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Unity HP R 3 38 G 2 480 62 $00HHE 57 0% A B0, e T] 38 24 Al 1 1 25 4 o T 4L 1 2 5 B B A
I 58 1 SR AU Xk X R AR — A Transform 414,

5.1.1 I3 RBEE

Tk Xt 4 & Unity 488 P i BB A S . Unity 22 Project AN, Y5 24
We xR X G AR, 7E U AR 3 o R g e YL AR B RO R AR Y R T 4L A e Ll L SR L T R AR
PR RS . R SR Y AN AR TR b E X Ui R 3 S it DT R 00 X G R i N 42
WHERAL T 6%

25 YR R X G2 R — ol T B A AR X R U — A Transform 20 {4 , LA B R G AT o] F54
o B2 3E Ry VR IR A R P A RE A L AR PR R SRR R RO A L BT i o g s o
i H R — A R — AT AR B A BRI, T B LU . AR A AR R Y X 5
SR, AT LAAE R G P BN R B F 1A . Unity A V2 AR B9 8 B 41 0F 2880, o] DLl A
Unity A AP $I1E B & LA,

5.1.2 BIKXMR Inspector BEHR

Tp RO G 1 20 A AL 2 5 T W R0 Gl 45 PR LA 9 7 4 . RSB AR B SE T )X R 1Y
HIALAN DI BE » 3555 AN [ 34 2L A0 PT LK L5 AN [ 10 0 U G 2L Il e 0 R 14 20 AP 4 9 S 7S A 3%
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Uiz XXt G2 1 Inspector TIAR H - LLJT (8 1 P BEAT 22 B B e . 5 40 7E Inspector 25 41F L7 b A
oAty — 6 Jm 4 L U 75 P B2 1B HE  Name 24 5K Tag P2 M1 Layer JRHBEE A WA 5-1 PR,

© Inspector

@ 'v| Main Camera (] static =
7 Tag MainCamera v | Layer Default  ~|

5-1 X IT S BT Inspector R _EHE M

5.1.3 GameObject £ F] gameObject 3L

1. GameObject 2
GameObject &2 TG fif A R LK. FEMA T, GameObject 28484 T — 241 77 1, R FAE
ARAS H B AT L 46 A R A IR RN G 22 (] A N7 T R R 0% T R A S o ST B3k A ) e e ke
Z LA, U R E S e TR S W E . — B R UL, 7 Inspector [ AR ' i 7R (1 )&
P #BREE I AS h 3R BURMB B, GameObject 2847 — S0 25 Jy 1 vl U E 4 T (3 5-1)
% 5-1 GameObject & HET X

y;] 73 Ih RE
GameObject.CreatePrimitive() A —AFR G A EA 3D X4
GameObject.Find() ?‘ZEU#E@*A@ F oM name [ FER X 42
GameObject. FindWithTag() — N tag VEAR LAY 15 Sl kXt £
GameObject. FindGameObjectsWithTag() IE]#/\JEH tag VEFR R AY 15 B 1iF Xtk 6 4 5l
GameObject. FindObjectOf Type<<T> () FERMGZ R T, Camera) iR [l — 4> %F 4
GameObject. FindObjectsOf Type<<T>> () %“’#““’*ﬂwzﬂ T) 3% [l X 4 $e 4l
GameObject.Instantiate() S AL — A X4 4k 7R Object (5 15

2. gameObject &4
JZS 1) gameObject Ay 4 2% 25 1if B A 1) i otk Xof G2 52 43 o 4 AR A5 W IA Bl v/ 22 5 00t e 6 42
G s REA BT . MEG R T — DU G, 3% L8 JE 4 X B T Inspector [ AR
TR 4R 1&] 5-1 Hh Y 8 1 . gameObject & FH AL 51 28 1t AR B3 75 125 T LSRR B ORI (GR 5-2)
% 5-2  gameObject 3£ il 9 B¢ 52 )8 140 75 3%

