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3.1 iiAMIAY AIGC itk

TR EATE B X e Pl 3 G TE BRI Tipdiorh a2 82 1T A48 L AR 2 e
AR, NIRRT SE R E R/ XA @R RIS, REIBONRY Al
WA, AT AL IA SE A A 28, AR YA IR EHOC RABF Tir xR i . 7E58 1
T, R4S RSN Unity BORIASA —SEIERIA AR, (Habm i A 2 ATl xR T X
BEAEAT R, R R AR BAS EA T S PR B 2

311 GUEBA

TiE Xk 55 2l i S AL, AR K Lk A A R, R Y R TR AR R v
(frame)”, A[FEBIE, SEFI SRS PE ARG Ry, T ZE AR B o< 145
VESZE M 4R 4 A — Wit T, XK SEHE SY (real-time rendering ) AR, THEXRIAIAS
FCA AR K —EB A3 Pl 2 B R — i B R AR, SN UETE TN, (R REE KR
ik A RIE

RGN TR WIS BARR], AR AR P it Ems A X, 205 P il
] — R T AR B R R — A T, O — R BRI X R AN R D fig
53 G AR T8 FEAR R PR G b X IR T &AL, 5B —Fh oy T A
AT, HRET RS R — A, SRBERTE TIK, B My k2
SRSy, SEAREIEEAE, Frel, AP ZRE A U ES R A, ikt
PSTINR7) FE s s

TR 1 &, S el B RIAC T RS, X AR . AR
Ja 2> A sh B 45 12 AR — BRI AT 44 NewBehaviourScript, 2R AR 4 B AR i HAK T GE AN [A]
HoA THETEM, FFERIEANIhae i rEwms, XA DUE SR F2 sl E A -
fiifi, PEFE Rename i T H A4 . (HFFEEEIIE, S T ACRS A9 AT 3520k F A BAPME,
SR FU SR 2 S5 IA 92544 (class name ) PRFEF—E, WK 3-1 Fis

TE Unity 2020.3 MU Z AT, A XS 5RA AR, WH2RA1545 B Can’t add
script, Nl 3-2 FR . BUHTRT EEBURA A BT AT I A, FERIA Gl & x84 3047
Bk, FrLL, MR TE A4 25— Bk A S S IA TR 2R A R B — B

M Unity 2020.3 A FF4f, Unity SRVFIA S FZEAA—F0T . BUAE Unity il &%
A DG S AT C# RS, B SRS Y public 28, IR LS imeta SCIFOCHK, AT
PITE Inspector HVIEH & 2 FIZIARLLE, BMERLZ 50N BAREAR L ARFA
— 2, AL TACHS A AT RN A BAME, S EZUEICC 4 5 ER AR, X2 Co 4t
X FI Unity £t X 38 FHZ %€ o

Frit =z Ak, HHAET Unity H2iR5] public 28, USRS internal s3%&A U5 [MEMWAF, Al
RETCIEAE iR o TH IER R o QR — AN S T 24 public 28, Unity 29655 —
A~ public ZAERIZIMAL RS, PIE I — SO HE C—> public 25, REAIRVE
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M Project

4+~ a

v % Favorites
Q, All Materials
Q, All Models
Q, All Prefabs

v @@ Assets
» Im New Folder
I New Folder 1
I Scenes
v (@ Packages
» Im Code Coverage
» Im Custom NUnit
» [ Editor Coroutines
» I JetBrains Rider Ec
» I Profile Analyzer
» Im Settings Manager
» Im TestFramework
» Im TextMeshPro
» Im Timeline
» Im Unity Ul
» Im Unity Version Cor
» I Visual Scripting
» Im Visual Studio Cod

a i
ke 0 x =

Assets > New Folder 1
B cameractr

© Inspector a i
Camera Ctrl (Mono Script) Import Sett @ §
L Open | Execution Order...

Imported Object
Camera Ctrl (Mono Script)

Assembly Information
Filename Assembly-CSharp.dll

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

public class CameraCtrl : MonoBehaviour

{
Jf Startis called before the first frame update
void Start()
{

}

» I Visual Studio Edit
/f Update Is called once per frame

void Update()

A 3-1
J AR 4 5 B R K4 R
F—%

B Assets/New @

Can't add script component ‘CameraCtrl because the
script dass cannot be found. Make sure that there are
no compile errors and that the file name and dass
name match.

