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TREIRREZTIFPTIDERBZENTEET,

Build Profiles )I® Scripting Defines & Player Settings Overrides Zf#ERBLT. 7/\vJ"Y—ILD
BIMEPRT Iy a A X—JDARGIARBEEIREBOREZITVWN—Va>vEERBIITLE
BLTHREICEETEEY,
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20DV —2X:

—  What you need to know about Build Profiles in Unity 6

—  Everything you need to know about Build Profiles in Unity 6 | Unite 2024 (Unity 6 DEJLR
ZA77AILCDWTHISTHELNREIZLINRT)

Recorder /N —TBODRYT —LBUSZ T v S Fv T3

Unity Recorder /\wor—2 %#ERIR . BEE—RRICTOCIIMNDT =22y TFvLTITY
ZAR—=PTEXEST, NI T — LT LA BRER. TOMDS U ZA LS —T VR EET A 771 )L B
=T VRATIA=aV TR LTERT ZDICEF T,

Recorder T4 >Rl Unity TF4F—DXA >V X=a2—0 Window (C#HD £J,Recorder TR %
R FIEDRELY >3 DEIMETINDZDOT. TIEEDOBRYCRARZITZAET,

BHGE S OEER PG Z v Fv TEET,Unity Recorder (. 7L 77 Fv>oRILEF¥TFv L.

BHEEZBATIFT. R LMEALTVWBL YA —/IN1 TS5 Recorder DEREICKEFETIIR_HED
ZH T TOHARETS,

Unity @ Recorder 1> R
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IT74%—7J—2770—DkE>k
1.  [HelpURL] E1%Z{ERA LT Inspector DEEREIFF 71 D> % RFa XV MPZOMD Y=Y

TEFEJ,Inspector TERERF7AAVZIVYITREIEEINS URL B A—H—DFT74/L+D
IS —THREXY,
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2. HEOIIRY)yoEBEHEHKITIEI,Shift + Alt + A (Windows) 7| Shift + Option + A
(macOS) ## T . IREBIRITOTS —LA TSI CDTIT4T13ET7 T4 THIDEDHLD £,

BIRUIT — LA T OO b7 O T4 7 EI3ETOT1TICLET,

3. S—LFATIPzIbOBESFITEARZIAXITEE T, Project Settings @ Editor Z712HD £ TS
CITCaRA T av e A VREVRESONH. BROEEEZERLET,

Numbering Scheme (BS13(7#R81)

4. Hierarchy D4 ROTH =LA TSz O EAYRTVRR—=IMTEELT, AVTFIMAZa—H5
Paste As Child (FE LTEED{HIF) Z1T5EHTEEXT,

Paste As Child (F& LTRED{TIF)
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5 BRUIATZIIMIS—2YEa—TIA—HRYTBICIE a— Ayt F ZEALELBEE—RT
Shift + F 2189 LGERLIBEIP D7 —LA T/ MIOvIEINE T,

6. UVJER B 20D Xy 2188 % Inspector DL E2—ICRRTEET,

Inspector 7L Ea—

7. Layers XZa—ZFRAL T o—YEa—ZhDDIKLKTBEEENDHBL1V— (Ul BY) DRT%
AN TEE T REZRS>TEELEVES LAY —ZOvITEED,

L1V —DYIDEZX LiRSE
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8. Y—YVATRERLCATIIIE3EEIEIRY 155 L. Edit > Selection TRINZKYhF—T.
FIER<RELIEDO—KRLIEDTEET,

FEIRMRORTF (Save) £O—K (Load)

9. EditorOnly 20 T. 7 7Ur—23a>QEILRICRRESNBWT —LAF T IR EIBETEIFT,

EditorOnly %24
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10. Unity > Preferences > Colors TTT(X—DEZZXELTHFED Ul BRRCATITIMELD
ARICEDIFENBESICTEFIHRIE BEE—RICBE>TVWBR DI BLSBEE—RD
BEWZAEL R THICEFZRELSNAVKSIBIXNEISNET,

Playmode tint (BE£E—RFOBEEV)
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M. HAASEREI B GameObject > Align With View T. 7' —LAXSEI—VAXIIZEDHES
CEHTEEY, £/, Align View to Selected T. > —>HX5% Hierarchy ADFIDHXSIC
EhEZEHTEET,

Align With View 77> 3>

12. IFTAR—DO—VTERTZIT—4—NUT7VrDIRNEERTEEJ,Edit > Project Settings
> Graphics ZBZ £ 9J,Shader Loading Toz—4— N7 O EHEEL £, Save to
asset... #RIRL UL ox—4—N\U7UROALIS 307y N EERLED,

Graphics 71> RY
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13. T« RUDA7T (Project.Scene.Game 1Y) ZXIINIVVITRE FDI4V RIDNIT1Z—
ATLEmICHEDET.

Scene A\ I)wv Y

Scene 4 JILU)y o LT

ZDMDIY —X
EEMZREEDIEVNZISICHDIEVAIRUTOUY—RZE8RB LTSV,
LOA EBEmEER
—  Speed up your workflows in Unity with these keyboard shortcuts (¥—HR—K>3—rhAYFT
Unity @ 7—270—%A&E(t)

—  Scalable art assets - 6 tips for improving workflows (R —Z7I R T7—tT7Hvk - 0—2
TO—%ZHET 6D 6 DOEVRN)

—  Top tips for scripting in Unity 2022 LTS (Unity 2022 LTS IZHBIFBR ROV T T IS
Fakrh)
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2751k

2D 7OV IbTIF ATS57F #ERALTES a7 EZERLET. R TSI MIZERBZTIXF VT
Ty bR ENTVBEEMELH D N\NYFREBZEYICITHRVWEZLORO—I—ILHINEIZR S
BENHDET,

)Y —2% 5@t S 3015 R TS51 7 52X (Asset > Create >Sprite Atlas) Z{ERAL £, Zhic kD,
BELCITUTILENY T ENT=TIORF v EFEOTCRAT A Ny FUIBTIBZLSICHRDET,

A TZARDNYIRICT Y DOEEZEITD

2D URP TIX AT FAMIERIYTRRRAIRYTEMRABEDTE AT SA T RSRUINYIT S
CLHTEET NG AEUOBE. FO—I—LOYIE. O— RHHEA Y i QEOEN SEE
Y,

RTSART RS RICTAHINA =% MZBZHEBEDRTSAREIIETIRRTFIRFvDIHICLET,
FERRYTERRAIIY A ROy TE OV A THRETEZZENZNO T M RICEFNICMZSNET,
BED/NYVITRSRIARARBICINZ SN ZAR—AZHBELEWVWLSTELTLIETLY,

ERRYTPRRAIRYTDT S RAZRIEBLTEEL. ENTNOEMRREZMAB TETEIHZIE.
ERIY T ORREIZFDICLTEBEDOR TS MOREREZTIVBEREICTZREBREFDTSVE
74— LICISCTREBRHABZITICHTERD,
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2D 751 b 2Ny I TBHD 3 BREDT SR

EERDEDICTAINA—% BT D

2D RS MADTAIINAZ—EBET. 7Y rORREEEANBZICAD. O—-REBBICSLT7EYvLE
BIEg 3 TAEVERICRIUBL. X EATy—LERZHERICOB TSI,

=
=
=

Unity 7O D T7AINE—% BB EDITIRIID.— RN ABTAIL A —EBEZ UL TIBNALET,

— Sprites/Characters/[CharacterName]/Animations
—  Sprites/Ul/[MenuType]/Elements

— Sprites/Environment/[LevelName]/Background
—  Sprites/Effects/[EffectType]

—  Sprites/Common/SharedElements

Aseprite Importer TEVt)L7— k% Unity ICEZFEDIAD

2TSARITF4Z—FEIVILT—RY—=ILD Aseprite 1. EIEILT—Fo A AITOERIEED
DCC 7 Ur—avilizoTWEd,

Unity @ Aseprite Importer ZHI2 . AEHD PNG X751 MEERICTIRR— T ZHREH
<D, aseprite 77T ETOJSTIMIEZEMZAZI N TIET,
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Aseprite TE¥L.Save #7)vo 93 . Unity TEEETHIRTI £, Aseprite Importer
IZI&. aseprite 77 MILDORSYITURROY T DY R—MNTF—LA TSI ORETZX—3>00 )y %
IRICFERTIZETOESY N7y BIER% 2D #EEty FOMEIMEHLOTVET,

Unity 6 TIX.ZTILIVvTE2EL .aseprite 771D 521y T 7y b ZBHERTIET,
V—ZNDOEBIIEBNICRMEINET,

Unity Project 7> Ro®D Aseprite Importer: Unite 2024 DFEED Tld. Aseprite Importer OEIFZRIET S L L
2D 7= 70—¢ Al SB{LBEREZRBALTWET,

. - 1 - ~ N . _
Aseprite Do 7L —LBFIDT7ZX—3>% Unity (CEXD
AT

Unity T Aseprite Importer ZEB T 3RICRHIZRILDIVD 1 DI, 1> R—bgFiicAseprite 77-1)L%
BT & RAFARX TEIEBLTHEIL T CNODEEEZFER T L. ITTr2—ATEE. 7= X—23>%
271 DR ENNIEE A L—ZXHDBEIMNICITS A TEIET,

FIZIE “Idle” % “Walk” BEDRTEZFALTTZA—2a 2E& L TEEBLIED. XTSI FOBED

RIS AR DEMDON—YEY—T LTRASA RZFEALIEDTE X ZORBR. 1V R—b
TOEIDEEL SN EREZENTIET,
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Aseprite 15 Unity |21 Y R—bhEINFcT7ZX—>3>

PSD Importer T > R— D EEEERRIL TS

PSD Importer I& Adobe Photoshop @77 JL% Unity 121> R—kL A VR—RLTEY—XT7TILIC
BEOWTRTSAMDTILNTZERLE T,