B E by 13
gameObject.name SR AT G 1 4 F
gameQObject.tag e B *k X 5 1 s 45
gameObject.activeSelf BRI KT G2 1 YO IR A
gameObject.activeInHierarchy SR IBUE R X6 G 19 8 DR S (32 A0 X G 1 5% i)
gameObject.SetActive() PSR DS E N LR INA
gameObject. GetComponent<<ComponentType=> () FEHUZ U AR X 42 - 1Y) 48 R A A 1
gameObject. AddComponent<<ComponentType=> () R AR G2 S TN Ae 2 T A 1

5.2 wIEBFEXRITR

A LAAE Unity & 8 a5 G g i e 0 42, o mr DU i AURS 3 25 1t i e xg 2, 1 7T DL 5 A RS
2t 8 T 0 R0 R A
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52.1 GIEEZR 3D MNR

7] LU 3 GameObject 28 257 ¥ CreatePrimitive O Bl 8 — N7 75 JB 1 W A% e YL 2§ 1 iE
MR g 1 R A 3D JEAR T 5, G H H Ol 1 FE AR 3D 3 AR X 5 RN A T AE A AR IR A5 (0,0.0) , BRIA
RS AYFEAR 3D YERE X 5 KA — 3, CreatePrimitiveO 7 B IEAI T,

public static GameObject CreatePrimitive( PrimitiveType type);

CreatePrimitive) J7 1 i 2%/ Primitive Type, Primitive Type 2 — #2825 8 4 & () 3 A

3D X AAT .
PrimitiveType.Cube / /L5 R
PrimitiveType.Sphere / /BRI
PrimitiveType.Capsule / /IEHEAR
PrimitiveType.Cylinder / /A A
PrimitiveType.Plane / /T8
PrimitiveType.Quad //IETTIE

R H A 785 LR 404 MeshFilter . MeshRenderer , BoxCollider 1%, SphereCollider,
CreatePrimitive() J5 ¥ A BETEIZ 4TI < L, 3k 4 3 R 15 00 1) O ok 2 75 ] 3k 6 20 (R 2 B 1 AL A R
. RGH P ENHE  BeNEsEmE R s A S MR XA, —RIEXT,
CreatePrimitive O 77 &R T LU 42 F , JCAUMCRR IR A0 3

52.2 18X 3D NZREMK

W 1t CreatePrimitive() 7 142 AL 3D XF 425, il LA B % 3D X 42 49 45 F @ M, 0 4% FX (name) |
FR% (tag) 7 (position) &5, B U7 Xk X 42 00 & FR AL B, 7] LA IE 3 name J& ¥ #1 position J&
P ARAS AR,

GameObject cubel = GameObject.CreatePrimitive (PrimitiveType.Cube) ;

cubel.name = "SLF{R";

cubel.transform. position= new Vector3 (cubel. transform. position. x+ 5, cubel. transform.
position.y,cubel.transform.position.z);

[5) 5-1] GIEER 3D FEXRITHR

; (1) i@ GameObject 25AY CreatePrimitive) 7 A8 JLANFEAR 3D %4, M ST &,
SRS b R AOR

EPPSE (2) FEMA ,7E StartO F P 45 A6,

void Start ()
{

GameObject ob0l = GameObject.CreatePrimitive (PrimitiveType.Plane) ;
ob0Ol.transform.position = new Vector3(0, -1, 0);

GameObject ob02 = GameObject.CreatePrimitive (PrimitiveType.Sphere);
ob02.transform.position = Vector3.forward * 3;

GameObject ob03 = GameObject.CreatePrimitive (PrimitiveType.Capsule);
ob03.transform.position = Vector3.back * 3;

GameObject ob04 = GameObject.CreatePrimitive (PrimitiveType.Cylinder);
ob04.transform.position = Vector3.left * 3;

GameObject ob05 = GameObject.CreatePrimitive (PrimitiveType.Cube) ;
ob05.transform.position = Vector3.right * 3;

}

(3) AN LS EHEEHL, BT HOER I 5-2 Fros.
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52 Il 3D HAX RIEFTHE (Scene ME)
[ 5-2] €& 5XS5 LA OIF:%