<

BRUCHTHEE—> C# A, BIAS R 2 A Sl AR il —LE SRR A0S, BRI

[ 3-2

L] AR AE R A B AR 3 &

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

using UnityEngine;

public class CameraCtrl MonoBehaviour {

// Use this for initialization
void Start () {

// Update is called once per frame

void Update () {

}

ARG AE A using B FHIA T =445 0], J35)J& System.Collections, System.
Collections.Generic 1l UnityEngine. FIPI-Mig44 28 e ST CH# —LEBEREZEAE L, 4n
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RULEXT C# A HIHEY, IB2XTHTH A~ 44 25 (B W% G . UnityEngine i 45 25 [A] 1)
FJ& T Unity 51880, HIEE L TF251 8P i X0, X =428 B2
S, R E L TIFZEI ke & I —82, Irlfa a0 g —A A &8 2

I 2 [ JE MR A —2, 7EABIH, 2844 CameraCtrl /& MonoBehaviour 251
JRAZE (F28), 7 Unity TG FTA BIARESZL 4R R L2 2R & R B2 A s R
Start() 7771 Update() 77k, A, A& HADI & hryE L, BARM AR
#3-1 R,

& 3-1 Unity ABRERTZ
Tk e B
HIAPETE A TG ETEN R IR TIEAS ) i, IR AT 5 — WA i

Start W, I EEAEFTAANY Awake() J7 AT o2 IR A2 B
vk 5 Start() PR, AT T WU AR, B A e

HEARE AR S F B SphR A
Update ARG, WSO, R ICIARIERRAToN fH YRR AL

i A Y Update pRECER B A G, PR B S8 A, BE o7 ik ml TR 2L i
LateUpdate | ASFATIIF . B0, iEKTE Update() J5 ik B2 EAI A%, iR BEY AR B2 AL AT LLTE
LateUpdate() J5 ik B SCE 5
W7 AR B AR, 5 Update() iR, (HAS 2 A0 —K, i 2 LA E /Y
FsF A1 (A1 Pk A T 34
OnGUI 7T AL EE GUI Fi, 5 Update() J57E38M0), FEPR S 7e s —wigii
OnEnable  MIIAB IR AIZ A, AREHTHRRET
OnDisable | A J AN AT s AR ARS TR Z 2, e T RET

FixedUpdate

2 3-1 Ry T /08w O, BRILZ A6, Unity BIAS P8 R AR Z,
A0 TR I RlE 7 1) OnCollisionEnter() 55 =773k, DA T 78 AL UL (1 OnGUI() 55
#HTAEE, T —— 3, BUUEE 2% Unity B 7 #2459 Scripting API #5 Bl
BUER

A DUE 3 — AN/ Mo LR R I — N R R R AN [
FFEIEE—~ CH# A, FALIT A

using System.Collections;

FTH—~Hr Y Unity i H ,

using System.Collections.Generic;

using UnityEngine;

public class Test : MonoBehaviour {
[/ BRI IR
void Awake () {
print (" Mg ") ;
}
/AT T
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void Start () {
print (" JF4h ") ;

}

/) BWETEI—1F

void Update () {
print (" HUT ") ;

}

}

A A IS5 1 MainCamera [, 48T LGS TR 5807 %)
% &, SRRIBATIE TR, BT E7E Console WLET K £4TEN I B4

FEAGIR, TTLAEE] W J7ik N B G TE Console MBI FHEITEN i —F 75 , “IF
W W ERATENOR, 25 “HAT BRI R A — W ST B — 77
DA F B2 LA 7 s T LA B VR B 77 2 AT,

3.1.2 (M AIGC HEhiwiz TR EIZERZ

i LR AGE X Unity FF &5 58 7 LWL L, 427 8 Unity O LKTE S CH
AR AR WIS sS4k, & BBV B BK 3) Unity 4= API, {940 Transform
Rigidbody ZH 185 & UI 38 H 4% O D RERH

PG /N IARTE R G, TR R AR O i ARE R CHIRE —A
Unity JIAS, #5440 Test, U7 Awake(). Start(). Update() =M EM AW, 20lEHS
JTEHATED “MefE” s “PUT” o MASERUS, 18 SR AG S PR [mle [ S & B ASAE
MARES FARA =TItk WAL “HmA7 “Zhl7 Bl . $i
“RUEHT SR Hedl, BIRTHERG DL 2 H BB —A> NewFile.cs A, JR2ii T ahiEk
JIIAS 2 FR, R HAHE B 2 Unity 501 H /) Assets SCHAEIE

3.2 BEEHHT

SRRl R PC P B liF ki 240575, il G Reslh . Bk, Homeke
TR, AT A Al — SR I S B X i A0 S ], D) 0 g 4
PEAT T RIET PR ZAERIEAR], ZRITA SRR, ERAE TR RiREH
PERNRIE S, FEARTT R TR 2 X =R

3.21 ETEH

F T IR TP i oA UL BB A T, Unity $& 0 0 e 88 gl e T i) A IR 2
Input.GetKeyDown() 77, #EHEVE N SEALR Bk, — BT, kKRR
True fl, AWRIE False {6, 734k, HFWMVTHEE RPN, W EERAAET G2 TR R
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NI W SR R S &, B AT IR BRI Update() J7i5H . (el RIztT
Al FH 2RI RO o B B — TR A T I, ARSI

