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X AR AR S R P L TR 1

2. LA ILEL

WAL R S AR WA SO idn 4, BARTTS, g a4 AT
LA 1-6 HRIREE 5 470 9t

public class LearningCurve : MonoBehaviour

LearningCurve 23445 LearningCurve.cs U AR, 1XRENTFER], HATRZ —.

RMEEAFIIESS A4, IR R, RFEECAASI A IS LA R R AT .

47 Unity ] Project eli-Rih QI CHIEASIN, JAIASSTIR 4 b T iRaiat, WAt
ITH A . PRI A SO T Eap 2 M I e 5 Hdnds, R4
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A AL IR A AT REANILES . RONSCIE BAR T, (BRI S 5. i,
1-6 FHAHS 5 ATAARSIRATRERE T X M1

public class NewBehaviourScript : MonoBehaviour

WERA/NGIZEREA T, AEOLIEAZIRRERE. R ESTIF Visual Studio, #4
NewBehaviourScript 24 CHEIA I ZFRRIT]

1.3.3 [E& CH#xXF

VERNFLAE R R I—HB4), Unity A Visual Studio {4 HECR RN, X &k
EHUWRAEH A — AR TR MBRSUESASE, IA R — NP
H B[R KA AR

EEHiES

A, HEPPRLF IR TAER, ZEATME? WnAIERFEAL, THRITI
FHHAT LA FHEAE: 451 Unity "1 Project THIMR, M H IS 5L F% Syne Visual Studio

Project.

1.4 35

PATERR AR m— DGR IXAREE, AR RIS 5 BOT AR
B, FRRRE I

1.4.1 ifzia) Unity 3245

—EIHGNESGIIA, SinTae2e s Unity SO BRI, #8057 Unity
MREHRRARA B . S5 TR sl B TRER, e gl i e
SHEAFIE

1. KBE—THSEFMH

Yy s R RN %(GameObject, E7n7E Hierarchy [HHR H)#5A Transform ZH
PR TR RN B BEFEGER. s 2, AT UIESEFM 2R
HLH Transform ZH1F,

(1) 7£ Hierarchy [H#i F1i%H Main Camera X} 4.
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(2) H.id5 Transform ZHA4-A45 10 EI’JJPJZIK@*F, e 1-7 Fﬁm

© Inspector rvices E
¥ 'Main Camera [_] Static *
Tag | MainCamera 4 ] Layer | Default ]
¥ . Transform — @ 5 ™
Position X 0 ¥ (1 lzl-10 |
Rotation X |0 R4l 2o
Scale X1 X1 Z1

1-7 Inspector [HiI#R F[ Transform 41

MIRI&4%E T4

BEEF, Web DY 29T S5 F W Transform BUH, W1 1-8 Fizx. Unity HHY
A A A L IhRE . BRIk, anSARRITE O T TAR R E 25 S, AR

Bar.

€ unity | DOCUMENTATION e a
Version: 2018.3b (switch to 2018.2 or 2017.4) e e
* Scenes
B GameObjects
" GameObject Unify Uizes Maniaal (20183 beta) / Waorking in Unity / Creating Gameplay / GameObjects / Transform
* Introduction o components
# Using Components
Transform
: 2:;::’;&'“‘”'*"“ vath Transform Leave feedback  Ciher Versions
* Desctivating GameObjects [ rmcairo scawns |
= Tags
* Static GameObjects The Transform companent determines the Position, Rotation, ard Seale of each object in the scene. Every GameObject has a Transform
* Saving Your Work
£ input
* Transiorms
I Constraints
# Rotation and Grientation in Urity Properttes
* Lights
® Cameras Property: Function:
® Adding Randem Gamapley Position  Posaion of the Transfcem in X, ¥, and Z coordinates
Elernents
« Cross-Platform Considerations Wotation  Rotation of the Transform arcund the X, ¥, and Z axes, measured in degrees
# Publishing Builds Scale Scaly of the Transiorm along X, ¥, and 2 axes. Valus *1° is iginal sire (size at by Imparted)
» Troubleshooting
1 Editor Features ‘The pasition, rotation and scale values of a Transform to the i the
measured in warld space

1-8 =% FMH) Transform T[]

2. IER—ERESEZHK

e, BACEH T SHFM. (B, WREESER]S Transform ZAFFIZEN
BARGRtDm ], 1% EATE? IXIRF R—— N B WSS AR, R Faik
4 N 771 SWITCH TO SCRIPTING 4%

RIRN& % T 4
ZEFIG B 3)4:3] Transform S E A, & 1-9 Prs.
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{Qufi‘!y | poCUMENTATION Mol forkdiog AP a

Textureal
Tima
Toudh

Tree

Version: 2018.3b {switch to 2018.2 or 2017.4) -

O TouchScreenkeybaard

i | oo, |

Treeinstance

TreePrototype

UiCharinfo Every object in a Scene has a Transform, IUs used 1o store and manipulate the position, rotation and scale of the cbject. Every Transform can have a
Ultineinfo parent, which aSows you to apply pasition, rotatian and scale hierarchically. This i the hierarchy seen in the Hierarchy pane. They also support
Unvertex enumerators 50 you can loop through children wsing

Vector2

VectarZing using UnityEngine;

Vectord

Vector3ing T"'“‘- class Exomple : MonoBehaviour

Vismosd 7/ Moves all tronsform children 10 units upwords!

