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B H 4 PR TRE SO R AT B AR AS B v S, (ST Unity Hub Bratmi H .

5.2.1 JEiGsI Gl

1. EAREREE
FT 3 ## T4, 7F Project % 1 W A5 i, % #% Import Package 4>, ¥E# Unity b i %%
JE A Standard Assets, Bt Import #4015 A Environment ¥  Characters 5 &1 #1048 %
PSRRI 5. 2 Fran . ARl bR v B R A B EE — A 187 SR R O S L nT DU &
& = 4k M TR A= B, W0 World Creator.QuadSpinner Gaea %, 1] DIAR BN AN TR, Pl
LA Bl F SR MR ROR
Import Unity Package B
GH

Standard Assets for Unity 20173

»

Bm SampleScenes
v M Standard Assets
v m2D
v B Cameras
v B Characters
v M CrossPlatforminput
v I Editor
v W Effects
¥ B Environment
v W SpeedTree
v I Broadleaf
v M Broadleaf Desktop Materials
v ®Billboard.mat
v ELODO
v ® Branches 0.mat
v ® Branches 1.mat
v ® FacinglLeaves_4.mat
v ® Fronds_2.mat
v ® Leaves 3.mat
v ELOD1
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2. LHIB

7E Hierarchy % 1125 (A 4b 47 5 . £ #% 3D Object— Terrain fiv & 8] gt — A MK . %
£ Terrain, A] L 7E Inspector L & 1Y Terrain 41 14 ¥ & 3] Mesh Resolution J& ¥4, % &
Terrain W, NK 5.3 Fias, X B E Terrain Width A1 Terrain Length ¥4 100,

= v Terrain

Terrain Settings
Basic Terrain
Tree & Detail Objects
Wind Settings for Grass (On Terrain Data)
Mesh Resolution (On Terrain Data)
Terrain Width 100
Terrain Length 100
Terrain Height 600
Detail Resolution Per Pat 32

Detail instance density: 16777216

Holes Settings (On Terrain Data)

Texture Resolutions (On Terrain Data)

5.3 BWEMIESH

P Terrain, 7f Hierarchy #1& fik £ AL, AT LIAE Scene L 1& UL 5 2] b TE L 4%
HB B FRARPIE S WAL & . 754734 Inspector BB A Terrain 4 1 ¥ £ Rains/Lower
Terrain T.H , B WIFEZ, S8 5 72 I TRl T LR s 2€ 3 10JE L 4% 4 Shife 8 54 w2
MRIIFA LI R e N -

¥ Smooth Height T H, AT LIV 1LY , (145 # 0 2 J F 4K RAB 4 BEE . 7T LLSE
R it DR T FH /N2 R 4 19 L fe S P B RS o SRR AN [ A 28 R 5 0 T LA R T X
2 /N A T LU A 2 i I Ok . #E 4% Paint Height T.H SR 5 5“2 R Al
DU 7 TR L, 2 il b B S8 R an 18] 5. 4 iR,

B 5.4 2l e SR
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3. Ll

HEPE Paint Texture 22 8B, 4% J5 1% £ Edit Terrain Layers—Create Layer fiy 2 5 Il
HIEEZE, Kl 5.5 fros, X A~ 4E ] DL
BPAT Z B I 2418 B 2 55 7R E 2
rh R PR R L B G 1L B O 18] i 7E Terrain |
W, ERAE Tiling Setting H i & I 18 9 R
b IR B 2E R (Brushes) R/ (2R A 2 Edit Terrain Layers...

4. BHEBAKR o8

Open

Terrain Layers

PEFE Terrain A 1 (1) Paint Trees (%4
HiIA A T H, % #% Edit Trees—>Add Tree
T4 SR XS I HE , £ Tree Prafab BAL, X AERAE W AT LIPAT Z IMA Z DB, 7
Trees T UL £ S AT AL , 8 I 22 1h AR A 28 Wil 18 DR /0 L) ) 285 18 v B8 R HC A 2 880 SR R 7
HIE b By SRR B RDER B AR 2 ) 2] Terrain [ 18, 2 HIB AR ANE 5.6 iR .
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PPk Terrain 1 1Y Paint Details (£ #H140795) T. B, ¥ £ Edit Details—> Add Grass
Texture fiy 2 # H X EAE , %8 Detail Texture # A % B B 40T, W 5. 7 fin, XAEHE:
VEAL AT LUAAT Z A AR, R b feft 1] 28 AR 0 A Y % ok 3% B0 B0 DA L iy At 40 775 A
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Edit Grass Texture n