U @I —A 515 5 1B 55 0 L 2L P 05 S — A7 i
(2) Biak— A RS IR AR, T kRS 7 (K name JBPER) 4 B 55 ik startPos B
AT R AR B WL S 55 TR IR BN PR 0045 U § IR 9 BLAG 4T 5 B v s
Yl 35 AP T AR ER S B 5 AT (B — 17 88 G4 A ) B Bl ) — 2 2 0 A 45 . R B o B

(R 14 4 I, A % TR 8 DR /N 45 BG4 R DR /N 9504

int k = 0; /1785 k JESL TR name ZFRIT S, WIARIE N 0
int startPos = -2; //7EH startPos Je M — TGP ARG E, L 5 B, R PI IR {E A -2
void Start ()

{
for (int i = 0; 1 < 5; i++)
{
startPos = -2; [/ —THREAE startPos WIMR{HE E—F
for (int j = 0; j < 5; j++)
{
GameObject cube = GameObject.CreatePrimitive (PrimitiveType.Cube) ;
/ /5 —> Cube
cube.transform.localScale = new Vector3(0.95f, 0.95f, 0.95f) ;
/ /¥ Cube 4 lE4i/Nh 95%
cube.transform.position = new Vector3(startPos++, i, 0); //¥K & Cube L &
cube.name = "cube" + k++; / /¥ HE Cube [ name J&

}

(3) 5 BIANMKZ EHEBHL BT BRI 5-3 Fros.
RN U AR B B — > Cube 375K AR & — L Y . .

XFR L RGE I AN E A3 E IR s AT ROR B

53 FimltF

n

Unity il {4 (Prefab) J& 7] 5 A 04 I 48 6F 4 98 06, 9 i 14 2 5-3 $BEES5XS I
Unity H—~JE % 520 A8, FH o] LU | I B R0 77 6 T ok ot EEITHR
G R AT LA L M R D R 5 A R S — AN T R B
T A4 T LA R e 680 G2 A AR, 38 Ao T80 4 42 T LA A b Ml B A I H AT R b 0B i, 2 T

5.3.1  Fuml#Ek

Unity H1 . Prefab JEAF i 7E Assets WG — Bl BRI 0t Ak 28 58 B¢ U5 AN 7 (8 24 8 52 1T R At 26 4B
X — P . L UL Unity B9 3500 5 28 90 A0 | e B R A7 B i 0onr 5 52 81— A1 A
Xk G2 9 BT A LA T P R 90 XS G 2 R ) R R B
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AR ] — > LU E 75 3CBE B 5 0 X X G an— A E e s A @ (NPO) Gl H L T — A4
Yy 1) 224> Mo 05 s BT T I H B 243 5 i LB IR T  BOM RAE L AR RO R
(HlCH BT B el — A TR o 33X LY SR it 52 ¢ 00K b 22 47 TR )y o) 2R G2 T L A 3l
R P A B AS [ 25 T (6 I 300 00 2 A A8 o 98 o O 380 R B

Prefab T il 9% I & — Fh G IR R 2 A7 AR F T B Assets SO v i) — b il =0 &2 fd T )
e M X QAR L AT LAE S 55 rh B S Tz B AR B SE . TR AR T DL 2 R A 2 A R R
In—A BB b A T B R — DS BRI L B AR TR S () B e B IS R 1
AT LA R 2 R WU A B S e . AN I T A AE 2 D S0 R Assets R TR AR AT AT o B
o 3 e S CRE [ BN T BT A S A T 2 AR N A A 0 s A S 4 I AR R AT AR TR Y 2 A
5 5 b Q) A Y S50 A BE IR S 0 R AE Hierarchy WA P LAE (B s . HEIE S THEZ A9 L
o B 00 52 2 0 RJZ R A K U AT DU

5.3.2 GIEHIE

1. Bl 2 75 il 44 9 77

B T 08 7 A P RR  — R 04 TR 1 BCTE prefab SCIFRTE

B—Fh 51 NSEBR e £ Assets| Create| Prefab, 5t 8] 2 7 — 4~ a5 Wil 4. #] LA g 48 9% =5 T
il 4 535 AE Hierarchy 18 Az, 38 £ A8 22 WA 3900 4 04 B0 Xk X5 42, #i 3 a2 42 21 50 H T AR
Assets W12 23 HUH 1 L.