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

using UnityEngine;

public class InputTestKeyDown : MonoBehaviour ({

void Start () {

}

// BT Update () Hik
void Update () {

/7 T B T IHTENE B

if (Input.GetKeyDown (KeyCode.A)) {
print (" T T A ") ;

}

if (Input.GetKeyDown (KeyCode.B)) {

print (" T T B ") ;

} B Console i
Clear v Collapse @s Ao @0
}
[02:53:57) #F 7 Al
} UnityEngine.MonoBehaviour:print (object)
[02:53:59) #&=F T B4

){%Hzl]zlgﬁﬁ}é ) ){%;H\:é}lzﬁgiu /H:%:‘%?X“ZX{"% Q UnityEngine.MonoBehaviour:print (object)

[02:54:00] #& T T Ali#

J: ;J;—)l-lﬂ? %EEI%JA? R E;F%r%—‘ ?ﬁﬁi‘ H;J— , %,l ;J:'E‘F %ﬁ_t E/‘J UnityEngine.MonoBehaviour:print (object)

[02:54:03) T A%E

A %ﬁ B % R j‘jt/i\/—(jz Console *jﬁ[ﬁ EFI ZJ’T El] )Fﬁm 0 UnityEngine.ManoBehaviour:print (object)
2 . [02:54:04]) HrF 7B
Ol Ll 3-3 B, Q’

UnityEngine.MonoBehaviour:print (object)

[ 3-3
3.2.2 afesEm REZEXTEHITHRTEE

PERERSEE, SRR AL N A F R, MR R A S, Unity
LT Input.GetKeyUp() 77k RGP — A #AE . S FFFEFE—8, S8 8%
BRE, PR ik & S 5 R F] True {H, 7503 [F] False {H, X 75 24E Update() Ji:
IR, AR

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class InputTestKeyUp : MonoBehaviour ({
void Start () {

}
void Update () {
/) MR AR T T BN B
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}

if (Input.GetKeyUp (KeyCode
print (" fARZE cerl1 B ) ;

}

if (Input.GetKeyUp (KeyCode
print (" fAlfT Alc g ) ;

}

if (Input.GetKeyUp (KeyCode

print (" fAlLZSAgEE ) ;

.LeftControl))

.Rightalt))

.Space))

{

{

{

B9 5 In B AR S0 E B 2 L, PATIR AT AN 3-4 s fkas i o

B console
Clear = Collapse

@s Ao @0

[02:55:24) {ste=fa4t

UnityEngine.MonoBehaviour:print (object)
[02:55:26] &2 CrilR

UnityEngine.MonoBehaviour:print (object)
[02:55:30] iaie=ig6
UnityEngine.MonoBehaviour:print (object)
[02:55:33] {42 Curllid
UnityEngine.MonoBehaviour:print (object)
[02:55:40] faiesiEh
UnityEngine.MonoBehaviour:print (object)

3.2.3 KESHH

A 3-4
AR AL R AT AR 15

TEHFREH, R BN R — R B A BRI 00, LU S B Bl X S 142 e
& NINEE, WU EE A K AR SRR B RS N ARSI T T, Unity AL T Input.
GetKey() JIERFIWEEL R T IFEAL TH RS . WMk SRS 400 FH0E, flF
TERh, REIRE, MOkl G R SR B KA R AR, BARTEIA iy

EHIEZS% LU U

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class InputTestLongPress

/7 BEE BT UL

int limitFrame = 5;
// 7 UIITERL A
int pressFrame = 0;
void Start () {

}

void Update () {

/] RS T RO

: MonoBehaviour {

if (Input.GetKey (KeyCode.W)) {




/1 HRAETT e

pressFrame++;

#3338 AIGC RN ESFHE 75

/1 BT WUROR TR B WU T B S

if (pressFrame > limitFrame) {

print (" KIEEE ") ;
}
}

/1 BRI WO A A R I R A TED

if (Input.GetKeyUp (KeyCode.W)) {
pressFrame = 0;
print ("pressFrame:" + pressFrame) ;

}

MR RS T i, A8 it pressFrame 2%
TEREH T —R AN 1 (1325, H3) pressFrame
YA R T HLE B OEUE, BHFEEATER “K
FROE” PISCTR RS . RIS TEHERRAT,
A7t pressFrame FYHUEIAZ, DIMEH T KK
FEFTEME BN EAE, I HF pressFrame (1241
BUEATEIH R, KPR — IR EL o, 2
JPIBATRCR anIA 3-5 iR