Detail Texture
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Dry
Billboard

Bl 5.7 BB AN

Pl 5.8 2o il A i I Pl A 2R

B 5 X PR R AR B T2 E L R S B S SH AIT S ORI HLAT DA TR K
AN OSSR AT
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7. MAXZEE
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X W~ [Gizmos ¥

B 5.9 WImKERRL

#$f Import Package—>Custom Package iy 4, % £ 2 S A fJ SkyBox. unitypackage %,
B2 AT LA# Project W SkyBox S i i R 25 & B #2463 Scene 3 AT D) 2o 35 PR
fn. 73 5 p % B Main Camera & ML, 78 3% 5182 B % £ Component = Rendering —>
Skybox fy4 R H G Skybox 24 . ¥+ Clear Flags % B & Skybox,fE Custom Skybox H ik
# Skybox24 KA, WK 5. 10 froR

© Inspector
@ ¥ Main Camera
- Tag MainCamera ¥ Layer Default

A, Transform

Paosition
Rotation
Scale
B v Camera
Clear Flags Skybox
Background
Culling Mask Everything
Projection Perspective
Vertical
®

Clipping Planes Near 0.3

Far 1000
Viewport Rect X0

W1
Depth =
Rendering Path Use Graphics Settings
Target Texture None (Render Texture)
Occlusion Culling v
HDR Use Graphics Settings
MSAA Use Graphics Settings
Allow Dynamic Resolution
Target Display Display 1
Target Eye Both
(1 v Audio Listener
& v~ Skybox

Custom Skybox

Add Component

B 5.10 A)# Skybox B
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TE3E B R b ik #% Window — Lighting i 4. 4 3 5 ¥ Ml Skybox 41, 7£ Skybox
Material FHi%E# Skybox24 KA E , NE 5. 11 s,

@ Lighting

B Unity 3

o 8

D i ar Ly iz

Scene | Realtime Lightmaps Baked Lightmaps

Environment
Skybox Material ® Skybox24

Sun Source ¢ Directional Light (Light)

Environment Lighting
Source Skybox
Intensity Multiplier L
Baked

Environment Reflections
Source Skybox
Resolution 128
Compression Auto
Intensity Multiplier
Bounces L

Realtime Lighting

Realtime Global Illumir

Mixed Lighting
Lightmapping Settings
Other Settings
Fog

Halo Texture None (Texture 2D)
Halo Strength ®
Flare Fade Speed 3

Flare Strength

Spot Cookie

Debug Settings

Bl 5.11 & # Lighting % 1
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L P B A 3T H A fAT R HL R A B9 75 X2 A Unity Standard Assets H13 AR
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gl Pl 9 A IR R W 5. 16 FoR L ESS — MU RERL St th &R . 7R EE
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T4 72 00 3 02 17 B Be e mT UK BUBR 72 B 35 b 7 Ok, i i 3% FPSController ()
Inspector & H ' First Person Controller (Script) ZH 4 7 i Mouse Look J& 4, BUIH Lock
Cursor ZH(RI T,

Standard Assets > Characters > FirstPersonCharacter > Prefabs

@ O
N NS

FPSController RigidBodyFP...

B 5.15 55— ANFRESHI A%
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B Wandering6 - SampleScene - PC, Mac & Linux Standalone - Unity 2019.4.28f1c1 Personal* <DX11>
Flle Edit Assets GameObject Component Mobile Input Window Help
@l O B 0@ X Hrivet Rlocal

o Game

B 5.17 H—WMA BRI
5.2.3 Bigsebhi
SEN R L R — A A R DI RE S L N RO A S P e 2 A i = (A
hiEE . B ) P A R L R SR AT WAk R R U3 S R R SR T A T RE
1. RmBkiEizsd

(1) #TIF 5 Wandering, 7£ Hierarchy % 11145 7 , %4 UI>DButton fir & #i dt—4~1%
., ¥ Button, 7F Inspector B 0 /1, B H 4 F &2 Automatic, WA 5. 18 AR,

