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A, wmELEREL. 7E Unity H, BIE 4 )y TestEvent.cs PIARIL S, FHAEW
S E— A4 GameObject, ¥ TestEvent il 444 5] GameObject . T
TestEvent.cs, A1 FALHG:

using UnityEngine;
using System.Collections;
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using UnityEngine.Ul;

public class TestEvent : MonoBehaviour

{
public void OnBtnClick()
{
Debug.-Log(*'Btn Click™);
}
public void OnToggleChange(bool isOn)
{
Debug.Log(*'Toggle Is *"+isOn);
}
public void OnSliderChange(float rate)
{
Debug.Log('Slider cur is "+rate);
}
¥

MAAERNM ORI E L 7RI, 8 RHE B WTg6 e i B .
Py

MERIEJZTE, 2658 W N 77 A PRl (BT O~ AR R
L At

7 Inspector F 1o, AT L ELHAE AL bt 6 B0 77 2058 BB E - JRATTEL Button #2444,
TR IR A .

B AldE— /N GameObject, 42~ MyTrigger, 7€ _FHEEZNIRIGIEK) TestEvent
A .

e ER B S, 7E Hierarchy Mtk H ik Button, 4RJ57E Inspector [tk H13k | Button 41
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@ ¥ Button (Script)

Kl1.2

SRJE K NINI 5 TestEvent EIAS ) GameObject 52 R 771 “None (Object)” /1. #1E5ER
Ja, BdAME “No Function” #%4, 7E T E] TestEvent.OnBtnClick. #AERI), 2K
BE 1.3 fis.

B MyTrigger (Tes @

1.3

Hiy “Runtime Only” #8034, RIAT R IAE Console Hn] LA “Btn Click” .
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AR T7 38, ATELN Toggle A1 Slider A8 IAH R SRR EE . ASNGF)a, BATH%, 709
MR PEpEma L, ] & s 1.4 fos.

K 1.4

2) AASHE N

ARESERINE 7 N A2, $1TT TestBEvent J{IA, ZESEHnan F A

public Button m_btn;
public Toggle m_toggle;
public Slider m_slider;

void Start()

{
m_btn.onClick.AddListener(OnBtnClick);
m_toggle.onValueChanged.AddListener(OnToggleChange);
m_slider.onValueChanged.AddListener(OnSliderChange);
by
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it R, S MERZERIRNBHE L IR E . BT UGUI ZIFVEIY, FrbAIRATA LLEd &
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KAFEEBA AT, (HAEXE, EHEEAELIGENTE, KF IR R 8L 5 T2 1
B, $EXARI T, R R B SAR, RE

HE#s (Monito)
KAESE (Collector)
IR K #% (Dispatcher)
B 2% (Receiver)
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{_  Collector ) @
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User

Receiver
15

Ferb P (RS 0 2 O (R R SR A R, 25 I 2 B U5 ) 5 SRl R B PR A
t, f Il RO SR AR R T

Unity 3D 3L

£ Unity 3D ", DI REREER (REA 023 #0A X B SEBLSE .

© WML (Monitor) Xt ASZEIZE N EventSystem. ‘B E5 | MonoBehavior [f] Update
ik, SAERE—WUE B HE R AE R 4 GameObject b RAE SRALIHIRGS, FFHIBHES
POAZHEEEIR A A o IR, IR 2R &% VR A bR 4 Process

O K# 4% (Collector) i Pu#E 7 LA, XF R SEBLK 7> 59 BaselnputModule Al
BaseRaycaster, 7E UGUI H BRIAfd A 19 & &A1 11 2% StandalonelnputModule F
GraphicRaycaster. >4 S #4ER;, 455t BaselnputModule S #EHL, ARG K H—4
U2k mifik, R [BI7E BaseRayCaster H1RE mU B MR IFIR MG B, ST HIRAK Z5EHAT I IE.
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AR, ARG EARR T FRBNE . FANAERRI IR RAEE. FHodo
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R, RIRTLAE IR, DUR B FAmE N H 1.

O WM #E (Receiver) XfMN AISZHIZE A IEventSystemHandler & 12, il hnd
IPointerClickHandler, ‘&2 AL fidi St . 183 ExecuteEvents 28, W LUK & AE
TR G b 0 B A v 25 A SR B R e B A . AR A, R A b
JR K F| OnClick HRHE I, 5ERZH AT
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RAB R Ry, SRR HAMITIRE, Pl R. Wah%. WA
PG T, HALZEM AT S S BATHS T

A RR GRS, XA R, AT BB, B VS BBl S
AT, W17 for.

g InputFieldEditor 48 TextEditor

€ RawlmageEditor
8 & SpriteDrawUtility
\"e ContentSizeFitterEditor \:Q SelfControllerEditor

_—
_—

/'@ AspectRatioFitterEditor

4% DropdownEditor 4 GraphicEditor

g ButtonEditor

\% ToeggleEditor

48 SelectableEditor € ImageEditor

g sliderEditor

4g scrollbarEditor

48 NavigationDrawer

€ SpriteStateDrawer

€8 CanvasScalerEditor

€ LayoutElementEditor

\':'e PrefabLayoutRebuilder

"‘e GridLayoutGroupEditor

-/'tg AnimationTriggersDrawer

48 HorizontalOrVerticalLayoutGroupEditor

48 DropdownOptionListDrawer
4 FontDataDrawer @8 ColorlockDrawer

'/'?3 MenuQOptions /'L’i‘j ScrollRectEditor

K 1.7

A —4RIZ, UGUI KgmiEas MR RS, HERIMR T (E. JBRATFEAE X
Inspector SIS, ZfRasAUAD i) — LDy BE i) S LR A 25 4 E .

.
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IR SGEER mT S RRAE A RARTE 2, T DL 228 3 2t O Fe A o 8 JE A% O TR
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‘ | I | srin C ] ListPost | [ PommierClickHandier [“Butten | WyClazs.

Kl 1.8
R FIA
(L HEG BB RS E B, 73T Unity FARRESERIOLS .
(2) WA EventSystem Sk FEK S AF 4% ([ :eventrate]) ?

1.3 EHmNEO

HHT T F AR, G S ACEE N #R B S AR 2 A R AOHEZR G0 U5k, .

//register

m_btnl.onClick.AddListener(OnBtnClickl);
m_btn2_onClick.AddListener(OnBtnClick2);
m_btn3.onClick.AddListener(OnBtnClick3);
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//1mplement
public void OnBtnClickl1()
{

//do sth in btnl

}

public void OnBtnClick2()

{
//do sth in btn2

}

public void OnBtnClick3()

{
//do sth in btn2

}

T ) A AT D o Fe A, IR A dn g A ?
1) #8557
AR FFEAAE o AFAR B, FF AT AR MHEZRZ AR PRTUARACRD o 3K AN 7] JUAT I B 246

NI TER R “YLBLARE Ul HESEE . 7 BARTESEBIAARD b, [B125 e 1 A IR A [a]
AIRKIIESE.

BATHEIE, A4 DRY JRN, Bl “Don't Repeat Yourself” . ‘& ik ANEi4w 5 B E 1
AW 5 o T o i SR R A S i L =R B Ly

£ CEM: SEEREA RSB B, AE B MBRRCA “ARISRIRRIE” , IR
DRY [ U AR S Y B A ARS o G 25 BRACRS Hh (1 “IRIRIE R IXAN [l BE A5 2R 4T
AL

Ty
RZAELART, THENAURM R0, David Wheeler i H i i i (1 1562 -

“H SR 5 AR 3R 09 AT 19 R AR T VAR AT 3G e — AN JA) 408 o R B R AR R
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BEXPXAN R, AT AT LR 73 AR N R . FEBLA R BN — 2, R 5E 5 58
i R i .

FROXFE B, BATHZEE AR, e LA SR AT B 59 fdk®], Jf
NHTINENT o AR KA XA -

using UnityEngine;
using System.Collections;
using UnityEngine.Ul;

public class MyPanel : MonoBehaviour

{
void Awake()
{
var btns = GetComponentsInChildren<Button>();
for(int i = O;i < btns.Length;++i)
¢ btns[i]-onClick.AddListener(OnBtnClick);
}
}
public void OnBtnClick()
{
Debug.Log('btn click™);
}
}

SRJEAERT 5 B — R AN e BV S OIS IN = MZ T . B
B ATk, RAHZEIRI A EH, W 1.9 Por.
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MyPanel
btnl

4 1.9
KA F 20
BUE R AT LA SIEM 1, BTV X 2 Sl AN 4% 4

FrLE IR AR IR, SR — R TT 3 AT S BIRBFEOS Key, K9 R
R GME LRI, AT AREE S KRN A T

FEIESRARES H, mTDARIY 44 BUR PEAEL VR Amic,  DART My 5E e X R FR A e
Al LA S InAR 210 773k, Billn, {fF GameObject 1) GUID, i@ —%& 1D BbthLEl, AT
PRAE BARKT RO R ZR, SEILR A ThRERIACAS IR «

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

public class MyPanel : MonoBehaviour
{
void Awake()
{
var btns = GetComponentsInChildren<Button>();
for(int i = 0;i< btns.Length;++i)
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{
int index = i;
btns[i]-onClick.AddListener(()=>{
OnBtnClick(index);
:
}
}
public void OnBtnClick(int index)
{
Debug.Log(*'btn click:"+index);
}

WAEX B R B PEIA T, B T —A index B, TFEERNE, XNMEEATTLES
BRELAL, TR e 73 e L P PN A7 R [ 8 o X v 0y N A SR PR T DA ) Cb B 44 R U A
KAR . AT RIEERIA, SLAAFREIT, OGBS AT UL M E AT

TR F A
(1) B IMEXS S PR IN G — B 3 4 100 2
(2) AHHEAE A SE KEAN BRI, XS IRATRE 2 ([C:hiddenbtn]) ?
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PRk 22 OB E R AR R D0E, X PRE S U2 AR . IR L T HIEiE
ARITIEZAT, WH B IR D A Bl RENE—BE, SIARSEN. HREgig
HORIH, AIERBEIEARA TR

AREZAINIVNE R TTHAT, B FIEEE AL ZE S A .

2.1 AR
TR Unity 3D o6 P2 IR, O DLM A SR AR PR 4 2

%) #A 5 HF

FE4# ] Unity 3D JF iR, S2x8E & Unity 9B B9 dr R 3R 8. 7017 3 6 o $ i 8 T
NG FE ARV o B, KA R BB AR M BAT Y . i, BIas A EEAEAE 2 1, VR Rl
TR L |, 555

— Rk, TERBIRLIHE Hh, BRATRE A S —BUERIEN, ki 2 2 AR MR T
e AR A i S R T DAfSEF 2 W A B e 7 IX S B A T RN RS AR

&5 R

Unity 3D ek 08 F A [E I, 0T B4 AE e JAL 3 (Script Lifecycle) , B 77 (R4
BTk, w21 Fas.  ([L:lifecycle])
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Reset s called in the Editor when the scriptis attached or reset. (  Reset ) E d Itor

L J

Y

W —

- Initialization

Start is only ever called once for a given script. (- Start
h 4

(" Fxedupdae )
The physics cycle may happen more than once per frame if FixedUpdate
the fixed time step is less than the actual frame update time.

B o \\yleld WaitForFixedUpdate )

Yield WaltForrixedupdaie
Internal physics update F s P hyS | CS
SR I

( OnTriggerXXX )

(" onColisionxxx )

"/

A 4
( omowsenx ) Input events
C Update D)
R

Is N

yield null )
If a coroutine has yielded previously but is now due to yield WaitForSeconds |
resume then execution takes place during this part of the &—< 14 WWW \ .
e, (e Game logic
(" vield StartCoroutine )
e

Internal animation update

LateUpdate )

(" OnwillRenderObject )
( OnPreCull

[ onBecameVisible

( OnBecamelnvisible

OnPreRender

‘OnRenderObject )
OnPostRender )

Scene rendering

‘OnDrawGizmos is only called while working in the editor. C OnDrawGizmos j G i Z m O re n d e ri n g
OnGUI is called multiple time per frame update. ( ﬂ@i 3 G U | re n d e ri n g

yield WaitForEndOfFrame

End of frame

OnApplicationPause is called after the frame where the

pause occurs but issues another frame before actually OnapplicationPause ) P ausin g
pausing.
| —
Y

OnDisable is called only when the script was disabled during g1 H b | / b |
the frame. OnEnable will be called if it is enabled again. (_ onbwave ) D |ISaple/enable

A 4

OnDestroy

2

I p— Decommissioning
OnApplicationQuit )

2.1



18 | Bt : BoLEARSEIR SR

RN B IX 5K B, ] DLN G K 22 B I e A /8. 7E Initialization . Disable/enable .
Decommissioning [X 3811 e 550 2 FHA BR 8, 1 oAt 58 7048 2 52 4% B SR, s

O  Awake PR EUTE I I AT G i H

O OnEnable/OnDisable 7% K EE X S0 FH 5
O  Start 7555 — KAl AR H

O  OnDestory 754845t % i 1 A

FAGIR 3 BRI Wi E G = A TE . A Unity SEELRTR0KE, 1X=
MEFIRLER — AN B, A 8 Unity 3D [ 5.x FRASS, SN T 2 LAE G R T,
B S =P IATAE 55— DR T REAT, IRt mT DAAE [ 58 R T R AR08 A 1 IS 00, s
IR IR L. BT YEBIIEA, EHFEAGRL ISR — . FRLEREE N

ZPERE, TV BRI ISAT (R R Tl I2 R, 0 R D U () o SR I 7
mat, MAAAEET .

E AR S

FESEBRIE B, Bl DUE S 5 AR AR SO E, SR AR i B 3 ek B 4k B 2R 7E Unity
B 2255 H e, B RIS PR S . @it E e XA, AT DLUSE SR BRSO 2
YAHEFW T,

© Windows: Unity Z%% H 3/Editor/Data/Resources/ScriptTemplates/81-C# Script- NewBe
haviourScript. cs.txt.

© Mac: Unity Z¢%% H 5%/Contents/Resources/ScriptTemplates/81-C# Script-NewBehaviourScript.
Cs.txto

IRIEHI AT AN LI RRESIBE, 2B B ST — MR, K ST RS B O 5 244
LIS

using UnityEngine;
using System.Collections;

public class #SCRIPTNAME# : MonoBehaviour

{
#region Public Attributes

#endregion
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//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//
//

#region Private Attributes

#endregion

#region Unity Messages
void Awake()

{

}

void OnEnable()

{

}

void Start()

{

}

void Update()

{

}

void OnDisable()

{

}

void OnDestroy()

{

}
#endregion
#region Public Methods
#endregion
#region Override Methods
#endregion
#region Private Methods
#endregion
#region Inner
#endregion
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ARRSBERE s n 1% P 2E A S ek B, RO AT HES . i T s e 2 A R
TG, DR R AR 1) 75 FORRIBEX AN Bk o 53 4%, B H IR INN T J LM region 73 i %
X I #region f& CHIITIRE, W LAMRE ST & X8, 5 {8 EHNS B R £

[ ] AREENRHYS% (ZH5HH 6)
e RIEE

THET Unity BafFEar A G, HAEETRAEAROZ I Bt iR IAREE K2
HAZ B IS, B IR o — A Al A 454 -

while (true)
{
Input();
Update(Q);
Render();
}

MEANREE, R B =8 4, 72

(1) ARFHIERI A 5N

(2) BRI HPIRAS;

(3) i G 2 i 1] o

BRI TE G, 2B —IRE TR, XA R (Frame) . WiZ (FPS,
Frame Per Second) wJ UARE i XRAF I (113 5 55 FCSCI [B] (IR S O 2R o WURAERED,  EWRAE Tl
AR o JiERAE PC B, DY 60 WD, EFHLEDY 30 WED. ST, MR EER Y
B s B, BB RO . R 1 3 E A SR AR O AR fltn, B

MBS, BRSO AL BRI, XS il CPU 55 GPU. WAL EEEAE
HIR ORI MR BB, A SRR, IXREILRARN “ R .

] R i AR X

RORUL, FATA IR B, W SRAERWIIE AT I (R, A MR 2 L e B RRE
P BATIE H AR R RN SE S . BUEA A Sleep PREAT LIFHIELREIAT, HIXA
AR 5 R A T
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while (true)

{
double start = getCurrentTime();

Input();
Update(Q);
Render();

sleep(start + 1/FPS - getCurrentTime());

FEXFZER T, WA 2B TE HUE . 7E Unity 3D Ha] DL R iS5

Application.targetFrameRate = FPS;

EAEBEX

XA TT A G i A PR US| R AR R KA B BR B, HIs1Ti24H,
NG, F8 R RIS TR VA 5 (il X Fh HEmE 2 AR BB e (45, (R ] DLORAE
AR PAT -

HARARA LRI Render $44T 2 B, ZEORUE RS TIHCE R BRE . a2 d B,
Je T AW 22 2 XIRAT Update, BLFEE b2 BTHIWONIE . A ST .

double preFrameTime = getCurrentTime();
double lag = 0.0;
while (true)
{
double current = getCurrentTime();
double elapsed = current - preFrameTime;
preFrameTime = current;
lag += elapsed;

InputQ;

while (lag >= 1/FPS)
{

Update();

lag -= 1/FPS;

}
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Render();
bs

il PR AR, ZERANELR FPS BEEM AR, HNEAR ML ACT A L], E
R RAEFENEIA o X THLZEMINLES . Render fEZAEIRZAh, I LLEARE L& 271548 — it
], BREEKSILE R, (HIEAGE LR IS1T K.

7£ Unity 3D 1, XX AME 53R 2 FixedUpdate. 7£ Unity Hi% B Fixed Timestep 1] PL
il FixedUpdate 3%, HAUE AR KA. W1 FixedUpdate 75 FR 5 (IS 18] 3 hAT A58, T
TEaxhlin s o A%, UMRIEE AT . 51— 771, & & Maximum Allowed Timestep ] LB
I BPATRI IS, RIELAE, W 2.2 Fiw.

2.2

B&

Unity 3D fEN5e 8515, WL 2L i A 1 s A S i s i AR AU L . (B S SE (1
e, EEAE ORI, B, TSRS MMO RN RIEH it A IR R 2=
o SEIRASTHS T B A EERAR e, A SRR ALE A, e s AR IR A IR 22 . 7
ST, MMO 357 T I P DU A A 3 i i i, HAR B S R R Jin 8 5 7 28 ) 20 ai
R, EIRXMESL T, WIRESE A UmE . AOI (Area Of Interest) &5 Ab3 Jy 2k (i Faiffe Xk
I o

PRI, 3 ARAE P8 A BRI H AR B R R IR SCE ] . FERAZEE Unity 3D (1)
A RS, BATHRT DA R b, B ST R B R IR ESE T
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¥R E A

T 2R M 2 AR E G SE LB ([L:mutirender]) .

2.2 BIEIER

V% Rl E Unity 3D FR & DL ] 73 W8 L, SRS EA T i e ? e

SR A?
1] A 2T

9 5 AR R SR SR R GRS, ANETRE e ST, A ANYATRE RIALRE THAR . A
WER AN H . R S IXLEDRERS, FATTE /N ACE N IZ . B0, AR iR AL
o MRS AT AR, XN AE G S N AR SRR S SO, B LR IS AR AR AN —
BRSO LI E, EE S B ORI R, DU IS 3508 vHEAA JC 1R 22 [ I 1]
fE.

A L EFR £

N T 5 AEERMEATE T, AT LORE i 3 P I TR AR GO — 25 W36 X Bl I [ AN 2k, IXAREPK
NIFTEZE (TimeLine) o XK AR [R] 92 S A AN 1) I 7 3 FE AR X8R, SR S i
T IR RO % R

HARBIF SR L, ERE Sy — 28 ERE R, e DO AL A, AT bl
WRITIRIBATIONS (], ELE RS T RIS S . Bz, B —MESR S JsA?
FERIBEM . HSERTAIZE (Real TimeLine) fRMIBLE, LAILSEI (8] FIHEVE Aubnite, HEAT I A)
GiitHn . MEERERE B, EARERELX M R, £ —UIN 2%, SRS
B EE R — AR, XA DR A

7 Unity 3D 1, fii[f] Time.realtimeSinceStartup 7] LASRELE xR i2 4T 1 2 KiiE . A 7 liRTh
e, EHEQIET —N4A TestTime.cs ISCHF, HEHH 1) GameObecjt J5, 7EHPHIALIT
R

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

public class TestTime : MonoBehaviour
{
void OnGUI Q)
{
GUlLayout.Space(20);
GUlLayout.Label (""RealTime: "+Time.realtimeSinceStartup);
}
by

SEAT IR T UL B30 75 16 18 F) S0 5 HH BZE i 0 3 v
753X, B 9] &,

PRI 1] 2% (Game TimeLine) J& 1 532 RIS (] T+ 877 2o & DA 5 et 1) g7t i
JEAE bR LRI 18] RZAEOLT, B HASERELAR . Flan, 2ieRee s fny, =
SIS [R) S IRAE A, T i XIS TR) A0 RE i 1o SCREtn,  FERIBOR SR, A 1A B AR A
il SR, T i R T P9 33 Rl B R T B N ) o #EAT LE58 R HT ol B 5K ) Bl A T e
TR ) B e e ANMF AR, LTS AE AR 208 AR IR A5 21 AR

Tk [a) 26 thmT F T4 Bt v TIBE A IR BE Sy, JE bRt (8], TR E AT EL
URESFTAT (BN ERVRF 2 XN W RAT REG 15 I S BRI LR, JF R it T LAE 37 5t 18 T
BRI AW BN o SERE 20, I ES T xR 18] R AT A s ) (LFPS) , IR E AT LASE
BLZ WO TIRE . BRI 53— M Ab2 T e AL Bug Bl . 45 & AURER A ) M e e,
F DR 5 i Se i 50, AR T Rk, 25 I RA DR SR EX AL

7E Unity 3D H1, AT LAMEA] Time.time SRIREGHF KT (], J#id Time.timeScale SR#% il i
R AR HE (K . B 2 TestTime.cs A AR 4 RRL U R -

using UnityEngine;
using System.Collections;

public class TestTime : MonoBehaviour

{
void OnGUIQ)

{
GUILayout.Label (""TIme Scale:"+Time.timeScale);
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Time.timeScale =
GUIlLayout_HorizontalSlider(Time.timeScale,0,2,GUlLayout_Width(200));
GUlLayout.Space(20);

GUILayout.Label ("'RealTime: "+Time.realtimeSinceStartup);
GUILayout.Label ("'GameTime: "+Time.time);
GUlLayout.Space(20);

GARLT 5, AT HEBIIERE L P ES 2, W] DS S RIS (] AT . i,
EFHILEBON 0.5, W SEm (Al REd 2s, et A giid 1s. 534k, 257E Editor o5 gk,
PRI AR R A TR BRI R A 2.3 P,

Tlme Scale:0.5

RealTime: 31.55884
GameTime: 9.181124

K23
18] % B 1)

A7 LS, RIRERS R RUA 2 B3R 1. TRIRR I R A T SR 9t S P E [8] H 220
EWSHERZ R G, EiREE AR, BATEF 2 8 R () 5, X R
Has Rt R RIS, A EREWIRIALAS -

BAREOUN, WERAS AN, il ST AR B R . U AR A2
AETRAR/)N, B RRARTE, DU SEBR B (8] B AT AR TSRO N . O 1 A B 25 S5 R I,
TR I ) 24 o ) T ol e T At 2 A e, i 1) 1] 5 90 XS TRD R I 3 R IE b . 2598, TEZ
THOLEWER BB, A RIA TR AT 258G wT A RIRR (8], SRITA AR AR K A A BARES
VU5 P ~F- K53 ) g P ) £ BE 0 45 L
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7E Unity i id Time.unscaledDeltaTime 7] DA E] B3 [ [A]F@ IS ], Time.deltaTime 7] LAEL
FI7 %k (] s 1|), - Time.smoothDeltaTime 1 CABUEISF 35 () (] BRI ), 31X A “SF37 25Tk
I TA) G

HH T OnGUI e RIS R 2k, BAR R TR A B B2 At (A, (H 2 AT T 824K
5, DL E W0 R S8 T Update B . 78 TestTime.cs SCAFHR AT R ARHD

using UnityEngine;
using System.Collections;

public class TestTime : MonoBehaviour

{

void Update()
{
Debug.Log(" TimeScale:"+Time.timeScale+'"\n"+
"DeltaTime"+Time.deltaTime+"\n"+
"Unscaled DeltaTime"+Time.unscaledDeltaTime+""\n"+
""Smooth DeltaTime"+Time.smoothDeltaTime);

i sE G, AT . 24 R B ) TimeScale Sy 0.5 BF, AT LA 313 4% 2L 52 I
iR A& 0.008, T A] K@Y [A] A 0.004, J&sLBraIRGE ) —F, Wk 2.4 Fiw.