PSD Importer ZfEH T3 &.2D XS5 M Ul ER,ZDf Photoshop TERINT7 VD
1V R—b7OEXEREL TEE TR 7—Tr X & Photoshop 77 1ILADIRTDL AV —%
.png 77 1ILELTIIRR—KLT Unity TERL.ZEEDTVIC .png 771NV ZBEIIVIAR—FT3
RBEHLRH D F LI Unity BLAVY—1bINTz psd XX EHR—bT2LIICH>72DT.CS5LEFREIF
AEIZHEDFELT

FREBEDN—IYDRBRBLAV—ICEESINTWVWS 2D AOT7=ZX—23>Fv>I%2—%. Unity IC
AYVR—bPTCEETFvIIF—Z)IRELTETTZA—23LTEET,

IARTD PSD LAV—%2REVRT7OYDRATZ1 MM B155 & Character Rig 77> 3>z A 71 LT

TLNTF TR EHIRUL IR TOL AV —ZREYRTAYDRT AR LTERATESRS51X
BHBDBMBRT SN ER/ONET,
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LAY —{bdniz PSD 77 1ILIE T 74 DT IORAF w41 VR—E2—TI37<.PSD Importer TAVR—kLTLIE IV CHUCEDITRTDA VR—F—
B AR TIBLSICBDET,

I5ICRIIDE YV MME FFrom Photoshop to Unity with PSD Importer (PSD Importer T Photoshop
M5 Unity A) & JOEBEFa—RI)T7ILEBRBLTKEET W, ¥V IEEETREES

Unity 6.1 @ Tilemap Editor T Rule Tile Zf&E|C

Unity DETILTY T ZT L NZTVYRR—=D 2D LRIVEERT 712 21IL 71V~ ZIR1E.
BIELET, UKD Unity RTOLARILTHA VO ZEEICER L IEDIRT CENTEET,

BALINERSEBORED 1 DIF. ITRTOBEZIILO T2y M EER L. ZN % Rule Tile 7w hIEID
HTBILTY.Unity 6.1 TiE AutoTile EWSHFTILWA T2 avIcL->TIOTOEZDEEINT
WETZMIN I~ EFRAHFAH TORBIOBEH T ERLTRETZICTEMIILNLYNTERATSES
BAINTEYREERTIED,
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AutoTile DBl

RAINBDTIAF v DI CAHR/NS PR 28T 5

T—rREZAINIVANFNZISCOTHNIE FERCP T Y S DAL=V FICEBZZTILEDICCAHPH
FTHERRRBEILEITT-WEZATY (RTFA DR L= TN TUVWARVWEIEIL 77— —LTIERIREIC
BOhERHEA)

BN —rEFERLTVRVES I M TEZBESMNITRIEDICR TSNP NS RAEFEBL TR TS5
/N2 L. TilemapRenderer TRERY— g2 Z#RLEFI . CNICED. TOS I FDOEIE, HEE.
BENAFIEABIEINET. T IAHILEDRETHIFLALDI TSI THEBELETH . Z1ILTy S
TIEHAD VABHNNREICARDIBEDHDE T X S51 D/ IO EER % BT BHEEEN. 7L 7 7HR5RIE.
ZAIDHNIY D EMIFTEDICRIIBEE T,
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Sprite Atlas (R 751 k7 ~52X) @ Alpha Dilation (7IL77Hi3R) A 7> 3>

EDOEBRTIE ZIILDIHICCAHADRENETHN AT TS ROREZHEITZETEESNE LI
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Unity IC1&.2D Animation EMEENBZITILZIILT ZX—2aVBADORERYYa—a>hMEh-T
WESTUFTDETFICIE Unity D 2D 1 N—ZAFRITAIX (IK) SATFLEFEALEFIIK %
FERTIEBER—VZFHTREI I BZHIFIEDFZRILLIED VW BATENLRE S
ERTEEY,

THappy Harvesti > 7L TOP TV RD XA Y F v S5 I2—D T ZA—2a>FOERIZHEITS 2D IK OfER

Sprite Editor TR—> DB ZEEICTHF Y L BYICHELET.AXIE FOR—2ZHOR—>0
FICLE T BMART = X—>a > TREZT AN L ELARIMAIDOR—UII T ZHEDFORICHEIC
HETDICEHELEY,

FZA—=2avI LRV — ZERT R HITET TIRIVRERED T ZA—230% REP AL

FRBREDEBUICEIVTESMNIBRIEZ D TEIE I, CNICED. AT FMETRHCENLTS
CEDBWBRBRTZXA—2302RBFTEIET,
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IES ’O771)L% 2D 214 T>Zal—hd %

IES 77712 ERAL TSI FOREESIal— 333D VIRIT 7 TIE—HEMITY (HDRP
HE)Unity @ 2D SALSRATLII ST LDOEBEEGRE. JLYRMRBEDNTA—2—%fFH(C
RECEIEEICERHEICEATVE A EORENREISICERICLIEVWESIZI XTSI N1 TD
FAMEFERALARZLAI RS OB EFEALES,

A TFHeZYTOADICNO—DHZRT 51 hERALTWSHappy Harvesty > 7L 7O o~

Odd Bug Studio ® Martin Reinmann KiZ&? ZD5EE & AZN—FILLYA—N1TF51> (URP) @
2D SAMESYRIDTIZYIICEET S CDNR—2 HBM52D 17007 ICALTESRZ VN ZEED
ZEHTEET,

© 2025 Unity Technologies 43 of 111 | unity.com


https://unity.com/releases/lts
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@17.3/manual/IES-Profile.html
https://unity.com/how-to/use-2d-lights-unity-set-mood
https://unity.com/ja/how-to/2d-light-shadow-techniques-in-the-universal-render-pipeline
https://docs.unity3d.com/Packages/com.unity.render-pipelines.universal@latest

A |20

2D AFS1 b/ I THHEEDBWEN A 2D BE%
(SRS

2D ZTSA A7 #ESEBENTERM AT —770—IC&D. BRBASROEN 4 2D BiE%E
BRICER TEZ T HROBERISHE>TRA TSI ELZAILRICEAR ERBOAEICSCTESHNICT
TA—LBELVRTYTLET,

12D YO FINTOATTIRTD 2D TS5 b1 TDERB

F7c.Physics 2D S AT LTNRARIRZBATIHBEIE. AT > FICLoT Polygon Collider
2D M EENERINE T
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NRAZILRATSZA R — hEh

2T 71k 2 FADFARATERERETFB—LAV—LE—Y—MEDQOIXT 51 DERBOAFED
FETHEIRZRRTDBEDH BB EICRILEEIARIEABALDA—RHDLERO>TVEH—F
F—LTEE NMOA—RZMOA— RO EICHELIEVWELE Y,

URP @ 2D Renderer Asset T.General > Transparency Sort Mode (Z#&)L.Custom Axis %
IR L 9.6 XX, Transparency Sort Axis % (0, 1,0) £3&.Y BRSO TENS FICY—RENET,

Transparency Sort Mode & Sort Axis (V— hé) Ofll, ZOMDE > MMIDWTIE, ZHRLTIEIV UFION—23 >0
Unity ZERALTWESH. 5| SHESBEATTEETY),

2T5AMNRE L Lit ST—H—THRELSATA %
((EDERS

=2 EDOTAMUKELBVWS ATV IMREER T D5 R AT TR ARZ L Lt 2—4— D
fERZIRETLTIETL,

U P FILTGem Hunter MatchgDEREMR (VFX) fERICERINTUVWRFED 1 DTI. D
ST—HZ=No—=2DISA T TDRODEED. 2D SA DT IRAFYIBHREZELLEE—IADST
TR TE LT, EDER AT LDREN BRI I R—2a D FREICARD . E—X L% &K
EODKKOBMRERIATEET,

SThDOUBT 2D T —H4—RICRINBZTD. O~V RICKRBDO S AT ERETIHED

BLO=UDToEIOLET P~ F—ADAT OIS EDSA T2 I Z AT IULT BT ETHEEMED
BEDCKRELIREICHBELICDD LR N\ FUIBL RIS OMRED R ELET,
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I'Gem Hunter MatchiD R F 51 hARA L Lit x—4—

ATSAMNAREL Lit Yx—2—%FRALT 2D A7 MDA TSI MDA T4 T KB EIE %
FUEIAEICDULWTILL Find a treasure trove of lighting and visual effects in our new match-3 sample
Gem Hunter Match (FrLW 3 RwF/NXILY > FILDIGem Hunter Matchy T 7 > LARERIRD
EEZRDIT3) ZBRLTIZEL,
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BRI OA—/N—RO—2 @57
F—N—RO—%BT3Z T REN B EL £, Import Settings T Mesh Type % Tight (7 7#)L~
F723Y) ICUDBRAET AR THNIZ. ERDESTFT4vIRE 1 DDRTFMMII—T L.
T—LATERINBVWEELAV—DR TS Z2EMICTEILIICLTLIETV . CNUZED A —/N—
RO—fEIRE BHETZ RS M ERZTAREEI B LET,

RIS MEOFA—N—FO—Z/H5 L&Y,
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Sprite Editor TAREABEEZ&/NRICHIZ S

2D Sprite Editor ZERALTERX TSI MDREBED DAZLT IS ZEETDIEHTIET N
ED AT A b=y IS BBICKEROER ZR/IBRICHIZR A —/N—FO—ZEBTEET,

Sprite Editor @ Custom Outline (AXZLTIrZ1Y)

Sgrite Library T7AY T DR TZA T ZAXA—230%
BZIET D

Sprite Library (7241 +Z173V) ZFIBLT LANILTHA I REENN—Y TR IN-Fv574—BD
AT N EBICEBETIET,

ATSARIATIVE LAV IR LD DICA TS 2 EEDHBRTSA TSR EIFRRD

I L RTINS ATSV AT 7 SR Addressables ICIZHEIRERHZ7-0.CNS5%E
HAEDLETERITAZ T ARER IO T BIETE N TEEXT,
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Sprite Library Editor 71> R7%