9 R J5 ¥k AE Hierarchy WA B G B 5 79 J5 0 X6 G B 452 4 2 00 H T AR Assets HX R Y
T A% S e rh GEE O prefab SCEEIE) o 23 B 8l B £ — A 1] 40 X 52, T 0 0 2 i A 190 44 1Y)
— A5l

S — TP R S B — A S T 7 G 4 A 3 B b X G B 2 B A b AT R s 5
TR T R DA G R 0 G R A B R R . — M TS R vk R — D B A g
T

2. Hl iR

B Y T G 2R A O WA 22 2 R X G I R S AT LS e U R A L A TR A
2 HEIR S R AT 4 B L g B 58 U L B Hierarchy 1 M b 0 76 0 4 /N85 3k o BIVATGE o 4 4R 2

5.3.3 [RIsTEIAER T TR

SR IF AN I BT A 18 T ] 42 S5 £ 8 a0 200 J2 A [R) ) o o SR A B SR 4 g B 8 S 4] g O At 52 451
AME L AT LA # Original Prefab B 5 B A4S 710 44 52 6] b A9 3% 8, 38 0] DL A1 g3 15012 g A8 4K
Prefab Variants, #1 & 5-4 Fri~ .,

JE A T 4 ( Original Prefab) #0144 48 44K (Prefab Variant) 4 4 A R Wg 2

ks AE —AE W A SIS AL # X5 A B E— A B A9 B0 B
R,

(1) Huifi Original Prefab # #0410 @ — > J5 46 W01 CF B, W S50 08 B FSHNCF A B4 R, &
AT 2Z 18] 14 4 i B AN 52 1]

(2) Hiii Prefab Variant #2401 @ — A S0 28 14 AT, U0 F5080 £ 28 14 AT sl £ A 640,
HOR i AL R BHE A 525, Bk A A BB, B2 ik Al b6 & & 4%
. RSB AL B WU AR S R4 AR, X FE R AR 28— B AR
N B YRR, TR S BEE AR H R TE AR B AR IR Z
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R AT H AR 22 i B T R T E B R ER B R A A CSE R BT R — &
T BRI E L T LR R A . 20 A BT A A T 2 BB DA B B AF A AR AR T A 2R AR A U
e 58 — A U AR R AT XA A 2 B AR AR R A2 AS e IR 3 2 R £ A2 A AT LA
PRA5 5 Bl A AR [R) 20 S B ST DLOR B [ A 09— 2e w1k . X el LB AR Z S9N .

TEIH JT 2K J5 30 2R A B0 5 FoU i R A A A 0 B A TR AF AL R R P L AR TR
TR VE X B F AL B SO A AR T BRI A A Y. K T DU AT 5 D) RE L SR OF AL
F1% Jo 1T 5 IS TR AR AL D7 O R e P TR AR AL XU A G B T 1T AR A B9 Tnspector TH
B4R F Overrides #4541 . 7 A7 8 o BRI AT 40P 5-5 Fri

Create Prefab or Variant? © Inspector

ﬂ Would you like to create a new original Prefab or a ﬁ | | Cube Variant | Static ¥

variant from the existing Prefab "airplane'? hd
Tag Untagged ~ | Layer Default v

Prefab @ Cube 1 ®
! Original Prefabi ‘ Prefab Variant | ‘ Cancel ‘ SRS = S Open
5-4 M7= P AR X 5 Bl B2 T 44 X 1E AR 55 WmHHTENESEES