K 2.4
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>
>

RN T FRI TR GE v ) JE B L T R 2R S Unity 3D o 87 FRI42 F1 R 3, FRATTRT ABE J5 {5 L 152
THEIE S B ORI 226138 ESLPRI | T e s, MR FAEAFTERERIHL & LT
AR S, AR 1k H B S0 AR P I (] 2, 51 Xk DA BE S50 il 7t

¥ EFA

BUCEAT PRI O 512 XK (] BRI [ AR 4 — Rt HAspLastERE 22, @ ZHERAMERCR: 7
— AW R, A ERNIEE . T A A INEAE T I TRI 2R, S D R R

([ :gametimelong]) ?

2.3 mEEH

T AT B A R SRR BT, RA MR TR, WX LB .
1) B

S RGN, BATHELEEF . FriEshmsr, 80230 AT 2151 %)
fl A IR BN, S ki, XURE T, SRR KRG Atk e,
BOR M R e, FAER R A, BRI R, A, XESEERELA S
MIThEEH R T ahm S0E OamifafcFirr) o WTRfEXFrE, JEBiT IRl gog s, m
DR IE AN BRI HR 5 o

AETaHEEH

T RoR R, HAERTSOE B B AL, RS T ahm . JUHE R M A
FERRIRE N, XA FHEgE T ZOUOVEE. fln, JHeshm 5T EsNmETR S, LoRik
BA BT R BERCR o EITARIT ZE RO T DU RO Rk, MO I B BUAD 7S, T ITe
ESROP AR KA, o8 TEPTE G RRER NS, RN R 2R R R
il &2 8. £ Unreal 51 %, XEDDIREEINSEE, ERAE VM SHLFBIRARN i
BEMRAR, HORWE 2.5 FR.
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, BNIMENOR*E | m g Graph *

g = :
o i [ HeroTeP skl [ Herotre LR oo Fc sl | ToREREI 45 yieoTr_ ]
[=)(5 Permpecine | (W i) [show ) (o0 xita | (10 [+ @ o) (8= ] e 7 Eﬂ 025 | 4| S SE -

Previewing Animation Jog_Fwd_Rifle

ame. 14!

All4] - = Te 0k

K25

7E Unity 3D At 0] DA VR T3 i 4. N 7 i X AN ThEE, EE0E T — N2 N
AnimEvent.cs A S, 7B A 9w S i FARAS

using UnityEngine;
using System.Collections;

public class AnimEvent : MonoBehaviour

{
public void MyEvent()
{
Debug.Log("'My Event Triggered");
}
¥

ARl D)5, R En R FBX 3CfF . X HLBATME A Unity-Chain BEEL, €52 Unity
HARDHIF R — ARG, R—ADIF R L i Unity S54EY), 25 T R BRI OGO A
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BN REHE.

#.1 Inspector i Animation LI <GS 1) Events HFA R4S, FREHTIFIR, K A0 R %3] &
SEROWE, kO TR e, BTSRRI BRI
#, BRI 26 FIE.

Edit Animation Event

K 2.6

LR E G, i Inspector AHA N A “Apply” TR 2o

B — Nz a, K Ve BB R HE N3 5oh . B K sl 1Y) AnimationClip SCA-HEE 3%
SRR |, XAl g A —AN S Animator. 555 AnimEvent EIAHE B X AR |,
AT, W LLE R Mis T B R, A EE X HES L, ZORE 2.7 Fis.
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K27

AT at R e E 4

F— R WK FA R EM . B S E RS EHAAS, [ERXEsEg b E
WARALRE . BN, MO EE R A A E s BE AR 2B RS R AR [ T RS B,
BRI FT LR REHASERE TR, AR T RARMERAICR, EL2RMES
ARG,

XEF IR, SRAE TSI (s E Sy & . ERVESEARR, BATER AR
I I 2R RS, TR E LSS A it . R B —Trh, ATREE R b & A7 AE — 2
AR (B2 ENIETTARIT, FRATEREX LSRN Al 82 S F NI RN (B2, JFAE i 2RI (8] 24 )
X I RIS O 5 AF A [, SRR A e A P T AR Bl

KR 5 — 3 Box 5B . ERBEZ NIk, AN G AR G,
R E R REM AR I 7 R o FEXFPAHEZE R, AT DU S AT 2 T I 8] R AR I A 20 38 5
ghim . FODE il S5 RARERE T shm, prel—VNERA IEE BT, B, EER
DRGSR, XA FEHERA AN, EW USSR, X S
(EACE, ARt se T sl BT FI2D, R 28 S35 X i 3 (1 500 o B R I o
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2y A R Il 05 VR T B R I . — 5 T R BRI R R, 53— Oy T R
B S HIBAEC BN G RETS SR R AR AR . Ba Bk st 2Rk 77 5. T Lo L %
GaElE, KA ShE S 3D Max s il EBR AR L. LU s S T T A,
R 2 T (8] (AP B3 BRI B R A o X L R SRR DL AL BT 30, AR A e Ba I
FI, VI SRR .

TR F A

TEJE AL R BLF SRR RO 22, 7EACFR 2T 3 i 1 K5 sk B AR A7 e MR RE IS, ¥ 1) an
faffiitt ([ :animeventopt]) ?

2.4 HEXX[ES
5 ) LR R [F) 20 75 T A W 4325 7 507 mi[6) 20 SRS R E 55 2
=) 2R AT

B S8 BT A B0 T KOs BORGBR 2 1 SN X Al R T A R JRATTRNE, P AZ HL
i BT, WA G 22 AR e, R [R5 A5 IR IR BRI, BAORIEBU S 3 XRAR 5,
R AR [FE T ZERT ST L. [0 S 7 ZARE A R AT H SR k) e, 5 AR
HRETE MR A fE 5 E .

AR
WRIEH R IR Z M A7, AT DOk 22 NS B RAL i KA B2y IS5 MO
5 MMO. I i ol i 34 (58 AT 5 56 4 A [ AR 00 B Sl A BR 28

2 NTELRIEX% (Multiplayer Online, MO) 81 & /b EBL 5 RAESE — R Ta k. B
R SIS TR R AR AR, R A D SR AR e RN R, DA A FLARAE o A R,
T RN [RDE R 7E LA B B L BhASE, J8 R A 55 1R SRIAS IR % SR ATk, Bk B 1 il
£ 20 NI . LH2ERN ARPG. FPS. #%3F. RTS. &%,

K2 NAELRIF*k (Massively Multiplayer Online, MMO) TIJ & 8 28 Km Be 5 47 KW 4
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VW BB SR IR — P TE R AL DX AR IR, Rk R E LA A B b LB D
) MMO SRS [ X% i 24 11 % (World of Warcraft) 9%, AN kic s Cfn+1iE. BREH
BERIE DGR T AR S, R LR R T . BT B R S D S A, M e
Wi 2T IE],  PRLGAE MMO ik, B AR H BN E. N TRKIZET, Ranfets
A MR HERE N E T 2

MO 5 MMO e AR EARKER, P fIEoR BB AR, E— ANk RN A
PRI AP . W A2, 5 MO SRAY ik LRI AS R ik 2 MMO i, JF 73 5ik
FIRSL SRS e M2 R IR S RF . IXAER AT LU MMO BBty 2 FEE 5 MO X i i Sk
£ WoW i, BF AN F 5 K 4 B AR 2& LA MMO 2R SE B, T A BCre Jo i 1) 9 75 B e )
BRCA S PIRIRAEA BEIE 5% (14 B A D2 3 3 i 7 B R MO ZR SEBL

BAEF X
1) CIS ZEH

Ml fE R EH, FBATLA4r N CIS 5 P2P #ifh. CIS J& Client/Server FI4E5, 1RIE%
F i 5 R 55 e R (0 BB 7 e TERXFEZL T, FrATH EAIEE RS A R . BRI
TR DR o3 ARV EAT N IRSS A8 i — DI, @R X R AT B, R, A
BAT IR B, 59— & vt o] DUREER B, 58 4 i R4S 38 I s ok sl . by =0 H
TEANTRE, SR T BRI

TG 1) o T B B I 2% SE IR UK, T AR HIAE 200ms LAR . 53— T3, gk SS
ar LR E R B IR 55 8 B A . ERDVITH B2 i, W BT IS0,
FORTE B 98 R WIRCE S . IR BB A0, SRINGUAR 55 ae A 12 115 fiE
fig WA FUYI R A B

2) P2P ZEH]

5 CIS ZEH A, P2P ZUMIE A% 7 im 2 [ FAIER: . 'BE5 CIS Z5MIIITE 25 14T 5¢ 4= {3
B, EAMERRMIR, ] DO KRR S ia 5, SRR G /E 84T 9. flan, DOTA
R g AN TR S, IR R 2 7 S A H AR B o (1 48
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HEAREX
1) ARPRH A

EPUREAERE TR IR, BT o 5 A N 2% h IR e R E B . BRIk
Bk EHAT e BB, 5 A (AR (K R AR R B RS 2o FTLATIAR R, B A
rp AU, FERESSREK. mTHERR, FMWARR i [[EH R 2k
PRS2, X R B ORISR % 7 i AT AR s 5 BRI AR (12 S5 R 5 Al A,
N2 RIA —H

2) BRI

75— T U2 P 4 o B R AP, BT 2 S AT A DA v e i R B o XA 7E CUS
ZER R T R IR S5 2, TR P2P ZEM R BERRCR L, X BN T T B, ERONIRS AR R
FRAER R RIS R, IR SS SRR SE T RO SOR AR 2 /T, — EAE TR, Ul ik
JE PR R 2. ke R M A B R I SR B RS b, X S A RUR B A
ENEIN

XSS b T i 2 SRR K, BB S SURBE L R N B, AR B,
i ZARAE H QI H B SEBRTE DU .

BN
D R

AT SE RN R AR AE  CER, BORENTNR)Z SEOLAR AT LU T i 2
e, TSRS EAIRED BEAR.

R R R H AR RS AT AR, flin, BV AR A OSEeRR. ek
DI S AUERPIGE R, XA RIS aRIss, HARRER T RAE ) i,
2P i AR 45 2 (S SR Bl s RV AT o IR 2 R R e A B R LR, TR IR T
Yy P il B R BRI N BN A A o 5350, SR (4K B0 L A7 AE ), ek A 3] v 4t
SEH GRS . B R A R “ R BLR . BRI M O RIRE IR A E,
BN ERERCR R, HEMOBIRIET S, SRR AN IRIRREE, W% 3sh 388
RAESINIRIR, T3 i BEAT 1 2R B 1 TR B syt (o2 4 0 o
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T RZH PEEORA R R E AR, — R EARESRP . @R, FHi
MMO ZEAL ik R RE 3 RS [ 25

2) ifA] 5

Wi[RD R 2 i 18 RS - AR %, B, FIRTAE . 1% R WP REss:, AR
A EIFEE CRE R B TERE R R AR TR HL I KRR R . Ji4h
T REHRIR R, Wi 2D A B RS [P AR, RIS H T — 2 PSS B T K o

AN TN i i E AL AR, DRI AR EORE TS A R A — Bk . B BUE, AR
WAL, SAMFERAR, SBFIMEARSER. AENEEREIE, 358 2 Rk A L
f1. BL Unity S51%0%), —J51H, #4217 Start. Update 554 v J&] 31 68 S8 PSS AN
SEs H—J5i, A Physic ¥)HL R G A JRAEZ 0 2 PR, Lutn—A> sz A8 kR 22 1 0.01
SELRERBES T HFR, LA F AR A W2 2 B R A B FRAT 92 2
BV, MARASRETEAR. FibEAN% it H a5 R g M AR — 1 E S %,
L DL E RN .

O AMEAREF R, HELNAE.

ANFZE 7 RS AR EARAIE— B

BEBLA AR, B SGE DR Al A R G
A a4, DRAIE DB -

AR IR .
AN, EE R, R

© © © 0 0

B 7 BUMEROHE L, WEIR] 2 30 5 R DR R 1 I b 30 e o 2% A e oK 10 K —
gAML, RN BAEMFER ZIMAE S, Bt 58555, SRS ) A4 a6 mt &
ENATE

MATHEAIRZ, B, EWFED R, BT R AR . IR 3% i HoR
ARG/, XFERT LA R R 2 S A F I (] TR, ) LUK R A 2% s[RI A
(KT AR BRI S S SR BR IR . 5 P i AT, ol id P B i U ZUAR B
R % ot R IR AL IV, 75 245 & BRI G AT -

FEAE ), Foslin i [RD @ WU UDP VEu R4 il . TCP O T RIEALf i I (5 1, RZ
HUBIAN RS BB IIRE s M 4% . 35 MZEIAETT, UDP B RTT JLF-ASZ52W, 1 TCP



F2E LUEKEE |35

RTT Beal bR, el e 18 2 B B A oM LU AL . AR AT UDP 22 51 N Z L ALF I 1R/,
(HAT BB R TUAR 077 2R A I AN AR Bt =M, Sebr R R T X
i, W RO =W B R E .

. 2E

>

ARBEHATIA R B 1 1 H W aseE 5 X SRR T3 IRtz B, fHigih
ot TGS R SRS 250 IR0 A7 i 2K 1 SEBOREAT MR . A2 5Kk
br LERIUH 4, A RRAT bR R B RESE .

¥R FA

i i) it [ 5 i (Lockstep) J&dE44 ([ :lockstep]) ?



E3IT

BN AR5

Bt
-ITll

W RGAEB I LR+ > E L, EARA B, HAT DS RN, 1R
B ISR T BA T LA T3 T B UL IR AR B 28 4t K LA g (1) 10 7t o

3.1 BIRKRZEW

TH AR BARSHRAT 4, FFEsS I BRe GRIN SRR fEH) HPIRZSHL.
1) B

1 LR AP P SCHE S 2 FSM (Finite State Machine) , tATFCAPIRASHL, 2 FoRA FRASR
SULRAER IR Z [0 (R AR S AT R R . TS A IR, fRRRIGESHIR, I iR
AR el SR E I ARH T, RH LR R R A RS

TS FSM 2R, E5EEHIH LT AN A S
O RE (State) : B MREHRIEN, WRAWLHERFMA, WRSH2—ELAT

W&
O e (Transition) : R ZAEFHOERE, SRR VB S AR BT

e Nkt al LIRS FHIERSHL T« RSP BEHHE — MM B AR, B
el EHIE. Sl ANIATE FRIRS SR, RIERAEBREREEN, — N ARSI R
K 3.1 ffiows
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& 3.1

FEE 3.1, MOEE A TEAIRES. JE TRE K B #I, MOdARNRE, B
a2 AL LR A BRI, BESECRE A, BERAEARGE N BIRAS T AR S A, U Al
K BURE B. ERREEEIN G, H 3R RISER .

R,

N HEE AR S 3.1 A% O D fE . B FSMTest.cs JIAS,  FERAS i 5 i R AXHD

public enum TRAN_INPUT

{
BUTTON_A,
BUTTON_B,
TIME_OUT,
}
public interface State
{
State Handlelnput(TRAN_INPUT input);
void EnterState();
bs

Hr, TRAN_INPUT JE:#eff1460F257, Handlelnput /2% ) i ed %, EnterState /23 A\
State B 75 ZLfil & I AL EE
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B R A RIURE o BESREHZ — DL State £ 1 1072 XCIRZS L diman s
AR :

L5
public class IdleState: State
{
public State Handlelnput(TRAN_INPUT input)
{
if(input == TRAN_INPUT.BUTTON_A)
{
return new SkillAQ);
}
else if (input == TRAN_INPUT.BUTTON_B)
{
return new DodgeState();
}
return null;
}
public void EnterState()
{
Debug.Log(""To Idle State™);
}
}
/I RRTRIRES
public class DodgeState: State
{
public State Handlelnput(TRAN_INPUT input)
{
if(input == TRAN_INPUT.TIME_OUT)
{
return new ldleState();
¥
return null;
}
public void EnterState()
{
Debug.Log("'To Dodge State');
}
}

//4%HE B
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public class SkillA: State

{
public State Handlelnput(TRAN_INPUT input)
{
if(input == TRAN_INPUT.BUTTON_A)
{
return new SkillB(Q);
¥
else if(input == TRAN_INPUT.TIME_OUT)
{
return new ldleState();
}
return null;
}
public void EnterState()
{
Debug.Log(""To SkillA State');
}
}
//HREB
public class SkillB: State
{
public State Handlelnput(TRAN_INPUT input)
{
if(input == TRAN_INPUT.TIME_OUT)
{
return new ldleState();
}
return null;
}
public void EnterState()
{
Debug.Log("'To SkillB State™);
}
bs

KL TSRS, BE —> FSM XM S, K R IR IR SR REdeiie ok, i
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AMER

public class FSM

{
State CurrentState;

public FSM O{
CurrentState = new ldleState();
CurrentState.EnterState();

}

public void Handlelnput(TRAN_INPUT input)
{
State newState = CurrentState.Handlelnput(input);
if(newState != null)
{
CurrentState = newState;
CurrentState.EnterState();

-

XK, AME AR A Handlelnput, FEREAMAME S EAMAEANRTE], o200 0 HAK K
Bk 12 4 .

wJa, BATEEG GRS, i FSMTest.cs SCIF, At ~40AS:

public class FSMTest : MonoBehaviour

{

public FSM fsm ;

void Start()

{
fsm = new FSMQ);

}

void Update()
{
if(Input.GetKeyUp(KeyCode.J)){
fsm._Handle Input(TRAN_INPUT.BUTTON_A);
StopAllCoroutines();
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StartCoroutine(autoTimeOut(2));

}

else if(Input.GetKeyUp(KeyCode.Space)){
fsm_.Handlelnput(TRAN_INPUT .BUTTON_B);
StopAllCoroutines();
StartCoroutine(autoTimeOut(l));

}

IEnumerator autoTimeOut(float sec){
yield return new WaitForSeconds(sec);
fsm_Handlelnput(TRAN_INPUT.TIME_OUT);

FEXAN e, @i Input.GetKeyUp BRI fUM N, $2HPRESHIRIF . 5350, EFidd
POEESEEL 7 AN Sy IRGER I W, AR SEBRIH I Wl R SR

Fe AL 237 5 1) GameObject 1, 14T T Ak AT LA 2PARZSHEA Idle (M, 2 F X Rid%
BRI AT PGSR, WlE 3.2 For .

HE |

L
L
!
L1
L
!
L
L

%] 3.2
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Animator

fE Unity 3D ", T2zl n] LS Animator. 7EX FhémiB s, AT ATE BT AL
F 1 R IR S HLIRE ST 30, R IRk . Animator B SZFF IR HLAF BB A,
AR RS B AR . 5346, RN s AT RO RE T, ] LAE 2] Animator 12 17421K,
REIERIIETAC T R filn, s« dnl, dE, PO T s mR A B4, w1
ZIRIE 3.3 177 .

Ground

o

NormalHited

%] 3.3

l“é}/ﬂ

ARG B ARLSLI T — AR BB RRIRSHL, YHE T FSM 0% WAL B4h, IEFBAH
T HAE Animator N . EHT Animator FE ELETRTER,  DRAR 2R R B VHIR TR, S 4h
BB MR R RLRE ([Lanimatordoc]) , XEMALEZNAT .
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¥R E A

BESRE T Animator, & 77 ZSLHUZ AR KRS ([L:logicfsm]) ?

3.2 BIKRARZG

PATHERFNIE H TR iR A R G Lua, 160 AT ERIVEB SCREAh, R BIA 2
gAML WRALIRE Qi BRA RS, BizEEfA?

1] A8 25

HSEMHT AR IAS . £E Unity 3D o, FRAMEH B CHIIAIF A & T IIA R G0 1A
Wso XA TS 715 (ByteCode) 5L, REBITIGE BN RS (Virtual
Machine) SKEASCH, ZhA SO M RAT . WAB EJF, BT ezl i Mg i
R T HRR . B A RS, R ST E RIS SRR, R R ST

FEMARG S, — ki P AT KRZERAEE L — RIVIFE I & i i 719 3
REAMLIE L (8] Z AR IR PAT 2o BRI RR T ARG HE AT, IS taeiZ . at
M5, HTHE VM ISR, BRIHGX AR AT RER F . Lua SRR —Fh 41
i, eAtERiR HREER VM, JHERZAT SRR A REREL ISR e A
GRS .

LR Ul 44

RZ ANHLE Lua i 5 72 W BHI S IT AR 728 Bk 57 B0 R A -

/script print(*"Hello,WoW™)

RIAiz47 Lua JiIAS, #rH “Hello Wow” . @I XFERI TR, Box)LFrl LUE a2
SRR AT S, TRAMRZ AR &, $1E TRZ /M, ROl A sh ik, BfRs
AN FIREASBR 4 D I ThRE

5RETF R R SA RGN, BE B TR A S hIRC S T, 115
BEASNHEAT DAE R SR i, 3 i A BAIAS W] DASS P/
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-- close minimap
/script UlFrameFadeOut(Minimap,1)

—-- open minimap
/script Minimap:SetAlpha(l)

MR JUATIIAS, T DU S s S O A Jey . 3RATTR T LAV N B AR R D) fe, i Wi i
AR 5 RIS

T MMO KMk A % 5 2RItk FILLRZIEFRIITT A, IERIFRIZT,
FINIA Z GEHRT LUK IR T HlE xR ) R -

Dota2 f &5 Al &4

XFFRGE Ul S I A A 5e 1 2K 8%, ARG A EAFEMN R . DOTA2 ] Al
WX —EMARG, NAEER. REE. HRRBEEYIRINERE, B0 HEst. BiK
AL, AR A 2 AR e s, T LUB I Lua AR B Bse il Bilin, #EARBg s
&), fE DOTA2 [#) 7.x A, 8#id 5 2 hero_selection.lua, B[R] 47 il %o ik Fi Fili (4 [ 2% -

function Think(Q)
if ( GetTeam() == TEAM_RADIANT )
then
print( "selecting radiant” );
SelectHero( 0, "npc_dota_hero_antimage" );
SelectHero( 1, "npc_dota_hero_lina"™ );
SelectHero( 2, "npc_dota_hero_sven" );
SelectHero( 3, "npc_dota_hero_bloodseeker™ );
SelectHero( 4, "npc_dota_hero_crystal_maiden™ );
elseif ( GetTeam() == TEAM_DIRE )
then
print( "selecting dire" );
SelectHero( 5, "npc_dota_hero_drow_ranger" );
SelectHero( 6, '"'npc_dota_hero_earthshaker™ );
SelectHero( 7, "npc_dota_hero_juggernaut" );
SelectHero( 8, "npc_dota_hero_mirana" );
SelectHero( 9, "npc_dota_hero_nevermore" );
end
end

IR E S ORI E GR, MAT ES RO E O Lua 3361500, flan, ZAEEK
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CRURSIERTR” M, MFEEES item_purchase_sven.lua SCA:

local tableltemsToBuy = {
"item_tango",
"item_clarity",
"item_flask",

""item_boots",
"item_blades of attack",
"item_blades_of_attack",
"item_ogre_axe",
"item_quarterstaff",
"item_sobi_mask",
"item_robe",
"item_ogre_axe",
"item_mithril_hammer",
"item_recipe_black_king_bar",
"item_lifesteal”,
"item_mithril_hammer",
"item_reaver",
"item_reaver",
"item_vitality_booster",
"item_recipe_heart",

// Purchaselogic

UGS, JER SO GO R, 8 I SE B, RIVRTAS P A ) A 2
AL FIRATHE, A MR T LA AT LM PR R Bk

7£ DOTA2 [ERIAZU Y, HAEGE SR, ERNEZEIFAZRMEM Lua fIFER, 2
AR R CH+4 5. X T AT EERIAE M IIRE, KA M se iy sUR IR 2 4.
IR EEHI A OAT N, BB U A A R0 Lua STPF. i, T Aith Lina, AL
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% item_purchase_Lina. ability_item_usage_Lina.lua 2. 7EINEFARIT, SR AR N B4, 40
RATEAFRVCE RIS, S AN SATN ROZHE, BN SEE, ol s g
ARAL o

8 3t B A

BEAR Lua X458k, ZEMAMNACHSEARS 7le? Bk EUl, Lua AT AN
L, BLEAHCS MRS, G BT o HXBEA AT R A R .
HIAA ) NA—E AN, FICREIETR S Lua A RA —E TR . WmREHE
SCHIEAS, i n] DLRIETL BT A3 B AR — 2, IIT HARE S, DARRIRAEA . EAS s i 2,
BOH AR ZIEA R B AR, BAMESI T2, FEMETFEES TH. Tl CG 3)
1 RV AS g 5 A 5

FEP AR P HIE CG 1 7z i 3 % 75 Z R RIS AR Z AW 5ER. T Unity 3D Kiji, 7]
LLREIIE CG SRl I, (EMSEPREATIIROR KRS, S A TFAME . X TH R0
Bi, HSIFA 2 EARIRABIEACR, IR A R R RIS 58 4 7] LU 2 /K . £E/E
AR, sEa T DMERIthSC, DRSS TR, Bk B S5 HR . — /MR R R A W] DL
NIRRT
W% 3-1

Wik AT E KRB FH
e BEL[EARFEQR),LE(Q2,2,3)], RAUAR [BARFEB)1EE(2,2,-4)]

ViR

#gApL: TRAMLA4R(B), EH (10)]
M. ALK Q)]

#% . B[z E(2,2,0)]

#1: ALB4#(B)]

T—8&

B, @R

335 B[LF(LEFBMEHAERT 5?7 )]

xtiE s ALF (RIRRIAESFRE, Afbe Rebd T)]

stik: B[LFFRARR KM, wFZ e REEERS, AECZAHMKT)]
stig: A[LFCERNRIERT, TRAXHE, £ALBHHR)]

ik B F (&, &iT, ZIAIMEL LR KAT)]
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stk A[XFE(@ibgeii .. )]
FhpL: FHEKR@Q)]

T—8&

R XF(RAZE),FK2)

M. ALK Q@)]

StiE s B F (EIFRAAFH B, EHERALRK, IAARTAERET)]
B [ FHRC),ES(G)]

ik A[LF(ERET! )]

R BN

T RRAS E O, REREARIAT S S S . SRR R, AT RE S LU A Y
RESHCEL, BIINFRIE & R (HERRTE, AiCRMWE S TEs, M iEs
LM CC WA EM. N TR, RITEETURE —MEARS, REELGE
FrEf B M IARRE Y. VM Jil, BTR—%mS, TSRS, NMESThRESHE.
FEIBATIN, RREBEAN AT, IR USRI AT . Hoh /5 24058 — o0l thiniR Bl
R, RPN T B AR BLE R R rhote . IF ELRG RS RS, 28 R AT LA R
FRYT . USRI 2 AR 245 & T H b /5 5K € o

% 2k

> I

WA RS NAERE, FA1 8 7RSS DOTA2 XN RGNS, MR
T RO LERT A QAR B E TR Hi R A RGN T REAERT,
MIEREERARGRZMA, ExH A SRS T E 215,






— i85

SARFR

MEFMAEER, BRERILERTER B BRkNEAR. AF 4E, BN=FBLF
XHHENTER, URENNERAR. ZERIAPHLERZEREFR, FALXE
ng%ﬁ% *%EH:‘J%D R0

HESZ, BN —PRIBFERFASENEARALERENELID, BIRXLLNH
TA ( Technical Artist) kfast, EEZERT, HAKRFERBEMEINAE, FibHEE
REFR MBS,

LEMARZMY KJg, EAREEEGRRNEA DB B, A% 6%, ]
KPR ML+ B SR EE,



AR T ENANEE M ShmESRARTHE, U EANZan Tk E R .