AT TA 7O R Z2EETS

2T R AT (B BT ATAE B kLA )L, L— R A 35 IR B R A B
873 2D W DT HA R B T,

FT—L7LAEEEIER T2 HTIT LT Unity @ 2D MEEBCHEAEHLEZ LT U7
ZALICRISLBEB SN SEEERT 30 (BRI EBHACT 74— ARRBR TS T3—LRY)
2R TEE T

AT T T DFERIZEETI X TAP| ZEAT R TUF 1 LRI T T Z—ERRHICHIRIC

TOERATEET, COMREDILIBICIIEEIDDIDEIHIEEICREITNIE T —LICTS BB EUME
oI TEED,
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2D URP %> 7))L 7Oz kDragon Crashers ITOR TS5 A 7 DFIEHRDZEE,

AT HFRAMAZ =B XTSA b ZBEIZRTY TS
Sprite Resolver (& 2D Sprite Library S XRFLEEHELTEHETZIVR—XVIT. RI-BOELRS
AT ES VAL LICEBMNICR DY T 3 HEE R LET,

F—=LATSTIMDRI TS % Inspector TFEHTHDY TR EHKEETISH. 7O I+D
TS b LDBAODOFERHICEIEBETEET,

Sprite Resolver DENT-FERAEGZ VK OMENLEF T

—  FVIUE—DAREIAXI AT

—  NPC®RFv374—DENERECFTES

— EERT—LAARYMIEIKBREITSINOEE

— AT IORBENGRE LRSI

— R CEBEBOEDICTAX—23>ORTF ATy T2 EE L
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Unity 6 Tld.Inspector 1> RI72IF TR I T F— DD T+ RUTH Sprite Resolver Z
TEEY,

Sprite Library @ Sprite Resolver Y R—3%>k
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Vil D AV

ZATO—TIC&BT1M—2

SA M= IBER, A NUBEFIFRITURNS A FTO—THED51 FEBHRST L 3
RELETHIZE. ST M TO—THEORREIC HHBERL T,

CRIRIEM BN EY T 51— S DEEICRIDF 2=y SRV OB LET,

—  Create thicker walls (B2%#E<93)

— Add an Adaptive Probe Volumes Options Override to your scene (Adaptive Probe Volume
Options DA —N—F1 RE>—IZIIZ3)

—  Enable Rendering Layers (L>RU> T LAY —%2BMICT D)
—  Adjust Baking Set properties (N1 IREDTONT1 =TT 3)

—  Use a Probe Adjustment Volume (Probe Adjustment Volume Z{EHY 3)
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Custom Shadow Layers (ARZLIYRILAYV—) TONTAEERIZENEEDT —LATIS IR
KEDTAIIDSDAEEZLTLSICRETEEXYT (ENSDSA M —LA TSI IOMNIEE RS X
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URP Global Settings @ Rendering Layers
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Decal Projector AYR— I ME Xy all T T—ILZMZABHRBES LWAETY BEDIN. B,
ERBHRALCODERIFERATIET,

Decal Projector I¥3RETIL—LT—7%FEALTVS=H ESTHRVWRECHEICERLET.URP T
Decal Projector ZfERT3ICIF LA S5 —F—27tv %R DI+ T.Decal Renderer Feature %=
MRBZUBELRBHDET,

>—>Ea—0 Decal Projector

NRZLST—R—ZZEILNA VLA —=NATSAH5
URP [CEH#2T 5

URP RE2XUMAD C0E BBEITHTLTE URP ST —H—HELR LU F—/RA TS0
EOIT—H—ITHIEL TV HERB TS £,

OVNN—452—% 1 DL E#ER L T Initialize Converters %7-13 Initialize And Convert #2'J)v 27 L£7,
EESDATLavEERLTH. IO IV ATy TN ERPARER 7Y IDEIN—F2—
INRILICMZRENET,

Initialize Converters Z:#iIRT 3B FEBOF v IRYIRD:EIRZERTZ T EBR%ZHIR
TEFEY,__T Convert Assets =7)y 93 . 7O IHMEED £, Initialize And Convert %=
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BEIRT 358 AN F— OB ERDPBFNICBED TR TR. ITAE—RNTT 71774
= BERKEIICROSNBIZEDNHDET,

LYHE—=NATZA> AV N—5—

LUT T ORF¥THIZ—IL—T1 T %=ER T %
Color Grading (B5—7L—F«>%) $hRIE Unity ERLI-RIREROBEIBEDFHECHES
I53HDTI . CNUCED. AT IMNDILY I T VR T4 —ILEEZBEHTEED,

Lookup Texture & Contribution T.7RJ 21— AICRET IR OCR I IV MDD AS—FL—T0>F
SROEERFIEL E9,

Color Lookup @ Lookup Texture & Contribution D& E
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BROBEA1FIvoL>Y (LDR) Wy o T7 v FTFIRFvEDOR)a—LTL YT I3 R—rENT
WETH ELKEEETZDIE I XD EILHBEDATI . CDFH. OV MEMET LUT 1 X%
B—9 3T rEHELET (256 x 16 F£7lE 1024 x 32),

URP 7t FERETD LUT Y1 XDHRE

TEITEL LUT TOXFvOER
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LY ZILTTUTILBLY RRE 241 LS NI 8%
((EDERS

LYZTLT A AAZDL Y XIZBEB WD H o e EIIRNZ T—T 77T LV XTL 7 IE
DOREBZWVMEZTLLTIRNBZCCDOHNUT AXSTORDEEILZATOEREDTL 7 LTHRNSC
EHHHET,

L>ZXTLT7ICIBNBICIF Package Manager o> 7 LAV AM—=)LLTKIE IV LY XTLT
WREBC—EOEREAILT77EVNEFETERLSICARDET o LYXTLTEBRTE-HD
TR =B EFENTED BDTLYRAILTEEIRTBBICHRIBEET,

LYZXTLT DY IINTIRITINELY XTI I DS EDZEA VY allRZZDOET . TEIERTVEY M ARINTLET. ChIE HDRP HYTL
= ERLTVWAHITY,

LYXTLT7ILYXTLT7ERTEBB N TULE T ENENDOERIF. TLT7HERTEIEZTER
T—T4777 b ERLTVE T EROERIF RV IV EEHARZLERICTZEHTEED,

BFR/NTX—Z—TIL. Color. Transform {iIB. T 74 —A—>a /£ IETL T7TEEZNEROER 15D
LYZXTLT7HRO—ETH BB EDNE. NF— AT —IILZWRABTEIE I HRICTZYFINTWS
S ILTERTTAV NS —%ERTESO.EU Flare 7Ty b3 £ AR TEABETEED,

LYZXTLTHEDLSITHERET DM DVWTIE. 2 E5D SIGGRAPH DiEE THELKERI N TIET,
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Sr—A—NUT U EEETS

EILROY A BB ZHSTeDIC. o —A—N)T7UMNIEEICEEBLKETV AU T RDED
ITITILTORMBERIGE L #pragma multi_compile DX DIC #pragma shader_feature Z1EH
L Fd,shader_feature NUT7Y NI TUTILTERASNBVBER T V21 LTEMICASHUVISEIL
EOBRDNEF T A multi_compile /N7 MMEBICE EFNEF T, >T—4—D Inspector D Keywords %=

HERL &Y,

FGem Hunter Matchu > 7LD A= N—=HILL >4 —/N1FZ > (URP) /Lit (Shader) 71> Ro®D Keywords £ 3>
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LT NI THA=N—F1IRTEHRVLSICTEREHTEET,
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mELET
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NPTy M BRI 7Yy 7—070-O3FIFRAEICOVWTF—LTEEIIHREN
HOET,

BEBLANIWERZIIN—THTE1 D20HFELLTRDBDHHDET,

—  KEER EMHEEEVORBRLCIG(ERDOTIXF v TR TEN ZMIILEIEEDa—IL
ROBRZERATIVENHDET,

—  HEOER: B AE B FREERNDT VXTI — M EBTCERTY

— BARICBIAShINEER: M E XD RIS AT I EMLTVWEIEZ
REEOD AT I ZBEGERBEOICERINLEDTET7ITLTY,

© 2025 Unity Technologies

59 of 111 unity.com


https://unity.com/releases/lts

@ | Graphics and art assets

BRI X FRB D72y MEIESTHE

7y hORE ROV TIRXFvBEEOND Ty 2 L. ENICB L TR R VICBRIRM Z
I EFTELTCREAETIREBRWT Y M2 ER L W ET 2y b OB 2B BR/RICHNZ £,

AssetPostProcessor APl T >V R— N1 o1 > % BEt
HRIOHRRL TS

AFHDT Y b ERSEHETIE. &7y Dtk Z% Inspector TFEFRET B CIFBIT TSI L,
YR ITFIILDHRTECAREZ BB T BICIE AssetPostProcessor APl ZERLE T, ZHICLD.
AVR—bINATSAUNCTYI LT TEY DA VR—REIEICA IV T2 RITTEE I RIUTNED

TEYLEMATHEREEZITINLITTI N DORIUTHSREZEEITNIL. 7O T IMAD
TEYNMIEBNICEENBERINE T,

EHBSIBIC: AssetPostProcessor ZER LIz A—RR—R AV E T T—MTLNTTEY M TAL IR BREEDF. HLV Unity 1IC&3T
TEDORKEDaTIL
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Ty VR—rT—070-0H5 1 DOEERAEIK. 3D ETILHSDFLNT DIER TELHIERIC
FBX 771 EEHEILNTICER T CISHELFTABERS. SAXNDOBBEER % FBX |2
FHLTITSE T LNTHENTLESDS T EDHBEO—VADIRTDAI VY RIVAZEFHINT:
N—=UaVICBTIRZZNEDLHD FY, CORIEZERT ZDH Prefab Variant (FL/N\NTNUTR) TY,