3.2.4 RIEESH

B console
Clear = Collapse

@s7 Ao @0
[02:57:19) IEERGE
UnityEngine.MonoBehaviour:print (object)
[02:57:19) RIS
UnityEngine.MonoBehaviour:print (object)
[02:57:19] £ERGE
UnityEngine.MonoBehaviour:print (object)
[02:57:19) FETRGE
UnityEngine.MonoBehaviour:print (object)
[02:57:19] pressFrame:0
UnityEngine.MonoBehaviour:print (object)

[ 3-5
RERHEKEFEITORTER

“TH AT AR SRk TR R E LA R, 3R RN b R B0 IR i 28 58 e
Jo AT B Ak 2 R AT U R B, I Unity W45 T WA A R BB JE v, BI Input.
anyKeyDown Fll InputanyKey. P& )X 7 FRIA 4% FMEES A, FHREREEE

Bt . AR

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

using UnityEngine;

public class InputTestAnyKey :
/7 FE AT R
int anyKeyDownFrame = 0;
// ARAEAT R
int anyKeyFrame = 0;
void Start () {
}
void Update () {

MonoBehaviour ({

/) UAEEEEYIE T anyKeyDownFrame P8 B 1 FFFTED
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if (Input.anyKeyDown) {
anyKeyDownFrame++;
print (" & FMEZEHWE . " + anyKeyDownFrame) ;
}
// BETEEW K anyKeyFrame JFG AN 1 F4TER
if (Input.anyKey) {
anyKeyFrame++;
print ( “‘fﬁ#ﬁff%ﬁ%f@@ﬁ " + anyKeyFrame) ;

}

PUTRIFIR P 2R3, U AR, InputanyKeyDown HYIR{EARH True, NI
{H°H False, i 4HUEN True B, anyKeyDownFrame A8t #R<s A AN 1, W HAT 26, W<
{75 it anyKeyFrame &5 [ /i 1, 401& 3-6 fis

B Console i

Clear ~ Collapse @i Ao @0
[02:58:23) ErF{EEHIMEY: 1 =
UnityEngine.MonoBehaviour:print (object)

[02:58:23) {RFEEIME: 1

UnityEngine.MonoBehaviour:print {object)
[02:58:23) i{TEHR0EY: 2
UnityEngine.MonoBehaviour:print {object)
[02:58:23) {iE{TERMEY: 3
UnityEngine.MonoBehaviour:print {object) [ﬂ 3.6
[02:58:23] IIZ R 4 )

UnityEngine.MonoBehaviour:print {object) W TRKkiEEETHRE T EA

3.3 BhdHE

15 PC et UbRIOBRIERE 28 R R B rO/E ], A et it AT 2 s, A
Tt PR REAS SE U AT B4, i L F ATZE KR 23 PC e Y bR A AR A AR =i . 3
VLB BAR A Bl . WEhREE . A diAE, Unity 515 RR0E MENT X SEHRAE, ot T AR XS
JOL AR N 5 o AEAR Y A B 40 b B ) = NSRRI O T 3

3.31 ETEH4

TEH ULEY FPS S Jelexk b, il B AR5 B A5 0 3 A S B 2 id ik
FUbRTE SR N SE LAY . 7E Unity 42045 /K287 Input. GetMouseButtonDown( ) J572:
FHRFNT AR AL T, WRgEE T, WERME True 6, A0, iR False, 7T,
B SRR AWHE T 0 BRI AR RHE, THASE 0, Fos AW Blbs A R 59k
T WMASE, RRHMEIRAEEEHIE T HASE 2, FoRFIW s h 2
BAZ T .

BRI 2 GRS
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using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class MouselInputTest : MonoBehaviour ({
void Start () {
}
void Update ()
{
if (Input.GetMouseButtonDown (0))
print (" & T BbRZHE ") ;
if (Input.GetMouseButtonDown (1))
print (" # T BARGH ") ;
if (Input.GetMouseButtonDown (2))
print (" # T EARTHE ") ;

}

R IAAR SCH B 3 5 AT TR R LI PAT, B BbRE A5 Game BLET P23 Sl
BUARZCHE . A5, TP, 45 R2TE Console MLET FRATENH R, 4nl&l 3-7 s,

B Console i
Clear v Collapse @2 Ao @0
[03:00:51] HErTFEtRPE
UnityEngine.MonoBehaviour:print (object)

[03:00:52) EFEUFAE
UnityEngine.MonoBehaviour:print (object)

[03:00:53) T RlirAEE

UnityEngine.MonoBehaviour:print (object)

A 3-7
HTRAER, £, TRENTHEE

3.3.2 faEFHEH

S5 FFHAEZER), Unity WAL T Input.GetMouseButtonUp() 77 1 FH 2 J] Wy BRbms 44
R ERGOE, HESHS RGN HAEe M Yk Biri e, J7i5& 1] True
{E, R A False, EARMEF AT

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

public class MouseInputTest : MonoBehaviour ({
void Start () {
}
void Update ()
{
if (Input.GetMouseButtonUp (0))

77