4.1 NLEFhZE

i

9 AT

3

A1 EEA N T o S0 A SRR S PR 0l e R LA

FEBRIE o, AT BT SRR, BATS A REREE . B R
(o hN, 25 ARTT DA B A8 R, (5 2 (G Bt ek AR e DRI, O PR
B — MU G5, BRSAERR R BAT AR S VRIS T, BRI K IR A5 25 1A

M P TN TR BG I A S IR I R TR ek X 7 T, PR i
REZARF KL, T RIMIRIOPER 5 05 B B8, USRI TR,
B HOE A R

T LA Unity-Chain A6, —teskE— T % FHIGE.

Bl A & 0 B

[ 4t (Diffuse) AMMAAE I ERIDE T 2B B A B, B4, 7T LR ]
A, EAOEI - DEBERME. BGOSR BREABUE RN — &0 B, Wi 4.1 Fros.
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K41

EAMA

EHINGE (Alpha) 52 —5K 2 i 8 AR R K EE B, 3% 6 E R SEBLE D B8 B AL
Ko ERMES, ABROAREEY], A7 OREAEY.

A TG R A — B TE R IR, R A I R A s B R A S IE R A7
G o 2 SR dn SR A A U P& PR B G, ] DAAE — i A R
TR R LR R, FEMEATEING N, AN 2A B MEER M AL eE At W

R R TT iR BB IR I R4, ER IR BB Y] (AlphaCutOff) , AN
PR32 W B2 KT AlphaCutOff I 4 R] L2l .

AO B

AO N5 (Ambient Occlusion) WAFR ARG MUK, F 2 RBIEBRAKHE . AT
AZ AN TR g2, AO WK “WRUS” SRt BJ7ik, MLl 4 R e IR AR Sk s
FHEZ040T o {3 B IXFRBE AR T ALK f B RE R IR S BR IF 52 kR S i, DA W g 5 L,
BmA AR, TR E A3 5 b A

B8 AO I EIANSZ el A BEFRRE I, BT AR AL PR S R . O 11 I I o5 1
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WAE, TEAMBH A A RIS, 7T BAE Photoshop HoK AO Ik B 5 [EA (05 1B & 9 9 — ik .
= B A

M (Height Map) 2 — /Mo idRmm s R K, RORERENRME A
OARRNE . EEEN TRk B R IACR, I BOR B RERCR . s W
T HOERE ] TR g RS R, SR D A LA A AR A A L R R A R
T BRI, BETHE AT LK AN [R] w1 X 37 S8 A7 A ORIEAR L

KEHWI T, AEFIERARTRR LN, BRI 2RI, DIt
GEES

H LA

RENEE (Normal Map) {FOMERURTINY e, BE TG iR EE. BRI
TR IIRRAC, R DAL AR s U R R H, Wk 4.2 Bios. B BAR 2 KRG InTE et 1],
HEEW LT BRI LT, BEJLH TSR, 5T, B RAANS HER
TR, EIAT LURS Wt R BB R T KO IR AR, ORFEAIR 1 I8 S €

K 4.2
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TRE R RGB W 18], 21 (38 18 G ik 2 77 7 ) 2 A i, S o3l T i B9k 2 U7 0 £ B T
W O Y TE ELR S . — BOR UL, R ERIRAEY) AR, B SR (Height Map) #
B — 5Kk K (Normal Map) . {3 H1H IR 3D R T B AT LA /R 2k

& A
e (Specular) T ZAPRIEHIBA A BUR . A Ak &RIEDERIEAMFA,

B2 AR R] R e 2 DR A BB R 2 0 AN D 7 52 IS [R) ) i e R, 3K S 2 ok ) 222 531 4 ] LA
Ao GG AT oK

B & s B
HAOEE (Glow) FISRARE R AR XK. MBI A G XOgiE R e e ko, REX

SRR FRJRRE, KO IXITE GO H ROt REERRR, B A XKIRA R SZAT 65w Al
FASZ B

Bt Tk B

SN (Reflection) SREAEA JCEMIRRI SRS INRCR . Dy 1 {3 B S W BSR4 e (3
QR W N BAT RO IR 7 R

TN

HrAZ N P (Ramp) # PSR A B 1506 B A BE SRR AOAN R AR 4K o 38 I )i 2 1 7 SRR
A OO I SR 1A AT PSR 2 AR G IR
9.3 3:¢

MEFE P (Noise) &Il s Bt S NG 1, anle] 4.3 . B BREH%, €
A TR 220 KIASE HARIL R, B KRBT ARM ARG FATA LU Noise Graph
B A P R AR S o AERR AR, JRATTT DA B e A L BB REIR RS, DA S B+ P IR 7
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K 4.3

.
B8

BARASCHR K TARZ G, (B0 H h AN R B A A o I AR o 2 {181 A i
L YRR I e e R B RO B o i R P R P T A A R P 3R e R A

25|
o

¥R E A

HBEAR PR U ] B 22 B A ([Lstexturemore]) ?

4.2 MRYR

T I H LM BRI, FE A WL Unity 3D AR SEIUX RACR -
1) A8 25

PATVHGE, VIR RL 2 2 AR BT o LE A SRHE I A it 2 2 MR B R JRRE
Tz 22 1) SO BOR A2 28 NIBUE IS, 5548 8 TIBBIA R MR BUER, EARN RAERI1EL
R RS R 25 b A B 75 2K

MR S B A BE R, v A2 A8 F PBR (Physically-Based Rendering) 1F25
PR 7. RIS PBR AR LR ZIRIA—2, HABRI N —2K.
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T RSEATRE, B 4.1 TGRSR IR B3, thd B AT R 2 SRk I B
AT BIREHET 2R (Lambert) , J8id maR 7 SR THIREE, IFd@id Thaedr s
XERLINGIE, ThEEZ M EATH, SRR . KA B ahT
TR bR QAN RATIE A 2 A, I EAE R B RS ETFHISER N . Sa 2l TR
NS RERA R GBIAERIRE S, IR IR B LR N R RE T Z SRR

FH—T5TH, PBRHEARVRHN TIX—8FE. CHRYE RS P E B R BR TR DE5R, Unity 3D HER
A StandardShader 5t &3& X Fh 5 S BIAT . ERITAb e R BRI S5k, RInitE
RORIERIAT R . B 4.4 5] & Unity 3D ‘B 5 SCRY h R At S 5ot iR 1A

Brushed Metal Brick Rock Satin Ceramic

K 4.4

R, SHEARNRAKEEHEREK. BT A ERENBNAZ, JFH
FARN FOEA KGR IX P, DL SO ARSI E R AR o i 1 N4 59— 71, X E R RIR
FEXS Gl MAT LR . T M BUSCRAKEETHE, RIESER N RFE PBR LR AHIMEHRECR, 5
SNBEE GIEAT RO S T ASE . A8 72E Unity 3D 382 Unreal, #7524} PBR R f#) Shader
B RS HMOE MBIE, DMRRRRCR A — 8, XA R TEREA R, FHik, H
AT HE T PBR IRFEHE R M B KA 0 22108, ARE B BRI 20 £ 8 o F2 00

XFT AN SR, AR EAATGIET PBR. EIAEL SO B 25201 PBR FIRCR, (HH
MR A S EFRAERTE T T o WIRAE PBR VAR T & Z B R RRCR, W AT BLAES
Gt R e AR . PR T A S RORAE P R SE AR SR AT A

RN LL A R, BT bAIX BB T Unity-Chan 11 Space Robot Kyle [ %8 JEAE ARk R
%, RIRMIRICT AT 225 7 5 P A CEE Rz, Ja RS A B se B AR A /R R AL

BB

TR A E G, G RCREGE O o X TR IETE SR Ry st A I S0 B



56 | R #oDRARS ISR

FASY . £ Unity-Chan s 3A1TAT DL R BISRBIIRCR, Bldn, i tath 1 ERAGOLRCR K 4.5
PR

K 4.5

Ty ERGOeERE, BRI S EAE T, BORaE 4.6 FiR.

K 4.6

LGS FIFAR S, ot 2 — 5K B i, 2R )5 R4 IR R A 1 A R (R
B ARSI
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float_t rimlightDot = saturate( 0.5 * ( dot( normalVec, i.lightDir ) + 1.0) );
falloffU = saturate( rimlightDot * falloffU );

falloffU = tex2D( _RimLightSampler, float2( falloffU, 0.25F ) ).r;

float3_t lightColor = diffSamplerColor.rgb; 7/ * 2.0;

combinedColor += falloffU * lightColor;

AR

A E XD E D, DRI FUR L 7e R T EDEIIRCR . BATH LA FIFE
UnityChan R4l i, 5 F SRR #CE BT R 10 mDL, BCRWIE 4.7 Fs.

R LG, MRS RREARK, DRSS, Wk 4.8 .

-

K 4.8
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A2 iR E Kt EC R OGRS OME, K5 SRR as R
M. BOLNENT:

float4_t reflectionMaskColor = tex2D( _SpecularReflectionSampler, i.uv.xy );
float_t specularDot = dot( normalVec, i.eyeDir.xyz );

float4_t lighting = lit( normalDotEye, specularDot, _SpecularPower );
float3_t specularColor = saturate( lighting.z ) * reflectionMaskColor.rgb *
diffSamplerColor.rgb;

combinedColor += specularColor;

H s A

WA (Ramp) B I 2 (FallOff) , ST MM G EA R —FE, BEZRZLL
— AR GO I AT U B S A TR 3 A SR P N P R R A I P ) — A, X BLEE R
G, REOVARNEEA KR, RS 5EA GENRE &, by EAE R A
FRIRCR o B WS 9] 7 3 2 A T e k. 7 Uity (B BRRCR b, R T — Sk KO T T AR 1,
i 4.9 Fios.

Kl 4.9

FEXFKRERIREM T, B RRRCR 10K 4.10 s

K 4.10
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R LA ROR, Bkt > 7RI, I 4.11 FR.

/.'--.?\'\\

K411

KL, fEFHRLER 5P VAL R R B o bnitE, FEMTAC IR oRAE . 2%, AL
(& BB v E AR, SEA O TRE . OB

float_t normalDotEye = dot( i.normal, i.eyeDir );

float_t falloffU = clamp( 1 - abs( normalDotEye ), 0.02, 0.98 );

float4d_t falloffSamplerColor = FALLOFF_POWER * tex2D( _FalloffSampler,
float2( falloffu, 0.25F ) );

float3_t combinedColor = lerp( diffSamplerColor.rgb, falloffSamplerColor.rgb
* diffSamplerColor.rgb, falloffSamplerColor.a );

combinedColor = diffSamplerColor;

aZA
HAOEHCR (Glow) HSEFRJEAFRCRI—F, HANETMEUZR. A e kS5
B B AT URAEM i L, BRIt S SR A 5%, I B e i it

R RCR KIS AL, AT LM AR A 2 D, XERZRA TR, 4
RAEM S ERF b2 . XA Kyle i 7 —DMRISEIBT, SREBIHCR.

B 551N Unity 3D f Effect IR, #EHE A5, RGN EE Bloom #IA, I
ftnE 4.12 ik &
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¥ Bloom (Script)

Clow and Lens Flares for bright screen p

Cluality

Mode
Blend
HDR

1 s 1.5
RGE Threshold I
Blur Iterations 2
Sample D
Lens Flares
Local Intensity

Threshold

K 4.12

AR EEME, SH 5K T InsREE R 2058, i 413 fros.

& 4.13
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Bl — AR A StandardMaterial FIA45, K H H &) (Emission) S SCA W E
4.14 FsieE.

HDR Color

K 4.14

BB, RIATE I 4.15 s fiReR.

4.15
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RV Y, R A RO T RCR AR K IR T RIS SR TR AU 1, SR
WA BHERADRN, BN —aKNG A, BRI T RARN R TR, 534t BT ENRER
HR AL (Post-Effect) , FIMCM I AT MINAFHFE. EFHMAAT, RAT2NHin
e i E IR ROR -

A R s A

P IRNEE (Material Capture) , 1@ #%FRN MatCap, 7EIRZ 3D B R mT LLAE .
B IRF RS RE L S RIS R, A T BAE S st AR S AT O . AT B, &
FENG AT KRS BRG] TG . AR SEI R R 2%, TEIs TS, R TRk WA
A ()G B 23 [A), PR R UV B 200G 1 BT LT .

1 AssetStore 1 4/ “Free MatCap Shaders” HJ4f#F, ‘& i B R T X Tk A HI2%
R, BBIEF A LLEAT FERAEE. FCRWNE 4.16 s,

Click on the textures to change them!
(left click: next, middle click: previous)

SHADER: SHADER: SHADER: SHADER: SHADER:
Textured Mult Texured Mult Bump Plain Plain Additive Textured Add

- ,
. ‘. (-\

| S
Robot model from Unity Technologies

4.16
o R R R SR A kyle, _ETHT 7 0 B B A MatCap I B
X4E
AT EENATH LM BRER, HEEMRMeyly it 700. JTEEERLS, -

TG T S BRI RACR, B H FIOM AT RE R L . 2RI RARRRE N AT,
It AFRATTA BEFE B8 N AL A o
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¥R E A

LN 22 M RCR B B I P Ko, A A IR TS ([ texturepath]) ?
4.3 TNBEITR

VR [ P AL 3l i R T AT L, 3 TR B R ARG

1) 557

BERMAR EJE, AW ERE . SCT . SR ISR S BRE AR
AESI TIPNE 21001 P2 WA S I ) T 5 N

M A EdE, ERH T}\E’JEL%%% (Persistence of Vision) . 4R LEREIZ ST,
NHRATE BIIAR N KT, ThREAR AR B 1520 0.1~0.4 FP . i3k Hh 5 i th R FE AR ) () JRL B, 7
A T ST T 7 LA *ETETHE‘J%%EJW\]ﬁ, HIL T 2 EIRMALSIE, e R Z A TE
T WA FE R A VETERE A RIS B AR B ) o 5 ) oo T A5 R

FET AR Bt @ R AR (AR o SR B Pkt B i AT A 3, T 4 31— A i 4
Mgs . 7R3 J51H , L%E’Jf‘ﬂ%%ﬁm Xof 5 SCAFHE R T A R TR . TR
B, FUA DM R TX AW . 8 SR R AR E R, AT AR B R 4 R
W WL B 50 Hermite k. Catmull-Rom #E4% #2851 Bezier HiZE%5 . AT R 2L s,
55l 2R AR S T B T 4 1) 5 1) R LR S VR, B e T AT A DA SR Bk

THRA— AR E B 5 W) 7 A WL
5 Wi 3 &)

A i 2 1 4 R kS R BhiE (Sprite Animation) o £E FC AR, U 3 3k 4 42 18
R NHIMER . RISk, Bt — RAIBhE N E A, EBIKFRE, m&IE R shE . 5]
i1, & 4.17 5] @ 2D Roguelike, ‘EHt2E— N FEHIWIE.
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K417

MR E AN GRSl sp AR P A R, I ECR sk R SRR A K. S —
Jri, AR TR B BT SBT3, Wl R A 1A (R [ S . R R A T S A
RS, BIEHEE R SOR BRI M ishm o TR R R, flnksa, o
PRFROR, PG OL T 2 R P 5 R RE R 1] (BT, 3 = R Aty 3Qs Bl

FAMEAT—FPULE “3D B 2D” BiFE UL “2.5D7 IR, WRFM T FAINEmE. Tk
3D Feft A R sREh EE e 2D s, RO, S0 E . B2, k s EIiiRE,
RA&THFFIMIE Fr o RPN TARRRE T, AT BLR SR B s il (ke KR fe, Rtk
BERAI Y X R RO B A4 B (V& pPR)  (Clash of Clans) , BT ) E
HRAEIZAE LI, DAL RE R CPU [R5

R E

3D AR H R I BB 0 S Rk s, R 2R R B s, B TS 2D 2. X R
REZ ORI F 9h e 2188 1o WEshmr, HEg/Eaew. RESHEREE, BTk
W06 B A SO RO AT 4R Tt . - B Shm E AT AL T TARRAE R R, B nf ISR 248, HArf
WA TR R T RN TR RS BE S+, 53924 Spine 1 DragonBones.

PP T INREAR AL, Spine & — KU #% T H, DragonBones /&% %% [E 7= TH. HuIKAE,

Spine [ T ABEH Inse ¥, Al LM ERFRB0R A, MEARNRIBRGIE D, Eov2U s arr,
EELTIRIRIBAGEY . Spine FINFAER ) 72, MIMEMBIRZ, #ln (Rise & Shine) {The
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Swindle) %%. 45 HBA{EH DragonBones, ( JJ#4&4r) w2 d ] DragonBones [ 8Ih 241 .
4.18 $# H Spine B ¥,

4.18
3 &

T AT LA HIR 2 n R B, Bl Ul B3 R ARG MRS ECEEE . 7E Unity
3D H{f ] Animation, W LMEETCERMENE, SRR IE AR 7 A e PR . AE SR H
L XAz M IR UL 32k B S 8], B tshim 248 £E 2D platformer
B, s R WS SEELK), il 4.19 FR.

K 4.19
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LR BARF S

A8 H Ax3hE (Morph Target Animation) & 45 5 X T Fifa WS #2sh 5 N iishim . i T %
AR R, R R A 5 T 7 B H A AR .

K&

iH, 3D M CHERAE S R sh i, R MEALAEGRE 2 R, ORI 20 O X NSk A,
CART A Zh IR R R I LR DA, SRR A O AL I 73 HE . 4 RIS ATIN, T
b B R AR YR B H i i CPU SEIN THER ORI o A RO AH R A (AR 2 i3 5%, MIAT AT Hs
R TR A, B, UIYEIER. 07, TR R CPU AT,
BEEBRKI A E, GPU S BAMFATIEAR . (HH BT AR 1 & #RER P SRy, i€ GPU
S HRIEE.

B, 2k

> e

EERAR EAL o R R, EATZ AW SRA . B, 72 Animation % 5 51
FRIS, AR W] R B S A S RS . SRR N RCRIR S 1, N VIR BIRIIACR, 3
BB R B R A SE BT K

4.4 RohR
i8] UV ESITR I 4 2 1 il i i/ — NV AL R R s O ROR 2
B

FEREBCR T, UV RSOV W, Eal 1 22 AR RE AR L, B 2 N T
MO, K. b, ERXBHEORT, UV RSN B Ay, B e T SR L
AR f S 3D AL R 2, BRIE, Sd I UV AT DK B R 3R S B R 4k 14 2R T
RBNIR AR XA 5 R BEE I AT AR 0224k, T LR R B AR I I SOt 2 0L 3L
RA RGBEE AN A ISR AT . EHEBRASEHERIE LA 08 LR mRP K,
B —ERFR AR T AR . R MR AITRBIRCR, R UV BB

R FD,
HSEIATAE 3DMax Hhrfl {1 — XU A, IR LE A Unity o RCRINIE 4.20
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RGN — 4 N UVMove [¥] Shader, 1445 a0 F 4SS
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Shader "MyShader/UVMove"
{

Properties {
[HDR]_TintColor (“"Tint Color', Color) = (0.5,0.5,0.5,0.5)
_MainTex ("Particle Texture', 2D) = "white" {}
_MoveX (""MoveX",Float) = 0
_MoveY (""MoveY",Float) = 0

}
Category {
Tags { "Queue'="Transparent” "lgnoreProjector"="True"
"RenderType'"="Transparent" }
Blend SrcAlpha One
Cull Off Lighting OFf ZWrite OfF

SubShader {
Pass {

CGPROGRAM
#pragma vertex vert

#pragma fragment frag

#include "UnityCG.cginc"
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sampler2D _MainTex;
float4 _MainTex_ ST;
fixed4 _TintColor;
fixed _MoveX;

fixed _MoveY;

struct appdata_t {
floatd4 vertex : POSITION;
fixed4 color : COLOR;
float2 texcoord : TEXCOORDO;

};

struct v2f {
float4 vertex : POSITION;
fixed4 color : COLOR;
float2 texcoord : TEXCOORDO;

v2f vert (appdata_t v)

{
v2f o;
o.vertex = mul(UNITY_MATRIX_MVP, v.vertex);
o.color = v.color;
o.texcoord = TRANSFORM_TEX(v.texcoord, MainTex) +
frac(float2(_MoveX,_MoveY) * _Time.y);
return o;
}
fixed4 frag (v2f i) : SV_Target
{
return 2.0fF * i.color * _TintColor * tex2D(_MainTex,
i.texcoord);
}
ENDCG
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iXE% Shader W1, ¥ :OEBr i 5 texcoord. I FREL UV HI7EShE B 5 s 7] FE 3R B/ N BB
2, BATAT IS —DAWHELEARAL K UV B . 5018 —AME X Shader (I8, F44 1K
4.21 B PR AR 26574 5

K 4.21

RIGEAIE— MR RS, WERESHNE 4.22 PR,

M Plane00l

(i}
On

]

0.5

Default

& 4.22
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BATH BRI BRI BCR, K 4.23 Pk,

& 4.23

:‘é} o

FILLT#1ER Shader, UV RBIR L T MR KIEFE, MPERE EBRMT . AUER
R, G e A F G A RS R BN 1], Al BASCH fatH ar RO «

¥R R A
RN REAR SR B AR, ST As R Offset J@TE, /EREA s AT ok

([ :uvmove]) ?