O Inspector 52 Navigation

@ v Automatic

- Tag Untagged ¥ Layer Ul

Rect Transform

left

S D
3 Height

K 5.18 f&© Button &4 F

(2) ¥ Automatic ##4H . 7E Inspector A7, i iF Rect Transform 1% H 75 5 5 9 A0 v
B EERIUE S EAR, #i A Shifo SR ERUAR A0 B, BB B AUAE B AR IE R, He AR Al B
FUbRZC 8, B Automatic FAFEMFAE SR HER A2 N U7 . AHSCERVEMIIA 5. 19 R,

(3) FIH Photoshop # /A1 85 W45 5000 H 38 Ui #ic A AR , ¥ 4% 813 A Project
O 75 K’ A5 1 Inspector H, & B Texture Type ZE %I 34 Sprite (2D and UD), @1 1& 5. 20
fir 7



© Inspector 22 Navigation
Automatic
-
Tag Untagged ¥ Layer Ul

¢%  Rect Transform

Anchor Presets
Shift: Also v

B 5.19 B8

A—/r5:1:

EElo)=]

ERESE

=P

Static~

Texture Type Sprite (2D and Ul)
2D

Sprite Mode Single
Pixels Per Unit 100

| 5.20 EEE Texture Type

(4) 7F Project % 0 H, 3£ Automatic, 5% T B F#44 Text, 8% Inspector H Width
F1 Height A9 A 2638 K/, IF B Image 41141 Source Image A, W8 [ 2 & i " KI5 .

WG AL AR 5. 21 s,

© Inspector 52 Navigation

o i

@ v Automatic Static ¥
¥ Tag Untagged v Layer Ul

bis Rect Transform

©  Canvas Renderer

Cull Transparent Mesh

&l v Image

Source Image
0

Material

- BE T ®
(C

None erial)

B 5,21 SSRGS

(5) LATRIREA 75 30, B3 38 7 L S8R s 5. 22 B
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T e D7 T R A R R R L B RURR EAT L AR e S AR B S Bk ER . 3l 18 I
5B FEE A R, R R il R SRR, U G B B 2 AT 8 i, RT L) GE O
Animator # S BALIZ SR 5B . He TR IR AT ik 5 B A 018 I 3y im0 0 ) 4 L 0 ) S B
THHL W A 18 A TS A R B 3hiE .

1) OB SR R

(1) 4T File 3 A F 1Y Save as 7 2. ¥ ¥ 5 5 £ AutoWandering, 28 5 M (&
AutoWandering 5t ) Hierarchy % 11 77 3F 37 545 B4 04T )% 69 HoAth 44, 49 4% FPSController.
Canvas 5§, fU{ B 3 SOBERUFIAT O

(2) £ AutoWandering 35 ) Hierarchy & 0 W, 5 i i 8 5 # Camera S5 ML 1%
LR JE 1 FE SE B Window — Animation—= Animation iy 4, 5l i} Animation &l il % [, 41
[ 5. 23 iR, Bl Create #2241 . 8 B 8h il A AutoMaticAni. anim,

© Animation
Preview @ He |4 > Pl MM
AAutoMaticAni o

Add Property

Dopesheet Curves « @

K 5.23 Animation 3f il & 1

(3) iy Add Property %4 , £ # Camera i Transform J& 1, B EHLAY Position
Rotation & & JEYE(E . JBYEE WK 5. 24 s, Horb, J5HE 3 09 5080 S > 1 AR ALY 467 B AN
1R B BRAA

© Animation
Preview @ W4 14 B b o

A Carr

Add Property A\ Transform
2\ Rotation
A Scale

Wt Camera
i Audio Listener

Dopesheet Curves = .

