DICKIADFET,

Update()

Vector3 position = transform.position;
position.x += SpeedValue * Time.deltaTime;
transform.position = position;

Interpolations Z{FEA$ 5 . FixedUpdate 1 R+ i@E D Update 1 RV & RAED
BICEIC. BBV TILYal—hMIRERT37 —LTL A DRy Z— =B TE T,
RTRRETHVWTWR S — LA T oD Py RART I interpolate & extrapolate
TONTAZBATIET, COTI/ZYIICOVWTETESDIIa=T0) 0V %E
T2,

Unity @ 3D ¥IIEEREIZTS — LT LAERICET 22D E/ABRICLET, Va1V
T—TaFal—av FUR—IINBEOYIEERICOVWTUIYIEEEDORFa X2
BRLTIESIL,

Collider 2D. Rigidbody 2D. 2D Joints ¥\ 2D 7OJ/ MFEDOYIEBEE IR —
FUEBBOET, FIBIL 3D LEALT. REFEDLMTVWET, 3D & 2D DZRTAIE
HEERALAEW:=S., EE5HIDREZBIMNBELNH B CITTELTLIEEL, 2D Y8
EEICDWTUIRF a X FEBRBLTE TV,

CHE5DEE
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https://docs.unity3d.com/2022.2/Documentation/Manual/class-Rigidbody.html
https://blog.terresquall.com/2020/08/unity-rigidbodys-interpolate-property/
https://docs.unity3d.com/2022.2/Documentation/Manual/PhysicsOverview.html
https://docs.unity3d.com/2022.2/Documentation/Manual/Physics2DReference.html
https://www.youtube.com/watch?v=Xxbs9x2qB7Y
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VA= AT

Unity ODF v 504 —F = X—>3>IF@%. Blender. Autodesk Maya. Autodesk
3ds Max & ® DCC YI7hIT 7 HSERENET, Unity D7 ZA—23> X7 LI
FHERDT — LA R2Z 071 TRERICMEMTAT DI, TZX—2 3> %ZEIE.
W, IO —SvILBER, JLURTRRDDY—ILZRELET,

ffels LRIWTHA2OTAORATTIE. BKERICEMBUF VI ORITLPRIY)
THMESN IS — TV RISBEBHD EH A, Unity DT7=X—23>V—)LZERATNIE.
TARRAEVIIBLIE T ZXA—230o— T VR ER T 2D TER LANILTHY
RERIZ. F—LOERETVZA—F—|ICRRNBRIRCHRZELSNET,

Unity ® TAnimation] D+4> RO TTSYbI4—LICEEARICEKTZX—>3> %D 3% F

Unity D7 =X =3 AT LT ZA=2a» 00y FTEVWSERICESVWTWET,
ZhlE. BEDA T I MDAEREE. MO TONTaH. EDKSICERZAIC
HFoTETEINEWVWSTBERZIFOCVWET, FIUvFIE 1 DOERMNBREREEZS
ZENTEEY, AT Tidles Tdisabled) Tactive] BREERBZT=A—3>R
T—rEFDHFE. TZAX—3 VAT — Y73 Animator Controller Z{FH9 %
CEHTEET,
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https://docs.unity3d.com/2021.2/Documentation/Manual/class-AnimatorController.html
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Curve animCurve;
t platform;
startingPosY;

Update()
{
platform.position = / Vector3(transform.position.x, startingPosY + animCurve.Evaluate(Time.time), transform.position.z);

COTOJTHREINTVEIELSIC, ToAXA—2avA—TOBIFEEBDT. TOJILICESTERICT=A—2avEDIIBZTLNT
FET

FAnimation) D1 KD

TAnimation] 7> R TIE. Unity TEERT7ZX—>3> Uy T2 ERBLUVERE
TEFEY, MBD 3D P=X—=23 V7RI 7ORBE LTERTR . 3R REDIC
REICIGCTEER T ZXA—23 V2R3 UM BESTNAERFT L HE>TVET,
F=TL—=L. FTLAIAYR. ToA=23 Y FI LMY . ToX=2ayh—T o1,
T A=V BIRIEEY — )Ly b DMED O TWET,

I Project B Console Plastic SCM @ Animation
Preview O |4 > Dl M 24
CubeObstacleTest v S & b

A CubeObstacle : Position

-3.5626 -
4.7322 -
-4.1956 O

Add Property

TAnimation] D> RUTIE. LEDORYEEIRTBIET

C. BLAALREYTHEITRTDF—TL—LEBHICEETIET.
TRTOF—TL—LEERL. EAD/N\VFILZEHTIET, 7=

X—2 3> DOREREZEETEEY

FIoMicH, ITVTILRIAVR—RFDOER (FIFTRTOT—LFATSTILD
TONRTA) ICTZX=23>%&DFD. IF4E—T. BALSAIVICRTEED
RA VN TREVHINBBER THEIT A= UAIRV M EETTX—=a>0 )y T%
LD TEEY,

Unity @ TAnimation] T4 RIUTIE. UTFOHDICHTZX—3>%&DIFBHI N
TEE

— LA TVzVLOME. EEE. XTI

—  Material Color. Light Intensity. Sound Volume %2 @Y R—2 > FO/NT+
—  float. integer. enum. vector. boolean DX VYT HDFO/NTr

— LRIV TNATERZFVOHITZ1I2T
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https://blog.unity.com/games/animation-curves-the-ultimate-design-lever?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
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ERINTZTZX—2a3> Ty E. P=AX—2—A—5—% Animation Rigging
V=ILF Y TEBLED. ALV EETT —LT L AR ORI Ty IRICHI B
LF=DTEEY,

F—TL—LXA—TREDTZX—=23 V=)= T7OP I MIERBLELELS,
VA= RT—RIV

Unity Tld. 7ZX—2—3>r0—5—%FHALT. FvZI774—47>2ItD
FZAX—3>o)y ¥ BE$ 3 Animation Transitions Dt wvkZEEL. %573
ZEDTEEY,