TLNTNIT U EERT L O—UIEKEFELBRWT— 7y FOFIEDRIBEIC A3 e O 21T
ERRICRBETI .7 —L7—ILFOBRERBEOHRFETOITL—2a EETRIGET. TDETILD
NII—23 ZER I BB EBEDOTLNTDORRLEIFTTERLFBX ETILOTLNTAD “F5LV”
SRELTORBELEI.CNICEID TLNTZBERTE LB ETIIERZHEISEM. DE).
HIBR CTE X T HIET—TA XD FBX ETILICEEZMRBE.TFLNTNUTURBENICELT
BHSNET I TLNTNIT U ZERTRE.T—TAAMNITOP IR ZEETBL
BLT—rDOEAZIYTF AN THEETIEY,

B IS RRAMRD T LN T ZERALT O~ TOHBIEEZMBICT B ZRET LT T L,

HEEEENZVEITEICHIE I NS Prefab Variant (FLN\INUTVR) 7—o70—

XR PENTILERICEIT3 7V hDEEEIE

XR RENAINT—LADT— b7y bOFWES LUTHED R VERFETORETA EIRRRFICEITS
BB DEHIICDBDDE T NEEDSF v I2—E T 7— M7y MEMERMICIER T 27DV
BALET,

—  T=h7EvbOIYETEIEOEDTETERZIBD T, AT FHEIOLS BB
HOTHBITEETRICHIRETIZ. AV F5 0723 P RIEBZTIEP<EETS I N
TEEY,

— KRB BRAEZSA TR TAT7ICREMREIAC A ET T =T A VWETHEAR
INRERF—LDBRE.TATT7EeRRTBDIC A DRIEET,

— 3D EFUYIY TR T (Blender.Autodesk Maya.3ds Max A ¥) ZEALTETILZEE
LETHFICENTIL AR TIFHEREDF=OHIZRU ATV (RUDVE) #EZERBITEZIHELHDET,
R)IVBOZVWETILEBRPDICERL. ETRELLET,
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— 3D EFTUIIYVINIITTETINDERYNRA VR EREL. FDEEIH Unity DHDE—KT S
&SICLET.3ds Max TERYIRA VI ERETZHEDFAETICRLET. COFITIEZ EhE
TyTEE LTERLEY,

7y THOBE
—  RD2D2DATYF T Unity TOETFTILDAIZEETZEHTEXT,

a. Hierarchy ICEDT —LAT TV ERLE T,

b. EFINEIDS —LATSTIPRICRZRL EDOMBEINTOMT 0,00 ICHREL T FTLRIC
FRRAIZICLE T,

COAHEICED TRTOETEED 0 OFINBRELROBRT —LATISTIMIETILY
BEEINET X ETIE Z A ELKEIAZAIIRTOMTIT—ILH 1 IZH—3Ihi
REDMRI-NFE T, ISIC. Importer T Bake Axis Conversion A 723> %#deHTEET,

— TOXRFvEBERALTGETINEZUTZILE. HDIWMIKRNELSNRIBICLETHlAETIRAFvIC
DVWTIE UV Wy EV I DFERZEREST LTI IV —LDEEIZL->TIE.PBR Textures H'WHE(|C
RB3BEDHDET,

—  Unity O#¥3ER—X (PBR) x—4—IlIFEE.2 DOFEIVR— U MIE EN £, Metallic-
roughness (X&)w2[#1E) 7—2 70— Specular-glossiness (R&1/7¢R) 7—270—TF,
EFNENITIT7IILOFEOEGZAEEZNIEBLEI. FOBER.LOVFITESNLRI-B%Z
REL.Unity R—XDH—LX>Zal—3>0 3D o=V e ATV DBRREESHET,
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FILD— b EERITERENICERE TERBRETILOT YA V% EEICT 32— A T RERBELD
FORF v DEHHBT-D T —LDNTFH—I VA ERBELTIET,

AR/VR TOEZEEFIC 3D EFIILZIELWVWRT—JLTILUX
72 Nl N I

3D Xy2ad7ORZATEREET Y TIE FHD DCC TIT5hHPackage Manager IC#H %
ProBuilder ZEALT Unity TEEITSCEATEEFTLLARNILDEYITZYIZER L. AT UMD
2T =)L ZFFAREL T Unity TEDESICRZZDETARLTIIRR—FLET X —ILHAELITNIE
THICHBEMZTHET Unity ICRTZENTEET,
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Unity Tl& 1 BAIAEREIC 1 X—MLULICRBT3E SR INTEDAER T —ILZBERICIRZ £,
AVR—RLIETEYRDRT—ILERIETBICIE = NiFa—T DY — LA TV EEAT RS
TToCDFa—TDTETmxTmx1mld.H5937EyDRT—)L %A DIERICFEET S
HAEY L THELFIBECNEERZER TR LEICEELDIX ER U MREDNS Y ZEZRDBESHT
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ProBuilder TLAJLO T O M2 F%={ERL L. FBX Exporter T 3D ETUY IV IR ITPICTIRAR— L TR TE T,
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EITLWR YLD F9Hierarchy R1>T UXML 771 E&EIRLI-% &EEI% Ul ISV Canvas
Background Z&RZ LT AFTILOEEZEBOFERRRICEHLE THETEET,

Canvas Background IZI3. LDOD\DF T3> hH D £T,

- SRE: S - LRBEOFEDOEBHACEHEERLEY
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UXML RFaX>bko Canvas (F+>/VR): Color () % Image (EfR) OA 7> araERLTRIEEEAZLEY,
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RLIB 7% RIRTE S B
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BHORTSA 21V R—bF35E FO-0-ILZR5T DI ATFI M ZE—DT S XIS
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CSOLIERERIEA—F—D 7o avil&oThUA—EnE T H . ;enabled LU :disabled D
BUOSZOREISFERICEETIZOT.CNSDBLUISRICEET S USS 7o X—a> & FET
FIAH—TEET.CNICED. O—RSBERICTA—3 B N H—FB3IENTEET,

USS BB 7= X—3>0f)

FRRBAHRAZAINDINT T4V TRy IR T TR —T
HETS

NI TA2 IRy IREFERLTLAT IR T SA VXA OBEZREL. TT 2 —ATHFERIC
Ul #B&ZTN\vITEEY,

Ul Toolkit ZERLTRRBEANTY TV IRy IRZRMEILT 121 Window > Ul Toolkit >
Debugger (Z#8)L T, Ul Toolkit Debugger ZfE £ 9, x| Pick Element ¥ —)LZfEHALT Ul EXx%
#IRL.Show Layout HEEEZBEMICLET.CDAT>avid.Game Ea—d Ul D EICNTVTF12o
Ry IRELATIMERTEEZERTLET,
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Ul Toolkit Debugger IZId Ul OF /Ny IZ& I DEF AHEEED RO TV E T,

UXML 7 1)L%&7 > FL—he LTBNALY—270—%
TRt 95

UXML Z7T1ILIETLNTERICESICERTE X 3.0 RIE ARV NN TREDB R R—2V T Z2HRED
BBITATLTAAVENIVNESHSU UXML L1707 O oD H B LET,

UXML 250U v 0338 . TV FL—h2ER T34 723> RmREINET. TUTL—MEIET
Hierarchy RA>DIFHNDETaTFIBRICMATED.D—RFDSA Y REZV R LIEDTEETAERINT
J7)liZ. Library & Project U4V RUTHEETE XY,
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T 7L —MMEBRIARTEER UXML T#H D, Library R->® Project ) THETE &Y

FDMMDIN—X
TEIERTNART Ul Toolkit ZERLT Ul Z1ER S35 AFIEICDOWVWTIL.e-booklCreate

scalable and performant Ul with Ul Toolkit in Unity 61(Unity 6 T Ul Toolkit ZERL7=X—>7ILT
MR Ul OFER) 247 >O— LTS,

ZD e-book TBELTWAH>/ILFOT T Ul Toolkit Sample -FDragon Crashersgld Unity
Asset Store M5 AFTETXTUl Toolkit > FIG. A—HF—BEDT7F)/r—23>T Ul Toolkit &
ERYTRAEERLTVWET, COTETIE.S= RPG @ 2D FOYx U ~Dragon Crashersid—EBT.
Unity 6 Ul Toolkit 7—2 70— %Z 2 LICERALIC7IEEED 1> 2—TJ 11— A= FERLTVET,

T5IC.Unity Asset Store @ QuizU 7O ok EZOBEBEREEHHEORERL TSIV,

— Ul Toolkit H>Z)IL7OS o~ QuizU

—  QuizU: State patterns for game flow (4'—L70—DRE/NF—>)

—  QuizU: Managing menu screens in Ul Toolkit (Ul Toolkit DXZ 21— EBEEEIE)
—  QuizU: The Model View Presenter pattern (EF)IEa—FLE > 2—/NF—)
—  QuizU: Event handling in Ul Toolkit (Ul Toolkit TD- N> NLIE)

—  QuizU: Ul Toolkit performance tips (Ul Toolkit D/NT7#—<>XICEAT3EV )
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FRET—I 70—

Awaitable 7> X

Unity 6 Tld Awaitable 25ZADEA INFE LTz, Chid Unity ATO C# async/await 7—o70—%
HR—NF3DICRICRA SN BETEDHETZAEDLAVETT, L —F UKD EEEIC
BNIBRFEZRELET. CNICED Unity DTL—LR—ROEHFH7ILEBRIKEE SN
R —ROEBNBEZICHEDET,

using UnityEngine;

using System.Threading.Tasks;

public class LogWithDelay :MonoBehaviour

{
private async void Start()
{
Debug.Log(“Message 1”);
await Task.Delay(1000); // 1 #iFD
Debug.Log(“Message 2");
await Task.Delay(1000); // 5 1 #iFD
}
}
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M T Inspector T > RU%Es&(1 9%