K 5.24 JEPERE
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(4) 7E Scene &5t , 4% 18 JiF 1 1) BE & % 21 343 Pl Camera, # %€ T — 1> Camera fi
LA, #% Shifc + Cul + F A& 8K BRI M S Scene MM . KI5 1E
Animation & I Hh g 8] 5, B Add keyframe #EHAR N SCHEMT, WA 5. 25 FiR, BEE
WA R L B i A R — Eﬂ—fﬁ%fxﬁ@ﬁlﬂﬁ 2 %A . A5 E I ] SR
TE Animation % H H& 2l BUbR V& Sl AT L4 i B 1] 4 0

© Animation
Preview @ ke 14 > Dl »
AAutoMaticAni v Eod

A Camera : Position
'

A Camera : Rotation

L K B K IR R 2 2K 2
L K B R I B B 2 2
L K IR L S B N 2N 2
® 4 600 0 00
® 6 600000
LR R K AR R SR AR 2

Add Property

Dopesheet Curves « @

B 5.25 $RARHLINIE S AR
(5) il Animation X35 AHE o i« S 7 He L L 58 B Sl Y S
(6) M) Animation X} i% € J5 , 7£ Project 1 % £& AutoMaticAni 3} il , /£ H Inspector
B O, BN ) % Loop Time 30, BUH S Inspector % MUK 5. 26 Frs,

@ Inspector

:-‘ Autoh

Loop Time

Q Root contains position and rotation curves

K 5.26 HUH2IE Loop Time
2) 18 ol i AR
(1) EPEE AL Window— Animation— Animator iy %, ¥ JF Camera B Animator %
M. £ i %8 Create State>Empty A4 # @ — P25 MR A New State. 5 @ id F AN 1& 5. 27
Fi7s
(2) e+ New State, £ i £ #E Set as Layer Default State ¥ Hi% & b BN AT HIR A,
WE RN 5. 28 PR,
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Base Layer

Auto Live Link

Create State Empty
Create Sub-State Machine From Selected Clip
From New Blend Tree

Copy current StateMachine

B 5.27 FrEsmREs

Base Layer Auto Live Link

New State

Make Transition

Set as Layer Default State
Copy

Create new BlendTree in State
Delete

B 5.28  BROIAFIA R

(3) #E# New State, £7 ili £ £ Make Transition 4, 8% New State 5 AutoMaticAni Z
[BlRYEERE . [RIFE, E$: AutoMaticAni, £ i ¢ Make Transition #iv4, g AutoMaticAni 5
New State Z [A] By 4§42 , a0 &l 5. 29 FroR.

(4 BEARB B 55, EFE Animator % 122 Y Parameters, B+ 7 GRS D #%
B 7E 5 B9 T B3R BE B Bool , 1 A IR R A8 L, AN IET 5. 30 TR . 7E BT AR RO AE 1A
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Base Layer Auto Live Link

AutoMaticAni

K529  AUHESIRES 2 18] A HE

Hdi A B 45 7 IsRun”, 44 )5 T A9 52 SR AE , Q0 2R A Tk R 3, SRR S S 00 I (o
True; GARAET R PR, Rox L B PG EH N False, A ZE M4 IsRun #8146 (8 4
Flase, BNz 52 BE4E

(5) f#i 728 & IsRun % Animator Y& 2% B 5. 8 1k BAR B B £ New State
Fl| AutoMaticAni LR , 7E Inspector & H H, BUH Has Exit Time 1388, B« -+ 4
A7 IsRun, B E AN True, WK 5. 31 iR,

© Inspector 22 Navigation
mm  New State -> AutoMaticAni
B8 1 AnimatorTransitionBase

Transitions Solo Mute

New State -> AutoMaticAni

# Scene  o®Game W Asset Store > Animator E
Layers Parameters ® Base Layer

Qr + -
List is Empty

New State -> AutoMaticAni

Has Exit Time
Settings

A Cannot preview transition: source state does not have motion

Conditions

Trigger

IsRun

K 5.30 Al AR IR S A Y AR K 5.31 &E New State 3| AutoMaticAni 1Y 214

(6) EIFEM 7, #F Animator B 1 H1 3£ 4% AutoMaticAni ] New State B & 2k, B
CETIEALEN AR i IsRun, 5 B E N False, WA 5. 32 fis .,

(7) #£ AutoWandering 37 35 H R 3R [0 "4 61, 8 Sy v 0 11 8 18 05 [e] 32 0T T A PR b
J7 2 ROR WAL 5. 33 s . A EE BRI RS S 7 AR [ Bl i H A X BN TR AR
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© Inspector

mm AutoMatic New
B8 1 AnimatorTransit

Transitions Solo Mute

AutoMaticAni -> Ne

AutoMaticAni -> New State

v

AutoMaticAni

Conditions

IsRun v false

3) 18 i 3 i A 45

(1) 4TJF Wandering 35, O 1 SE 5 [ 318 W " 1% 0L EAT 3 Sk L A T g . 2R
Bl B S TN 37 S e A 4 R AR