WaitForEndOfFrame void Start()

WaitForFixedUpdate {

WaitForSeconds Iﬂrench (Transform child in tronsfors)

WaitForsecondsSeaitime child.position += Veckard.up * 10.0F;

Waituntil

Waitwhile }

WebCamDevice
WebLamTexture
WebGLinput

Transform

romComponery Implemented in:UninyEngine CoreModule Leave fepdback Other Versions

Description

Position, rotation and scale of an object

1

See Also: The component relerence, Psis cass.

i

1.4.2

BUAE,

K19 ZHEHA

=
BEA—FRKE A, A, ZIFFRERELRIUEL ZRRLL A
W FTAAE B A TOT MBI A, RS S, AERAIUELE,

B CHRFIR

FAFEEI0—1 Unity BT 181315 M) 542 https:/docs.microsoft.com/en-us/

dotnet/csharp/programming-guide/index, 7] PATTE flfk i —%% CHICAY o

i

AR
LA EMF S CHITR, AFAR. B A TR RAIE, &F@mAFh. 4ok
BetHx, VA7 19 https:/docs.microsoft.com/en-us/dotnet/csharp/.

LB ——&Ek CHE

g ra i, &4k C#I1Y String 28, 411 1-10 .
(1) B EARHERHEPH Strings JFHI %, AT NRBIFE F #7(Language

Sections),

12
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Filter by title

C# Programming Guide

Inside a C# Program

Main() and Command-Line
Arguments

Pregramming Cancepts

Statements, Expressions, and

> C @ https://docs.microso’t.com/en-us/dotnet/csharpfprogramming-guide/index

Language Sections

Statements, Expressions, and Operatars

Types
Classes and Structs

Interfaces

r & O o

In this article

Program sections
Language
Sections

Platform Sections

See Also

Operators Enumeration Types
Types
Delegates
Classes and Structs
Interfaces Arrays
Enumeration Types -
Strings

Delegates

B 1-10 5l Strings B

MR &4 T 4
ATRAE RN 1-11 ProsiSEid . 5 Unity SHANE, CHSENAAERE 4
MRATE R, XHEME— AT Z AR AU T AR, WM.

BE Microsoft | .NET ams  NeTcom  MeTframewsd  ASPNET  damarin s Al Miciosoh o Searth O

Strlngs (C# Programmmg Guide)

antributars i @0 2

Houw to: Determine Whether a String
Represents a Numeric Value

A string is an object of type String whose value is text. Internally, the text is stored as a sequential read-only
collection of Char objects. There is no null-terminating character at the end of a C¥ string: therefore a C#
string can contain any number of embedded null characters (). The Length property of a siring

represents the number of Char obyects it contains, not the number of Unicode characters. To access the

indiwidual Unicode code points in a string, use the 5 nfe object

string vs. System.String

InC¥, the string keyword is an alias for String. Thevefore, String and string are equivalent, and you
can use whichever naming convention you prefer. The String class provides many methods for safely
creating, manipulating, and comparing strings. In addition, the C# language overloads some operators to
simplify commaon string operations. For more information about the keyword, see string. For morne
information about the type and its methods, see 5

B 1-11  Strings ZRAFHR T

1.5

INUEE—AL IR AR

1. Unity F1 Visual Studio JEZMERERIE R 2

2. ZHEARTE T AR Unity Z10F0NRER R BIARAD . AR EL AT AR 2
A% Unity A0 5L TERE L TG ?

3. AR KBS . SRS AT, fRidd T 202

4. findh CHIIAI AL Rl A I 52
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1.6 AENE

ABENMATIRZTEEE, VRUSF N HEE S — 20D, ARSI
THRNERAR . JRBPEIE « QU S ISFIEIAR LR 5 1] SRS 2 CHmfE A ik Nsid

Wi, AENE TIRZ EEEE AT REFRE TR, B, AR ESREX
Yl el le ATLCR MR LMo B SRR, Btk .

552 FOTFUAN PORFEAT TG IEEE . ARTEMEEMES . BRI SRR AR &
(), FATHASREAE LearningCurve A 140 5 55— 4700, 4!
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