5.4 SRHILFEIRIT R

TE Unity X0 G 520 4k 3 2248 (9 2 AR 7 5 b 00 %0 G2 st £ (Prefab) @1 7 i Xk Xk 5 19
REFE L I AR T T X B g AR P — A R iR T ROk B A A BRI X R . T
Unity 5] % w065 G 5251 43 18 601 3 5% b R s it ol 74 ok Az i3 55 vh B il o0 42

5.4.1 HEPIREVERL

SR 5 i AT LG, E AR B R P T A

1. WREK

GameObject Y ## A& T5 % FindO ] PLSEBA R 48 E X R . Find O Jr &0 m BB 40T, 240
name N B A XL name JE M, IR B N GameObject 2851,

public static GameObject Find(string name)

2. XK LG4

GameObject #k 7K | Object B A J7 5 Instantiate O , 18 2 32 0] 1k 2 8038 & 19 % %, B
SR AR R T — Aok . TR SR X G006 B LB KNS SR AN BB
A KD —H, MREANAR R F PR (HLUE Assets B IR A 09 76 % 52 , W] 58 B
K I KT G A B A A R R

public static Object Instantiate (Object original);

public static Object Instantiate (Object original, Transform parent);

public static Object Instantiate (Object original, Transform parent, bool
instantiateInWorldSpace) ;

public static Object Instantiate (Object original, Vector3 position, Quaternion rotation);
public static Object Instantiate (Object original, Vector3 position, Quaternion rotation,
Transform parent) ;

public static T Instantiate(T original);

public static T Instantiate (T original, Transform parent);

Instantiate) 735 IS BN 5-3 Fiws .
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& 5-3 Instantiate ) FiEH S

S E5d ifiz A
original TS AL i B X B
position S8 £ X B 1) A6
rotation S A7 Ak X G 19 5 I
parent S A X G B4R TE 4 Y AL B

AR LB XT QA E TG ZS RN true, W56 46 %) 48 AT HHE 5
AR FR U A false , S 31l £ X 52 001 JH A0 6 52 A A

T original TR BRI T X4

f& A9 original 7] L& GameObject 8y # Transform, 4 0] DL &A1 45 & 40 1F 1 i xk 6 %, 0]
PIEG S ARG W n] DUEFURAE . WR original J& TR, sw B ok i X 5 B 8 7
A A B R

Z ¥ original J& GameObject il Transform iX F Fh 28 &Y, W] DUAE AAT 2 09 W X 3T 4, Kk i
A B WER T S A Transform 444, a0 AT ARG,

original & GameObject 251,

instantiatelnWorldSpace

public GameObject obj;
void Start ()

{
GameObject.Instantiate (obj) ;

}
original & Transform Z$# ,

public Transform trans;
void Start ()
{
GameObject.Instantiate(trans);

}

Z B original Q152 AR A 4 (41 Camera) , W HBEAE AL &2 AL (R 0 e e Xt 42 . b an )
TG, T AL A Camera 214 BT 4 (A0 F AR P AR I T Camera H X4 4578
T cam,

public Camera cam;

void Start ()

{

GameObject.Instantiate (cam) ;

}

3. KHMEX R KB R

Instantiate() J5 2% A7 1% [W{EL, AT DL 45 %0 R LU 5 22 0 T . 24 07 125 3 (0] {0 70 28 T fL %) 52 14
SRR — B D A 00 1 2 R e S I I 008 T 3 D 2 5 5 6, R T A R A O T i A
BT JER a2 B 4 . AF Unity AR 240 Iz B A1 00 .

public Camera cam;

void Start ()

{
Camera clonel = (Camera)GameObject.Instantiate (cam) ; / /58 il 2 B 5
Camera clone2 = GameObject.Instantiate(cam) as Camera; /M as BEAEART 52028 AL 4
Camera clone3 = GameObject.Instantiate<Camera> (cam) ; //ZH

Camera clone3 = GameObject.Instantiate (cam) ; /2B, HAE A
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[ 5-3) 6% 5X5 s At 1

o S oo
ks 5 x5 B I

(D YA E—4 Cube, Hr i — 40O T, KA B 45 Cube, B 1~4
(2) it GameObject ZERERZS Find O B % B F A Cube X4, K 5 7 UG A A 52 41
ik Bk il 5-2 LS .