(2) 7E Project % 1/, A5 8 i C# Script, EAF 44 4 AutoWanderingScript. cs, X5 My
T TERR P g an b A LAY, X U T SR RO AR S B AT S e Bk L
VLR35 AZE UnityEngine. Ul #1 SceneManagement, /i % AutoWanderingScript A SC 4
i 8.3 Hierarchy % 1WA Automatic” H shi8 "8 | . AutoWanderingSecript. cs U UIT

using System. Collections;

using System. Collections. Generic;
using UnityEngine;

using UnityEngine. UI;
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using UnityEngine. SceneManagement;
public class AutoWanderingScript : MonoBehaviour
{
// Start is called before the first frame update
void Start()
{
GetComponent < Button>( ). onClick. AddListener(OnClick);  //WiWr$i4H
1
void OnClick()
{
SceneManager. LoadScene( "AutoWandering" ) ; /1355 i %
}
}

(3) KT ABNEN R A 3his 1T, 8T 2 A E S AutoWandering 3 5 1 1y
Camera B30 H 5] %% AutoMaticAni, ##H C# Script, HA 4% & RunScript. cs, B H 2
F| Camera #1241 F, RunScript. cs 0T,

using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class RunScript : MonoBehaviour
{
private Animator ani;
// Start is called before the first frame update
void Start()
{
ani = GetComponent < Animator >(); //3k 3| 5hmi % Hl 4%
ani. SetBool("IsRun", true); / /5 B By i ] 2% AR = A
}
// Update is called once per frame
void Update()
{
}
}

4 BT S S A i

“H B AT LA R 8 R 3 — R OGBS AT A B A e 4 T 4 RO E 4
B2 S 18 37 5t . Unity WP B 7 ) SR R 5t (Navigation) J& LI Wk A 3h T B 1) —
PR A M4l T A& 3 i g 8 1 ) SN 45, H sl Az M T S 0 i A% . SIE B 3 A B L 22
G AR AL AR 2 A AT R bR SOk SRR B SR IR IR R B
SATHERH AL, Bk, A 30i& JiE g v] DL B Navigation R4k M., HARSRMT .

(D A& S AR E. ¥ AutoWandering 3% 5 o 09 BF A7 LA X 4 2 b, R 5 7E
Inspector i E H . 7F Static F $7 51 % 5 /) 3% Navigation Static, 5 T A X 2 45 ic 8 Navigation
Static(FHA T .

(2) BERE ARG . BEPESR LA H B Window— Al—>Navigation iy %, 4N&l 5. 34 i/~ ,
FES Y Navigation % H H, B l; Bake #5745 , 1% & Bake BEI R 1 (19 45 I S 40, 9 41 . Agent
Radius &} 0.3, Agent Height I8 &N 1,Step Height IXE 5 0.5 %, RiGH AT A



SIS S E R

i Bake #54H , BERT A2 ST RORS SECR AN 5. 35 FTR

O Inspector 2 Navigation

Agents Areas Bake Object

about the comp

Baked Agent Size

Agent Radius

Generated Off Mesh Links
Drop Height 0
Jump Distance 0

Advanced

& 5.34 Navigation # H

¥ m~ Gizmos v o

P 5,35 LA AR S AL A%

(3) BIESFHCEE, FrE— Capsule X} R Ity 4 A Player, 1% & H: Scale 4(0.5.1.0.5),
RIS PSR AL FP ) Component—Navigation—>NavMesh Agent 72 s & Player Xt 2 %15
FRFHZE

(4) HEETBAR S, BIn— 29K, 4 8 Nav_Patrolling, 2R, 81# £
A2 Y IEANE R Nav_Patrolling (T4 50 & AL 54 00 SC B &L 43 531 L) 18 i B U 5
2 ARG 1 W B AL DAY OB AL, OB S A AR NI 5. 36 B,

5) AU = 2B 3 318 0% . 7E Project #d O W& C# Script {0, iy 4 N Nav_
Patrolling. cs, S8 J5 BRI 9 2 B8 2h %I 4 Player 11, 344 Nav_Patrolling 21 {4 (1) j% 72 %
S AR Hp ) 18 Ui DG B 2 patrolWayPoints, Nav_Patrolling. cs fCH T .