BHROTA—=23>2BEL. BEOT —LEXEDNEELIESITYIDE X200 ESH
TP BIRIE. AR—=RAF—ZWIFUIC. T3—00UVyTHE S>> T o)y TIZHID
BRBIUHDTETET, 7 XA—2—>bO—7—F. ABTHEAINZITX—3>
D)y FIADBRERE., 7ZAXA—23YRT7— OV FERLT TnonsiRes )y
MOEBREBEELET, AT—FIIVE JUvTeBRO7O-Fy—h £l
Unity OB a7 TOI SIS/ TEMMEI VTN ETOIILEEZZI N
ISSESD

F=LATOTIROEEICETRT7AT 7. 7oX—3 AV MO—5—DAT— MUV EFES>TRENICT AN TEE T,

TLOR V)= SEM IR TDICHRINTY, TRV —ERT—rEHF9. O—RIC
A=INYIINBZeHHDFEEA. BIZ. EBLIENTA—FZ—IZETVWTERD
IV TmTLYRTBEITTY, g F—LOMOIOHEEEL < RZcx:
DEEETIC. TLYRYI—D1TL =3 %TABEWSETEETY, £/-. LUK
V—ADIFLAL DT ZAXA—2avIlIIEEZREM ITONBW =S, EBHEIT—FD
EXDERBLTINITZHSCEHTEET,

Unity ICId. BMBIAT— ISV ZEBEBTRZDDT —A—2a30 LAV—DHBDET,
BIZIE. PZX=23 LAV —%EoT HFVWDIv 2 TFLIEDTETHEL 1V —L.
FTOT UM ERITIEODFRBLIEDT B EFHL AV —ZERLE T,
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https://docs.unity3d.com/Packages/com.unity.animation.rigging@1.3/manual/index.html
https://docs.unity3d.com/2021.2/Documentation/Manual/class-BlendTree.html
https://docs.unity3d.com/2021.2/Documentation/Manual/AnimationLayers.html
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RMEMNRTZX—2aVICMA T PoAXA—23>YATF—MMIY ORI Tz C O—R
ERIH—TETET,

BALTTY

BALTAVEFRTRIE. BE. 7oX—23>, ATV bOBMEL [ B L.
D=V DBERERAELIED. =T AR AR =V EHLIEDTEXR Y,

IVNZTETHRED LS, Timeline 1>2—J1—XD&ELAV—IF+SvI TS,
BRONSYIEBAEDERZE T A—ToH T =L LA —T VR AXTDAE.
IN—TA NI ITTI R E TR INB Y RI Ty I RIS EIER TE T,

ROV TMEESNIc =TV AD T — LR LRI O HZBECTEEBICADIBE. FiLL
RZOHIR. NZADTUT. FILWELRT YR TIH—LDOBIHZRE, ARV DI—TVR
ERUH—TBIEHTEEY, COAS2=T S THEINTWVWBRESIC. F'—LAT
217 b0 PlayableDirector AV R— B UHE LT —7 > X2 M) A—F 31213,
BALT1 U DERZRET LTS,

Unity @ 2D 7E[Dragon Crashersi® > —>h' 81 LS54 > THREINTUSERF

Unity ¥—LT7H1F—DEHDOTL1TvY

COAARIE. FHAF—h Unity TH—LTLA%
FOMEAF b (Ef. BT BOICRAREY—)L
HBALTWED, CH Unity Visual Scripting TR &
VT T4 %52 ETOFBE. ASGIE. Fv5

THE UNITY
A=A A—F—, JL—HKRoI>IRE. &R GAME DESIGNER
DIA—FA VT T — LT S ERIEERS B PLATBOOK
EENETD, eBook #4>O—R
ZFOMmD))—X

—  Working with Animation Clips

—  TFIA=aV)FR O RERLTTA—=a Y0 —o 70— %5HETD
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https://docs.unity3d.com/Packages/com.unity.timeline@1.8/manual/index.html
https://vintay.medium.com/set-up-trigger-a-timeline-sequence-in-unity-7fd1022f5bba
https://learn.unity.com/tutorial/working-with-animation-clips
https://www.youtube.com/watch?v=hs2goLjUz4U
https://resources.unity.com/games/game-designer-playbook?ungated=true%3Futm_source&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
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—  UJETO7ZA—23>0BFBC)EZ—7vh

— T=LTLAERb =V =TIV ITZIALTAVERE  AVEI =2k
T—=LIZT19T2

Unity Asset Store

Unity Asset Store IZI&. TICERD Ty N SIEY—IL. T—LIZTL TV TL—RH
ZEROTVET, FICT — L LRIVTHA, FVTOR0S 3> OFIERERRET. LAIL.
LRILTFHALY =L, T—h T—=LANZIIDERERBRETHERN LTS — L
TLADTATTERELTAMN L. AT7L—3 9 3RBLAHZHBEIC. EEREE
)Y —R WD ET, PEvbANTZYHTHIBT3HEE. £FTIE 5507017 F%

CEKREEL,

Unity Asset Store TAFARERT7EY DI -2

TEyhRRTIE FUTAOF I aVBRETT7EV R ZREE. BRRLPTVLSICHES
NTVEY, FIOTESHZEDETITHZBNLET,

—  templates €023 Tld. hREIIE—2a> DML HAEZSATETER
F=LToTL—rERHELTVWEY, 7V /L—brZzia—rhayheLTHERAL.
ETPRBHBEARAGLOFMRLGTON I TEERLET. XL B2 —LA
N—TEFRELTTAMLDD. F—LDFELHZEETIET,

— RTUTIINET VAT wIE 3D ELV 2D TOD TV FRICEHARINTULET,
LNIWZTOYIT IS B 7—L7LAZRT. FRIERRIORVEER
RIBZER1-0IC. BIROTTITIINZFERALTELRSZREEZHELET,