E5E

ISP SEESES

AR L EDISH LR BEACR, BATR TR A, BP0t Bt SR

AL SR Eh R NRRO Iy 28, BRI L.

5.1 IR

XFARASE UL SR BRI T SR e, DAY Ul S SR, 3 2 fr sEE)
BERIRCR ?

1) B

HHKUL, BEEHFIBR, WAERGEH EARINELIL. S m i X%, EH A
AL PEHAARKSZHL -

BRBHER

JE b ¥R (Post-Process Effect) HiAR & —FotiE B Jm I i 24T Ff i AR . Bk,
EEX R — NG, (LRI B 5 C 2w, FRAT#A ML X AN E T RN T, ok
R R T R I . R, SR ACERRERE T I E 2 RACR, (HE=ZTEEN, XFEERIES
5 R BT HE o

PATA] CUBFRAG ML S 1 N AR TE e 31— 5K R, EFR N RT (RenderTexture, JE 24D o
A ERARHL A 258 22 1) 21 Yo L P2 AR 8 RTT (Render to Texture) . 7 Unity 3D 1, RT X}
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LB 45K 2 RenderTexture, TATBLAT LASIZSEIE N H) RT, BT AE TR H R F
G — RT %K.

W4, FATITIF Unity 3D, G& — N i% & . £ Project b2 T 45 A b 4
->Create->RenderTexture, 4% 7N TestRT. £ Inspector [ A] LAFE S H00] Fi W RUR .
HTRRATRE NEM A, FrLAE B a4 B e, Wi 5.1 Fis.

© Inspector | B8 Navigation & .=

. TestRT & =
[Open |

Di i | 2D i)
Size 256 x 256
Anti-Aliasing | None t]
Color Format | ARGB32 ™
Depth Buffer | At least 24 bits depth {(with stencil) &b
sRGB (Color RenderTe[ |

Enable Mip Maps )

Auto generate Mip Ma |«

Wrap Mode | Clamp

Filter Mode | Bilinear

Aniso Level v 0

| _! ) RenderTextures with depth must have an Aniso Level of O

TestRT

256x256 ARGE32 0.5 MB

K 5.1
TERAGHL BNV ES Hb» (Render Target) THE NNINIEG ) TestRT, ik 5.2 fias.

WARARES SR AT — G 8B, IR 5 a2 %3 Game L& OISR AT T -
AT FGEHAER A AR 22 RT, AR At S L. X sk, mik
T TestRT il AE 2B A A A B 1, Wil 5.3 fiw.
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“Onspecor|giNavigaion RS

| Main Camera | [ Static =
Tag | MainCamera 4| Layer| Default )
¥ .~ Transform hal
Position : x[0 Y1 z[-10
Rotation x[o y/o z[o
Scale x[1 ¥[1 Z[T
¥ e ¥ Camera @=
Clear Flags [ skybox 3|
Background I
Culling Mask | Everything ™
Projection [ perspective i)
Field of View e | 50

Clipping Planes Near [0.3
Far 1000

Viewport Rect F SIS S .
wi o HL

Depih = ]

Mnd’!rlrm?ath Use Graphics Settings :]

Target Texture mi'—] (-}

Occlusion Culling

Allow HDR o

Allow MSAA 54

Target Display Display 1 3|

5.2 & 5.3

N=g
BRED

7 Unity 3D 1, %5 G kB LTR80T —/~4k7K 5 MonoBehaviour ff- 1251,
FATHS R LA 55 T 114 bR 50RO B A AR YL R

void OnRenderlImage(RenderTexture sourceTexture, RenderTexture destTexture)

R PAEE Y f/T, #a A IXA SR, b sourceTexture #t 2 FFEIM RT.
RIATK sourceTexture A P 2538 I T TH A 42 10 bR B0 B Ve Yesh destTexture, Ui ] g 2 BRAA B
TE g7 A

Graphics.Blit(sourceTexture,destTexture);

AR, A AAE A -
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Graphics.Blit(sourceTexture, destTexture,renderMaterial);

M4 sourceTexture 7E ¥ N, £t renderMaterial JE 442 5, #iH 3] destTexture #.
Rk, N7 SEBERIRE, HFEAE Shader HhSEELvE YL BA R,

B LAFRATB1 8 — 42 )9 RenderPostEffect.cs 125, 45 W T LS.

using UnityEngine;
using System.Collections;

public class RenderPostEffect : MonoBehaviour
{
#region Public Attributes
public Material renderMaterial;
#endregion

#region Unity Messages

void OnRender Image(RenderTexture sourceTexture, RenderTexture destTexture)
{
if(renderMaterial '= null)
{
Graphics.Blit(sourceTexture, destTexture,renderMaterial);
}
else
{
Graphics._Blit(sourceTexture,destTexture);
}
}

#endregion

G SERE, KA BB AN L.
R RE
FETHET RT ZJa, BATEE R AT A SCIUBRIRCR .

ZHEIEMME IS IREAT, APEORAGANERN, S 2B . BRI 5%
% CAE T, Gl A B 2 w0 52 JA R L € (R 52
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A S BN SIREH BN G RES R ERS, XA S OEmARARE T, A
IBBIBRIRCR . IX PR ) SRS IR EE RO, TR &l 5.4 P

Ny K

—> o <«
AR
Kl 5.4

A LB AR R, PR for A ABUS — DN ITTRIXII R, S XSS ) 1Y
{6, EATFERLREM RS RATEIE 405 Blur [¥) Shader, 45 W1k P9 54D

Shader "'Custom/Blur™
{

Properties

{
_MainTex ("'Texture', 2D) = "white" {}
_BlurRadius (""_BlurRadius',Range(1,10) ) =5
_TextureSizeX ("_TextureSizeX",Float) = 256
_TextureSizeY ("_TextureSizeY",Float) = 256

}
SubShader
{
Tags { ""RenderType'="Opaque" }
LOD 100
Pass
{
CGPROGRAM

#pragma vertex vert
#pragma fragment frag

// make fog work

#pragma multi_compile_fog

#include "UnityCG.cginc"

struct appdata

{
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float4 vertex : POSITION;
float2 uv : TEXCOORDO;

};
struct v2f
{
float2 uv : TEXCOORDO;
UNITY_FOG_COORDS(1)
float4 vertex : SV_POSITION;
};

sampler2D _MainTex;
float4 MainTex_ ST;
int _BlurRadius;
float _TextureSizeX;
float _TextureSizeY;

fixed4 BlurTexture( float2 uv,float blurRadius, float
textureSizeX,float textureSizeY)

{
float pixelDisX = 1.0/textureSizeX; //#%1a%E X

float pixelDisY = 1.0/textureSizeY; //i#%A%EY
int count = blurRadius * 2 +1; //HAF0MGE4%
count *= count;

float4 tmpColor = float4(0,0,0,0);
for( int x = -blurRadius ; x <= blurRadius ; x++ )
{
for( int y = -blurRadius ; y <= blurRadius ; y++ )
{
float4 color = tex2D(_MainTex,uv + Float2(x * pixelDisX,y
* pixelDisY));
tmpColor += color;
}
}

return tmpColor/count;

}

v2f vert (appdata v)

{
v2Ff o;

o.vertex = UnityObjectToClipPos(v.vertex);




B5E RUEMR |77

0.uv = TRANSFORM_TEX(v.uv, _MainTex);
UNITY_TRANSFER_FOG(0,0.vertex);

return o;

}

fixed4 frag (v2f i) : SV_Target

{
// sample the texture
fixed4 col = BlurTexture(i.uv,_ BlurRadius,_TextureSizeX,_

TextureSizeY);

// apply fog
UNITY_APPLY_FOG(i .fogCoord, col);
return col;

}

ENDCG

G5 )n, QI8 —408 Blurmat FIM . B THH B RO ER Y 1136%640, [RILAERS
Ji YRR B BE A 5.5 BT

K55

B 5 46 23R % L RenderPostEffect 4114/ RenderMaterial |, iz47F2%, 21K 5.6 f
TRNo
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5.6

AT AR S 2 PR R R R
B4

AT IR FERE RT Y, /M40 7 i 7E Unity 3D HscBl sy, 3574 Shader SEBL T 33
TE IR

REEOLT, BUIRCR T ER B A, £ LI EED, AP R — A XA K5
@, HESCRRAGEN . OB B H AR B 5, SRz BRI TR R
i, BATSEIAE, XEERCE WA BR (Mask) BRAERUZ, AN [F] RIASTRR X6 2 1 A [ g 45
s, Pt N IR ATHINBCE R, BRI, X RO 2 RO i ) B R
TREE 2 IR . MOCSEIB AR 2%, R W BB S s EAUE R AT . @ s B,
REVEGERIE R T IAGAT I R . VERE. BUL SRR RREOR .
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TR A
(1) ESEM ) ([ :gaussian]) .

(2) ELPIBLAEIM ([ :edgecheck]) -

5.2 TR
IAEABHIME — N2 B2 e ROR, 15 6 ey S8
B

ABtizot (Bloom) & —FfESERrIl H i FIIHOAR, M TEASEE FRIMCR . ERHR
SEOUFAE R, fasokil, bRzt AR R ITEJea Rt B, BENFS AR, 1*
b, BT TR SEEUT A, BUE U AT R R A B R AT S e B Ot

% 3, Shader

B0, (HAESSHIN IR ZIRGZ X, Slgiad. WL 2w R
EF RS PR TR ERNREN, APNRERIE, AEARIEA T
TR R RAE

WX BRI, BAICE R 7R M R e . XA R, FRATH
AN L2, A i ] S AR L I — A S M & Rl AT

ik R, FRATHEKEIE 4404 Bloom [ Shader, Jf4i 51N A%

Shader ''Custom/Bloom"

{

Properties

{
_MainTex ("'Texture', 2D) = "white" {}
_BlurRadius (""_BlurRadius',Range(1,20) ) =5
_BloomFactor (*'_BloomFactor',Range(0,1))=0.5
_ColorThreshold ("_ColorThreshold",Color) = (0.5,0.5,0.5,1)
_TextureSizeX ("_TextureSizeX",Float) 256
_TextureSizeY ("_TextureSizeY",Float) 256
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SubShader

{

Tags { ""RenderType''="Opaque" }
LOD 100

Pass

{

CGPROGRAM

#pragma vertex vert
#pragma fragment frag

// make fog work

#pragma multi_compile_fog

#include "UnityCG.cginc"

struct appdata

{
float4 vertex : POSITION;
float2 uv : TEXCOORDO;

}:

struct v2f

{
float2 uv : TEXCOORDO;
UNITY_FOG_COORDS(1)
float4 vertex : SV_POSITION;

}:

sampler2D _MainTex;
float4 _MainTex_ST;

int _BlurRadius;

float _TextureSizeX;
float _TextureSizeY;
float _BloomFactor;
fixed4 ColorThreshold;

fixed4 BlurTexture( float2 uv,float blurRadius,float
textureSizeX,float textureSizeY)

{
float pixelDisX = 1.0/textureSizeX; //# &R

float pixelDisY = 1.0/textureSizeY; //#%AsE
int count = blurRadius * 2 +1; //HAF0WGE4#F
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count *= count;

float4 tmpColor = float4(0,0,0,0);

for( int x = -blurRadius ; x <= blurRadius ; x++ )
{
for( int y = -blurRadius ; y <= blurRadius ; y++ )
{
float4 color = tex2D(_MainTex,uv + Float2(x * pixelDisX,y
* pixelDisY));
color = saturate(color - _ColorThreshold);
tmpColor += color;
}
}
return tmpColor/count;
}
v2f vert (appdata v)
{
v2f o;
o.vertex = UnityObjectToClipPos(v.vertex);
o.uv = TRANSFORM_TEX(v.uv, _MainTex);
UNITY_TRANSFER_FOG(0,0.vertex);
return o;
}

fixed4 frag (v2f i) : SV_Target
{
// sample the texture
fixed4 orgColor = tex2D(_MainTex,i.uv);
fixed4 blurColor =
BlurTexture(i.uv,_BlurRadius, TextureSizeX,_ TextureSizeY);
fixed4 final = orgColor + blurColor * _BloomFactor;
// apply fog
UNITY_APPLY_FOG(i .fogCoord, final);
return final;

ENDCG
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AMERI, KEZHEANRSER Shader #H[E, (EiFH R, FRAVEH T saturate p& %L

color = saturate(color - _ColorThreshold);

XAREIRIESHE, FESFRBITE LX), XFERE 2] T 385 MAEREif.

w5, FA1EEE_BloomFactor XS4, KFBE K5 R B FR G, 53HR4ATN
BR

fixed4 final = orgColor + blurColor * _BloomFactor;

UREE: & 3

4w '5 5¢ Shader 2 )5, FATEIE—/N4% N Bloom M i, MRS E K 5.7 .

K 5.7

EEBENLLE, HEETTHS% S RenderPostEffect iA%<, ¥4 Bloom #1/5 #: ! RenderMaterial
Lb, BATRER, WIRTERZEROR, Wik 5.8 A
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5.8

%4

~

AT T T iE i Shader 5 5 ANEESEIL A FRZOERCR . KPR, 22Ot
R E E R R AL, AT ZEHRAT T AR 0 ROR AR i AR H R 1. B,
ZICHNERIAT R, RIS =, 55, N N 1S iRim LAY, mIRLaFE—Lk
B, Az ? XA RARSEBR A i, A SR SR A BELE e R T

5.3 MBAMR

FEREEFZICHCR G, AATHE S8, FERIH FOIR R X% 2 i — 2. BRI
Wy AR RIR, (Hl T RREMBCRERIER, AT MER BN, HSIX R
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1) AT

fa Bk UL, HEOLRCR (Glow) ZEFHZICHCRIITHERA . EAIMAFRZAET, HIER
RESR G R MRz e, ik, BATHEAERERRRZ e/, X2 H 2Ly 4.
£ Unity 3D 1, ATRAHI R AURAEL, SIS 8 Bk B T 1K1 Shader:

GetComponent<Camera>() .RenderWithShader(m_renderShader, "RenderType');

AT IXAREL BATH AT LR RenderTexture SRHIEREHCR T . KABEZ, H—M
SRFRENL, XA RBHLT, Fra AR e A EGE RO, TR N ORES AE . RX
NEREGE A RT b, SRJERTE AT . S RSO 5 A2 6 B B0 21 3 SR L TE S
KME L, R iR .

FET FAREH, FHERAN—D— PPN TR,
B #x474K Shader

W5, BATHIE AR Shader. SR, AOCiA S IRMIARA KKK . FATH
T EUE ) RenderType BIAT, [RERA1E)E —4 4 M LightGeometry [#] StanderShader, 34
TR A A

Shader 'Custom/LightGeometry™ {

Properties {
_Color ("Color", Color) = (1,1,1,2)
_MainTex ("Albedo (RGB)', 2D) = "white" {}
_Glossiness (“'Smoothness', Range(0,1)) = 0.5
_Metallic (""Metallic", Range(0,1)) = 0.0

}

SubShader {
Tags { "RenderType"="Glow" }
LOD 200

CGPROGRAM

// Physically based Standard lighting model, and enable shadows on all
// light types

#pragma surface surf Standard fullforwardshadows

// Use shader model 3.0 target, to get nicer looking lighting
#pragma target 3.0
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sampler2D _MainTex;

struct Input {
float2 uv_MainTex;

}:

half _Glossiness;
half _Metallic;
fixed4 _Color;

// #pragma instancing_options assumeuniformscaling
UNITY_INSTANCING_CBUFFER_START(Props)

// put more per-instance properties here
UNITY_INSTANCING_CBUFFER_END

void surf (Input IN, inout SurfaceOutputStandard o) {
// Albedo comes from a texture tinted by color
fixed4 c = tex2D (_MainTex, IN.uv_MainTex) * _Color;
o.Albedo = c.rgb;
// Metallic and smoothness come from slider variables

o.Metallic = _Metallic;
o.Smoothness = _Glossiness;
o.Alpha = c.a;

}

ENDCG

¥
FallBack '"Diffuse"

AR, FEATHEK T RenderType:

Tags { ""RenderType"="Glow" }

BB —ME XA Shader B4, 44 Light, 3K HI8 A5t RIYE.
# ¥ Shader

1E 2 i f*) RenderPostEffect A, FRATTRHE 5E d% AL NM FTE Jeimi i, BAERAT NI E
¥ shader I3 fEINRE . ¥ 2% RenderPostEffect A<t T

using UnityEngine;
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using System.Collections;

public class RenderPostEffect : MonoBehaviour
{

#region Public Attributes

public Material renderMaterial;

public Shader replaceShader;

#endregion

#region Unity Messages
void LateUpdate()

{

if(GetComponent<Camera>() !'= null && replaceShader !'= null)

{
GetComponent<Camera>() -RenderWithShader (replaceShader,"'RenderTyp

e");
}

void OnRender Image(RenderTexture sourceTexture, RenderTexture destTexture)
{

if(renderMaterial '= null)

{

Graphics.Blit(sourceTexture, destTexture,renderMaterial);
}
else
{
Graphics._Blit(sourceTexture,destTexture);
ks
b

#endregion

41 fil RenderWithShader Bi#(iT, A EHUGHL T R M1A1) RenderTag. S IEILH
Tag 7% 11 # /& RenderType o & ff it FEFATT AT LAAE G pi: 388 [T BT B2 S PR A0, i SR04 () Shader
5 N7 replaceShader 4 47 f¥] RenderType, A replaceShader {43 subshader ##. 5
AR, WAL @HEKU, ROUKRESHIA RGP N B, DR e R B,
4k, 1EfEH RenderwWithShader SEIHRERENT, RAZRFIXASAHBL I Hy disable, LAR 1k 500 J5 & 1)
2l
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A6 — D SRIE Y RT /) Shader, 1445 RenderGlowRT, 4B N &AUT:

Shader "Custom/RenderGlowRT" {

Properties {
_Color ("Color"™, Color) = (1,1,1,1)
_MainTex ("Albedo (RGB)', 2D) = "white" {}
_Glossiness (“'Smoothness', Range(0,1)) = 0.5
_Metallic (“"Metallic", Range(0,1)) = 0.0

}

SubShader {
Tags { ""RenderType"="Glow" }
LOD 200

CGPROGRAM

// Physically based Standard lighting model, and enable shadows on all
// light types

#pragma surface surf Standard fullforwardshadows

// Use shader model 3.0 target, to get nicer looking lighting
#pragma target 3.0

sampler2D _MainTex;

struct Input {
float2 uv_MainTex;

}:

half _Glossiness;
half _Metallic;
fixed4 _Color;

// #pragma instancing_options assumeuniformscaling
UNITY_INSTANCING_CBUFFER_START(Props)

// put more per-instance properties here
UNITY_INSTANCING_CBUFFER_END

void surf (Input IN, inout SurfaceOutputStandard o) {
// Albedo comes from a texture tinted by color
fixed4 c = tex2D (_MainTex, IN.uv_MainTex) * _Color;
o.Albedo = c.rgb;
// Metallic and smoothness come from slider variables
o.-Metallic = Metallic;
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o0.Smoothness = _Glossiness;
o.Alpha = c.a;
3
ENDCG
T
SubShader
{

Tags { ""RenderType''="Opaque" }
LOD 200

Pass

{

CGPROGRAM
#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

struct appdata

{
float4 vertex : POSITION;

float2 uv : TEXCOORDO;
};

struct v2f

{
float2 uv : TEXCOORDO;

float4 vertex : SV_POSITION;
};

sampler2D _MainTex;
float4 MainTex_ ST;

v2f vert (appdata v)

{
v2f o;
o.vertex = UnityObjectToClipPos(v.vertex);
o.uv = TRANSFORM_TEX(v.uv, _MainTex);
return o;

}

fixed4 frag (v2f i) : SV_Target
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{
// sample the texture
fixed4 col = fixed4(0,0,0,1);
return col;

¥

ENDCG

}

T
FallBack "Diffuse"

AR H, 1EXA Shader FH#8 i 7 —A> subshader, J5&# RenderType “A Opaque F4 1Ak %
el B, 1 RenderType A4 Glow )P 28 AR FFANAL

B A

EERGEH L, BRAVEDSCE—AFREGHL, R ERE R R —5k RT L, &5t
ihs— MR Shader. fllZE—/N4 N CustomGlow ({14, %45 a1~ ALHS:

using UnityEngine;
using System.Collections;

public class CustomGlow : MonoBehaviour
{
#region Public Attributes
public Shader m_renderGlowShader;
public Material m_blurMaterial;
public Material m_mixMaterial;
#endregion

#region Private Attributes
private RenderTexture m_rt;
#endregion

#region Unity Messages
void Start()

{

var mainCam = GetComponent<Camera>();
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m_rt = new RenderTexture(Screen.width, Screen._height, (int)mainCam.depth);

GameObject obj = new GameObject(''CameraRT"™);
obj . transform.SetParent(transform, false);

var cam = obj.AddComponent<Camera>();
cam.enabled = false;

cam.clearFlags = CameraClearFlags.SolidColor;
cam.backgroundColor = Color.black;
cam.orthographic = mainCam.orthographic;
cam.orthographicSize = mainCam.orthographicSize;
cam.nearClipPlane = mainCam.nearClipPlane;
cam.farClipPlane = mainCam.farClipPlane;
cam.fieldOfView = mainCam.fieldOfView;
cam._targetTexture = m_rt;

var bloomTex = obj.AddComponent<RenderPostEffect>();
bloomTex.replaceShader = m_renderGlowShader;
bloomTex.renderMaterial = m_blurMaterial;

m_mixMaterial .SetTexture("_BlurTex", m_rt);

}

void OnRender Image(RenderTexture sourceTexture, RenderTexture destTexture)

{

Graphics.Blit(sourceTexture, destTexture, m_mixMaterial);

}

#endregion

MARRS AT LA, FRATE ERAGHL T IR T SHAH R FIREGHL, IR IXASEHLRE
Y H bR B NN A7 —AS RenderTexture. 7EYEJeit, JEid OnRenderlmage #5345 EHAZ LK
WERATIRE . WE TG, XL LRGN L.