#5585  EILERSRE @

&0 EventSystem
£ Player
v 7 Nav_Patrolling
@

& 5. 36

using System. Collections;
using System. Collections. Generic;
using UnityEngine;
using UnityEngine. AI;
public class Nav_Patrolling : MonoBehaviour
{
public float patrolSpeed = 2f;
public float patrolWaitTime = 1f;
public Transform patrolWayPoints;
private NavMeshAgent agent;
private float patrolTimer;
private int wayPointIndex;
// Start is called before the first frame update
void Start()
{
agent = GetComponent < NavMeshAgent >();
}
// Update is called once per frame
void Update()
{
Patrolling();
1
void Patrolling()

{
agent. speed = patrolSpeed;

/78 I B
/TR KM AF TR R R 1s
ALY

/1 REAR

/7B SR R 45 BR I IA]
ALY S FoNiSE TR

/78 ) 1 R RE A

if ('agent.pathPending && agent. remainingDistance <= agent. stoppingDistance)//%| 4%
//¥EE/NT stoppingDistance W3+ 45F 22 I [A], 75 W45 22 1 18] 2 0

{

patrolTimer += Time.deltaTime;

[/ R B (]

if (wayPointIndex == patrolWayPoints.childCount — 1)//f03 & &5 —A~45 5, W

/1959 0, 5 W+, FEERT [ 0
{
wayPointIndex = 0,
}

else

{

wayPointIndex++;
}
patrolTimer = 0;
}
else{
patrolTimer = 0;
}

agent. destination =
/74> BAR R AL
}

patrolWayPoints. GetChild(wayPointIndex). position; //#l&E F —
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P8 et 55 . Nav_Patrolling ZH & 5. 37 frs .

v Nav_Patrolling (Script)

Scrif A Nav_Patrollin

Patrol Speed 2

Patrol Wait Time 1

Patrol Way Points ~ Nav_Patrolling (Transform)

., Default-Material
/4

Standard

[ 5.37 Nav_Patrolling 4 4

(6) FHHLIRKE Player, $& A UTR AR IR ROR . R0 &2 SR AL 09 0y i, # SR DL E AE £
kA LR AL E EMB S R SRR E . 7E Project % 1 A &
C# Script 0% . A4 4 CameraFollow. cs. XS E Camera I, I K FE s X 4 Player 5
1 rh Y follow #13% . CameraFollow. cs fARG U,

using System. Collections;
using System. Collections. Generic;
using UnityEngine;
public class CameraFollow : MonoBehaviour
{
public float disAway = 1.7f;
public float disUp = 1.3f;
public float smooth = 2f;
private Vector3 m_TargetPosition;
public Transform follow;
// Start is called before the first frame update
void Start()
{
}

// Update is called once per frame
void Update()
{
m_ TargetPosition = follow. position + Vector3. up #* disUp — follow. forward =
disAway;
transform. position = Vector3. Lerp ( transform. position, m TargetPosition, Time.
deltaTime * smooth) ;
transform. LookAt(follow);
}
}

BT RS, RAE 255 = AFRX 4 Player, W 7] DL % # Player B Inspector
% O T ) Mesh Renderer, BUH &) 3£ B 7],

3. RE5EH

“IR (8] AL R D RE SR N B 18 i 4 3 5 Bk FE 200 06 3 L R T L Y T BE R A R R
¥ iR i R

1) “IR W7 HE LA SE B

M 1R S R ], B e 2K A shig i s i A ghig e o L 2R 5 kA 2w
Wise, “IR LA RS S BackScript. s, g 58 5 B BackScript. s SO B2 Hi ik
F| AutoWandering 3% 5t 1) Hierarchy % 0 #1Y Return #4H F, BackScript. cs fURS T,
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using System. Collections;

using System. Collections. Generic;
using UnityEngine;

using UnityEngine. UI;

using UnityEngine. SceneManagement;

public class BackScript : MonoBehaviour
{
private Animator ani;
// Start is called before the first frame update
void Start()
{
GetComponent < Button >( ). onClick. AddListener(0OnClick);
ani = GameObject.Find("Camera").GetComponent < Animator >();

void OnClick()
{

ani. SetBool("IsRun", false); //8him S, B AR
SceneManager. LoadScene( "Wandering") ;