— 3D F£IF 2D PEYbDEIS VT, FUSToIHRRERRN—Ta>DIbyy
TYRT— I EBHLIE Ty MR LE T RENSF v I I4—P/NEE X T,
TRTHAETNTVED, I5IS. EVaVIILT 7T H—ToF T T M.
ERLIEVWLA—RZEIZDICRIIEET,

—  REDOvIT7IORSNETORZATLARILTEK AT RILEIT TR A= —
FITRT =LA DERFGABZDISEE TS, T=X—a>toiavicii.
BERLETHAUELDERICKRIRT 2 CICRIID. AS—F v S5 02— %fEo1c
FZA=3 oty b BB FT,

70 of 1127 t nj$wbnl


https://unity.com/
https://assetstore.unity.com/templates?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
https://assetstore.unity.com/2d/textures-materials?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
https://assetstore.unity.com/3d?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
https://assetstore.unity.com/2d?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
https://assetstore.unity.com/vfx?utm_source=demand-gen&utm_medium=pdf&utm_campaign=asset-links-gmg-artist-expansion&utm_content=game-designer-playbook-ebook
https://www.youtube.com/watch?v=KfYjMtBK4LA
https://www.youtube.com/watch?v=gsEe0_o_934
https://www.youtube.com/watch?v=gsEe0_o_934
https://assetstore.unity.com/?utm_source=demand-gen&utm_medium=pdf&utm_campaign=expanded-worlds&utm_content=level-design-ebook
https://docs.unity3d.com/2022.2/Documentation/Manual/AssetStore.html
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EDT—LBH. LNILOBEAEICELTRBO=—IZRH>TVEY, YvF 3 NI
T=LTIEAANLTHAF DS OBNBERN S ENBLANILOBRICERTES LS,
ARZLRAA RDLANIVTHA D ET NIV —IVDBEICBBIZEDBDET, DT —L
TlE KRR BEANDZARBRIRZER T B7DIC. LDV —ILZHAEDEZHED
HBEINBLNEEA,

Unity I, 3ICERBLANILTH A BAOMBEEZRZIRHELTVET, £/, Unity
Asset Store Tld. LD ARV A X IN-=Z—X AT O L BEIEY—ILEAFTEETT,
COEarTid. Unity 0FRBY—ILE, 7YX THRIRATRER)Y —XD—E %
BALEY

Starter Assets

FLWRIBZTANTZ3EMAAEIF. TLAT7INENYSIFZ—TTIRIETEZETT,
Starter Assets I&. Unity BM2ftL. Unity Asset Store TAFRTREAERI D 7Y T,
—ANHFEZAMAASTTILATINFrSI2—%FoTRELTAN A TEIER T 2D
ICEF TS, TNED/NNYIIE. H50ZT —LTvyV)LmElTOREGERE LTHEETS
EVa—-IARTRBRINLOVNO—5—ZRHLET,

Starter Assets | Character Controller Y7 R—%> ¥ Input System ZERLT,
Eofeh, Sv>7Lih. ARERELIED VWS EBI X v S I2—IC3EBZeH
TEET, oo Bk g3 Unity DRBNIRAATIXTLTHS Cinemachine HRIALT
W&,
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https://assetstore.unity.com/packages/essentials/starter-assets-first-person-character-controller-196525?utm_source=demand-gen&utm_medium=pdf&utm_campaign=asset-links-gmg-artist-expansion&utm_content=game-designer-playbook-ebook
https://assetstore.unity.com/packages/essentials/starter-assets-third-person-character-controller-196526?utm_source=demand-gen&utm_medium=pdf&utm_campaign=asset-links-gmg-artist-expansion&utm_content=game-designer-playbook-ebook
https://docs.unity3d.com/2022.2/Documentation/Manual/class-CharacterController.html
https://docs.unity3d.com/Packages/com.unity.inputsystem@1.5/manual/index.html
https://docs.unity3d.com/Packages/com.unity.cinemachine@2.9/manual/index.html

FrSUE—DEY Ty T ERFEEITVELLD,

— ALV ATRRD T Y RNV IICIE TRTOT YR IA—LBOIVO—IAEFEFNATVET, Playground L WSEHID
S=YEFRLT. IUCHLTAELES,

Starter Assets Z 7O T I MMIAYR—MLT ITUTZILAIEVZBTRRINT
BalE. BFAN—HILLYFE—N1TFZ1> (URP) F/=lEZ HD LA —NA1TS1>
(HDRP) IC7 YT L—RLTLIET W, 7vFIL—R%E4T5ICIE. Environment/Art/
Materials 74/l X —ICFEEIL £ T, F7=. Materials 7AIL A —ROTTITILERIRL.
l'window1 > NRenderingi > Render Pipeline Converters 75 'Material Upgrade (2
Frvo%Zz A, Tnitialize Converters) > TConvertAssets] ZERT3_EHTIET,
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v CinemachineVirtualCamera

Follow layerCameraRoot (Trans!

None (Transform)

Round Robin

Transition:
Blend Hint
Inherit

On Camera Live (ICinemachineCamera, ICinemachineCame

Listis Empty

Body 3rd Person Follow

Damping

Fil Default
Player
L
L

Aim Do nothing
Noise Basic Multi Channel Perlin

Extensions
Add Extension (select)

SAMEROTEY RNy TIE. Cinemachine AXZZERAL. AXTDOEEYZETZFT>327% ¢, Third Person Follow FIC
REFINIRENHDF T

— AR ETEEZATMBERTLARILZT AT ZHEDHIC. BL7OCTIMNAIC
BHDTEY b EFEOENTEET, BTLARILETmAD (Playground WS EFID)
S=VICBETED. FrTUE— OAbO—I. AXSTLNTZI—2IZBELT
<TETLN,