int k= 0;

int startPos = -2;

void Start ()

{
//7E 3R ik X 4 cube, IE 4 25 & cube
GameObject cube = GameObject.Find("Cube"”);
for (int 1= 0; 1 < 5; i++)
{

startPos = -2;

for (int j = 0; j < 5; j++)

{
/ /Bl cube 1 —4~ 5246 obg
GameObject obj = GameObject.Instantiate (cube);
obj.transform.position = new Vector3(startPos++, i, 0);
obj.transform.localScale = new Vector3(0.95f, 0.95f, 0.95f);
obj.name = "Cube" + k++;

}

EE LD A A, GameObject cube = GameObject. Find (" Cube") #l GameObject obj =
GameObject. Instantiate(cube) 7] L & F A —1740 S GameObject obj =
GameObject.Instantiate (GameObject.Find ("Cube"))

(3) IBATRCR AN 5-6 PR

5.4.2 FuHIHEYSLEI{L

A 55 A HE 1 b e AR S P S B — S XA Cube, 5-6 EITHRE
XA XGRS bR bR TE I, A A B 47 5 R Game 1B R
k.

1. EXREELE

TESZBR R B 2 0 E L — A B & B EETE Inspector T AR 1, SR 5 ¥ 3% & b Cube
XF G A TR A R TR B 4 R AN A A

2. Unity P A BT EHH

Public A A 742 84 Jay 48 &, — M ih = P #EA L H 2 Unity JA g 0 A 728 5 HE R IK .
Unity i # 85VE 8 — DT AL S B g B PR 58 A — D Re bk 2 A b ir 7 i A A A8 1, 2
W BN FE Inspector TARH ., FTLLF M A IZAF A BRME, K EBITHEFEZLEMHE, EEE
B AT IAE BR0I% AR i {E L 28 B S A R AR (RS O s ORI R

(5 5-41 BRI 5X5 LA EE A& 2

(1) 24 5-3. 7€ Assets LI T A% prefab SO, {37 5 A 47 9 4% 4 Cube X4, i
F| prefab SCAFJ B, DT A g — > Tl 4F Cube. RSG5 Y Cube X2 MIBR .

(2) K45 5-3 B ACHD fBCan T Btk ¥ 18 ) GameObject cube = GameObject.Find (" Cube") ;
MBS 5 7 B — > public 28 B8 & cube,

S
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int k = 0;

int startPos;

public GameObject cube; / /%€ N F S BE cube, 38 47 HIT K AR B A Z5UR (5
void Start ()

{
for (int i = 0; 1 < 5; i++)
{
startPos = -2;
for (int j = 0; j < 5; j++)
{
//EBIAL AT 2R i cube B —ANSE B obj
GameObject obj = GameObject.Instantiate (cube);
obj.transform.position = new Vector3(startPos++, i, 0);
obj.transform.localScale = new Vector3(0.95f, 0.95f, 0.95f);
obj.name = "Cube" + k++;

}

(3) 1R[] Unity B 5 — 20 e 9 prefab SCHF S Y Cube U4, 4 21 Inspector T AR H1 A
A F A ik cube J5 9 SCAHE T, AN 57 A5, 95025 it cube IEAH.

File Edit Assets GameObject Component Services Window Help

[STC [ Jioon -]

© Inspector

/' |Main Camera [ |staticiw
T Tag MainCamera ~v| Layer Default v
v A Transform o i
Position o [ z 10
Rotation Xo_ ¥ z 0
Scale & XN Y1 z1