ERIRI 62 ) RenderGlowRT TR{E4Z 4 1) RenderGlowShader J& 4. FoE— 14N
BlurGlow [¥#4)5i, i/ Blur & gs, M EIRIES BlurMaterial JEYE, JH¥E S4nE 5.9 Fr
TR
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© Inspector  Navigation P
BlurGlow @ #
Shader [ Custom/Blur v]

Texture

Tiling X1 Yl

Offset X0 Y
_BlurRadius > 6.7
_TextureSizeX 568
_TextureSizeY 320
Render Queue [ From Shader  +]/2000 |

Double Sided Global lllumination ]

K 5.9

o FH 44 9 MixTexture ) Shader, 4mE W N4 :
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Shader "'Custom/MixTexture"

{

Properties

{
_MainTex ("'Texture', 2D) = "white" {}
_BlurTex ("Blur Texture', 2D) = "white" {}
_BlurFactor(""Blur Factor'",Range(0,1)) = 0.5

}
SubShader
{
Tags { ""RenderType''="0Opaque" }
LOD 100
Pass
{
CGPROGRAM

#pragma vertex vert
#pragma fragment frag

// make fog work

#pragma multi_compile_fog

#include "UnityCG.cginc"
struct appdata

{
float4 vertex : POSITION;
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float2 uv : TEXCOORDO;
};

struct v2Ff

{
float2 uv : TEXCOORDO;

UNITY_FOG_COORDS(1)
float4 vertex : SV_POSITION;
};

sampler2D _MainTex;
float4 MainTex_ ST;

sampler2D _BlurTex;
float4 _BlurTex_ST;

float _BlurFactor;

v2f vert (appdata v)

{
v2f o;
o.vertex = UnityObjectToClipPos(v.vertex);
o.uv = TRANSFORM_TEX(v.uv, _MainTex);
UNITY_TRANSFER_FOG(0,0.vertex);
return o;

}

fixed4 frag (v2f i) : SV_Target

{
// sample the texture
fixed4 col = tex2D(_MainTex, i.uv);
fixed4 blur = tex2D(_BlurTex,i.uv);
fixed4 final = col + blur * _BlurFactor;
// apply fog
UNITY_APPLY_FOG(i .fogCoord, final);
return final;

}

ENDCG
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B —Md X AN Shader BIA4 R, 44 9 MixTexture, 854 &R {E %5 Custom Glow i
A Mix Material J& 1. BRIk 52 s B an B 5.10 AR

¥ | [ Custom Glow (Script) g &,
Script ||o]CustomGlow @
Render Glow Shader [[s Custom/RenderGlowRT o
Blur Material '@ BlurGlow | o
Mix Material ' MixTexture | @
[ Add Component J
K 5.10

G sC R, BATREFPRCR WA 5.11 Fis

K 5.11

.
P35

AT RATLES: Bloom [F&1IR, FJF Unity 3D K #: Shader #1111, H5E X T RenderTexture
FIPNZE, @it 1R (. Shader ik 2R EARCR . B IXFERIIRRE, 6 AT LLHI/E B 22 IR Ak I 2%
B, WwEE SGEHRR IS BB R RS, HERKFREERXIEA.
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¥R FA
(D 8T TGRSR B2 5, EIRIRES Z6IRM LT ([ :glowvslight]) .
(2) BT ENAE 2, 3§ AR % ([ :glowmem]) ?
(3) ESLHIA =R ANHiL ([Ledgepost]) -
54 =R

BEEWER TR, PR Z , S SBEEEER I T BRSO

BUA IR SRR, W A R OR . BARORUL, AR B BOE N T LB SR, AL
S BRI B IR ERCR .
1) B

TEMER M — AN RIS, FoAT 77 2 AR/ O A ROR, PR B EARME 2SR 45 g
Ti % ST EIRBIE (Depth Of Field, faifk DOF) , FRATA LUK —5K B4R 20 B X 15 5 15
XI5 o A2 W23 T AR e 2 2 AR5 LR RO (1) 2 I b i, DRI FRAT 1B MR e )
7] R A A A AT X 43 B e A S AR L R S

7£ Unity 3D 1, w Ll

GetComponent<Camera>() .depthTextureMode |= DepthTextureMode.Depth;

HKIT R FBHLER A I . TT R )5, AUAT LAAE Shader Hidid .

float depth = SAMPLE_DEPTH_TEXTURE(_CameraDepthTexture, i.uv);
depth = Linear0l1lDepth(depth);

RIBNRBEE . ARER R BT DURE SRS AR EEOROAI W 7 ZE RO AR 2 . ARF A=
o, R S s TR G, RIS ORIRRCR .

TER

DRI I HE S S RTHEOCRCR R B0 RT ARSEEL, A e s RIS S R IR EE K
K. 7£ Unity 3D H3ATHT LAELEIT R SRAENU AR SRR BGR E . Oy & BRI AE,
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PLERINIB L R B2 R, 1RSI FE/EAEIRTE Y2 (Deferred Rendering) HHAJ LAZE, KNI
W U2 (G-Buffer) R EERE .. X BIRAMKIAK Y RenderPostEffect [l A< ) 7
o ABIA IS IR FE B 0 SR

using UnityEngine;
using System.Collections;

public class RenderPostEffect : MonoBehaviour
{

#region Public Attributes

public bool isDepthEnable = false;

public Material renderMaterial;

public Shader replaceShader;

#endregion

#region Unity Messages
void Start()

{
if(GetComponent<Camera>() !'= null )
{
if(isDepthEnable)
{

GetComponent<Camera>() .depthTextureMode |=
DepthTextureMode.Depth;

}
}
}
void LateUpdate()
{
if(GetComponent<Camera>() != null && replaceShader != null)
{
GetComponent<Camera>() .RenderWithShader (replaceShader,"'RenderType'");
¥
}

void OnRender Image(RenderTexture sourceTexture, RenderTexture destTexture)

{

if(renderMaterial != null)

{

Graphics._Blit(sourceTexture, destTexture,renderMaterial);
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}
else
{
Graphics._Blit(sourceTexture,destTexture);
}
}
#endregion

1 Start BRH, BATINARGE FR LT IR TREGR L B 124
HAEHTE MR, eSS RIS
HIRAE EREN L EBOXA A, FFEIA B2k 1sDepthEnable .

BEEHAE AL HIRE KK Shader, Fffy4 A DepthTex, 25 N2 T

Shader *Custom/DepthTex"

{
Properties
{
_MainTex ("'Texture', 2D) = "white" {}
}
SubShader
{
Tags { ""RenderType''="Opaque" }
LOD 100
Pass
{
CGPROGRAM

#pragma vertex vert
#pragma fragment frag

// make fog work

#pragma multi_compile_fog

#include "UnityCG.cginc"

struct appdata

{
float4 vertex : POSITION;
float2 uv : TEXCOORDO;
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¥

struct v2f

{
float2 uv : TEXCOORDO;
UNITY_FOG_COORDS(1)
float4 vertex : SV_POSITION;

};
sampler2D _MainTex;
float4 MainTex_ ST;

sampler2D _CameraDepthTexture;

v2f vert (appdata v)

{
v2f o;
o.vertex = UnityObjectToClipPos(v.vertex);
0.uv = TRANSFORM_TEX(v.uv, _MainTex);
UNITY_TRANSFER_FOG(0,0.vertex);
return o;

}

fixed4 frag (v2f i) : SV_Target

{
float depth = SAMPLE_DEPTH_TEXTURE(_CameraDepthTexture, i.uv);
depth = LinearOlDepth(depth);
return float4(depth, depth, depth, 1);

}

ENDCG

AT N EAE_CameraDepthTexture A LASREUGI SN FHIREE K, IR 20
Ko wJEHATEIE—AMEAI I Shader AT, FFRE AR N g 1%, anl&] 5.12 FrR.
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& 5.12

AT G BRA VRN, MOy e, e, (A AcCh iR e, AR PHEE
B IREE . LI ANMEER SRR, SRR K R, 5 B0 B AR A Tov2: ) A E VR B2 T
WML LR Clipping Planes fi, BEE&EVEE, Z48 X BREUE A 0.3~15,

BATHCR WA 5.13 Frs.
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K 5.13

FIAEEH

ERENS IR E 2 J5, FATH T DL F i@ R B Bk 2 I B . et — 18R
DOF [1] Shader, HIRIBAHMESEE, S50~ HNE:

Shader *Custom/DOF" {

Properties{
_MainTex('Base (RGB)'", 2D) = "white" {}
_BlurTex(*'Blur™, 2D) = "white"{}

¥
SubShader
{
Pass
{
Cull OffF

ZTest OFF
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ZWrite Off
Fog{ Mode Off }

CGPROGRAM
#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

struct appdata

{
float4 vertex : POSITION;
float2 uv : TEXCOORDO;

}:

struct v2F
{
float4 pos : SV_POSITION;
float2 uv : TEXCOORDO;
};

sampler2D _MainTex;

float4 MainTex_ST;

sampler2D _BlurTex;

sampler2D_float _CameraDepthTexture;
float _focalDistance;

v2f vert(appdata v)

{
v2f o;
o.pos = UnityObjectToClipPos(v.vertex);
o.uv = TRANSFORM_TEX(v.uv, _MainTex);
return o;

}

fixed4 frag(v2f i) : SV_Target

{
fixed4 ori = tex2D(_MainTex, 1.-uv);

fixed4 blur = tex2D(_BlurTex, 1.uv);

float depth = SAMPLE_DEPTH_TEXTURE(_CameraDepthTexture, i.uv);
depth = LinearOlDepth(depth);
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fixed4 final = (depth <= _focalDistance) ? ori : blur;

return final;

}
ENDCG

TEIXAS Shader v, FATE b BUGIRE S 4EEE_FocalDistance, Mg KA
WIEIE 2 R R . g —ME i Shader (9415, #7449 DOF.

FEHE— A4 CustDOF [MIIAS, 4’5~ A2

using UnityEngine;
using System.Collections;

[RequireComponent(typeof(Camera))]
public class CustDOF : MonoBehaviour

{
#region Public Attributes

public Material _BlurMaterial;
public Material _DOFMaterial;

[Range(0,1)]
public float focalDistance = 0.5F;

public int downSample = 1;
#endregion
#region Unity Messages
void OnEnable()
{
GetComponent<Camera>() .depthTextureMode |= DepthTextureMode.Depth;
}
void OnDisable()

{
GetComponent<Camera>() .depthTextureMode &= ~DepthTextureMode.Depth;




102 | IR #oDR AR SHEINEHE

}

void OnRenderlImage(RenderTexture source, RenderTexture destination)

{

RenderTexture blurTex = RenderTexture.GetTemporary(source.width >>
downSample, source.height >> downSample, 0, source.format);

Graphics.Blit(source, blurTex, _BlurMaterial);

_DOFMaterial .SetTexture("'_BlurTex",blurTex);
_DOFMaterial .SetFloat(**_focalDistance'™, focalDistance);

Graphics.Blit(source, destination, DOFMaterial);
RenderTexture _ReleaseTemporary(blurTex);

}

#endregion

FERXAN A, AT A TEBHLAARERE.. £ OnRenderimage ™1, FRATHYE 5 %25 HE %
ERMERZSEIE —5K RT. KR BB S I BCRE R EX 5K RT Lo SRk B 5 EREN
ZHE N SR Shader H, i fe R JE EE I 5K Shader vE G4 ISk . 78RR 45 2 AT AR
RenderTexture.

B ARG L GEBNIA EERE L /) RenderPostEffect ftl45) , T3t DOF #4
i3] DOF Material L. #EGE M Custom/Blur B, A ENSEL
#i3) Blur Material . RASCRUE 5.14 AR,

¥ | [« Cust DOF (Script) @ #,.
Script CustDOF )
Blur Material UDOT o]
DOF Material @ DOF o}
Focal Distance — — [067 |
Down Sample 1
5.14

ZBATIER, WLLE EAE 5.15 P sz R .
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K 5.15

AR RCR, a2 R BAEAS R 5 i P 1) DX A2 LU R (D03, & 5.16 s
REIRATESZ, W EINT LI

E

5.16

Tob VR SR A T lerp R BGEHAT A 1% L RRATIDN — N AT VRS 1K) R BOR AR YLt v /L
B 4 CustDOF A tn T -
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using UnityEngine;
using System.Collections;

[RequireComponent(typeof(Camera))]
public class CustDOF : MonoBehaviour

{
#region Public Attributes

public Material _BlurMaterial;
public Material _DOFMaterial;

[Range(0,1)]

public float focalDistance = 0.5F;
[Range(0.0F, 100.01F)]

public float scaleParam = 30.0f;
public int downSample = 1;
#endregion

#region Unity Messages

void OnEnable()

{

GetComponent<Camera>() .depthTextureMode |= DepthTextureMode.Depth;
}
void OnDisable()
{

GetComponent<Camera>() .depthTextureMode &= ~DepthTextureMode.Depth;
}

void OnRenderlImage(RenderTexture source, RenderTexture destination)

{

RenderTexture blurTex = RenderTexture.GetTemporary(source.width >>
downSample, source.height >> downSample, 0, source.format);

Graphics.Blit(source, blurTex, _BlurMaterial);
_DOFMaterial .SetTexture("_BlurTex" ,blurTex);

_DOFMaterial .SetFloat(*"_focalDistance', focalDistance);
_DOFMaterial .SetFloat(*"_scaleParam”, scaleParam);
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Graphics.Blit(source, destination,_ DOFMaterial);

RenderTexture _ReleaseTemporary(blurTex);

}

#endregion

B & DOF.shader @11 :

Shader *Custom/DOF" {

Properties{

_MainTex(*'Base (RGB)'", 2D) = "white"
_BlurTex(*'Blur™, 2D) = "white"{}

¥
SubShader
{
Pass
{
Cull Off
ZTest OFF
Write OffF

Fog{ Mode Off }
ColorMask RGBA

CGPROGRAM
#pragma vertex vert
#pragma fragment frag

#include "UnityCG.cginc"

struct appdata
{

float4 vertex : POSITION;
float2 uv : TEXCOORDO;

}:

struct v2Ff

8
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float4 pos : SV_POSITION;
float2 uv : TEXCOORDO;

}:

sampler2D _MainTex;

float4 _MainTex_ST;

sampler2D _BlurTex;

sampler2D_float _CameraDepthTexture;
float _focalDistance;

float _scaleParanm;

v2f vert(appdata v)

{
v2f o;
o.pos = UnityObjectToClipPos(v.vertex);
0.uv = TRANSFORM_TEX(v.uv, _MainTex);
return o;
}
fixed4 frag(v2f i) : SV_Target
{
fixed4 ori = tex2D(_MainTex, 1.uv);
fixed4 blur = tex2D(_BlurTex, i.uv);
float depth = SAMPLE_DEPTH_TEXTURE(_CameraDepthTexture, i.uv);
depth = LinearOlDepth(depth);
fixed4 final = (depth <= _focalDistance) ? ori : lerp(ori, blur,
clamp((depth - _focalDistance) * _scaleParam, 0, 1));
return final;
}
ENDCG

ATUE R, BAMRMERIR, S8 REOR TR E. FES SR Fxisr, B A
PR R ERCR, W 5.17 k.
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517

U 2k

AN PER T aneriE S R E S Shader TR G SEHLSIRIROR . IREEDE 2RI, FIERK
FOTEREFE, 10 2R F FRARKAE e el ) 3BT 10 07 AT Ak . 5 —J0ihr, R T L R
RenderType £ 2500 =L FHIA 5, B EPYIAEANSENEREZRE S, 1R EZ s Xy
&, T EH RenderwithShader [1)/57%, 5 RenderType JA4 Transparent (1) Shader, 7 fill 5 g
WSRO, BAE MIEF I BOR .

¥ RFA
Wl A R A SE T b R S im Ak k£ ([L:neardof])
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FiRTAER

FESKBR TARIE AR, SERBHIIFA SR IR R 7 s . SATAEARR LA T
FIRATAREE PR X IR RN E S A PS. 3D Max 2 Maya Hil {F: HiX i
s, REPsE, HihE A CIR: MR ZUUCNE SR SRS iuE i, AHE
BOBTERIR . FEIRIERGRAE, XA AR TAER R IUH ) TA (Tech Artist) K453,
EIH AP, EAXTIAA LR Z, 74258 TA LRI 2 BB .

BT MR K, PR SR PR O RO 2 A AT . A 0 05 o 3
RIZARIR, T VR A4 KR 51 N BAIAT Sk RO TG TR A B H o 5 T
WU AR SN E AT, BT ERS — M5 A EARED, (HA AR, IR sims T L
BRI

6.1 ER#&NEX

THPAERZ UL, BROARITE 1 MipMap &, BUER BRI . — Ok E Rk
TSt S S T, HIE UL B SRR BRI, 7 B R AR BRSO )y 5 —J5 T,
PR I8 2 YIRS W R 52 B AN SO e, A BTG A BRIt AN T (8, 3 AT AT I A

1) 557

RS AT EB, BRINR Texture 287, SFF Ul Skik, ZEAGHNHE UGUI H, miFEE
Foh QLA Sprite. X BEAEATT EATENT T, iy e s k. [
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H, Ul AT EITE MipMap, EATTRIZAESE— 1B Fr AL BRI K 26 b e il
f£ Unity 7, AssetPostprocessor ZRAEWS LT AN TR, BT AT, FAREIH N5 B .
TESCRE R SRR, 87 _R B B 0 R .

O OnPreporcessTexture: fE# AN F AP BRI, A RX A NEE. LMNEBEES
Texturelmporter [ & K 58 05 N IR B

O OnPostprocessTexture: X & F A\ Ja AT IR REL, 24 RS 47 58 B % R A 61 56 B
EANREAE — NS, SRS R E O BT RTINS, BRIt scR & v g
YERT DAY HH R BV E A, IR AF B 2 ) Pl

PRI, ZARSER MRS, TR A A 5 2 NTTH I, il (o3 pe 2, AE (8]
1 B8 Hh B E SO ORAT X R 1

XHFAERA

eI — N4 N TextureChange.cs SO, %S U R A :

using UnityEngine;
using System.Collections;
using UnityEditor;

public class TextureChange : AssetPostprocessor
{
void OnPostprocessTexture(Texture2D texture)
{
Texturelmporter importer = assetlmporter as Texturelmporter;
Debug.Log(importer.assetPath);
}

R R G, SAFE R, A pE S 5 s Reimport, BIA] % B R R4
K 6.1 fis.
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Create

Show in Explorer

Open

Delete

Open Scene Additive
Import New Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh Ctrl+R
Reimport

Reimport All

Run API Updater...

Open C# Project
ProjectMenultem

K 6.1
FREME
B H O N R ENE, S W RS

using UnityEngine;
using System.Collections;
using UnityEditor;

public class TextureChange : AssetPostprocessor

{

void OnPostprocessTexture(Texture2D texture)
{
Texturelmporter importer = assetlmporter as Texturelmporter;
Debug.Log(importer.assetPath);
//Set mipmap disable
importer._mipmapEnabled = false;
importer.textureType = TexturelmporterType.Sprite;
//Save the changes
EditorUtility_SetDirty(importer);

16 B ARG, Gl it Texturelmporter B CAH G & M, @i SetDirty H X G bric h i R
R
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. 4k

USN

B AssetPostprocessor 2, W LLEEA SN TR, EHIMAEILA A EE . — HSE R T YR T
AFRAECE , i n] LANIE SK BRI E SR A RS

TR R A
(1) HafE0 T 7T E MipMap, H 4B 37256 ([L:mipmap]) ?

(2) T H A He B J5ah 2 75 B FER A Texture 2874, Fr LAASAE 5845 B O Sprite, 1517
AT kit ([Cspritecfg]) ?

6.2 EhiEHEL

BRISEAR AL T —fe M rsife e, fdid, KIMRZEEERA RS FUshfETA
T H I, AR P Crl+D $RECL A Animation S0, HUR RS T EIER FBX; L5
VERLZAETER, HERARFFAR A LGS, WA 6.2 Fior.
e ||:"|'||'_':'_I:_'_-|

0

K 6.2

ECIE R, M HARZHE S, WERELRA DI FHaIMEREME R
T SR ) 15 0L L T 2
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1) AT

FEARZIUE B, BRSO B T FBX, T L83 by, H ARG R ORAE
FEXS MY Animation P o 2448 A XA B IRZL S AU, S # T 2 FBX H R BUF . T FBX
SCPEAR BRI DA S AR, B AT AR Sl , AR SR R M A 4 G, B0 SO R AR X

IrARiE.

AT CLERAR B VAR, X ERA 7 215 B Mode I Importer ZER I W A58 B2 5 5 N A
BABAGIN, HASE SRR, gt B A i shm SO RAE . FRIZAS FBX SCIFAS Sl
B o

AT BIRAEH Unity 3D ‘B 7 5 64 Unity-chan [sh1E. & ¥JE AT LAYE AssetStore |4
PR ([L:unitychan]) . 2£3% LA unitychan WINOO Zi{E i, fic 4 unitychan.fx g i ]
WX Z) ] o

XH-FAER

A7 — 44~ AnimExtract.cs (304, 4w E W R ALY

using UnityEngine;
using System.Collections;
using UnityEditor;

public class AnimExtract : AssetPostprocessor

{
void OnPostprocessModel (GameObject obj)
{
Model Importer importer = assetlmporter as Modellmporter;
Debug.Log(importer.assetPath);
}
bs

55 AT S B A -, 2 8 B EK Reimport I, 2 B SCAFIREAR H A
XAFFI Bt
IR RS B A, TTLE PO RRIX 2 1o BB Hsrou K 6.3 B 4h
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K 6.3

B SR A RS A T

void OnPostprocessModel (GameObject obj)

{

Model Importer importer = assetlmporter as Modellmporter;

it (limporter.assetPath.Contains(**Models'))

{
Debug.Log(importer.assetPath);

}

GG oe e, RIATSE A . R HaR P AV Models 545 £ I A4 A 2 2l
RIRF) &

B E SN B E SCE IR, BT s b s I ORAT 285 H 3 NS IR -

void OnPostprocessModel (GameObject obj)

{

Model Importer importer = assetlmporter as Modellmporter;

it (limporter.assetPath.Contains(**"Models'))
{
var assets = AssetDatabase.LoadAllAssetsAtPath(importer.assetPath);
foreach (var clipObj in assets)
{
if (clipObj is AnimationClip && !'clipObj.name.Contains(*'__preview__'"))
{
string outputPath = Path.GetDirectoryName(importer.assetPath)
+ Path.DirectorySeparatorChar + clipObj.name + "_anim";
//Keep the meta connection
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var currentAsset = AssetDatabase.lLoadAssetAtPath<AnimationClip>

(outputPath);
if (currentAsset = null)
{
EditorUtility.CopySerialized(clipObj, currentAsset);
EditorUtility.SetDirty(currentAsset);
}
else
{
var newAnim = new AnimationClip(Q);
EditorUtility.CopySerialized(clipObj, newAnim);
AssetDatabase.CreateAsset(newAnim, outputPath);
}

HT FBX AW &R A7 s R shim, B PLIX B R B ) Wy 44 Fcofs JLak st . i
GetDirectorName 3k HUAZ 20 #6542, AT AT LUK B R 77 /6 FBX MR 2% H . & {58
CopySerialized pA%L, BT PATEASFZ M SCAF SRR IR0 T 58 35 SO/ 2

FALRIR

DAEA AN, TE5— RPN A BIT AT SRR B . A7 FEAE R, 78
OnPosprocessModel FEFIATHS, EIR(E B TEiEM AssetDataBase HF3kEL, Alf DARE ZAEIR — 544
1T, SR SeAitE, ARG T . BB AR FIREE T ER YR FBX. X BLERAT 146 FHAXEE delayCall,
TE T Wi AT SR AL B 4 . B RS I

void OnPostprocessModel (GameObject obj)

¢ ifT (lassetlmporter.assetPath.Contains(*'‘Models™))
{
EditorApplication.delayCall += RemoveFBX;
}
}

void RemoveFBX()

{
EditorApplication.delayCall -= RemoveFBX;
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// ... code in OnPostprocessModel

AssetDatabase.DeleteAsset(assetImporter.assetPath);

GG oE)E, B ASIE SRS B FBX ot K Animation 1.

FE, T SRS N FE R, 221 ] OnPostprocessAllAssets. ‘& IS ¥ a4 Hi T
BRI RS 5k, A, B HIX AN,

B&

AT A FBX B B SN FEi e, XA _E, JATTRT PUEAR 2 5€ Hil AL R T # 4 o
behn, S SCrr b AR I REE RS, AT DU AR, B A RRVER AT E &R, AL
J K Bl B A6 ] Animator b2y F S A R EOE . ORI 6.4 R

K 6.4

¥R
(1) Gl fE A st b B3 BIEAshE ([ :isloop]) ?

(2) @R BRI B 3 107 AT E SCAER, IXAEOL T & HE A EE 2 WA fe
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2

ZEAIN?

6.3 XHEHBEEN

ARG AT L BRI AR AR A R A A (1, 9, IR TIUBE R B B Bt A0«

private string prefabPath = "Assets/FileMove/Res/TestPrefab.prefab™;

A AR AL B 2 SR I BB ). B SR AT CLEE INBOE # rh R, (HK
IR A 0] T E G BB BUW DR IZ AN TR L. 378 1) 02 5 A IRk IZAN SO TEVE A% 7

1] A8 25

FEIH A SO R R AT . AT R I shE O Ee, Wk I R
FSRAIER, At B35 AT N S ZH . Biin, —SE 3 E RN
Theg, BIERAEIANKE, FAHFMHEEANERTTA.

Unity H ] AssetModificationProcessor 28 G 4 BE XA pg I &l . B d &S v W
OnWillMoveAsset %L, A AR IR S5 .

¥ab B3 L4

B — 4N FileMove.cs 130, 95 I T ARG

using UnityEngine;
using System.Collections;
using UnityEditor;

public class FileMove : AssetModificationProcessor

{
private static string prefabPath = ""Assets/FileMove/Res/TestPrefab.prefab™;

public static AssetMoveResult OnWilIMoveAsset(string oldPath,string newPath)
{

AssetMoveResult result = AssetMoveResult.DidNotMove;
if (oldPath == prefabPath)
{

result = AssetMoveResult.FailedMove;
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EditorUtility.DisplayDialog(’'Attention®, "You shouldn®t move this
asset”,"0k");

}

return result;

G5 ERNUE, MR IX N TR, S — AR AHEHE, BHIESCHERE ), BUR
e 6.5 Fis.