FERE—F—=T7Hy kI, StarterAssets T4l A —ICRFaXVEHRFFENTUVET,
Project 7#)L4Z—T Playground Lt W53 —> 7y hZIELTHE. 207 Evhz
FRATEXT,

B} ~ First Person Controller (Script)

Player

Jump Height

Gravity

Jump Timeo
Fall Tin

Player Grounded
d

| Easy to modify
. character controls

—AMEEAROIAYIO—F—RTVTMEIF YT I2— DB S ZRET 270 DEERFLFT, Character Controller ZfEA L.
BETIEAICRIGET. 72vF I BasicRigidBodyPush 277D &S ICRI) TR TIERLAVRD, BEIHIC Rigidbody
AVR—RURERLOIT R b B D FER A
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ProBuilder

ProBuilder & Polybrush {Z. 3D €7 >V 7oz 7% 70O0 3D 7—T1 ANMIFES TS,
Unity TLRILETHA, JL—HRy IR FORRAT FLATANTESY—ILTT,
ProBuilder TLARILEETFT T LT, Polybrush TF IR FvERINLIED. BIED
Xy2azZAINTRLIEDLT T47—I/ILZEBMLE T,

FSUPERHOTY] DBEFEF—LDLSIC. ProBuilder THERRLILARILTY —LEU—X
TBRIELHTEEY,

Package Manager

ryv Sort: Name (asc) v Filters v Clear Filters

]
Fe,
2D

S Unity Registry
2 InProject

ProBuilder Install

My Assets 5.0.6 - July 08, 2022

Built-in From Unity Registry by Unity Technologies Inc

ap.
com.unity.probuilder
3D World Building
ap
Description  Version History ~ Dependencies
Build, edit, and texture
collision meshe:

m geometry in Unity. Use
y-testing.

ProBuilder for in-scene level design, prototyping,

blending. With

Packages
2D Animation
2D Pixel Perfect

Last update Jan 19, 10:50

ProBuilder N7 —S %12 ZX—ILT 3K, #9 URP £7ci& HDRP ICHIET %
HR=:T71IL (TUTI) ZAVR—FLTKETV, ThERDE. AT I
LYH)DTINIBWEERHBDET, EILIVLIA—NATS1 U ZERTZIEE.
MRS BEDHDEE A
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https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/index.html
https://docs.unity3d.com/Packages/com.unity.polybrush@1.1/manual/index.html
https://unity.com/features/probuilder
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My FXZa—hH5. TGameObjects > TProBuilders > TCubes (ffl) T ProBuilder
TUIF4TATS U MEER L ET, ProBuilder IZIx. Z71rvo7OR21E>TIC
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New Shape

Smoothing

UV Editor

Rect: Intersect
Orientation: Normal
Select Edge Loop
Select by Colors
Grow Selection
Conform Normals
Lightmap UVs
Center Pivot
Subdivide Object
Mirror Objects
Freeze Transform
Bevel

Extrude Edges
Fill Hole

Cut Tool

Set Pivot

New Poly Shape
Material Editor
Vertex Colors
Shift: Difference
Select Hidden: Off

Select Edge Ring | +

Select Holes
Export

Triangulate

Flip Normals

Subdivide Edges
Insert Edge Loop
Offset Edges

Set Trigger

Set Collider
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Delete Faces
Cut Tool
Set Pivot to Center of Selection Offset Faces

Moves the pivot point of each mesh to the average of all selected Set Pivot

elements positions. This means the pivot point moves to where-ever
the handle currently is.

Flip Face Normals
Set Trigger

Set Collider
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https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_Shift.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/HandleAlign.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_SelectHidden.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_SelectHidden.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_Loop_Face.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_Loop_Face.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_Ring_Face.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_Ring_Face.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_SelectByMaterial.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_SelectByMaterial.html
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https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_Shrink.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Selection_Shrink.html

& &5 SHER
Conform — =ZAFEOERIIBEBFROIRYFEE
Normals 1E9%
— FRINI-EOHTEESAE%E
AWTWAEDAREIEIET S
Export —  BRLEATPzUb%Z OBJ. STL.

PLY. Unity ZL/N\T%R XD 3D EFIL
T71IUCTIRR—FT3

7—T1 ZALHEIR LTz DCC Tl
TORZATEIN3D EFILD
D77 RAEFDOIEHAREICTS

I B5

Lightmap UVs

FIAILETIE. Xy an e,
SRV T U HEFEFIND
NEEMILT. FTRRTIIHIIC
FETITSHAEE

Triangulate

EZER=AFICHEIL. Akol
BODTRVWABRZIERT S
BEICHL T, AL—I YT 7L —
TeERALTAL—Y VI Z2BiER
EX-

Center Pivot

Xy aDERYNRA VAT
ST URDEROFNICIEEITS

ProBuilderize

BIRLFE3D AT OME
ProBuilder TiR&ERIBER/N—2 3>
ICEHT

BEFEO7EYRDEERLALTON
BATADENMICEF

X nFoh T nisivedbgnial itk

82 of 1127 t njdwpbnl



https://unity.com/
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_ConformNormals.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_ConformNormals.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Object_Export.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Object_LightmapUVs.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_Triangulate.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/CenterPivot.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Object_ProBuilderize.html
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Freeze Transform
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https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Object_Subdivide.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_FlipNormals.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Object_Mirror.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Object_Merge.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Freeze_Transform.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Entity_Trigger.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Entity_Trigger.html#Collider
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https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Vert_Collapse.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Vert_Weld.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Vert_Connect.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Vert_Split.html
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https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Edge_Bridge.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Edge_Connect.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Edge_Bevel.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Edge_Extrude.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Edge_Subdivide.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Edge_InsertLoop.html
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https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Edge_FillHole.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_Subdivide.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_Triangulate.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_Bevel.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_Merge.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_ConformNormals.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_FlipTri.html
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https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_Duplicate.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_Detach.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_Delete.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/Face_FlipNormals.html
https://docs.unity3d.com/Packages/com.unity.probuilder@5.0/manual/cut-tool.html
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Transform
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b.Manual : COAETIE. UV D7V FPRE. UV DL A>T 70 %= IEREIC
IS5 TEEY, SFHABERISTLT UV BERZRETIEICHREINET, CD
Fa—rU7IL T IZaFI WICERBERTIRFYIIIZDOWVWTEEEST
SEALTWET,