## IsRun Jy False

2) B L Y S

IR RIR A SR RS iR R S R LTS i R G A R S R )T, BT LA
ECE AR A UZ A AR aE e O rh R A A AR 2 ExitScript. cs. g 58 U K
ExitScript. cs H i A Wandering 35 i) Hierarchy % H H % Exit %4l . ExitScript. cs {05
mrE.

using System. Collections;

using System. Collections. Generic;
using UnityEngine;

using UnityEngine. UI;

using UnityEngine. SceneManagement;

public class ExitScript : MonoBehaviour
{
// Start is called before the first frame update
void Start()
{
GetComponent < Button >().onClick. AddListener(OnClick);
1
// Update is called once per frame
void OnClick()
{
BApplication. Quit();

ZEi. H EEBUEA A ISR B £ 5B, i $E File—DBuild Setting #iy 4, 76 5 H 1)
XTEHE T, 435 # Wandering il AutoWandering 37 5 U8 I 21 Az 5 3% 5, B AT 38 3o 4% 61 52
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File
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—

5.38 A EIEUFS A SNBSS

5.3 ERZS=RIBEE

5.3.1 LEnald 5Ea

HF B ER N, AT LRI S s R S AR 7 X R A % 5 . 7E Project B H
o, % £ Import package— Custom package fiy 2, 7£ ¥ H AU & 11 A i ¥ POLYGON
City Pack. unitypackage, X &H Synty Studios &I — NS MA@ 25K . . EE . LW
FNIREE 5% 77 AR 22 008 %6 74, T 7 Q0 A 1 3T 1) 22 3008 IXUAR e A

S ARG TE Project & POLYGON city pack SCfF3¢ , #% 3] 3 X T JF scene
SCHFEJET ) DemoScene. unity, A] LIE S 40 E 5. 39 Frnig sk,

¥ Standard Assets—>Characters—>FirstPersonCharacter—Prefabs—FPSController.
prefab U4, 44 HHi B, 3] DemoScene 3 5t v, 8 8 B 5 3 1Y 67 B o “ a8 47 " He 4, B AT 5K
WA — AFROLAR H FE, TR BT Bk %kl A1 — 1 Cube JF A% 4 1 v
JEE T e JBE 43R TS Al 4R TG V2 3 3 1) A7, BT ) 4 IR lE 4 5 Mesh Collider BRI P i — 3%
R T 1) il 42 355
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¥ m~ Gizmos v o

& 5.39 DemoScene 3554 5

Bk AFLR 8 i RGL e L TRT .

(1) WM Scene, 7 Hierarchy B B 4 7 % 1 Ul— Image, 3 ¥ Image B H
background, ¥E# background X} 4, ¥ Inspector & O, #E4F 84 Ay Al 8, [F ) 8
Inspector % H H1 ) stretch EIHR , BB ] LI background X 248 2> Ul FEE 5t

(2) 5 A bg.jpg B I3 1, £ Inspector FE S BL IS AN Sprite (2D A1 UD , #
H AN Apply #4848 J5 8 HoAE 93] background X2 Image 4 Sourcelmage W1, t A
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(3) % background X ¥ HN T JC % Button. 52X Button 4 # } Nature, il [& Button
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(4 A T4 f Start. unity, 78 H A 3 Build Setting # [T Scenes In Build % #E
t JREER IR Start %S 0,

WZEHAT, £ Project F — LTI T 4 A3 5, 4 % & Start, AutoWandering.
Wandering #1 DemoScene, ] I File 3¢ 8 1) Build Setting % 1, B LA T B bR B 226 =
fth =4~3% 5t )\ Project % M4 B N B Scenes In Build & HE i, BT UAS 3 52 2 H — 1%
5. Build Setting & B WK 5. 41 i~