= X
Attention

a You shouldn't move this asset

K 6.5

%

> e

i3 E ) SO R AL HE T 30, SRATREMEINR 2 SRRl B Bh B . BARIX LA AN,
HESEIE, RIRES BRI ERER. A 0 Z B8 SO 1 )a SR A BT PR
Xl

¥R E A

WAy SRS Zh B Bl SO H s, 6 FBX SO HEAT S B Sl i ) 1A 2






EE#ZT

F{14#E A Unity 3D 51 MUER FF 48, BNSBES I EAELH0R, XgEEFH
VEB—EBD S| NI IRE,

HETE, B EBE-TREBEIINGA: BEFR. WERELIMEZRINF XM
MBI RITIE

AT EUHELNEER, ERRN-EBCHEEENGENYIERSE, XHFER
ME4E 3D HFHHIR, £F 8 E, FMNERITEFERNAR

% 9 BNMSIEEXNEFREFIL &, RARITHRFIR,



ETE
B RIE

TR BRI 2RI PROE R . SRR R R, AR BRI R AR Y L
RAWBL B, SeMebrEe s i s Biss. Bk, BATERNELANT, FEWM
ik —MEGLRE . SRR FORE R W W IE GAC BT 302 B .

Bk

A

7.1 8
1 A IR E 221 2N s AL R i i, — /MR B IR St TR e b 3%, 5, 1E
TR IR VE G LR P EAN AR o

1] A8 25

REFR AR L2, DARSEERRUKELIANSE, AEEARSG. FTHER,
R BA XA FIRIER, —VIHE AR . BT AR KRBT L, BIAT ek
TER YIRS, RAAERFEEN A KB, PMEERARS .

[e 38 i LA B, S8 BT FRVE G K AR (/2 GPU iRk ER, A E CPU ), {HIL5E CPU
MWW R, EHAFICE PR A E SIS A R — 2. gl A Rk, mh
s VIS, M S5EHER TAE. GPU #7r Hl R (X Ll & TAR M. JRA TR Biedls MR B B3 N A7
B ORS BLEEER, RE IR B A

KRS TAES GBI, ARG SCIA 2R, B X S TEGRER
FRUEEE . Bl4n, 7F OpenGL H, Jn#RAHAL{H )2 Assimp (Open Asset Import Library) , fin#k
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Uk P 4 FE P /& SOIL (Simple OpenGL Image Library) Z5. [KBEAETTEHT, X340 18 % A 5 A
IR R K AL DR K FAROR B 52 A K B4R A5 4, (RARADA AU AN DI UM ) T] TAES .

CPU #E& TS WL, V126, k77, Bt \MMel 2 G, siatted]
LA EE . GPU ZEIX UM kLG, sk BE AR . BATM R TA—f, MEAT
By, EHFHES, MMEAEL. FEEARBER, HAFALEROWE. WA AT, W
RN B KA, WOKNNERWSR, EEME P, AT LA EmE A, &
IR O R, ISR EE APL, S E K —T, {E2&—X Drawcall. Zidi5.0rwih
W2 iG, ZMEME-XI5F R, MEHASEE K, XF&EBERE 28N Blend. R4,
HER M, b EERrNAR, WE—REFRESNES, R BRI .

IR, RARANEMRA I, TR LS. B NGKE EdE, ER it
ARNBIAT . THBEMTHOAEB T, R T 7502 TR A -

PN

GPU a2 Jm, mxt HA AR, Jf e R B b bl R4 2D M, ikl
& 3D BUE, PRI IRA — R, ¥ 3D Hefby 2D FRA TN AL R R AT
¥ GPU K Z 7> NP B, BT IR BOBAR A T B B (B LR B, ALFE 3D RS 4
ZJaE I BAEAR 9 ek Be (BOGHMERT B, A 2D BERHE. X RF B, HIRE
NURE, A RREATRAE .

M.E % &R (Vertex Shader)

X ] YRR 2 T IR TSR 43 o £ Unity 3D 1) Shader HmT Lhodid F 1 A A ik 47 4 4

#pragma vertex vert

struct v2f {
floatd4 pos : SV_POSITION;
fixed4 color : COLOR;

};

v2f vert (appdata_base v)

{

//vertex operation

}

5/ TSR 2 T — VA B LR A BB A R L R O P
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(Primitive ) o WIHIRATA EH A EE LA GG B, @ S BT,
W& a4 (Tessellation Shader)

XA A R LR — ANk 4y, (BT & OpenGL 4.0 Fin N f4s1:, IR 2 &4 6 R
Y Fr. ‘B Tessellation Control Shader F1 Tessellation Evaluation Shader ZH%, &= ZEHI/E A &
Al AP AL HH T, 4] G e bl T ST .

JUT% &% (Gemoetry Shader )
XA A g AR 2R — N AT IE A . TS 2 R N B A2 BT (Primitive) , A2

Tl o XA Shader FJ LKA faf SR e e i E M B 28 0B #iln, #£—4 GL_POINT
kAL b, AT LA R R AN TR R

T HF = (Transform Feedback)

‘B 1E OpenGL 3.0 Z Ja IR HFE « AT TRT LUK 7o A7 78 3 Transform Feedback Buffer Hr,
AT LAHOE 2 TSI SR AT b . B R AR EE T, S —iiE e, BRATAT DA
BB E—mi e, R 1w 8RS, AL A Kb 2 BT b R IR X
FERIREE, R 2 HAMIBER AT I Z 3 CPU 528,

IXFRREIE AR I ERL T R G SEPRSCBLE R, BRI 4 S 3 GPU H, X
A LAMRRHB A CPU 5 GPU @5 w7 R I #E

T AVE LN R A kR . TSR & R A Ak 2k i, 7E GPU A B BoRE A& it
I, A AR SRR TR, AT A ER AL

#3 (Clipping)

FERXAE B, BT RAE IS P8Rk (Frustums) 80T WAV . XARAMR T R 25
PeEF, HRATRELN =ML 5 PECARA A, X m 2o e = MR
Bl o

BB w4t (Screen Transform)

FEIXANH B, BT AR AR AT RGBT 2 18] 48 e 21 45 42 14
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B LE B (Primitive Assembly )

XA B, TR DT, e8P REH . A T TES, 8% GS, N
IEAb N AR R T, A I 2 e oIl AR5 BB AL . (R, =MW
A 5 kk (Face Culling) A&TEIX /N BLSE MU, 78 Unity o6t S ZhEE A Cull. #1i1, 7E Shader
ARG DX AR

Cull Back

RIS 5 Bk 5 T8
FM4t ( Rasterization )

EXAN BT = MG imA L g, B, ARSI B, SE SR =M,
SRICI s J@ AT IR, B MR R A L2 — A e (Framgent) BUESHEH. WRFRE T
£ H AR (Multisample Antialiasing, MSAA) , bt xt - ME R L ICKAE, 7PE%
MNRIG, BeJa FEHMTIR S, DUARIBUR R IRUR .

#a R ER & (Early Depth Test)

TEIXA B e iR, WMRAFEERUNERFE ., KX MR, ofLER OE
2% (Fragment Shader) E1T2Z i ZFAGEERME, LLDIEBHEPERE. X MNMRESEAH,
B 5 )5 82055 BN Le b 5 o Qi SRIXA B TOAE 5 S BRI 2RI, TR 3 A5 R B K
WA ILIET . Bk, HLE GPU Ik S A R, WA Bk XA, HIX A
MR JHFER, B, 75 PowerVR ] GPU 4= i 8L AlphaTest #a 18P R85 L RN FI 8,
FIT LA AN AR AN A A 10 SR T S e

kL% &% (Fragment Shader )
MIX AL G, ZrTgmEELP A eils, WRHATE & X Shader B, 3 B HIH 7
FEXAP B, AT L & SOBRTHRE ., iU B, wEEVIESE . ZXAFB A E 2

JeMMERR B e, Rt E RO o dE, BAE Unity 1, BATT &R B E0R RHE S i 5
Ja It {E Shader SCFHT, FRATAT LA AN

#pragma fragment frag
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fixed4 frag (v2f i) : SV_Target
{

//do framgent operation

}

# i T#AE (Pre-Sample Operation )

XA B TIRZ g, MR GRS . . XAMBILE) 7
AR«
#H Mk (Scissor Test)
#E IR (Alpha Test)

©
©
O AR (Stencil Test)

O RN (Depth Test)

EATRIER AR E — MER R BN ER, (HAWZ A S AAHEE .
U i X R W, PR e 5 5T TS ) Clipping B BEASF]

B B4, mREWEEIAAT], AL, £ Unity thxt R 77509 AlphaTest,
Bl4n:

AlphaTest Greater 0.5

R EERMAE, fE Unity b, WRES 7 RocE S, B4
ZAER ARSI clip s CEBLEWIIG,  H L 2 i ik
FE o

XA KRBT AR, AT
F B\ 4 JRy RARIE W 1 s

TR 3 o 22 b X SR AT 1% R . 5 ColorBuffer & DepthBuffer #11Ll, StencilBuffer
e 8 MR, BAMERGEAA N LR SRR, R, TR AE 25 T 1 AR
LR, FZHRTUE MR e SR 57 . XANEFELE Unity #, XFF Shader f#)568=~ Stencil,
AERFRI I

Stencil {
Ref 2
Comp equal
Pass keep
ZFail decrWrap
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ERFIEE 2

if((Refvalue & readMask) ComparisonFunction (StencilBufferValue & readMask))
{

pass;
b
else
{
discard;
i

AL 5 R EE AR 45 5 . 420 RefValue 9 Ti5E SUII1E , StencilBufferValue A%%
WX FRE, ComparisonFunction Ay EL#E 77k, 7E_E#IH, ComparisonFunction &y equal, B/
FiAEEE.

DREENNR . IR X LU, PR B MRS HIE R . A TR IR, 7525
SETRFES NN, AR5 6 E LA . 7E Unity o, SHRZIITIAE > B2 ZWrite 55 ZTest. %
B NAE PR ERNAT I, 3B A BRIA G, MR BN T35 T Si4henT DL i
Offset G5 T H & SRS

Y5E VW, HRERERS. BEMEEDERN .

© JB#& (Blending) ;
© BNES (Write Mask)

RERRIELNRZt Y ColorBuffer thgi i EINTr 0. RaHZMEMITN, K
i/ RGBA HUEAEATHERE T, RAEME R T7 T &edkig 5. £ Unity 1Y) Shader ', /]
Blend S8 7 1l LAJT R iR A sk, il

Blend SrcAlpha OneMinusSrcAlpha

BHNER, EXEFERBOMEERE (Color Mask) o ‘& MITRER LR LI, X Zith ik
i7idig. 7E Unity 1, W RUSEH] ColorMask S8 5 TF 8 B Dhfg, 540

ColorMask RG

g LM P RE, REARMERSWLHI BT AN X P, IR B .
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. 2E

>

21 TIEKKDE, AT RS 1A HE MR A 25 b BT fi R[] 2
Jite. £ CPU s Hdls, 2N GPU, BEATAE G, Ui, HAZR TR, #i,
e rah, KIEEIT, e, FooE OaRsuRgit, mAZR TG .

¥R R A
LR AR, B D IR T LA NS, 4 IR TR R R K 2R

([ :samplepipeline]) -

7.2 B3nF
V5 1) —ANANIE B B2 3 B AR 1) B R3S B % B R A 5 ?
8 A

B, FATENRBIXAZ —A A . T ot B BTk, A e R TT 5.
THBEATAEFRFEU A, FHRIREEZM X, LB RRE.

&7 H ik
5 S i AT AT 3 (AR A SRR I, ek 5 i 2 AR IR FE AT HE
SRR TEIRNP BEAT H 2% o AT LE “ZRW AL G, FIFARL” , SemiloK, JEmA g, AR

FE B IR IR LK AT -

HERT R R AR S FriF “WShT IEIME” , TS FA I A 2. 2R
P A, ADOEE R B PSRN RE AL . AR “AnAELHAK” e
LB EHREESHER, FHIREEME %,

RELZF K

N T RRIEA T, A TIRFEZEZMHITT % . WAVTTRE—hg2phX (DepthBuffer) it
RIREGER . EFHERGRIEIRE . WM, IREENXMTES. AF

FHEGHB RN, BRMEE BT HR, B MR RR I E S e X h R, &
HEEFINOR B Bl B R, MR EARE S EANZBE R .
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IR, AT LM R “ANE INRAME” IR R, fE3 b B BRI DT
AL XL, AU AT HE R, S 7 R ), L REAR R 38 (1 1]
A, ST BLAE R PERE KI3R T o

BRI

RIE G ] USSR ANE IS O, (H ML “ AELE ANK” ZMEE Y] L,
BRI Tz AR &R B .

AN TRUEHLRI RS — R & O, PR BN TIREE, KEmA L H].
HAABAE A REEMRCR . N 7R A, BATTINE RS (. BA AR TR
FEGnt, (EAAEW S LB RS TT. SElERAEVRE, XEHREE, JRRIIRE
BNGEM . RIGHHEGEE K, AR, ASANEM. fTEEHEA RS AN ET
X, RUAEREE IR Z 8], ARORAE A R Sk AT ey -

££ Unity W] DU T0E SCHRTE LB, 3l EoR R FIUP R ERI 7 Hiok . BRAIR 51
TR, RSN REEY . BAROE LN 7-1 s

*=7-1
BT BRI RS BT IR
Background 1000 A AA e piiE de, —M T 5 5eik, 140 Skyboxes
Geometry 2000 K EBIAABE I AR 1E FPA S
AlphaTest 2450 sl AR WAR DR NiNRC R EREA VN
Transparent 3000 ATAT AT B IO AR (5 AR o B RN N IR 22 X
Overlay 4000 AT fi Je 1V IR SR A, B an b e

RS, 7E Shader ) Tag Hil i Queue #HAT ¥ &, Hi4n0:

Shader "my/test”

{
SubShader
{
//Tags { "Queue"="Geometry" }
Tags { "'Queue'="Geometry+1" } //After Geometry
}
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R AR 1R

TS, FRATED AT RIS & L. A BT R@E A T E RS, 28
B “RHEHESUN, KEESER” FSCRE, BROVKRTICIEALTE . W5 = %0032 AH 54,
BAVRTCIES B IR HER 3mSR B S

Fre B R A SRR, BT, KREHGIEXA LR ERNERESE. NT
B R R EY, AT AR s B R TR, AR 283G . ] CLABIR A 540,
AR A .

WIRIE AT, 50T R TSGR E Pass (Pre Depth Pass) 7, B HAE BB, BN
R . XA EREH TR TR X, Rkt ism 1 5 SR G fe, At U A I 5 208
Lo F4h, EIEBINT Drawcall, FHiCEH

7 Unity Ha] DUl IS R T ¢ Shader AURS S :

Shader 'pre/depth/path” {
SubShader {
Tags {"Queue="Transparent' "lgnoreProjector'="True"
"RenderType'="Transparent™}

// extra pass that renders to depth buffer only

Pass {
ZWrite On
ColorMask 0O
}
//Real Pass Below
T
i
¥ 2k

>

WA HAN—MERMIBEARKI R, X TE, ERHERGE T REIUNAZ, T#
RHARHAR AT EE,



=R
3D# F E A

HUepRE 2 KRR ZATIHEN, WA S o AT T BERBHRHT T ULTE it v A H
K.
HR T IRERIG, FA T AT DL R d BRI L JE . BUESER LR T .

8.1 mMME=E

FAVENE @ — > Vector3 W LARIR —AN s, il

transform.position = new Vector3(1,0,0);

y—7JiiH, H Vector3 W R AR —ANJ7 1), il

transform_position += Vector3.forward;

MWEM L7, fOR R =N AR 7 513 EATTZ 18 5 A4 X A # e ?
1) B

RANFREAAXH? G R B FERBERENRR, & CAEEAR, B2
58 R A B AF 731

5 #
FE=YE A, AR A R — AV B, R F R A B AR bR E I TR,
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KR AR . AR N TT ] b R T R R R, IR A I .

A5 S A 00T R AIR R, RS T RoR . A2 A KN [ A R 2B
AT AR AR . E . T7 5SS .

BH

[ SR A R 2 5% T UK AR SR — AN AR I 3k, B A R
LA AR

ST LS AR . AR R T 1

(D Bahi, RS A,

(2) SHS R L I SR BB Sk Ao

Uk, s REMAKAZR. 2R, S5 REMER, R0 TUREEFEZS
A SR A A

F—Jr, BATR R LUK R AR, AR R S AR A M . X, SR
B LB AMA, (HESCRMRRE. IR R X A OC R, AP AR B B
W& FEZ IR HARAL

M I RIEZARRIVEST, B LABA HEA A i A, 7 2R B R 2RISR

o4t

AONEZ-)

AN RS 3D B AR, FATEB RN EMS LRI R . S 3A U A A,
BRAEESNAE, HrEr, BRI EEsEhiiE.

¥R
R AP U ZE AT LA B — AR r Bk jsk B i i & ([ :vectoropt]) 2
8.2 MEMEE

TESIRE [ B ) W] AT s 5, R e TR SEbR R 3.



1) AT

B, AReRiEEH.
T HEEATE DA E RS T, DO U R

E %= 31107
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A A s 5 LR B2 A, ST E 2N ARSI
AE

N T IERMEATGE T — Dbl R SR ENBEES Y B W E. J7 M.

2Rt = AN B R
f% 4 VecUtil.cs, gmERMEINT:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using UnityEditor;

[System.Serializable]
public class Vec

{
public Vector3 offset = Vector3.zero;
public Vector3 vec = Vector3.right;
public Color lineColor = Color.cyan;
¥

[ExecutelnEditMode]
public class VecUtil : MonoBehaviour

{

public List<Vec> vecList = new List<Vec>();

void Update()
{

for (int i = 0; i < vecList.Count; ++i)

{

ForDebug(transform.position+vecList[i].offset,vecList[i].vec,vec

List[i]-lineColor);
3
¥
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public void ForDebug(Vector3 pos, Vector3 direction,Color lineColor)
{

float arrowHeadLength = 0.25F;

float arrowHeadAngle = 20.0F;

Debug.DrawRay(pos, direction, lineColor);

Vector3 right = Quaternion.LookRotation(direction) * Quaternion._Euler(O,
180 + arrowHeadAngle, 0) * new Vector3(0, 0, 1);

Vector3 left = Quaternion.LookRotation(direction) * Quaternion.Euler(O,
180 - arrowHeadAngle, 0) * new Vector3(0, 0, 1);

Debug.DrawRay(pos + direction, right * arrowHeadLength, lineColor);

Debug.DrawRay(pos + direction, left * arrowHeadLength, lineColor);

2 L AR, FRATIFE Update B3k 7 1 HCH P ITA IO HERAS S, FFSRIUE B 2 X R
2gk. Plin, QIEZK GameObject, K E 4y Test, ININMIA, WE(E S 8.1 Fiis.

¢! Layer |Defaul

K 8.1

1E SceneView H & H a0 8.2 Fios.



£ 8E 3D H,FEM | 133

K 8.2
XFERURE LT VA, RER AR RIS SO .
BRE

FERRFTIN S, HISRLA-1, RWRE R & 180 FEFCIH, 0K 8.3 fim.

AR
FRATI, AR, AEKNRBEEE AR

f
loll = /v 403+ + o

BRI LT SO R B K .
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FEERAGE

ES MRS, 2R AENEN B SREAR. fl:

[75] [ k‘-ﬂ|
az kag
K =
1 Ji:ﬂ':l?—l
y, ka,,

FE U S A 20 AR K AT 478, R k /T 0, D5 e . PR b AT $2 2
s, AT LA R R DL brE — 1o

B

AT E, RAOARLERKE, RO ZXMIET, REFREREZH R E
ARG AR R DAL s pey = A7 R
v
Viormal = w5+
v
FE U b, ARaEAL I 1) T PLACA 2 7 R AE R O, Fi kIS AR B B E ) m)
60 ik

) i Z IS, & RN 20 B 5% E I :

aj by ] [ a; + b
g ba as + by
+ =
p—1 bn—l Qp—1 + E:’n—l
n by ay + by

A A, AR SO 78
E R LTRSS :
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(D PERE, #1555 MEZ.
(2) MR kE— .
(3) EAHAEBIAPTR.

g 8.4 .

v Vec Util (Script)

& 8.4

BAJUTE A AN R : O 7R sl 2 [ I, BATT LR P stz . &4
1T SERR E AR s RO PIAS N s R A . O TSR EA L I &, AT —A
RS, SR A

£y 3
Ffe (Dot) XA, ZMA A& (A ) — FhRR R IRE . Has SRR R
[ a T [ b| T
as by
=ayby +ashs + - +a,_1b, 1 +apb,
On—1 by
Oy by,

MIURTEIF LD, G EE RAE T A PR AARURE S, AN AR L, R4 2R
K. mSRMERSET B/ S FE I cos M.
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A8 o] ]8] oo

LA R AL R, RIS AR R R T AR (A e Ay o R R S A
R i,

FE

5
&

T AREA T LUR A G o B — AN R — N E . filan, AT s,
IAERESRAESEAN T ) BRI, RIS
V] JAfcos

_ g [Allfelcos
8]

V=B A'?
[81

=V

4 B LA, BRI LIS . BRI 8.5 Fs.
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B e E
TEREIHER b, FRATH AT AT 5 st . B0, SIFE CAINGT & A FIVEIA & H, SR
S TR Ve B EIRATYeR T HE A FEFR n J7 1 BB, REEE R RIS S &

n EHAIMES:
S=A+(nOMAn

IRJE R A1 0 R R SR AS S T H

SRS TR R SR AR T 1) B A BESE A ) BN, e R AIR R RN T, 2 3 LAY
AR HORIE 1A 8.6 P

8.6
X R
K (Cross) XAYAM, WA IR AH) 7 —Mafei%, MRmEHE AT
T Ta
{ Wz — A1l
th Y2
x = Z1Tg — I 22
Z1 29
TiYz — Y12
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NI, XORMS R R EE T A MR AR, ROR I AN F A A1,
SO 25 Rl R ISV T o [ o 3 ) R (7 ) T A RS, IR T AT A B & o Uity
3D [T S ARRR R e FAR bR 2R, DR i 2 P D5 VB 2 T e o B 487 7 5508 — N A&
X35, PRGN FET I, MRS O MRT . BOR WA 8.7 s

B ¥ Vec Util (Script)
]

K 8.7

BARAX

WK BB, A FHIAK:
[al [l = [[a]losine

St F—APAT PGB KB, 4RI TR IR 2 I TR .
¥R E A
AT P A0 S M & O TRAR ([ rectarea]) ?

8.3 [Xig&ml

T ) TR s TR AE B TR X 7 B 1E] 8.8 s K L«
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K 8.8

N T A, ATULVOARER, BT m#RE R — P, A2 Y .
i) 2T

TR DX 3 1 34 e DL 9 B B o T B 2 A 0 T Y B PR R LR, R T IX
BRI WS . T R RIK AR, SRR, DR g S SRA I RO E A
HAIE A S

KB EF AR . £ 8.2 WEBHE PR TS, BRSNS RZE
11 #) cos fH. H1T cos £ O~n EHUIRTAYL, [RA] LS cos fERIE I LLAR M I ROR -

BN KIRE

BIEE 4 K SectorCheck.cs 12, %7 E 10 FALHS:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using UnityEditor;

[ExecutelnEditMode]
public class SectorCheck : MonoBehaviour

{
#region Public Attributes
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public float m_radius;

public float m_angle;
public List<GameObject> m_list = new List<GameObject>();

#endregion

void Update()

{
for (int i = 0; i < m_list.Count; ++i)
¢ iT (checklnArea(m_list[i]-transform.position,m_angle, m_radius))
{ m_list[i].SetActive(true);
}
else
{
m_list[i].SetActive(false);
}
}
}

bool checklnArea(Vector3 tarPos, float angle, float radius)
{

return true;

}
3

FER 7 ST E 9 > Cube, IR —EMERIR. HEQE - NEWR, HREMEBEA.
$ 9 4> Cube IRERIRIA L, HERWIK 8.9 ior.