1 - BIEEE

@ Directional Li ghl

o

» Bt v Camera o &
1 ¥ Audio Listener o i

¥ # v Create Cube (Script) S
Script. + CreateCube
Cube W\

Add Component |

+
Q. All Materials
Q. All Models
O, Al Prefabs

'v % Favorites Assets > ch5 >|prefab

5-7 AT E cube W{E

b BITREF ,WELHT 56 5-3 FEREBRCER,
543 MWBLsRIL

1. FAHHE&

J¥ 54k (Serialization) 2 5 Xt 42 (A8 1) 19 R &5 B 3 o vl LUAE it ol A% a0 T8 X i
TEJF S I T] X S8 Y AR S T OISR APEAEAE DX, DUJS AT DUGE b DA A7 il DX i 332 B
ST AN AT GRS FOR B I £

Fe AR 32 AR R . D5 (X 5 A7 fith o 38 B Xof 5 LA S b 5 XA it S LU T LASE
it 12 514k DA S S U SR AZ N 5 5 @ 7 A5 N 4 1 T 2% A i B X 2 0 A AR R BOER T L R 3
Ui 3kt 2% 48 AR IS S TR A WU BT A AL I SR 42

2. hETZEWMF I

Unity W 275 7€ Inspector Y J& £ 4B [7) i B A 77 5046 D 8 . e 91 46 J5 Y 28 5, 132 IO 2 A7
HI ATEBR LA, N A BECEBIRAE TR T . public 224 48 5 BIAJZ AT L Serialize
[ T LA public 4% it BRIN 25 7€ Inspector HIA T 7, 7T LLAE S 48 0 O %2 48 S I . Unity £ A 30
X} public 28 7% 51 1k, (H R XF private 28 & A80)% 510 4k . A B 91 40 (9 48 &1 8 7T DL G OR 7R

v @ Assets
M ch2
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Inspector T A E . PI—IE T, Inspector M i 78 H B9 28 52 &R A public 28 4,

BAE R ZHGEOUT A B0 AL AR 4k, DB 1k At I AR A8 0 A8 et (8, B e . B
[F] B AR E %728 5 7E Inspector T AR 1 7R o 7 8 A8 B G . G AT DGE o A QA K i AL A 7 B
34k .

3. SerializeField LA BT 2R FE 54k

Unity F 0] DGl 3 3800 SerializeField S84 7 S2 BUAAA 728 T 097 504, #lan .

[SerializeField] private GameObject cube;

i it %35 A, 56T LATE Inspector WAR W8 B G 28 & cube, 3 4 %48 B W T, [ I AL A 48
15 cube AN 4 HoAth I A H #2182,
S i e , IR AR AEAE Inspector B AR g 78 28 public 28 48, 1] LLffi | HidelnInspector 3¢ 48
o ot

[HideInInspector] public GameObject cube;

(6] 5-51 €I& SX5 L HFEIFEEE# 3
(1 Ko 5-4 AR R an T Stk HAl A FHPEACOAE fif b 2

int k= 0;
int startPos;
[SerializeField] private GameObject cube; /15 XFVE ZE | cube, I SIL % AR
void Start ()
{
for (int 1 = 0; 1 < 5; i++)
{

+

startPos = -2;

for (int j = 0; j < 5; j++)

{
GameObject obj = GameObject.Instantiate (cube);
obj.transform.position = new Vector3(startPos++, i, 0);
obj.transform.localScale = new Vector3(0.95f, 0.95f, 0.95f);
obj.name = "Cube" + k++;

}

(2) SBAT S H] 5-4 FRERIBOR.
55 HIEZ K

55.1 RIESIELE

& Unity JF A BT A 09l Xk G B4 Qe 3 5t b R AN BLSE A9 L R AR AR Y L o L3
SEAEIB AT I Sl A0 A Ik T 4 . L St R S ) R G T B 3 X T G T 4 A H AR B IR S R
5 3 o AR S B R G AT I S 25 A B 3 b, D A T A 3 R B A R

552 BWRmSINELE

BRI BA LU LR 5k

(1) K28 i B FR A Inspector T A H 38 o 4t M2 B il £ BE AT AR L 451 5-4 A 5-5 fdi 1 A9 5
o XA OITRAEAT LI L RE RS 1 ST 5 R A BT IR B R A BT IEOR 23 R BTE AT RS R
(R $6 2 AR 19 77 = 52 LU BB