Unity IZI&. Inspector TAYA —. [EFR B 71— L RZ1ER S 2 R EDRFBI BB ER RS T2®DIC I T A\

TONTA BEROLICRBETIZ ST ELEBUNHD T,

Inspector 74 —ILRICEET IR

C# TIX BMRIFAAYITKDET, NSRRIV TR TIZBRUEDSBELLEONZHDTY,

Bt

BLL

fl

SerializeField

FERHETr—ILRZEIUT
JL{EL.Inspector THRR
TIB&DICLET,

[SerializeField]

private GameObject m_myObject;

Range

float % int =T
OEEICPRELEFT,
Inspector ICXZ14—&
LT&RTRLET,

[Range(1,6)]

public int IntegerRange;

[Range(0.2f, ©.8f)]

public float m_floatRange;

HidelnIinspector

EREIITIELET
i Inspector TIXIERT
T9,

[HideInInspector]
public Int p = 5;
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P

RequireComponent

KEFTBIHERIVR—
O EEBRICIMZS
NREIZ7—ZEELE
ER

AR CoBMTIR.OY
R—=ZI DT —LFAT

// PlayerScript &7 —LATJTIMC
Rigidbody HMHE
[RequireComponent (typeof (Rigidbo
dy))]

public class
PlayerScript:Monobehaviour

T MMIMA SN t
ODHFTYILET, private Rigidbody m_rBody;
void Start()
{
m_rBody =
GetComponent<Rigidbody>();
}
}
Tooltip Inspector D7+—JLFEL | puplic class
ICRIRRA>2%ZBLE. | PlayerScript :Monobehaviour
YV=ILFYIHRRINE {
e [Tooltip(“Health value between
0 and 100.")]
int m_health = 0;
Space TA—IVEBISNSBRE | [Space(10)] // 10 EXHILOSEEREA
ZHAL CBMTFR b4 int p = 5:
L\ Zr—ILRERERIC '
DEELET,
Header K?@?#ZI‘K%E’EE pUbllC class
ALl.Inspector TE#%Z | PlayerScript:Monobehaviour
BIEY3-DICRIIBE {
F.COBMEIF. JIL—TF1E " ) "
FBEIDTA—ILRICD [Header (“Health Settings”)]
HIRLET, private int m_health = 0;
private int m_maxHealth = 100;
[Header (“Shield Settings”)]
private int m_shield = 9;
private int m_maxShield = 0;
}
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Multiline

XFHEEHITOTFI
T1—ILRTIRETIS L
SICLEFTERD int &
BLTITEZREELE,

Evbh: ROVTHSER
ZFIITEREEHOD
A—H—ADXREELTE
ALZxd,

[Multiline]
public string textToEdit;

[Multiline(20)]

public string m_moreTextToEdit;

SelectionBase

FATCTOMMIX Yy a
HEENTVBEEEED
HBIEDT—LAFTST
IR EBEIRTDIBEICE
ATTAR=RATTTY
rOEEDIVR—F>
MIBMZEMZET.T
TARA—TATS U+ %
FEIRT BB FTlE%EL
[SelectionBase] EB14%
BOFX—LATT UM
BIRINET,

/] TNER=RDT—LATITIMIMZS
[SelectionBase]

public class
PlayerScript:Monobehaviour

{

B z—ErRITEsN
ICRITT2HEICER
LET BN REEE L
[Runtimelnitialization]
B z—HIZERTSC
CCHBEICERRTEET,
J—rO—4—D&L5IC1
BV EX G- PAR DA
FMEEADYITHERLE
FoQuizU Y FILTHR
TNTULET,

ColorUsage [ColorUsage] 1% Zf | public ColorUsageAttribute(bool
B3 871—ILRT showAlpha, bool hdr,
BIRTEZEE4ITEE | float minBrightness, float
F, /85 X—4—|Z5LT. | maxBrightness, float

Ahi=1 4ot = minExposureValue, float
HDR %ﬁxﬂhbﬁ_?\ / o maxExposureValue) ;
T7FvorIL 2 EmMICL
TCDT%%?O
RunOnce 7Oz RwmERIC

public RuntimeInitializeOnLoadMeth
odAttribute(RuntimeInitializeloadT
ype loadType);
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FATREBRZ<DEMDIFAD—HITY, ZHDEZFRICEFEEHRZEZETEILDH. HDIVIF ZED
T=LATOT O EHEERTICODYIZR O T EHTIETMBD PropertyAttribute ZER LT,
ROVTRERONRALEBMEEETRIEDTIETEEOREBUAMIDWTUI RV T T12T
APl ZEBR LTI T,

HMBDHRZLT14>RIE Inspector Z1ERL S 5

Unity DERDIEIEEEEED 1 DIXILRATEER T T2 —T9L.Ul Toolkit N7 —ZFERAL T ARZL
4R HAH L Inspector BEDIT42— Ul ZIER TR E#HRBLETD,

HRZLITF1Z—IZ&D. Inspector TD MyPlayer RV U FrDRRAENEBINET,

Ul Toolkit £7zi& IMGUI ZERALTHRRZLI T RZ—RX VT 2RETZHEDFEMMICOVTIE.
A—H—a>2—=TJ1—2 (Ul) DIER BB LTI ILLUI Toolkit DEFEAZBNICDWLTIE [Getting
Started with Editor Scriptingd(T71X—X V) F 7127 DRgR) Fa—hIT7ILZBRB LTS,
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HAZLAZ2—Z1ERNT B

Unity I3 T4 F— DA 22— AXAZa—EH EEBEICHRZY1XTES Menultem EENHD £,
NIRRTV MNADERDORFRHAVYRICEETEEXY,

TOPIONCTHEBICERTHENH B EIE AZ2—EHRICFEOHE T CNUICEDT DD
PropertyAttrioute E7« 771 72T TEAN AL -~V 2—TJ T —AEBETEET,

Menultem BHEICEDERRIX VWK (Take Screenshot) A7 2y F I - BflGQ A > 2 —T T —IDMER TN TUVET,

BAET—RNOBROIR,
BAEE—RICABE EILRERILESICZOS VD REEI L. BT ENF I BEE—RFRICITTE—T
ToEER.BEE—RERT IRV INETD,

Unity IZBEE—RICABZTGICUATD 2 DOEERT I3V EETLED,

— DomainReload (FX1>ODBO—R): RZUTrOREE NI TV . 7>oO—R. BERLET,
— SceneReload (—>OBO—NR): >— %WEL.BEO—RLEY,
D2 D2DT72avIE ATV TR =D EHICBNIE RS IZER—RAD DD £,

CMUERIV T EEETZFTENBRWVGS L. Enter Play Mode Settings (Edit > Project
Settings > Editor) ZER T2 . IVNTIILKEEZD LENTIE I FXI>OBO—R >—>0
BO—RECRBZEOMAZENCTZIA TSI VAEAEINTVET. CNICED. BET—FORRY
BT ZRRIETEIED,
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ROV T b2 ESICEETETFENDBHEIF AV OBO-REEMICTIHENHBCITEFRLT
KETVARKRIC O— VOB ZEB LGSR —OBO—FZ2EMTIHREDNHDET. TNS%
BMCLBWSE FRLGVEIEDNRET BRIREMED DD XY,

RXL>OBO—REY—2OBO—REENICLISEEDORE,

TIFINDROIVTIT VT L — b2 NAEIAXT S

FLOWRIUT RS BIcUICRILEBEZMATVSCEICRM T ELIch? BERNICRAIZERZ
MRIEDEFARSEBZHIRLIEDOLTWEEAD? FAORBRICRIVTI ATV T L— b ZRE
TBHEIETF—ANZRS L. F—LEFT—EMRZROILDTEET

FLOWRIUTREE S — 2 —%1ER T 37T Unity 1 %EDITOR_PATH%\Data\Resources\

ScriptTemplates ICfRESNTWS TV FL—rzERALET:

—  Windows: C:\Program Files\Unity\Editor\Data\Resources\ScriptTemplates

— Mac: /Applications/Hub/Editor/[version]/Unity/Unity.app/Contents/Resources/
ScriptTemplates

e oI H—REDMDENAETRIV TN TV TVERDT VI L—FBRABINTLET,

TaCzICBEBEDRY )TN T UL — DB E I Assets/ScriptTemplates 7#)L 4 —%ER L £ 95
ROVINT T =2l DT7ANA—ICAE— LT T I EF—N—F1RLET,

e IRTOTOPTIMDTIAINDRV VT TV TL— b2 EREETECHTIEINEETS
BIHCRT AV FINENY I TV T LTLIET LY,

Addressables #{ERRL T ILAYV—ICA T IVRT
AV o Wi R

Addressables £ 7YtV RILIZ S —L%EHRBIOV I THEEL T3/ HDEIEY—IL TS50
TOVZIEERNIC TR R— b TCEREBICIGLTAIVDRITI7IILICINZAZ e TEE T, 72V bD
O—Re7>O0—-R7EYyrNURILOFRE EILR. O—RICEAIN. EOERAVTIVRTILAV—IC
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Bt TEEJ,Addressables S XTLIKXTEYRNYRILDO EICEEINTS D KEFEAROERRE
NURILOO—RE{TVED,

Addressables Groups P AX

Create Addressables Settings

Click the "Create" button above or simply drag an asset
into this window to start using Addressables. Once you
begin, the Addressables system will save some assets to
your project to keep up with its data

Unity 7O2 T T Addressables 27 LD AT

Addressables Z#HTHEAT 3B EIE Unity RE2 XD Get started (RZ—FHAR) R—=T%
HEER LTI,

MRABTzYEEBOEV N
—  Addressables ZRIHNSFARAL.IRTOFHLL T YLD Addressable ¥ LTEERINTLS
CeERERELEY,