8.9
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A F ik R

RS E 4, 2 S PR 4L checkInArea, AURSANT

bool checklInArea(Vector3 tarPos, float angle, float radius)
{
var cosAngle = Mathf.Cos(Mathf.Deg2Rad * angle * 0.5f);
Vector3 circleCenter = transform_position;
Vector3 disV = tarPos - circleCenter;
float dis2 = disV.sgrMagnitude;
if (dis2 < radius * radius)

{
disV.y = 0.0F;
disV = disV.normalized;
float cos = Vector3.Dot(transform.forward, disV);
if (cos - cosAngle >= le-5)
{
return true;
}
}

return false;

HpS AN SUOVANR RN E, 8BNS EOVRIERIA, F=ASHOVRE N2,
AR RAE R XN, REGR EIE, 75 R [

B RE

TR ERACRAG I 5, I T FE AN B A R R AE . FRAT TR BRI X A i TR B S YE
DA A 8 SRS 7 R AT T A3 4 1 A TS R . 48— Gizmos B8, 2 — 2B W 1) R T
i an R

[DrawGizmo(GizmoType.Selected | GizmoType.NonSelected)]
static void DrawGiz(SectorCheck scr, GizmoType gizType)
{

Handles.color = new Color(1, 1, 1, 0.2F);

var newStart = Quaternion.Euler(new Vector3(0, -scr.m_angle /7 2, 0)) *
scr.transform.forward;

Handles._.DrawSolidArc(scr.transform.position, scr.transform.up, newStart,
scr.m_angle, scr.m_radius);

3




142 | FERERA: LR SHEIREHE

WE L5, AR DALE S R B X 7. AT E A A GizmoType.Selected  F1
GizmoType.NotSelected i 24, fRIETCIRZTIEFN G, XA Gizmo #iex L. %5 X I
JiFERE, RPRTESUEAS I DR, XA N, R 5 L st Rk, RO Al 8.10 s

K 8.10

4

AONEZ-)

A6 Bl KSR R 5 AT AT (S8 M0 AT o T DX R 7 B RS, AR RESE T 360 I, B
AT, BRI, B R R, PRI R .

8.4 FHBTN

BA—A 3D RMUIH, AELIRFERRR: Bl i, Esiing —1
AT TR A IS, PR REECR, s 8.11 frr.
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K 8.11

BN RRE, EXTERRES BRI L. S, EWE RN s,
RS, E IR 7R 25

4 B3 B T S LA B R, IR AR S
%] 28 S5
75 3D REk SLG FMirak b, WH AR T BB IR IR . XL R EhiE H

FRAEAR R A RO B R IE S A M DUREL, XA B A% Lo SR — 2 B S T T
I

T &@ey R T
FATEENEAE 3D (), AFE— AP A P -
axthy+cz=H

DR SR FRAT A FL AR D P A 1 2 1) 3P U T LSS ol

a
b
c

- H

X
y
z
RlE, FA145 0 T 3D 7 Ay v ) ik 2K
p.n:d
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MR RHVRE] (xy,2) IR, ERE n 7 ERHREET He BItRIERG: XL 2
TR H 7 ) LR d MR & . Hrp thOp Pl ik &, ROy eEEE T i .

REAK
FHEGTP1, AR b R R A A A5 2
P (t) =Po+tH

UL R B R R [ P ) T R (0 SR 5.t R BRATAR 75 2 3t e
A RKER, HMREAE

(Po+tv) -n=d
Po-n+td-n=d

td-n=d-po-n

_ d-po-n
u-n

t

BEEE

THREARSZIFE R, @ —MNtig s, HathiE —4 Cube, HELEH, T EK
KAg ok K. SR)56)E RayPick A

using UnityEngine;
using System.Collections;

public class RayPick : MonoBehaviour
{
void Update()
{
if (Input.GetKey("'mouse 0'))
{
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast(ray, out hit))
{
Debug.Log("'Pick " + hit.collider.gameObject.name);

3
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MSU)E, EHFTRIE N EXR, KEIAEE B HERRENAYE, el
BAESERALE Lo I8ATR, 5 R YRREasE 205, WU IIE B PA B R IR A

FIANK

B S O ThRE, A7 R 8 calculatePos, ZmARAL U R

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

public class RayPick : MonoBehaviour

{
public Vector3 m_normal = Vector3.up;
public float m_d = 1;

void Update()
{
if (Input.GetKey(KeyCode .Mouse0))
{
Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast(ray, out hit))

{ //Debug.Log(""Pick "™ + hit.collider.gameObject.name);
if (Vector3.Dot(ray.direction.normalized,m_normal) == 0)
{
return;
}

hit.collider.transform.position =
calculatePos(Camera.main.transform._position,ray.direction.normalized,m_norm
al,m_d);
}
}
}

Vector3 calculatePos(Vector3 p0,Vector3 direction,Vector3 normal,float d)
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float t = (d - Vector3.Dot(p0, normal)) / Vector3.Dot(direction , normal);
return pO0 + t * direction;

BATIH AR, BVRE I AR R I ACR . eI A Bz ], XA A E
R FTRAAGES,  JEOGER K T LB AT SEELSE B I RE .

o4t

AONEZ-)

XA ) B A R AT LA EIE SRR SEBU S & B 5T, BT R SR (01 1 A LR
MREARRIOR R, BTRBIR AR, AR A XA ST, BT,
B mEE ., FONTRRATRET AR, RAEREETEAREUAZR T

¥R F A

1. & n At E T ([L: nisvertical]) ?



N
SHEX

fEAE S, BAIEENFERR FHIIREM L. B, FATE 7w TR0
K, ARE IR W) A*BNE, B5EE Unity 3D H1¥ Navigation REURJZHEZMT 4. 5
b, BATENFERZR D ZAESS SRR LI, E2 T MMO KRB E TS, sA3)
PSP Tk, S5

9.1 JFHXHE

I KEER A* (AStar) F-E 5L A4, ‘B Dijkstra 575G A X BB R 2
=] B o Hr

WHETEH. EFRZE A, B, R, BMETE. A8 XA ERIBUES.
XEATEA S, RAERBBRERAREIL . X8R T, ANNHTZREE, e A
A7

RBAEX

F7CEBE, AR —FEET R R AL (Heuristic) S8~ SUEREMUN M 2R . — Bk,
JA R BB B L AUEN T3 T HST4, 75 Mt AT vl e H LA (SR A7

W AR KRR BT 2 e R B MIRK L AR B = MR EE B AR W A RIERRHEAL BR 2 L
L R S A 7E 2D AbR R N EEWTR
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h(x)=|Start.x-End.x|+|Start.y-End.y|

TR B E T AN DLE R R . BT R R AR S T A E , EanR
RYFRIEE, BAZT S PEUEF IR KT ZhrE. Bk, BATS KR LR 2ok 5
XA IS, BRSO RETTAY, (B IEBF IR SR . 2D ER L AR 5
HYRaR

h(x) :\/(Star(Dx-End-x ’+ Start-y-End-y ?

PULLE, FRATE S A R R RN f(x). (EIB T HVEZ T, A7 B el B
EHRIAN PR o W BRI ES, HUAERIERNER. B TEEWN
KRR, FrAsov e FixAshs . Hd—A )14 (OpenSet) , e A## M AR R
I DX 1 5 — SR (CloseSet) , BRI TAFff At R M. “— 27 Z4REA
i EAPAE AT RIS A, B TIRE HART A, e 1e i D AR T LAk B A e A% HR
TAAAESE R, (6 CH+P i R SRR T8Er, FTLUK IR “— 27 .

BEFFORIT, BATTSCNEHIUA RN E] CloseSet W, JEIG B 117 /L, RS FFIRTEL,
FERPEIA L3R B 24 5719 B B AR AR 1

W BAE CloseSet H1, ik A kI 7 .

A EANTTEAE OpenSet Hv, WK I 58 A2 /UM |1 R, JF 5 20n R a4 R .
WEEATATE OpenSet H, w8 BB e AT TSmO S HI 1 A RSB R R EUE,
JEhn#) OpenSet H1. 4 OpenSet A7, B E HARTT b, fEIALH: 5043
OpenSet & & bR B/ NFIE, KB M OpenSet 185K, InE CloseSet . & E
xR, HIEL.

o S
UGS — DR SO SO B R, TR R HON:

© ©0 O

f(x) = h(x)
AL B AEE TS, Rt A S R s, BRIOXRE ) RE AN BE SR A5 B R R A2

wmE 9.1 Fis.
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F 3

K91
Dijkstra ¥ %
U SR TE R R BRE THE NI RS ET S A T R g(x), AT R T AN E R

f()=9()

i XA S K AT LSRG, e 4R Dijkstra 3%, & RISk S T RIEER K.
RAKAEEE R, TLlEREREEE R R ST, W)Lk,
ORI 9.2 fios.

[ B
end end a
- end
2] start tﬂ -
start Star
Kl 9.2
A*F ik

N TR EIREE, AT D0 LA Dijkstra Hikgs akek, TR KR ECN:

f(x)=g()+h(x)
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Rt A, BRI R IR, SOTUS BRI . FEEERE, EPIUTE
I, 7 EAE g(x) SE /NI AR SER S A, I AT R A IE 9.3 PR

end end
end

start Sl
start

k9.3
IDA*H 3k

AXSLESEARRED 2 K2 HHK, (BANBALLA ERehsdt P iiil. RNl HHIRE N
GUT, BATATLMER] IDA* . ERIERINAFES A*RRENS & RNFEVEAN RIS KR L
ST E, AR P AN BE 2 1 3 2 4

AR EERARER N %6 (DFS) R EIARIEAE FB P MR RAREL . e T
IR R G R R B RIS R, BALE AR E “Pist” 1.

% 2k

INNR <-4

A*SFAE N HE W TR R T 58, RIAEJUPARfTI R . 53— 51, s S A AR R
JONEE, HEE SCHARS AL LE I RIS AT LAk B, (BRI AR b 20 1 L A e SR B

¥R E A
5 FACTD 2Bl A%,
9.2 A*E;

I A* (AStar) FEEFE. 9 7 WIS E AR, RSt in N Seing .
RN B E X

public static int wide = 6;
public static int height = 5;
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public static int[,] pathTable = new int[,]{
., 0, 0, 0,-1, 0O},

1, 03},
1, 03},
,-1, 0},
0, 03},

M e
ooooo

Horb 0 NAMATEXE, -1 AR EX. wide JyHiERI%E, height i E = .
Ak, AR T IR AT Ak

public class SearchNode
{
public Vector2 pos;
public float f;
public float g;
public float h;
public SearchNode parent;

public SearchNode(Vector2 pos)
{

this.pos = pos;
parent = null;

PUAE A 2 S2H FindWay BR % :

void find(SearchNode startNode, SearchNode endNode)

BT LU AR A6 A B 25 1 R BR AR
1) B

A7 9.1 WHFER, XA RS AN B AL XS AT AR O E IR SE, M
FPIRE ) A2 .

BRIV

WRIEZAE, BATE S E IR, I B EIEE
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void FindWay(SearchNode startNode, SearchNode endNode)
{
List<SearchNode> openset = new List<SearchNode>();
List<SearchNode> closeset = new List<SearchNode>();
SearchNode currentNode = startNode;
while (lisEqualNode(currentNode,endNode))
{
//3 3 currentNode ¥ & & B & &
List<SearchNode> adjacentNode = getAdjacent(currentNode);
for (int i = 0; i < adjacentNode.Count; ++i)
{
/7 FF(X), FMESHRME
}

if (openset.Count == 0)
{

break;

}

/733 TR AT A

currentNode = getMinFNode(openset);
RemoveNode (openset, currentNode) ;
closeset._Add(currentNode);

}

/7 B RE

F_FFARRSF, TRLE BRRRRE, BRATEREA S AIVUE A, 65 OpenSet HH /M
B3 CloseSet H'.

BEXMH
BB EIBL FOOR T 4t AR

void FindWay(SearchNode startNode, SearchNode endNode)
{

List<SearchNode> openset = new List<SearchNode>();
List<SearchNode> closeset = new List<SearchNode>();
SearchNode currentNode = startNode;

while (lisEqualNode(currentNode,endNode))
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//3 3 currentNode ¥ & & B &% &
List<SearchNode> adjacentNode = getAdjacent(currentNode);
for (int i = 0; i < adjacentNode.Count; ++i)
{
1735 £, AR
SearchNode tryNode = adjacentNode[i];
if (ContainNode(closeset, tryNode))
{

continue;
}
//0penSet ¥ &4 &
ifT (ContainNode(openset,tryNode))
{
[/ SRR B AR, T g
var cur_g = currentNode.g+1;
1/ FARA R
if (cur_g < tryNode.g)
{
tryNode.parent = currentNode;
tryNode.g = cur_g;
tryNode.f = tryNode.g + tryNode.h;
}
}
else
{
//0penSet ¥ R4% &
tryNode.parent = currentNode;
tryNode.h = Mathf.Abs(tryNode.pos.x - endNode.pos.x) +
Mathf.Abs(tryNode.pos.y - endNode.pos.y);
tryNode.g currentNode.g+1;
tryNode.f = tryNode.g + tryNode.h;
openset._Add(tryNode);

}

if (openset.Count == 0)
{

break;

}

VIE X R TCIE U R
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currentNode = getMinFNode(openset);
RemoveNode (openset, currentNode) ;
closeset._Add(currentNode);

}

[/ R

F X B B SRS T, AR RIS N T AT YRR B, RO ER
RENS IERIZAT (1 BR L

#BgR

AN ER R e, 13 BB T T R -

void FindWay(SearchNode startNode, SearchNode endNode)
{
List<SearchNode> openset = new List<SearchNode>();
List<SearchNode> closeset = new List<SearchNode>();
SearchNode currentNode = startNode;

[/ g RT
if (isEqualNode(currentNode, endNode))
{
VLSRN & 233
Stack<SearchNode> path = new Stack<SearchNode>();
SearchNode node = GetNode(closeset, endNode);
while (node !'= null)
{
path_Push(node);
node = node.parent;

}

[/ R

string str = "Path is: "
node = path.Pop();

while (path.Count > 0)

{

str += " [ + (int)node.pos.x + "," + (int)node.pos.y + "] ";
node = path.Pop();
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/7 FEH P ¥ e G 6 R
str += " [ + (int)endNode.pos.x + "," + (int)endNode.pos.y + "] ";
Debug.Log(str);

}

else

{
Debug.Log(**Can®"t find the way!");

}

LSS TLE )

Ja U ESORSCIL R SRR A. T IRATEH 34t /2 PathTable, PHUESE & AU
FERAF AN T AR RIS 5

SearchNode GetNode(List<SearchNode> set, SearchNode node)

{
for (int i = 0; i < set.Count; ++i)
{
iT (iseEqualNode(set[i],node))
{
return set[i];
}
}
return null;
3
bool ContainNode(List<SearchNode> set,SearchNode node)
{
for (int i = 0; i < set.Count; ++i)
{
iT (iseEqualNode(set[i],node))
{
return true;
}
}
return false;
3

void RemoveNode(List<SearchNode> set, SearchNode node)

{
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for (int 1 = 0; 1 < set.Count; ++i)
{
if (iskEqualNode(set[i],node))
{
set_RemoveAt(i);
return;

}

SearchNode getMinFNode(List<SearchNode> openset)
{
int index = 0;
float min = wide+theight;
for (int i = 0; i < openset.Count; ++i)
{
if (min > openset[i].fF)
{
min = openset[i].-f;
index = i;
}
b

return openset[index];

}

List<SearchNode> getAdjacent(SearchNode centerNode)

{
Vector2 up = new Vector2(centerNode.pos.x, centerNode.pos.y - 1);
Vector2 down = new Vector2(centerNode.pos.x, centerNode.pos.y + 1);
Vector2 left = new Vector2(centerNode.pos.x - 1, centerNode.pos.y);
Vector2 right = new Vector2(centerNode.pos.x + 1, centerNode.pos.y);

List<SearchNode> nodeList = new List<SearchNode>();
if (isvalidPos(up))

{
nodeList_Add(new SearchNode(up));

}

if (isvalidPos(down))

{
nodeList._Add(new SearchNode(down));

3
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if (isvalidPos(left))

{

nodeList_Add(new SearchNode(left));
}
if (isValidPos(right))
{

nodeList.Add(new SearchNode(right));
}

return nodelList;

bool iskEqualNode(SearchNode a, SearchNode b)

{
return ((int)a.pos.x == (int)b.pos.x &&
(int)a.pos.y == (int)b.pos.y);
3
bool isValidPos(Vector2 pos)
{
if (pos.x < 0 || pos.-x > wide-1 ||
pos.y < 0 || pos.y > height-1)
{
return false;
}
return pathTable[(int)pos.y, (int)pos.x] == 0 ? true:false;
bs

R ;K

KT EIRARS)E, AR L

void Start(Q)
{

SearchNode start = new SearchNode(new Vector2(0, 1));
SearchNode end = new SearchNode(new Vector2(5, 1));
FindWay(start, end);
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F A HE % 3% ) GameObject |, 479k, W& S0 Nt

Path is: [0,1] [1,1] [1.,2] [1.3]1 [1.4]1 [2.4]1 [3.41 [4.4]1 [5.4] I[5.3]
[5.2] [5.1]

.
B8

AR A LA A DL B PR 77 TSI AR 8 . ORI A, AR AN, 2
PRI

¥R

(1) EEM A BAEAR AL T LR R AAR, A A4 I ik g A2 07 200
([ :astarpos]) ?

(2) PINEGERRAILT List (1, R HAINEHITRANE ([ astarset]) ?

9.3 Navigation &%

7E Unity 3D 7, A8 2 SHUMA% (Navigation) 5%, (HA N0 5 B#%
R, IFE Bl A*EIE. 16 iH Navigation R4t S51EG T 7 ARG, EATWES
SAZ AT HL S W 2

9 AT

FEOREENI, WEHE AR L —HRE, BILEAR SGL iFxkt, 2R M B8 M BT
P T 3

TR RS, R R BCTHITAE R T S SRR A T B AL . R A O
RN LN S R ARG B E R ERRIHBTET, MR A
A RN GRS . I B IR 2 AREE RS XK. 1 EAG I R IR IR S X, 3H
LAy DN D i TR 8 2 R E ks 40 1!

SRR M AAEAE IR T Bl ™ 22 A TR AR A, il 1 g2 M AR 2 10T
—RAHOLT . N S AR 21D Rﬁ']ﬁTUHWkﬂﬁEiﬁ%Tﬁﬂ% [ORENEE R p=c]
PSR AT AT A, PRIIR [B] A B A 2 BE I E AR
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H—JiH, AR KA FEEEEGRR, S SHIFATER—ER. Lkl
M TR SR WS, RS S B — R, XS R S5, AT LA AR R
HORIES . BRIIRA TR LUl A*SRSZER Navigation. % F3KEtE B Navmesh &M 5 A*45 &
TE—HE Mo

5 A

M@ Navmesh 7~ & BERUEER, Wl 9.4 From. fESEBR TAEH, X/ Mg5tn] LU Unity
SIEEE B

START

E&)

9.4}

FEE 9.4 HIRATT AT UG BIRCAE AN 200 i, BEA B 4R — SR T I R AT

B, B SRZE TR = AT . AT Lo e sE r SR BLX FE R R .
RWSTEAEF R =M, BRI RRIR . S S A AT — AR = AR, B
B TTIR AW . X5 T Unity 3D ki, &7E— @M 3L E] Navmesh FiEin I =fK. ££
FITE LR P AN R — =M b, X5t 75 ZoR A - B SR

LA A*SLE NG, BATHRB = MR =AW, IO LA R R R, $02) f(x)
B/ME, KRR SNE] CloseSet . 2 JEmt 5 b 9.2 W5k BIH) FRESIEARF T, W&l 9.5 v
ZN

1 EH¥ET: https://medium.com/@mscansian/a-with-navigation-meshes-246fd9e72424


https://medium.com/@mscansian/a-with-navigation-meshes-246fd9e72424
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Vi va
Y4
V3
1\ vs
®
K 9.5
HREXMNMPBREIRE B =MAE, WK 9.6 Fix.
Vi iy
v
v3
Vs

K 9.6
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RAAE BAR = MG P sl R 5, s 9.7 Fros.

/
Vi V4

9.7

R AR P A R SR BT e AESEBRIE AR, BB ERARE T AN I WU EEAT, LA
X2 EE, A AR T .

HRTFRARY

URERANAE S ATRA% T (RS 7R 70 B B 5, B CSEEL AR AR AR AT, A 21
OUT, AT A OB R SR ZORA RS, N T WRBREACE, ek,

o4t

AONEZ-)

AR Unity 3D 51 C4 32547 | Navigation, {E0H I 7E R BB FURAR LA B . 475
LRSS s v v S I S A A T B, SRR E RGN, ABEREE SR T .

bW Ak
T ) 2030 SR RS L T 2 35 ([ nav]) 2

0.4 {E5 AR

SRR 9 T G I s R ke, Gl S EAR 2 MBS, .
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BB ARAE S —> B —> B R -
SR K- 27

AL HEAER B R, KA RO CRCER | SBUESTTEER, Fr UMb B IREE
WS DR A — T & B ARSI

BRI, —3F n/ME%, B0 1D M0 B n-1. HEAEHSARTBES, B, aRmE
BALSS 1, DARSERAESS 0, WIRZN— MME XS [1,0]. nAUG I R OUAIESS, B ZARE
155 0, WBAERAES 1, AHMEFSEEGRZRA: [[1,01,[0,1]]. ABAXFEHIEF BRI ATT E
SEIRT o

BUE CRMESSHURE n APEANTRRRES, RIER G W USRS, THSCIL N m) e 4

public class Solution {
public bool CanFinish(int numCourses, int[,] prerequisites) {

}

H S8 numCourses JyIRFEEE, prerequistites AAT55 1A F2, 5 1R BTS2 75 AE 58 Ko

1) 257

IR TR Z AR R, BATHENERMENT o AL55 Z AFAE T BAT 55X R[] %
F, KULERA A XA R A R I RS S A T AL AR

B H AP

Xt F—AN [ TS B (Directed Acyclic Graph) , AT LS 3R FMHERE Kt 54T 55 58 BRI
IANEFERZOET, RE— DY SINE . FHEANE, R RAE R P AR — 23R 3
M3, RN — NN AR, WR—AMELSERNFEA S, A ERNE—E RN 0.
W 9.8 Fiims
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k9.8

ERXA 5, BATR 5 ERBRA SRR 1, FRREE A i WEEAS P2 b i . )
BATVRIUEEA LR 2] 7 B2 (RARES, JATRT LAARSEAE B 4R BN O (K719 sl F FHUCHI B
RAWBANERPBA TR, MEMPAESHER T . BRIFAR I, NS —Faf
VRSN

3G

TS AR A B, B DABRATT 6 B O R L A O AT AR MR AN 4

public bool CanFinish(int numCourses, int[,] prerequisites) {
VAL R X% &
int[] list = new int[numCourses];
int[,] matrix = new int[numCourses,numCourses];
for(int 1 = O;i<prerequisites.GetlLength(0);++i)

{
list[prerequisites[i,0]]++;
matrix[prerequisites[i,l],prerequisites[i,0]]=1;
}
/1 FENE

return true;

i PR, R R AE B AR BE S .
NS

A BAFERS —MEA . REIANFN 0 B9, KB REBRK AR 1, R EMN
NEFN R A o X B EEX AN TT R 1075 SRR E A AR IC R R -1 R AERAS
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HAZUEMALEN 0 TR, MAUEH QA 7 2RSS, BUR A . RaRE A
IRGATHICER, WA, WREMMES AT K. AR T:

public bool CanFinish(int numCourses, int[,] prerequisites) {

VI R X &

int[] list = new int[numCourses];

int[,] matrix = new int[numCourses,numCourses];

for(int i = O;i<prerequisites.GetLength(0);++i)

{
list[prerequisites[i,0]]++;
matrix[prerequisites[i,l],prerequisites[i,0]]=1;

}

VAN S
while(true){
J/RBINJE S O W4T
int start = -1;
for(int i = O;i<list.Length;++i)

{
if(list[i] == 0){
start = i;
list[i] = -1;
break;
}
}
I/ RBEIINEA O AE, RTRRES
if(start == -1)
{
break;
}

J1RY RIS N
for(int 1 = O;i<numCourses;++i)

{
if(matrix[start,i] !=0)
{
list[i]--;
}
}
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/1 EALS TR L
for(int 1 = O;i<numCourses;++i){
if(list[i] = -1){
return false;
}
}

return true;