BERFRIELT. x—4—DTIRFVIC Ty TRELIICENWVICEEETE XY,
LFOBEBRTIE. BEIRSINT-EDENISTRINTUVET,

TORAFYIIDEEIIFHAX

Auto E—RTHEEIBZIHEE. RL—PVTTL—TDESIICERZTIL—TFLTB L.
IN—=ALENIN—VZ 1 DOBERE L TRIETT XY, ChIFGERLICERZBE.
RT—=I)l. [EERTBDICEFTY,

COIIYHAITIE AR LE. TEH. AEICHLT3 D2DOIIIL—F2EMLE LT
COATPTIMIE 1 DDTIVAFvHMERIN, UV ETIRFvICRYESTENET,
CNZITIEDIC. 3 DDIIN—TZFRL. TORFvERTEAFOERRNICEDE
L&l
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UV Editor

Vi OR 90

Actions
UV Mode: Auto
Convert to Manual

Tiling & Alignment

Fill Mode Tile

Anchor None

Transform

Offset

X -0.7253026 Y -0.7053788
Rotation
0
Tiling
Y 0.2655029
4 8

Special

World Space

Flip U

FlipV
Swap UV
Texture Groups

Texture Group

Group Selected Faces
Break Selected Groups
Select Texture Group
Reset UVs

RO ESO@EIEIIL—TEEThTVRD. FEHTRECAT—ILTRENTEEXT, TIXAFVIFETHLL UV IvEVJIC
EOVWTERINZT®. TIORFYTLEaA—BZEMIHE>TVET, COTIVHH AT, THAFT—DEBICRHEDLHBHE.
Reset UV A 723> TTI4ILbD UV IYEVJICEBETEET,

FLWUVIYETDE RN TEE. TIXAFYEIIRAR—RLT. FEED DCC
V=)L TAITS IR EICRAIVNLET,

LNILTHAYDTORAEYT T, ATV IMIRBTIRF v 2B HEZBNTBMERT /YT 11X,

LOEGTHATNTWEERTY T2 EDBIEBICRTLEELLS,

—BE . RAVNTBEOICTIRFY U Y TH DCCY—ILICAVR—bEINET,
FRE . DAV —TL—LDRAVNEOBBRICERINTUVET,

FRE BRI 7ILD Unity ICBA Y R—b3N. COTFURXFv% BaseMap LT
ITUTZILHMER SN ES, Unity ZASIMRICHD. ITUTILICERTATVS
RO, TOXFwICH LTRDEBELIEEZITOICHTEET, BRICEEZMITHRE
THRRECICEFNICEFHFINET,

—&H . YT UTILH ProBuilder A7z I/ MIBRAINET,
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UV T7 &2 —CHIFAREER Auto E—RE Manual E—ROEA TS 3> OFEMICDOWVTIE.
RFaXIPEERLTIEEL,

Ebk I AT—O—FT1 I TLRILTHA % dE L
ATF=SDRIOVINCAT—aA—T14>F (BRF) ZHVR L. ERRT7AT7%

LOBRRICERABIENTEERY, FIZIE RRARLERZHRTEBDIFIBLT,
F—LDMDAYN—ICEDBERDVRIRAIED ZRABDENTEXRD,

Vertex Color #$8ET. ISRy 7AAVEERLTHS—/NLYMEERLET, /\Lyb%E
HAZTAALT. O—VICHEBERE (LBOH) ZEHELEFT, 770z rE2BMIT
T3ICIE =V THAITS T IREEIRLT TApplysy 22Uy o LFEY, BELD@EICH
ExEAL. RELEEBONLYLNEF—LEHETZCT. 2ENRILEDITREER
FHETDLSICTETED,

X s

\\ // X
X LN

BRFINEIL—Ry IR —>

B>k : ProBuilder THEA—N—LAZEBMICTS

MToolsy > TProBuilders > Dimensions Overlay) »*'5. >—>TCTIHRERIRINT
WBA TP TV MDY A X B RS IOA—To VT INILEEMLTEIET,

BRENA TP/ bORS. B BITEOEFNBED2T7S51E—2ay
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ProBuilder LRIV ERIBET7—T1ANCHB TS

FBX Exporter NyT =S %A YAb=ILTB L. LANLT7EYybOTONZATZIELL
TETDCC T TV T —2aY Il IRR— R L. T—T1AMIT Sy a7y FLTH55
CEHTEET,

Export Options

Naming

Export Name Pipe

Export Path Assets/

Transfer Animation

Source A Pipe (Transform)
Destination A Pipe (Transform)
Options

Export Format ASCII

Include Model(s) + Animation
LOD level All Levels
Object(s) Position Local Pivot
Animated Skinned Mesh

Compatible Naming %

Export Unrendered v

Preserve Import Settings

Keep Instances v

Embed Textures

Don't ask me again

F—LURAEBELABZESHDIET. 7T—T1AM 3D BEATS /OB %A
HBAZEFRICEDVWTO—LLRICEETIBRESICHD, AL—XTHERNLRTH 1>
TOEINEEEICHED £,

ProBuilder % Unity Asset Store @Y —JLZ2f#E>T, TF¥vbN\va) (BE37Evhz
HASHLETHANTHLLWEDEESZ L) TR38HTEET, COTATTIE
ETVIZBRET BACED. HERBEPRITHERE DT YT Y227y LT
MBEOHREZLTOP TV ZIBRTZPOAICHEKRLTVED,

t

38/38- @

J (&) ¥ Unity Asset Store D7ty bHSERSNITONAT (F)
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Polybrush