—  TEybrEZATHICEETZOTIRBRO—REINT—REICERASNBZEETIIL-TFTS
CEZBELEFI.CNICED.SVEILOAEVERENHESN. . EBRMIERIN. 2D
BRI-—LOUT>a>dbEELET,

— INEBNVRILEBELESAEBRGRFI—NEAD SUFA LXEUEREDNRENSTT,

. Effective asset management in Unity with Addressables (Unity (28173 Addressables %
FERLIEMRNA 7Y FEIE) OREEZz8R LTSIV,

YT —F o LT+ T RERLUTRMFE L
INO—RE1ERT 2

TSy Td— LMEEFEDV NI B RER T3 8. 24— vy S5y T4 — L Unity N\—23a XoUF
TATNY I T VRICE DV RS TO—REIVNTILLETTEEY,

CHF IORTSYRIA—LDOA—REECE IO TNTABEEDOEBEICEOETHRB L TR EE.
N—=TavVERD APl #EIB T3 IIERITY,
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ITA4FZ—TTANT BRI X MBDHRZL #define TALITATEIBETDZZEHTETE I Player
FRTE D Other Settings / V1)L %I, Scripting Define Symbols (&L £,

Script Compilation @ Scripting Define Symbols

ScriptableObject ZER LT —X2 O v Iz nEET 5

ScriptableObject ZERTA M. T—2eADYIEDBL. V=2 A—Ta V0 FEzHETS
TeDICIRIIBE T DED . BERLAVEHERZS SRS TICEEZMAPILKAD. FTALDLPTIL
EPa-IMPEELES £ . 7T AT AT =R TOIST—UAND AN HBEEZITS
BEICHEMTIHSIEOA—RICMNZ BT — LT —2ERETIET,

FDragon CrashersyldEEIRY % HITY, UnitinfoData 75X | ScriptableObject Z#t&L £,

BAVRAZAVAINEF AV DRI AT 1 MMEADRELE ENTVET, COT—RIIT—LTL15H
—RE DT, ScriptableObject RICAHEINT ADIRHIBELTVE T,

ScriptableObject |&7 =2 T+ ATV U ERLET,
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CreateAssetMenu /@113, ScriptableObject 7ty rDERICRIDIVTF AN Za—BEZERLEFT.RIAZYMIIF IV RITT I MOEH
HEZIR DB ScriptableObject B'% D 9,

Project 7Y RUTER N7 Y biE Inspector ZERALTELWMEZ A TEES,Unit Name
(A =whk4).Unit Avatar (Sprite) (Z=whk7/IN\Z— (X 7> })). Total Health ($81&7) tL\o7=HD
T9

Inspector ZfEf LT, ScriptableObject 7ty ~DEZ AL E T, CNSDMEIES —LTLARICELLEE AL

F—=LATIT I (CDHBEIE UnitController 7 Y) |&.ScriptableObject 7w h BB TE XY,

=

=MW R TV IEWC A >TH. ScriptableObject 7w kDT —2IZERIh AL,
XEVEEHNTIEY,
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Monobehaviour 72z k (ERI® UnitController) h, 7O T2 FA® ScriptableObject 7 —4#7 v hEBBLTUWET,

ScriptableObject TXEUZEHIL . BERELET. 7S~ LA TVIIMZHBHZHETH. AT IMDTEYMIBNT -2 REEZ—EERT D
I TY
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S—=UCTLNT DA VREVR%E 1,000 BMZT-ELTH. PEY MRS TUWBRLT — 422818
LETEDOLYRE 1 ERETNIE. —EMHIRIESNET,

= LOFREDNKEIAD, 2=y b OFEEEHE X TH. ScriptableObject 72w & ISIZIER LT BEYIIC
ELBZRBREIT T, — IR ESNIE Ty N AR T 31T T — L LA T — 2= FTEXT,

ScriptableObject (& 7' —LFLARIZELTBAEMNHZ 7S Vr—2a3>0—TT771ILD kit
T—2REFORDLDDICIEBRD FHA BN RS — LT LARERCT 7 MEZRTET B7-DICEDELT
J—£7A—TF.JSON ¥ XML OF— 2T L& 870, ScriptableObject 7w FEFAHAATH
AR=DIIRELFHA (BFIFISEDEERTY),

ScriptableObject (CBIT 3 ZDMDUY—X:

—  Create modular architecture in Unity with ScriptableObjects (Unity T ScriptableObject %z
BRALTED 2SS — T —L-T—FTIFvEERT 3)

—  ScriptableObjects Paddle Ball 7 7AYo~

—  ScriptableObject D FF a2 X2k

Assembly Definition ZfEFEL TRV FrDED 21—/ b=
EET 3

TEVTVE BEETRIR )Y A H—DREBNLBEMICEFEH. AVNTILEAD CH O—R
Z47Z1)TY.Unity Tid.Assembly Definition (7> UER) 771l (.asmdef) ZERLT
TEUTVEEEBTEET RIVINEARZLT L TIICEEDHBZ T EDa— /)L B AL
BEL.OVNTMIIBBEEZEBTEIEI. CNICEID. ATV T BT IAILED 72T VICBEHICIE
MRENBLED MDRIVTIADT IR ZEIBTEET,

TEYVITIERDFERICEDTOD IO —2 Ty T LTWTITAE—RIUTRDEILRICAST

LE53/Ald Editor 7#JL4—IC Assembly Definition Z{ER L. Platform ¥ LT Editor D& %5&R
LFT,
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Inspector ® Assembly Definitions 5% 7E
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Input System (C7vFTIL—FT3
FET7YFIL—RLTWAWGEIZ Input System /\w7r—JZREFR LTI I L Input Manager
EDHF L EDERABIRATLT. HOWIBEOANTNARZERLT Unity I>7 Y =1
TEFET, CNE “Input System /N —2” FFIEEIC “Input System” CIEENRE T, £/ UN
AVRERERBIE AN T o3> Ty b AT —LTL1O Yy ORBERDEO T R—FENT
BOEWEED S AT LICEARTAREIBFSAH DT,

IFLDIZATDIY—RZHER LTS,
— Prototype mobile games faster with the Input System in Unity 6 | Unite 2024 (Unity 6 @
Input System TENAILY —LDTONEA FERZIE | Unite 2024)

—  Getup and running with the Input System (Input System Z{E\L\iA& 3)

—  Unity Input System 7-video tutorial series (Unity Input System - 7 KOEEF 21—~ T)L)

a7y )0 —)L

Memory Profiler TXEUNI A=YV XA ZRELTS

Memory Profiler ZH$28. 7OV MDAEVFERRREEX Y T F v LTOMTEAXEIU—OD
BEXTBIVZRNCIOIME. S22 LEREEORBLICIRII B £, EERER (D —0O0— R REEO
LAy a BRe) ICXTURFTY T ay b zBEL. NS ZHE L TGEYICU) —XINTLZARL
FTSx UL EBHLET,

J—RTUY—REERT B EEIE. Memory Profiler THAITEZLS5481%HIT3IEHIEBILLT
ETVELAEBII=U%BITZIHICEBIDETIBDIFIRTENTICVI—ZAL TSI,

Memory Profiler DX Fw 73wk
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ProfilerMarker Z{EA L CitEEICR; E IS IA—FER_ETS

BehaviourUpdate D& SB—MHBRY—H—D FICESTINI/NTH—I VR T— 2R T BT TEL
FEE DRI D IERE AR RITRIM Z@R)ICRIE TE F 9, ProfilerMarker ZERL TRV —RTOYY
ICR—0%Z 32T ATV I DFMEZS OB ENTEET, TDEMRI Profiler O CPU
Usage ICRI N Unity Recorder THF v I FrTCETEIH/EDOI—REI/a>DE I THRRED
BYXINTVRH EHMICIRETIZ /O MEEORMNLRYyIEREL.O—RERELTZI N
BRICHEDED,

using UnityEngine;
using Unity.Profiling;

public class UnityTips :MonoBehaviour {

private static readonly ProfileMarker SetupProfileMarker = new Pro-
fileMarker(“Setup”);

private static readonly ProfileMarker ExpensiveProfileMarker = new
ProfileMarker (“Expensive”);

public void UpdateLogic()
SetupProfileMarker.Begin();
/] NIF—IAERDEVWERVHMEFRCZRTET S
SetupProfileMarker.End();

using (ExpensiveProfileMarker.Auto()) { //CHIZEEMICEAS KO
BT93

/] CCTIHEERERDDEIETET %

TASIMDNITA—I 2V AEBERETS

Project Auditor (Unity 6.1 TIE/NNyT—J LTEA) F. 7O I MDNTH—I VAT AR
TS5OT4 ZADMF . BENBBEERP RN R YD EICIRIIBE T,

HEDIVyoTTIOAD IV 2EZ XX v LTLARBDORI VTP UVH L KRERT Y M OBRI %
TUTATABBE IENRICEATEIHMBL R - RN TERD,
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Project Auditor @ Summary £a—

EEE}ZGTL% I//—J_:_ F‘i\ 15—\ %%\’[%E*E@ 2:“\ Ekgﬂu L:ﬁiﬁénig—o :THCJZD\ Xf')@i@%u%uo
HORBRIBGHAR—OAL I3V BRE IT—PEENOMLICEFTERTETET,

Project Auditor |Z.BIFEODEERERE (XTI L= R—=2RVU—X BREREILRAR D) TET
TR EHELET E5TB T HRDOR ML Ry I KERT7TEYMNEVWI—FZRHAICERTSE
7Oz ORIEIKRICHSTRIBOAIKG>TLES L ZRIFE T,

Project Auditor (& AR ZLIL—=ILE TN Z—EFERALTHREIA I TEET, FIZIE REAPRENE
FEAMNEESINTVRRFEDRAIVTIN Ty MRt SRA LD EILRZ—7y M RRE. TF X
EfE. e 7O LI MEEIREDIL —ILZREL T ENSD “NDIyvh IZEhETHRELIND
FOICLIEDTEET,
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TA=9>h—7