Scenes In Build

v Scenes/Start

v Scenes/Wandering

v Scenes/AutoWandering

v POLYGON city pack/scene/DemoScene

Add Open Scenes
Platform

g PC, Mac & Linux Standalone <4 g PC, Mac & Linux Standalone

== Universal Windows Platform Target Platform WIREAWE
Architecture x86_64
Server Build

Copy PDB files

Create Visual Studio Solution

05 tvOS
Pra PS4
iOS ios Development Build
=rs PS5

"\ Xbox One

|ﬁ| Android Compression Method Default

C. Leamn

Player Settings... Build Build And Run

[ 5.41 Build Setting & &

5.3.3 YstkiLig iy

AT IR ROR 28 i — > Start 35 nYy UT S 80, 43 50 fis & 15 18 58 1% 1Y
Wandering 1 City W35 i E %, Hp, Wandering [ T R] UL B F & 4N, B4 B “ H 3)
17 4% 4 R M X fig . 72 Wandering ¥ 5¢ i H A A9« 1 7 4% 4 AT LLIR 0] 3] Start 2 45 3 5
Ul, A4 /& Wandering fl City {E—3 5t 9@ iF it 2 rp, HE4E T Esc $# B A2 E 18 3F . &
M%) Start E& 455 UL UL S b g8 74 8 0] DL R ip 2 )y, B i B il 5e . et
1f AR BN I &, — R il UT ST e £ A 3 AR Y, 0218 i 5 2 v iy 5k (el AR
HERAY,

1. Ul A EZAS MG = E

1E Project % M WA i, # # C# Script, #4242 F A Control. cs, LA IF ,

using System. Collections;

using System. Collections. Generic;
using UnityEngine;

using UnityEngine. SceneManagement;
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public class Control : MonoBehaviour

{
public GameObject UIlbg;

// Start is called before the first frame update
void Start()
{
Ulbg. SetActive(true);
}

public void Return() {
SceneManager. LoadScene(0) ;
Ulbg. SetActive(true);

}

public void Quit() {
BApplication. Quit();

}

public void LoadScenel () {
SceneManager. LoadScene(1);

}

public void LoadScene3()

{
SceneManager. LoadScene(3) ;

1

}

¥ 5E UG 1Y Control. cs fAHSH: 2k Hierarchy % H Y Canvas 7 I, I3 1 bR
R E Control 441y Ulbg A background, i} Control 4443 & WA 5. 42 AT/,

v Control (Script)
4]

U Ibg r background

5.42 Control Hf & &

iy Exit %4 . 7€ Inspector & 0 #1% & Button 4 F Y OnClick O FH 4, %0 Canvas
¥4, IRk Control. Quit L, AT OnClickO B B E 5. 43 Finw,

On Cliek ()

Runtime Only ~ Control.Quit

A Canvas (Control) (C]

Bl 5.43 JEMEEE

[E)BE 57, 43 91 Nature #2415 & Button ) OnClick O F 4, %l Canvas ¥ % I 1%
# Control. LoadScenel {4 7 %, City #4# i& & Button F A OnClick O F 4 % I
Canvas ¥ 2 31 #¢& Control. LoadScene3 Z4 71k . i G (R 47 5= Start.

2. B PR Esc iR [
1E Project fd MW A4y, # # C# Script. R 1EZ PN Getout. cs AU UIT .

using System. Collections;
using System. Collections. Generic;
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using UnityEngine;

using UnityEngine. SceneManagement;

public class Getout : MonoBehaviour

{

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

{
if (Input. GetKeyDown(KeyCode. Escape)—>—Input. GetKeyDown(KeyCode. Home) )

{

SceneManager. LoadScene(0) ;

}

}

T Wandering 35 , £ Hierarchy & H A % # FPSControl X 4, ¥ 1% % Getout. cs £
# H 5 — WA FPSControl X4 & [, F &, WL FE A Cannot restructure Prefab Instance % 4
% 0,81 Open Prefab #4HRITT

¥TJF DemoScene 35t , 7 Hierarchy % 1 Hp 3k 7 FPSControl XT 4 , [6l B 7 3 8 A2 B 4K
ih Getout. cs #HF| 5 — MM FPSControl X4 & I, XAE L AT DL 523 7E 18 i 1ok F v, mT LA
Fifi BF 38 5 4% Esc 8% 71 3 Start &5 Ul H .
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Scenes In Build
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