Polybrush & 3D RANT T4 2TV —IL T A AL T T4 20— LIZBITWETHN
Xy aflATY, Unity T74Z2—TCTEETIVRFreBETLURLIED, XvPa%k
ZAIWTRLEED, AT o2 I EDTEZHDE— R HDET, ProBuilder &
HAHEDEB LT, Polybrush 3T 72—HNTRAETBLANILTHFAYa—230%
REL. THAUTOERCBVTRABNBROREEH TN TEIET,

lPolybrush1 >R IiE by Y —)L/N— (TProBuilder] X=a—Dg <R IZHD £T,
FHEET—RIIUTDEDTY,

—  Sculpt : BE®BLIEDS| 08RO LTAY a5 M TEA T3y
— Smooth : RERD Direction 7ONTA THREINIEISHA>TERELTD

—  Texture : Xy a LOEBDTIRAFv 2RIV ELVTLURTS
—  Scatter : Xy aDRECTLNT 2B ISHHE IS

Configure

Moolss > TPolybrushy > Tpolybrushy 570t RBIRER VAV RDe TURFvEAY S AIIRA VT BREDF T a2 hH
H»HhET

TORFYRAVRE—RTId. XvPa b TTFIRFvILYREEBRMEDHZTTITILHY
ERAINTLEHHERT B L. CHSTHASTNTLWSEMOFIRICHSUERBD XY,

Texture Paint Settings

ine_Lit Texture

@

Blez ' Configure
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FROBBTRINTWERTY T EBoTHELELS

1. TPolybrush Package Manager; T+~ RUK® Samples) 27 ZHI X9,
LYE=NATZAUNIIRIETEo— 2 —ZBELET,

2. Px—H—%=HKV')yILT. TCreate Materialy ZERL T,

3. ZOXTUTID Inspector R TERTEITIVRFvZEBMLET,

4. Polybrush B4 T VTIMHSIFUTILERAL. "1V BTIRFvEER
TEZESICLET, BOCEBERETILENBE06LNANI LIZTER
IV

UTohE %4\ LT, ProBuilder & Polybrush B L1=TH 1 U ER>TO N2
Er. =R —> 0t EIFAEEUELLS,

~ TUTORIAL

Faste ‘_eratlon
w/ ProBuilder
& Polybrush

| 1

ProBuilder & Polybrush IC&dRiRE1TL—23>
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STEVR I EVaTSIY—

FIRDES IS, BS—T—T > ProBuilder DXFVTILSA TSR EHRTZET.
F—LICBEREZGRAZCENTEET, F—LHARIEEMTHD., FONIEDTD
TAT 7 ZzEEICAERRDBAEICEIZ e TINIE. EFKVWSESHTAITT
CESTRBWTIATZIZOVWT, +0BBRICEODVEREZTTENTEET,
THAVDERZEBICGRAZBRICRIDEV M EISIZVKOMEBNLETS

3D ATV RTFRE

FTGameObjects > 3D Objects > Texts > lMextMeshProj ZfERALT. 3D ZEMIC
TO—T2 I AV ZEBLET, TNSIE. LRILTHAVICET ZEMNERZFEE
(BLUVEPBER) ICRHIZREOMZBELTHELET, ThozBE. X7—IL.
BTy —LA TSI ONTICTN L L TEETEEY,

D THFRNAT VUMM, BEDTEFININILDELS%H Ul SZXTLO—ETIIBL REVRTOVERTH B RIAMRY
IRENZTL—RYIZADLANILTHA U THBICBE LDV A XBBELIEDTEET,

T—LATOTISRDAREZLTAAY

ARZLTAAVEESE. FICKRERT —LT—ILRTE. F'—LFTDzIr%
BAILXIL<ADET, ARZLT7AAVOFERAZEOFALLTIE. LANILORHBRYE
BTE. TLAV—PBORAR—2RAUM BLIUVT7RS—ILyrIVTRED
BFonEd, DAZLTAOAVIE LRIVRIADENPRAT—2 A B EDEHREREL
ERB1DICHERTIEY, 7raAVI. Inspector DT —LA TSI ADEHLS
ZETEFET, FXEORBIALTHBEICASZZZICDOVWTIE. 2550 Unity Learn
Fa—rUT7 )L 2TBRBUIZI W,

i @ Inspector 8 i
& y ; ;
2 (& & 2y B By DY an . GameObiect (1) Static
M v Layer Default 57
Select Icon None

N o = a» o I

- e - X -0.372094 Y 7.06 Z 19.38
et X 0 Y 0 Zo0
® X 1 Y 1 Z i

Add Component

S—=VEA—IIRREINB T — LA TV TA AV EAREIIA XY 3% TF
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Unity I2H1131—HF—1>4—T71x—X
THAERE

Unity @ Ul Z—H5U> 0V —ILDERAE%
FATAFINZEZTELLS.CD 130 R—
UEICHRITTIRTIF T—T1 A
THAF— BHREEBIFIC Unity D 2 DD

Ul > X7, Unity Ul & Ul Toolkit ZfE->T USER INTERFACE
FRINTcA >V E—TT—R=EBETZ72HD :’&i‘g"\“’l:\NNT["\TION
EVRNERRNTSITARZBNLTVETD, IN UNITY

eJvoEdIrO—R

2T DA—RT —ADF): FEBBE. T A—2aYNR Fa—T T1V¥—Xva, TSplines Package Manager) R—T
AVRR—LBICRRTIZIRTO L EZBN LD Y VTV ZRRTEET,

e 7

Unity 2022 LTS TEA SN Splines N7 —2 = ERAT3 L. 7—LAT/IIL EE.
AXSRIYD. EDMDNRICEHET BHEEEDR T AV N RZERTIEY, fEXLT
WBRRICES TR RTFAVRLARILTHAVOEERIVR— U MIBRDIRET,
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FTGameObject) > I'Splines > FDraw Splines Tooly B"SFH LWA TS V% ER L £75
FLWF—LAT U ME Hierarchy RIC Spline AYR—R% VBT HYFIh,
YV—ILH R B RE AR TIER SN & J,