HhRaLlerp BHTHIMZFIETS

Mathf.Lerp(a, b, t) IFfEREFRE t £ 0 & 1 OMICHIBRLEZT.DED.a & b OEENDEIFIEL
FHAA—N—a—b (t>1) FRETUOE—2a—k (t < 0) DEHNURERIZEIE. MAHDIC Mathf.
LerpUnclamped(a, b, t) ZERELEJ, CHICED HRERSICHEIL IMECEMEEZHESTIRED

WRERBRTEEXT,

{

}

[SerializeField] private float start

using UnityEngine;

public class LerpComparison :MonoBehaviour

of;

[SerializeField] private float end = 10f;
[SerializeField] private float t = 1.5f;

private void Start()

{

/1t %Z [0, 1] OEEICHIR
float clamped = Mathf.Lerp(start, end, t);

/] BIRDEW t EZES
float unclamped = Mathf.LerpUnclamped(start, end, t);

/1 EAlF 10
Debug.Log($"Mathf.Lerp: {clamped} (t = {t})");
/1 EAIF 15

Debug.Log($"Mathf.LerpUnclamped: {unclamped} (t = {t})");

Unity TOILER lerp OfERSI

AnimationCurve Z7 = X=a N HERTS

TZAX—=2g3>h—TIL@BE . AnimationClip T JVHR—%> bk OFANTBEZT7ZX—>31d3

TeHICERINETH ERD Float EZENICHIHIT B HTIFT,

TZX—2a>h—Tld. public ZHE LT x> ) 7T Nz Zil Inspector THRETI XY,
REET—REEESVEILTRE.IVAR—M O—RTIEIMEAER EF ICLD.F—RHD

H—TORREFETETET,
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Inspector @ Animation Curve (P=X—33>#h—7) FONT+: V1)y2 33K Curve Editor DS WET7A IV ZRRLTH—TZ2HELIHBD
SATSVICREFETIED,

JOJEE Animation Curves, the ultimate design lever (F=ZX—3>h—  BEBOTH1>
Y—IJL) T TAJP IR TTZX—=2a3 v h—T &2 EATEIREBEMARE VMEAZBNLTVED,

AT O T—ILTIBE T ZER TS
ATV  BOEUTHN SR REOFUH LICKES CPU OISR AR 52T,
BRI T BT > NS~ T3, CEEES U B O — LA T T M ToBRIATE 57,

AT T—ILDEVAIR T FIVT—2a ldoTRBRDEY.GC (HAR—2OLU>3Y) ANV %
SIERITIRIDDBZDT ZBRDA TPV b2V REV T B I—ReTO771)> 093
MRV BIEE T,

F—=LFLAICRARZYBZ—DIR I ED TS TERBANAIDBMERHINEBEIE TSI T—ILD
FERERFLTKE IV LA TSI =S T =L OER D1 T VL BB ZHED
HBH.D—RR—ZADEHICHRZAEEDHZRITFENBVETT, T EDICERLEET—ILD
Z2EIRE T — LT LAICAREBEBRATVERRITZERICEDZIEHHDET,

FTST O T—ILDEFRICDOWVWTIE. e-book Level up your code with design patterns and SOLID
(FTHAINZ—>¥ SOLID TOA—R%ZLARJITvF) . Unity Asset Store hSER TAFTIEZZD
YT TOT I BBRLTIESIL,

FOMDI—2X

—  Use a C# style guide for clean and scalable game code (Unity 6 edition) (C#RZ-TILH1R%Z
FEoT )= TRT—ZTW 7% —LO—REERLLS- Unity 61F)

—  The Unity game designer playbook (Unity 7" —LFHA1F+—TLATwvY)

—  Create modular game architecture in Unity with ScriptableObjects (Unity T ScriptableObject %
FRLTES2Z— T — L T—FTI0FvZER T 3)

— Effective asset management in Unity with Addressables

— What you need to know about Build Profiles in Unity 6
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IDE &7 /\wo

== =
Debug.Break TE{TZ—FKHELLET 3
Inspector THREDEZHRTIRELHZHDD. TV —23> zFE#T—REILETE A EEE L
B & .Debug.Break ZEALTI— RN TRITE—BELETIE,

Debug.Assert T if A7 —bX2bZ73<T

Debug.Assert 1&FRELIEHEE TV FALICF TV L EDEMED false TERLIBEICAY—ILIC
I5—Xyt—I%RRLET. BICRITINS Debug.Log CIZEAD, 71— 3> (Debug.Assert) |
HEANDOREZIRET2/-DDHDT. A— FRDORIHREE IR T 2 FERE L TEDRIRMTY,

if (health > maxhealth)
{

Debug.LogError(“Current health is greater than maxhealth!”, this);

Debug.Assert(health < maxhealth, “Current health is greater than max-
health!”, this);
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I>TF A eHIC Debug.Log #ERAT 3

Debug.Log ZFRTRR. ATITON BEIFTS—LATSIMDOAVR—F N 25 2 518 LT
BTN TEET, CNICED. O Xyt—Th Console TEDAT DU MIEERITSN XvtE—%
V)¢ % Hierarchy ADOBEES ZA T oo AR TINE T,

Debug.Log(“Enemy spawned”, gameObject);

Dy FTEINTEERAYT—IVZEHIICES
Unity @ Console &.Debug.Log Xyt—IT—ED Uy FTF AL (<b> <i>.<color> X)) &

HR—FLTVET. CNZFERLT.OJHAO—EZBARTLIED. EBDIFLIEODLT RERICE
BERXytE—YZBUERZIENTEET,

Debug.Log(“<b><color=red>Error:</color></b> Player health is critically
low!”);

T\ O %= EILRDSEIBRT S
FNwg OJE7 APl IZBERUADEIL RIS BENICIKBREINERAZDLEOH. TNy IOT
OB LEAXZLXYyRTSyTL. [Conditional] B TELET,

Tt 9 B Scripting Define Symbol % Player Settings hSHIBRT 2 . F/\wFOFIEIRTIVINTIL
FWRAZED F T, CNiF #Hif... #endif 7)) 7Oy H—TOvITIVITEDERLTY,

Bl DWTIE.ZBE5D General Optimizations (—AMIAREL) H1 REBEBL TSIV,

Ao R T ST L TIEEB O RS TS a—
TATETD

YIEBEED LS I a—To > JICB L TId.Debug.Drawline ¥ Debug.DrawRay %> T 38ELT:
R T ROBISRZRE TR LAF v ATV DRBEICIRIIBET,

void Start()

{
// 2.5 BEESHMS 5 IZvrOBEBEZESIK
( , hew

2.5f);
}
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FIF LR T Debug.isDebugBuild ZEHAT 3

Debug.isDebugBuild ZFERAT2E. 7 VT —a > hHREEILRELTERITINATVWEHESHZ
RCEFEICNUCKD WU —REIFICREZE XS B OJEA B TR —T1 )71
REDTNYIERAI—REZXHAITRITTEET,

if (Debug.isDebugBuild)
{

}

Debug.Log(“Running in Development Build mode.”);

Application.SetStackTraceLogType Z&&E I 5

Application.SetStackTraceLogType £7-|& PlayerSettings DREIFDF v IRy I AZERLT.
APy —RZRRT DA A E—COBEZRELF . X2y T L —RIIEF T A BENEL,
HR—=DHEREIEET,

IT142—"7+1>RU®D PlayerSettings ® Stack Trace

A% NAZIIAXTS

Logger APl Z{FBT3 L. AAZL Logger (OH—) 1VRE2V AR LTRETE LDEELROY
HARES2—ILROOJHNERRTITEIEILLT>D Debug.unityLogger ZERATIEIHN
HBEOOA—%2ERTZ.0DHR. T E— HAF v RILEIDBANKHIETE £,

var logger = new Logger(Debug.unitylLogger.logHandler);
logger.Log(LogType.Log, “Custom log message”);

Visual Code > 3—bhHybhTO—o70—%2R&FK TS

IDE &£ LT Visual Code ZFERT3HEIE. XD 53—t vEk BMRIIDTLLS,

— Windows

— Mac
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= L= === |\ =
Console @ Log Entry ZsREL TG4 ZE5H S
T74JLETlFE.Console @ Log Entry & 2 IT TS Al ZRH2OICHEICRLET 1 T
BEITEZRELMEEEDRILTEET (TOEBGZER),.

Console @ Log Entry #72a>TOJDITHERETIE T,

ZDMD)Y —2R

© 2025 Unity Technologies

How to debug game code with Roslyn Analyzers (Roslyn 7+ S/ —T4 —Ld—R%
TINVTTBHIE)

How to run automated tests for your games with the Unity Test Framework (Unity Test
Framework T/ —LOBET AN EEITT3HE)

Speed up debugging with Microsoft Visual Studio Code (Microsoft Visual Studio Code T
TNy IT—o70—%RR1(b)

How to debug your code with Microsoft Visual Studio 2022 (Microsoft Visual Studio 2022 T
J—REFTNYIIEIHE)

Testing and quality assurance tips for Unity projects (Unity 7O I DT EMBIRIED
ER)
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DevOps 7—2 70—

Unity Version Control &>/~

Unity Version Control (UVCS) . %5 3FEDS —LRFEIZS AT 2. T I UICRFELEL
RT—=ZTNH N—2z EE LU V-2 O—REE V=)L T,

Unity Version Control % Unity 6 TE TICERALTWNIE. CC TN I ZRFOEFEE D MF—LOD

HEERICIRIDOTLLD.

Shelve & Switch ZFHA LT FERNBTERSCLL<EHDTFFTAITLT
E%¥93

UVCS N —IN—=232 2,71 B ool TeyhE2ERALT ISV FRYIDBXZ CFICIRED
EEE—BFNICFRETIRLSICADELI R T DEEE LR ICRELTHEICTIVERATEET,
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Unity Version Control 1> RIT YIDBEZLEDTZ>FEH ") v2 L. Switch workspace to this
branch (CDT7ZVFICT—IAR—=%YIDE R 3) B:BIRLE T,

Handle pending changes (REHRDZEEDILIE) TR

RIS EEZ5| THH —RFRIICTR I D EEIRL £ Shelves 77> 3V I3RAMICEBNTED. EEZ
BREILIEODBERLIED. F—LEHB LD TEXT,

Unity Version Control 7> R ® Shelves 27
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RTIFERTEETISFEL—2THITDIES

IOz MDITSUFEa—DEEICRST5. JO0—/NILE RRFPERT 2 FER LTI TF X
XZa—HWSEHE I FEIERRICTIET, CHUSKD TRTD UVCS FSv b TA4—L (Unity TS50
Unity Dashboard. 7RI by F 7 P )r—2a)) ILEWGF—LLBTIZUFRRIBLADET,

ERTIFUFIICHBRADDE” OFAAVHERTISVFURNDIAVTHFRIMNAZ2—T. BE
RRTIXY (ToEKZSR).

Unity Version Control @ “BHRADDE” 711>

TZFOAVTHFIARAZa—0 Unhide (BIAW = RiR) 773>

Oy 237 avicEb 7y FTr—2DIRKREER TS

Unity T70%2—F®D UVCS 73501 =AY L. 7Eyb 2Oy L THOI—F—ICL3EEZ
SN TEX G CNUICKDAMERPADT —HBRZHE R - TELVWIFIILICH T BV —DF%
HRTEEY,
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Oy o#BEZBMICT BICI File locks 270 Configure rules (CBEIL £,

File locks #7® Configure rules #7/>3>

RISAY I R—b2BWICTBIDICHERVRIMNIEELEDTSVF (BERIXIVTSUF).
BLVT7 I RFZRELE T,

Unity Version Control @ Create Lock Rule
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REZBITRIOEERICHT T EY R EF IO T IRLTLEE L,

Unity Version Control > 7F Xk XZa—® Checkout (FTvI 7k #7>3>

AY—bOYvI S RTFLOEFMICDWTIE. Smart Locks (AR—FOwWY) ODR—JSHBBLTIESL,

“Enable manual checkout for Unity Assets” TEE%#{3:&793

R—IUTEBVWT YR ERSBE 771V 2ZEELTREFI B L. EDT 71L& UVCS Unity 7571212
KOBEFNICFTVvITIREINE T LAL.COT—o70—TR . EEORMANIC MO 1—F—HRELC
IOy LTLESRIREMEN B D F T,

CNERETZICIG E\E 71I>% )y LT UVCS 7551 R EICHEL.Enable manual
checkout for Unity Assets (Unity 72V hOFEIF v o7 I M2BMICTB) 77 a>EFIRLET,

Enable Manual Checkout for Unity Assets 7/ 3>
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COREICED. 7Y D BHERNICFIVITININZ ETHARDERICHD X T, Inspector T
Checkout (FTVIT7UR) #72a &0y d38. 771 ILHRETEICAD. ZEED o DHEHb
OyvIHEREINET,

Inspector ® Checkout 7> 3>

Asset Manager

ETWTIRFF—T1F77AIINRBREDT Y 2BRBTZHDTORIILTEYNERBI AT LR
BLTWBDTLES Unity Asset Manager I gWHHTLES D70 FBEEBZZ77T7ILE &
BR—bLTED.F—LA AT IMETT Y E—LLRIC—TERE BB BB FRATITET,

Asset Manager 12 MBICBE LT ITTI U E—TI—R EETT02— Lt OBEEENLTERLEY,
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W¥HDI S0 —T7Ey M ER R BET3

JIJAVA—TI—RICED. AP TIMIBEAHBZITRTDF—LXAN—PREREDOE TIEREAHL D
MERHFEEENTREICARDET, I T2 —TJ—RE@LTC. ALY a >R EBEER. OLY
2avERETAS I MO T Y OB N—C 3V BREICLREREDESEITSI N TEET,

BETZIL72a>eRIZMRAHSN DELIBERO 77 ZERICT7YyTO—-RTEI37H.
TEYEDOBE P F—LLOEREEICLB L Ea—PHENFEICRDET ARILRXEZT—2T
TEybEBIETER T AREZLRET —ETIFERE FABEE. IR —Iv—D7F AN T-UT72
BEREDH LWAZT =T —ILREEZETEHIIRTOI—H—D Al BEZIBLEDZIZMAB
CENTEBZ D . 2EMICBEINE T,

Asset Manager @ D71V 2—TT—ATT7 v b &IZ/E

Dependency Viewer Ti&. 72y rOBERA—BETHOMD . ZE7 YA ESREL L AICEKELT
Wahhihh D9, ERETROMA DKEFEERERETEET,
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Dependency Viewer TD 7ty MR OHI

IT12—TIEREHRHTIL BT Y M EETS

Unity Asset Manager /X7 —21E Unity T70Z—CREINTED. T7—070—%HHdd i<
TEybEEEBTIFEY, 1A =)L Unity Cloud IC7tvbET7yFO—RL7D.Unity Cloud »*5
TEYREAVR—MLIEDTERIEN T TAH—DRERAF—T—RzBLTIRTOTOZ TV~
Mo T7EYMMITIEATEXT,

FI-CODITZ—RAV)a—avIlED TLNT ROV TM ZFOMOTOS T MER OV R—R b D
BAEALGBRRICED AT L—2a BRAEREIN F—AIXT— 70— 0REC SELICEFRTEET,

Unity T7r&—H'5 Asset Manager ND 771X
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BEDT7EY S ZMENICRDITBICIE FRECRE. BR. EHER. AV R-MRETI ILE—%
MIBESICLET T T UET7 Y FEOERERFRZESHICRE L X TAXIEEROTLNTY
BLRTUTINZERLTWBIGE RTUTILDAVRZVRE 1 D2REF 7y FO—RENE T, CHIcED,
AL =D RE L SN ABLREENHLLEINET,

Unity Asset Manager OFEMICDOVWTIEF A TOUY—XEZBEBLTLIEI L,

—  BiEFa—bkU77JL: A quick guide to the Asset Manager in Unity (Unity Asset Manager D912
HAIR)

—  Unity Learn: Unity Asset Manager: Quick start guide (Unity Asset Manager: 71222 —hk
H1E)

—  E2E: Introduction to Asset Manager transfer methods in Unity (Unity Asset Manager I
BFBEmXFEDHE)

Unity Build Automation

Unity DevOps Build Automation (M{EID&#E Cloud Build) (3. 75 7R ETEILRZER{ITLTT IO
TEIICHIATTRE AT > T L —>a /im0 (CI/CD) Ya—23> T, EILRE
D)—OEEZ LIF SDERBETERNABV)—IZTIITERDET,

Build Automation I EEDY—RABIBURISNIICH D TER CEEEHNN—a VBRSO ITAI
Ay EINES FHFLIFEFHTEILRZEITTALIICHETET XY, £7-.Build Automation I&
i0S. Android. Windows. Unity Web %R DEHD TSy b 74— LIS LTWR . TV 74— L4
CCICEBDEIRREZHIFIDIRENHD EEA

Unity 6.1 55, Build Automation BT 72— I|ZEL2ICHE SN, Build Automation OFREEFER LT
O—AILTSOoFOSRRBEIEEI RERTTERLSICARDE L

ELFREZF—LEFTHRELTBHATS

Build Automation /X4 — &, Build Profiles W+ >R 7zl Package Manager 51> k—)L
TEFET,

INWTr—S%A VA=V B EGERLIE A7 77)LOTFIC Build Automation Settings £ WL\55/LD
FLWEISavhRRINET. CNSDREICKD Unity ICKBEILROBEML A EZERTIET,
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Build Profiles 7> F™® Build Automation Settings £2>3>

Android.iOS. FDMEREHBE RNV ER TSy b T4 —LTIE Unity Dashboard TERELEHRZHRET
MEHLRHDFHLVEREERZER I 3IC13. Credentials ROw 7R DMEICH S New REV%
Vv ILFET,

CHUZED(Build Automation ZvaR—RIZFHLWIr > ROD I FLVEREBEREZIER TEX T,
SREEERE T SV —a Y BLOFEMICDLWTIX. Unity Build Automation RFaxX >k #8BLT
T2V,

Unity Dashboard DREEERFE V1> KD
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SREEE R % R1E L5 Build Profiles 1> RIICED.Refresh list 27w oLET, ROV IS4
DZMMCEREEHRAR I INE S EILREREIREIL R TO777IILICBEFNICREEIND O F—L
2HETHELTBIAETEEY,

Shelve and Build T EERDEEZTAM TS

HEZITWEILRZRTIZEBI TS S EILRTOT 7LD Cloud Build RZ>%Z 07Uy I LET,
ISR ETEILRIBHIRED XS,

EILRZO77-7)LD Cloud Build FE
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7O MIREBHROEENH B35S 1L Shelve and Build 723> RIRTE3L5 KON ET,
O—HAILDEBEEAXAVIRIININI Ty ad BB EIRTES O EEFOETEDTIAMNIRE
T,

Pending Changes (fREFDZEE) D Shelve and Build

REFOEEHN B VBE REFIVITIVLINTWVWR TS FORFAIVIZFERALTEILRAMER
INEY

Build History TEJLFDEW ZEBHL. b5 TNoa—T+ 20TV EREFVIY
(m ol - )

EILRH B E S LI <IC. TFr 4 —IC Build History D> R UARAIEH R EIL ROIREZFEEE
TEFEICOE2—TI . AJEEIRT—=T1 77O MNDT I EADTET S TN a—Tr0T%
BROAT>O—RBBZICEDET,

Build History 7>k~
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