Knot 3 (Spline 0) selected

s X 882122 Y 0 7 3.64434
M xo Y 138.249 Z 0

A Linear A\ Auto ™ Bezier
Bezier Mirrored v

In 9.6611

Out 9.6611

Split

Reverse Spline Flow

Unity ICBIF BT DNYR)LEDY b O—)UIE —#&#97% DCC 7 VT —2a>DARIZ—E1cld 3D #EY —)LICELIL TV ET,

TS VERER T . TOISN—T7—T ARDIADEKEN G ETERTEET,
BIZIE. TOTSR—IER TS UDRA Vb EFRAED, APl ZERL T —LOSvIIC
FEATIEY,

275> DERICFIATEER OV R— R TICRLET,
—  Spline Instantiate: X /S B> TT7ATLDOOE— &%, 7TV TR,

BEDOSEBLOAT VT NElERT BRICERTES,

— Spline Animate : ¥— LA Tz IRERTSAVICH>TEHN T, AXS®
FrTUR—LHET. 7ol Unity TEISZERTIHEN HIIHE CHEATIS,

—  Spline Extrude : R 7SAUNATFa—T Ay a%iBER, T4V —. N1,
O—7. BREDERZEERL. TNSOHRERET ZBICERTES,

Splines IZSHBREINDIEEEICOVTIE. TBESDTOJEEECELILEIW,
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WIS ERE TS UTIWRT YRR —TOIERICIRIIBE T, FIBDESIC. GIS F—HIBHATH 1V ORBES LVAVIAEL—2ar e bE T,
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Terrain

Unity Terrain Editor ZBRAT2 . RBIESNIEU 7L G- ZERTEEY, Chid
BN TESTRVREBEEEERTZDICELIEY—ILT. Bi0tEI>a>THBELE
DL ARILTHAY =LA EDETERTEEXT,

MRE Y — L= FEB I 321, TGameObjects > 3D Objects > Terrainy T
WHRATS b EERLES, Terrain JVR—=% > RCIE. Paintbrush W—JLT
HEDNA Sy TZRA VNS BRIC. OB IERAHT2/HDITSIHBEEINT
W7, IFEO—EZRLED. WEDNT YT EIZZAZY T TS =EBMLIED.
FLRBBRICHEZE EIFRDICERLEY,

T ERAL T OBEEZER L TLSHRF. Terrain Editor IFXRERMFZOEEZBNELTVSTS. TIFILIRETIE
BE. A Unity 2= bOBBEIEAINTVSZEISER LTS L,

REVPEEIND L. DFM4—. TIXFv. FRT7RYFINTREEREAD
BEFNICREL. ZEPMEORESAANIICRRINET,

BOE RININA YT (EOBEROFRETEENTESD) OITIRR—EELUHNEBD/NT
YT DA VR— DT, GIS PREMFADT —2% Unity IC1 2 R—rT35%IF. TE50Za=TBEEZBRL TSI,
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Terrain Editor (CI&. HB4E. AR, HAEDOEEREHZERET IREICNZ. HAXYS 20
BIRE. 170>, BII7zVMEGIETZREHNHDET,

Terrain Editor &—#&lC. Terrain Tools /Ny —J %AV RN=ILTB L. IBICELD
WM DI T T T TS0V —=ILATaS I MIEBMIN., Eeh Rt 7EyvbD
ERRICIRIIB £,

Unity @ Terrain Tools OFMICDVTIE. UTOENEZ ZEB/ZE L, F7: Package
Manager TH >IN o—2%AVR—bg 38 BRI —VHEDLSIERINI=DOhZ
R3ZUHTEET,

Terrain Tools ZfERLELWVWS VRIS —TF

Terrain Tools Package

Terrain Tools /X — D &iE
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sh -
b

oy Flood Fill Contiguous Only v

=2 ‘H‘ Lock Z Position v

BANRYTEES TR TEI T — LEIED T
2D Tilemap

2D Tilemap Editor (. 2D Project Template & —#&IZ1 > X k—JL TN, Package
Manager B5H1 YR b—ILTEE Y, 2D Tilemap IZ71yo7AORIEVIICRER
WEETY, 2Ry TiE. JVYREICRESNAZMNILEFIINZNSBR TS e
o7 —LT—ILRDERZRIREICLE Y 1 DOKRIBEBRDT —LT—ILRICLA
TIRENBZDOTIF AL, LYADLSHBRICOBEIN. LANILEEKTEDIEINET,
2D Tilemap I, AW EAF. "AFEOZIILZHR—FLTLET,

TIIY=ILNTEAINET VYR EICHRIRAVETE RV TR EZEZIERIVE
I—ILEBMTEEY, Ffew XRNBRTAMCIREZAIREICT S, BEEELEMEED
2LTVLET,

ITile Palettel T RIICIE. ZAILYTDRAVIRIREICRILDOTRTORTILE
V=IO TWET, FRNLYMEERTSICIE. TCreate New Palettey RZ>%
Iy LET, AF2av[{AEFOrROvIETITVRIDBRIINET, NLybIC
ZEiE (. AT a w2 REL. [Create] #UUwo L BIRLIE 7L E—ICRELETS

Tile Palette
A o o 2R
Active Tilemap Background v

Jared tiles v Edit Gizmos

NLwybhO—RENi Tile Palette) >R
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RIS NLYMIRTIVEEIMLEYS. XTS5 (BT bR 2L570V TR
RIAINFY) FFFILTEYME TPalettel V4V RIICRSYILET, TNT
NLYrDT)YRICZATZAMDRTINBIEI T,

# Scene
Shaded v 20 @ ¢ v g0 F v ¥ @~ Gizmos v o

|
Tilemap
Focus On None

TL—RFRNA—=2NEFERLIET)YRR=IDLRILOTARNA T FEOTISAVHNATAE—DHERZRLTVS

BNV T 2D LNILDOTONZA F2hERNIER T 2DICIRIIBE Y, YHRERED
7=®IZ21 Ly 71 Tilemap Collider 2D AV R—R b ZEBMLET, Chidk. 21T
YR TRESNZIFAE—ZAAAETVT, EFIUCTTIE—%EBMLED

Composite Collider 2D ZEBMLTAZIE—%Z 1 DICxe®Hd . JFAXNU%Z
Outline ICERE LB S DEEHENBSNMCERDET, Z1ILKMEALZDZILELTTIE
B 1 DDEHLIHEZDLSICEIELE T, COREICED. NTF—IVRDbETFHL
LEY. LH L. F—LETRICHZIILZEMLEDEBRLIED TR ZFTELTWVS
BEIF. FEFIUCATAZT =R LIZIESHEVWTLLS,

Collider 2D > R—=% >t ® TUsed by Composite; + 7> avicFTviEAN.
Rigidbody 2D #-1 7% static ICFREL T, B TFLABVKSICLTIESLY,

BRRBNLYRY—ILZRTHELLS (F—R—FIa—bthybMIAYyIRICEH) -

Tile Palette

[N <ii> ./ P

%

¢ O
© ©6'06 06 0

New Palette v Edit Gizmos

Tile Palette v —JL
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1. Selection (S) : 7UwoLTHRAIN%ZE1DFERTZH. RIVILTRAFOBEHAD
FINEERTS

2.  Move (M) :BIRLI=Z1IL%KBETS

3. Brush (B) ::BRLI=ZAINETSIT. 7IT4T 2NV T (FoOT14T2A1I
IYTOROYIEIUHNS 1 DER) ICRAVETB

4. FillSelection (U) : F3vJ LT, BRLIZMILTRAF OB ZIEDH S

5. Tile Sampler () : 21y THEECILERRL. PIOTATIRELTRTI UL
EE)

6. Eraser (D) : 21y TH 52T ZHIRT S
7. Fill (G) : 21/ CHEIEEZEDIEDH D (BIFHIIMMDZTILTHRENTVIHNENH D)

2D Tilemap Extras

BN/ Ny —0 2D Tilemap Extras IZld. L= 21, FZA=23>F21)LRED
AN T DOFEREND T I L AZAREICT BEBMRAT VTR EENTVET,

LARILTHAF—ICEoTEREINIHEED 1 DI, =LA TSI LDYR—FTT,
ZNICED. 3D ETFILDESHBEEDTLNTTERINZZTILINL Yy S ZEER L.
2D Tilemap Uy REFER LTS =T — LA TSIV ZRETEZENTEET,
=L Ty RNZ—=VNIRSIBELHZHE. CNISBENRLARILTH Y —)LIC
BOEY,

2D ANV TEFERALTO—VYRADT —LF T I M ERBE T SHF

TF—LA TSI ZE>THAINLY R ZER TS ICIE. FOYv UMD TDefault
Brushy # 7> 3>% lGameObject Brush) ICZE L. Cells; > lElement 01 >
FGameObjecty 74—ILRIZTILNTZRIYILET, TS %2FERALT COFLNT%E
ANy MIEBMLEY, BT L5, TGameObjects 71 —ILRZRIDOFLNTHIC
ZEL. Z1ILNLYMNMIBMLEYS, 2Ly MIBIMLIEWS =LA TSI O
2. COTOERZRDIBRLED,
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Al Navigation ZfELTc. Fv508—F7cid NPC DG HE LR ERRER

Al Navigation |Z & 2R EEIRER

BRICTEEDELDIS. TLAVY— 1D NPC IE. T—ILRZBE}TIHENHS
39T T—LTLAXAZIZADMIC, Fv5I2—HBEST—ILRZHRRY 5% F%
RBIET. TLAV—DT —LISERALPIEDET,

Al Navigation /\w4 7 —= (IH NavMesh) ZRI2L. >—2IF XIS BEMIC

ERENBFET =23 XylazERALT ¥—LT7—IILRZzEEI TR TISFv>
22— (Al Navigation DAV TFALTIEI—TJ Vb EMEND) ZERTIET,

NavMeshAgent / OffMeshLink

\ NavMeshObstacle }

NavMesh

Al Navigation ®#F—>7R—x >k ! NavMesh Agent. NavMesh Surface. NavMesh Obstacle. NavMesh Link
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Navigation] 4> FD : T—x>beITU7

by FX=Za2—d TWindowy > TAlj > TNavigationy Ti&k. ¥y 7 LE#E@EB3IT—
JIVRRFNTIF—DEATE, TSIV rDEBRNRAEBZIUTZRETIET,

Agents Areas Agents Areas

Built-in 0

Humanoid ample Built-in 1

IO VMDI—J Vb IUTEEERT 5%F

I—Vx Vb AT F VI —DLENBEBEZERL. Fv>I4—0514—L
BEfFICARFTREINET, Step height (XFvFDET) FI—JVbHEIFS
EEHBEORAEEHZEZL. Maxslope (BAMER) FZ0DLDED. T—I D
BNBEROLERZRELE T, Floo T UMI 1 D2OXYTaEHNSRDX YT a
EHICOv Y7 TE PIRIEF S I4—DMBEVMIEICSETLED. BlOIUTICTv> T
L7cbe3cZzalElc L% Y, Dropheight CETDEY) & Jump Distance (Pv> 7D
BB IFZFDNTA—F—FEELET,

I 21 7D%KEIE. TBake) KA %MHEHALT. NavMesh Surface J> R —
XN TREERRATIVT7Z2E HEI DI, Al FES—23> 7LV LICE>TER
INEY,

. 8 52 Navigation =
—

Scene Filter:

|\ Mesh Renderers < Terrains
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