IEAT AR R AT AR S5 R AT AT
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AN HEF N I RIS, TR R . X ERIE XA, RREARFREZZEE,

i SR AT HH TR RREAREHE, EA—Eudla), S REMER T
H, ARG, "TUASETHI0 H AL 8 A TAR R
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WMRAEEERBUEITE R G, IREMTES R IRFEE, Zanfryscaive ([ :taskcalc]) ?
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o HhE

FA1E17E— A GMCommond.cs 304, fEHAH9wE —4 MCommondAttribute (1] 13

using System;

using UnityEngine;

using System.Collections;

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

[AttributeUsage(AttributeTargets.Method)]
public class GMCommondAttribute : Attribute
{
public string Cmd;
public int ParamNum;
public string Usage;
public GMCommondAttribute(string cmd, int paramNum, string usage)
{
Cmd = cmd;
ParamNum = paramNum;
Usage = usage;

A UERENEA =ZADSH, B DT NS AK, BN BEONSHA L F=AT
FRERAE BT T PR 645 80 A7 21 R 2 s v

<)

AT EERAT AT LA SRR E T . A — 440 GMModule (938, fEH A INPIA

A A
A

public class GMModule
{

[GMCommond("'userl1d”, 0, "userld | ZF % %K ID")]
public string showld(string[] args)

{
int userld = 666;

//Query logic to get ID
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return "User id is:" + userld;

}

[GMCommond(""IvUp™, 1, "IvUp 80 | #%43%] xx ")]
public string levelUp(string[] args)
{

//ask server to level up

return "level up to " + args[0];

{4 F} GMCommond &1/ ek %1 showld 5 levelUp, GM $54 15 18 2 il A7 b S A ) T 1 B
ARHE

FB2 AT FH I A bR e, I R MRS i e . TRV R R, A RS
TR B ECE k, RIEH A EE, R EN Methodinfo. FRATT7E GMModule B8 %+ 80
V2.

public class GMModule
{

#region Private Attributes
private static GMModule _instance;
public static GMModule Instance

{
get
{
if(instance == null)
{
_instance = new GMModule();
_instance.Init();
}
return _instance;
}
}

private Dictionary<string, MethodInfo> m_methods = new Dictionary<string,
MethodInfo>();
#endregion
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#region Public Methods
public void Init(Q)

{

m_methods.Clear();

System.Type type = typeof(GMModule);
var methods =type.GetMethods();
foreach(var each in methods)

{

}

var attribute =
each.GetCustomAttributes(typeof(GMCommondAttribute), false);

if(attribute != null && attribute.Length>0)

{
GMCommondAttribute gmc = attribute[0] as GMCommondAttribute;
m_methods.Add(gmc.Cmd, each);

public string Call(string input)

{

var tmpStr = input._Split(®™ °);
it (m_methods.ContainsKey(tmpStr[0]))

{

List<string> param = new List<string>();
for (int i = 1; i1 < tmpStr.Length; ++i)
{

param.Add(tmpStr[i]);

}

var method = m_methods[tmpStr[0]];

var info = method.GetCustomAttributes(typeof(GMCommondAttribute),
false)[0] as GMCommondAttribute;

if (param.Count != info.ParamNum)

{

return ""Usage: "+info.Usage;
}
else

{
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return m_methods[tmpStr[0]]- Invoke(this, new object[]
{ param.ToArray() }) as string;
}
}

else

{

return ""Commond Not Found!";

}
}

#endregion

AES], 76 EmXEBACE T, FATE GMModule 37 & A2, FHAERTAA 1k o8 Kb v it e
A1) GMCommond. 7EEFIN, HRAEAFE R Key K43 AI4E E%F B (1) MethodInfo, 8 i s 51 A
X LR

;X K

w5, WUEThEE, GIEMNRSCf: GMTest.cs, 7EH: A INimR2S GMTest:

public class GMTest : MonoBehaviour

{

string inputText =
void OnGUIQ)
{
inputText = GUlLayout.TextField(inputText, GUlLayout.Height(30),
GUlLayout _Width(200));

if (GUILayout.Button(*'Submit™, GUILayout.Width(100),
GUlLayout._Height(50)))
{
Debug.Log(GMModule. Instance.Call (inputText));

}

BATHH, ERAMEF 2R NIRRT A, FF R Ed “ Submit” 444 .
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userld 30001
userld

1vUp

IvUp 60

PRI 10.1 R

€ Game

vUp 60

Submit

10.1
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S S Dy e B A, SRS A S INA BB RIS A, SE R S B .
TR, FTRAERATEGR N GM f8 B E T WA RIS S, TA T2 8ok 71 21 HAl e 5%
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10.2 #&xHlIph%zk

PLE R A A AT THBUL L 7, Bg BN IRIE R Zeis ), (HEBME LT
Yol AR, MIE LRI R, IARER B AR .

1] AR 27

BB Bl T AR FE AL oy o B OR UL, P RT LA e ok s, R A
y=f(x), A& x AWHEINN, BRI yo XM, LM, x #REE I — Wi
6, FHEEAXUE y FME, BRI BOER] y XN E . NEIESRCRKE, BISEK
THEIERES . Rk, RELRE y=f(X) =& ERT, B R ERAIE Hh 28000 .

RES ELUUME BIEEA iR B, R RNARIIARNE R B IR b 2 B, A I 2 Sl
0 Hh 2 e ?

IR R BRR T UREAT, KRR X SR y BRI B 5eh, SRR Bk, X
HEIATATEUIAS RS, Bean, x BLO.1 MM RARK, RG]y B HE. RERXLE y (R
K, BRBATFER ML T . EHIXE AT LUEA] Unity (2 APL:

Debug.DrawLine

HHRYL, EEWE B MZ)E, HRE AR WARMKIRTCIERIA, B ZARYE X 2
At vh, /N RYE R, AT BRA DR B Py, I H R r i AT T A R HE A e

8 %74

T FE AN IR ThRe. B e)E 149 DrawCustLine.cs fI3CHF, 7EH
SETCT NNV E

using UnityEngine;
using System.Collections;
using System;

[ExecutelnEditMode]
public class DrawCustLine : MonoBehaviour
{

#region Public Attributes

public Transform target;
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public float Height = 1;
public float Length = 2;
public float Offset = O;

public float TotallLength = 8;

[Range(0.1F,1)]
public float delat = 0.1F;
#endregion

#region Unity Messages
void Update()

{

makeSin(target);
}
#endregion

#region Public Methods
public void makeSin(Transform tarTrans)

{
if(tarTrans== null)
{
return;
}

Debug.DrawLine(tarTrans.position,
tarTrans.TransformPoint(Vector3.forward * TotallLength));

Vector3 PerPos = tarTrans.position;
for (Float 1 = 0; i < TotalLength; i = i + delat)

{
float h = Mathf.Sin(i * Length + Offset) * Height;
Vector3 localPos = new Vector3(0, h, i);
Vector3 worldPos = tarTrans.TransformPoint(localPos);
Debug.DrawLine(PerPos, worldPos, Color.green);
PerPos = worldPos;
}
}
#endregion

o, BATR BRI, fRiE. B, B4, TR Inspector 1. SRJELAER 7y, FAlT
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HHHER L] — 2R SR HELR, SRAS X A, B TS I delat 1) x (BN B RO AL, R 7R
586 T 2555 22 T A 22 0 2 T 2 ) 2

JEAS iR e B a , BATIFE 5 B — a3 ¥) GameObject, 853 JIAS SIS _Frfy, RIm)
BEIMZ, Wk 10.2 Pros.

10.2

R o

HATRATRINGH T IEZ 2R, B FoREM 23N, MEH gk, BREWNTT
AU R

using UnityEngine;
using System.Collections;
using System;

[ExecutelnEditMode]
public class TestLine : MonoBehaviour
{

#region Public Attributes

public Transform target;

public float Height 1;
public float Length = 2;
public float Offset = O;
public float TotallLength = 8;
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[Range(0.1F, 1)]

public float delat = 0.1F;
#endregion

#region Private Attributes
#endregion

#region Unity Messages

void Update()

{
//makeSin(target);
makeLine(target, (float x) =>
{
float h = Mathf.Sin(Length * x + Offset) * Height;
Vector3 localPos = new Vector3(0, h, X);
return localPos;
b:
}
#endregion

#region Public Methods

public void makeLine(Transform tarTrans, Func<float, Vector3> calcPos)
{

if (tarTrans == null)

{

return;
}
Debug.DrawLine(tarTrans.position,
tarTrans.TransformPoint(Vector3.forward * TotallLength));

Vector3 PerPos = tarTrans.position;
for (Float 1 = 0; i < TotalLength; i = i + delat)

{

Vector3 localPos = calcPos(i);

Vector3 worldPos = tarTrans.TransformPoint(localPos);
if (i >0)

{
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Debug.DrawLine(PerPos, worldPos, Color.green);

by
PerPos = worldPos;
s
T
#endregion

XA IR A R B R, R R T SR R AL iR, AR TET . RS
B x, REVENR B AL E . XA, AT AT CLERE A2 s Ah, B I RR 2 e
£ T

- X3

XEFATATCAE G2, fscE M DR SHERREEIME. N 7EEXA~ EH 1,
FATTH ZR R B S EAh SR, (EAEAL KBS, R S AFRIREE T . /£
AR R, 3N T — A0 B B -

using UnityEngine;
using System.Collections;
using System;

[System.Serializable]
public class LineParam

{
public float Height = 1;
public float Length = 2;
public float Offset = O;
public float TotallLength = 8;
}

[ExecutelnEditMode]
public class TestLine : MonoBehaviour
{

#region Public Attributes

public Transform target;

public LineParam lineParaml;

public Transform target2;
public LineParam lineParam2;
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[Range(0.1F, 1)]
public float delat = 0.1F;
#endregion

#region Private Attributes

#endregion

#region Unity Messages

void Update()

{
//makeSin(target);
makeLine(target, lineParaml, (float x, LineParam param) =>
{
float h = Mathf.Sin(param.Length * x + param.Offset) * param.Height;
Vector3 localPos = new Vector3(0, h, X);
return localPos;
b:
makeLine(target2, lineParam2, (float x, LineParam param) =>
{
if (((Gin)x) % 2 == 0)
{
Vector3 localPos = new Vector3(0, -param.Height, x + param.Offset);
return localPos;
}
else
{
Vector3 localPos = new Vector3(0, param.Height, x + param.Offset);
return localPos;
}
b:
}
#endregion

#region Public Methods
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public void makeLine(Transform tarTrans, LineParam param, Func<float,

LineParam, Vector3> calcPos)

{
if (tarTrans == null)
{
return;
3
Debug.DrawLine(tarTrans.position, tarTrans.TransformPoint
(Vector3.forward * param.TotalLength));
Vector3 PerPos = tarTrans.position;
for (float i = 0; i < param.TotallLength; i = i + delat)
{
Vector3 localPos = calcPos(i, param);
Vector3 worldPos = tarTrans.TransformPoint(localPos);
if (i >0)
{
Debug.DrawLine(PerPos, worldPos, Color.green);
}
PerPos = worldPos;
}
}
#endregion

FATEX T LineParam 451y, ARERSMERBINISE. WHBTHF KT, A2
e, MRAARELZSHNHEL, MHEREY T BT K 10.3 fir.

10.3
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HERERE

WIHR T AR S, FRATE Sef)E RangeShower.cs, FEAIEXS M 1) RangeShower, 7E 17
1n updateMesh 5%, 1FE ATE H Mesh (IR, F£7E Update 313/ FHE -

using UnityEngine;
using System.Collections;

[ExecutelnEditMode]

[RequireComponent( typeof( MeshRenderer ) )]
[RequireComponent( typeof( MeshFilter ) )]
public class RangeShower : MonoBehaviour

{

public enum ShapeType
{

none,
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sector,
obb,
ring,

}

#region Public Attributes

public ShapeType m_type = ShapeType.none;
public float m_degree = 120;

public float intervalDegree = 10;

public float m_radius = 5;

public float m_InnerOff= 2;

public Material m_circlelndicator;

public Material m_Rectlndicator;
#endregion

#if UNITY_EDITOR
void Update()

{
if (JApplication.isPlaying)
{
updateMesh(m_type, m_degree, m_radius, m_InnerOff);
}
}
#endif

public void updateMesh(ShapeType shape, float degree,float radius,float
innerOff) {
//logic to make Mesh

}

XHEE [ Update B& &L, 724 45 ax ARz 1780, 20 BEMURI 3T Mesh, i Application.isPlaying
FIWT A B T M REM R . updateMesh R £ 32 B H TARYE S BB @ BN TH A, S5
TEAREAL, MBE. PREMAYIER. e NS THE, b smEIEEEE, NER
HISHNE S e

7 7@k

BATRIRE T I R IT 6. € LU AER A, fE updateMesh H14 5 75 T AR5«
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public class RangeShower : MonoBehaviour

{

#region Private Attributes
Mesh mesh = null;

MeshFilter meshFilter = null;
MeshRenderer meshRender = null;

Vector3[] vertices;
int[] triangles;
Vector2[] uvs;

int lastCount ;
#endregion

public void updateMesh(ShapeType shape, float degree,float radius,float
innerOff) {
if (shape == ShapeType.obb)

{
if (mesh == null)
{
mesh = new Mesh(Q);
}

meshFilter = GetComponent<MeshFilter>();
meshRender = GetComponent<MeshRenderer>();

Vector2 uvCenter = new Vector2(0.5F, 0.5F);
mesh.Clear();

vertices = new Vector3[4];

triangles = new int[6];

uvs = new Vector2[4];

vertices[0] = Vector3.zero;

uvs[0] = uvCenter;

vertices[0] = new Vector3(degree, 0, 0); //1,0
vertices[1] = new Vector3(degree, 0O, radius); //1,1
vertices[2] = new Vector3(-degree, 0, radius); //-1,-1
vertices[3] = new Vector3(-degree, 0, 0); //-1,0
triangles[0] = 3;

triangles[1] = 2;

triangles[2] = O;
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triangles[3] = O;
triangles[4] = 2;
triangles[5] = 1;

uvs[0] = new Vector2(0, 1);

uvs[1] = new Vector2(0, 0);
uvs[2] = new Vector2(1l, 0);
uvs[3] = new Vector2(l1, 1);

mesh.vertices = vertices;

mesh.triangles = triangles;

mesh.uv = uvs;

meshFi lter.sharedMesh = mesh;

meshFi lter.sharedMesh.name = "CircularSectorMesh'; ;
meshRender ._sharedMaterial = m_Rectindicator;

m_degree degree;
m_radius = radius;

ATUAE S, BARE T ARALE . =AERLHI5 . UV s 7, A5x4 Mesh
IR 25 7 MeshFilter .

=EACE

BEE R X . BIRXIEAT SRR RS, teln, 7>BRksEy 36 15, M 360 11 ,
WA A2 10 o ST 5 DLAXAS 7 R AR PR, R 3 O DXI0BR A, R R G e . (H
L%, SXEREIE AR, PRI AME G BRI AR P, X A 10 BEARBRIME:
/7.

public void updateMesh(ShapeType shape, float degree,float radius,float
innerOff)

{

ifT (shape == ShapeType.sector)
{

if (mesh == null)

{
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mesh = new Mesh();
+
meshFilter = GetComponent<MeshFilter>();
meshRender = GetComponent<MeshRenderer>();

int i;

float beginDegree;

float endDegree;

float beginRadian;

float endRadian;

float uvRadius = 0.5F;

Vector2 uvCenter = new Vector2(0.5Ff, 0.5F);
float currentlntervalDegree = 0;

float limitDegree;

int count;

float beginCos;
float beginSin;
float endCos;
float endSin;

int beginNumber;
int endNumber;
int triangleNumber;

currentintervalDegree = Mathf.Abs(m_intervalDegree);

count = (int)(Mathf.Abs(degree) / currentintervalDegree);
if (degree % m_intervalDegree != 0)

{
++count;
¥
if (degree < 0)
{
currentintervalDegree = -currentlntervalDegree;
}

if (lastCount != count || shape !'= m_type)
{
mesh.Clear();
vertices = new Vector3[count * 2 + 1];
triangles = new int[count * 3];
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beginDegree

uvs = new Vector2[count * 2 + 1];
vertices[0] = Vector3.zero;
uvs[0] = uvCenter;

lastCount = count;

90 - degree / 2;

limitDegree = degree + beginDegree;

while (i < count)

{

endDegree = beginDegree + currentlntervalDegree;

if (degree > 0)

{
if (endDegree > limitDegree)
{
endDegree = limitDegree;
¥
}
else
{
if (endDegree < limitDegree)
{
endDegree = limitDegree;
}
}

beginRadian = Mathf.Deg2Rad * beginDegree;
endRadian = Mathf.Deg2Rad * endDegree;

beginCos = Mathf.Cos(beginRadian);
beginSin = Mathf.Sin(beginRadian);
endCos = Mathf.Cos(endRadian);
endSin = Mathf.Sin(endRadian);

beginNumber = 1 * 2 + 1;
endNumber =1 * 2 + 2;
triangleNumber = i * 3;
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vertices[beginNumber] .x

vertices[beginNumber].y =

vertices[beginNumber] .z
vertices[endNumber].x =
vertices[endNumber].y =
vertices[endNumber].z =

0;

beginCos * radius;

0;

beginSin * radius;
endCos * radius;

endSin * radius;

triangles[triangleNumber] = 0;

it (degree > 0)

{
triangles[triangleNumber + 1] = endNumber;
triangles[triangleNumber + 2] = beginNumber;

}

else

{
triangles[triangleNumber + 1] = beginNumber;
triangles[triangleNumber + 2] = endNumber;

}

if (radius > 0)

{
uvs[beginNumber].x = beginCos * uvRadius + uvCenter.Xx;
uvs[beginNumber].y = beginSin * uvRadius + uvCenter.y;
uvs[endNumber].x = endCos * uvRadius + uvCenter.x;
uvs[endNumber].y = endSin * uvRadius + uvCenter.y;

}

else

{
uvs[beginNumber].x = -beginCos * uvRadius + uvCenter.x;
uvs[beginNumber].y = -beginSin * uvRadius + uvCenter.y;
uvs[endNumber].x = -endCos * uvRadius + uvCenter.x;
uvs[endNumber].y = -endSin * uvRadius + uvCenter.y;

}

beginDegree += currentlntervalDegree;

++1i ;

}

mesh.vertices = vertices;
mesh.triangles = triangles;
mesh.uv = uvs;
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mesh.RecalculateNormals();
mesh.RecalculateBounds();

meshFilter.sharedMesh = mesh;

meshFilter.sharedMesh.name = "CircularSectorMesh";
m_degree = degree;
m_radius = radius;

meshRender .sharedMaterial = m_circlelndicator;

ARG A AR SRR AR A EE T ST AL, BT R = AT, R R TV AR
Feo SR il DAEAR ISR — T . MRS BIRREL REMIE AT T2, X st AR
(EVR g

LRz

BB, 25T 05 TR AR X, 31X 5L “ LegacyShader/Transparent/Diffuse ”
X BB PIRONG BB A R L, DLBE SR SCR R B R RCR A LA S, BB S BT
FHEE 104 Frasii.
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mE 11.1 Fros.

K111

EATNRERI T B ALAE T B 2B BRI, 2 e T OIS (T RN 53 20 M i A ]
FUE SR Ao

BUEX A D RERI H P TN G R0TE 1, Al 2BAE FHL L ST RCR . ]
iy BAERE P AR IR R i 5 ROk, DAJT (BRI BE Bugo 1540 HIXAS R Al R U5 56



$£11E HEIH 101

1) 557
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(1) e n LU r SR e 0 3, ORETIETEA A, Unity 3D R iREEAS—E = 35
R, EA RS AR D R e . Rk — B BRES, FEMIAmE A R T, M
S g5 b, 3 G AR R 1 RE Al VR BRI TR o

(2) eV DIAEFF IERR I ke 4t iR 0 S Bon R b, XubH 2 T3] T 5 H S
W) B, AT LA S S: Bug RE A

AR

N TIRThEE, TFER AN, KRB E, sl — M —A SUAR X .
FEMRAE B, MR BRSO SR X 38, 235 618 fURY LogListener.cs:

using UnityEngine;
using System.Collections;
using UnityEngine.Ul;

public class LogListener : MonoBehaviour

{
public Text logText;

public Button btn;

void Start

{
btn.onClick.AddListener(() =>

{
Debug.Log(*'TestLog");

Debug.LogError(*"Test Error™);
D:

AL AN S 7 BN BT B B RIAS T ri b, ROER WA 11.2 For
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K 11.2

BorésiR B &

XA H BRI WY, ATLAME A A Application.logMessageReceived 78 1 [21 1 B 8. 58 20f€
(CLINE

using UnityEngine;
using System.Collections;
using UnityEngine.Ul;

public class LogListener : MonoBehaviour

{
public Text logText;

public Button btn;

void Start ()

{
btn.onClick.AddListener(() =>
{
Debug.Log(*'TestLog");
Debug.LogError(*'Test Error');
D:
Application.logMessageReceived += logMessageReceivedFunc;
}
void OnDestroy()
{

Application.logMessageReceived -= logMessageReceivedFunc;
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}

public void logMessageReceivedFunc(string logValue, string stackTrace,
LogType type)
{
if (type == LogType.Error || type == LogType.Exception)
{
logText.text +="<color=red>"+ logValue + "\n" +
stackTrace+""'</color>";

}

else

{

logText.text += logValue + "\n" + stackTrace;

}

AT logMessageReceivedFunc [=1iJ g £, 78 HeRe R ()48 = H &S 200U X g .
RS H B A Ghrid R, B “fas” %5, nTUERIHER B BSORKE, %
FnpE 11.3 Fios.

K 11.3
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AP

P AT WAL O ARG T RRAR I oI5 7 LA 722 4 TimeScale %60y 0, IXAF AT LA 1E
JUT-FTE I shim 545530, JF T LME T FixedUpdate FITEA . @ KU, XFEHINEE S
AENE T o AR T H R T RIS, A BN R IS . 3K B R ek A U
i

public void logMessageReceivedFunc(string logValue, string stackTrace, LogType
type)

¢ if (type == LogType.Error || type == LogType.Exception)
{ Time.timeScale = Of; //Pause the game
logText.text +=""<color=red>"+ logvValue + '"\n" + stackTrace+"</color>";
}
else
{
logText.text += logValue + "\n" + stackTrace;
}
by
p¥-1

N T SERRIATIRE, BEAALH TN, SRS

void Start )

{
btn.onClick.AddListener(() =>
{
List<int> a = new List<int>();
a[0].ToString();
H:
Application.logMessageReceived += logMessageReceivedFunc;
}

Bi7fE, Bl a Rk 114 fos.
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& 11.4

SEHL T RXAThAESS, AR AR T W A SO A ARSI, o m] DR S 8
KB B ACHSE Buge 75— J5T, A VREEIL, FER G AT DU OB A )

¥R P
U A 2 SRR NI, SRR AR R0 2 A5 I AT A 5 2

11.2 HFEZEOMK

f8 I Unity 3D 19 H 550t 2 fEmafie e PERE, 3 H 274 K&K GC I 5 CPU B, iR
AT R LN 115 Fros sl

LogStringTeConsole

K 115

UEA BAETT R AR PR R B H &, T RBIFHLER, fREr BB iE s, LLAE
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PERERAL I RUR o VE BT ARG IR 57
1) 2R 257

fid Unity 3D PERERAL I ARG, EREFFISIT i, H S A% & 2ol xR i R
AR EE . BARBEEAE T, o H SR 7 25 A CPU RERBUERE R, NG PHERLEE
I, e ENAARIR, AR IR R, RIS AR, foe i B A ok I it AN R
H &% .

i, R ARy Tk, AR PAE L Unity 3D Y B H S H 2L

Debug. logger.logEnabled = false;

XFEFL AT LU A H BRI 1o E— Bk, AT RA & E il 52, pr LUK i
FIFATTHL

BoiE

Unity 3D HEHi i Thig, MM String.Format HH:0 00 it 11

public static void LogFormat(string format, params object[] args);
public static void LogFormat(Object context, string format, params object[]
args);

(O R K EALKFEALH], 1 BB AN S 3 AT 7R S PH. P E BN A A7
rBC, JFHIERAEE R MR AL DR LF (HE2 . #E Log 4% I Hh L% SCHF format /2
KNS, Wt S HokiE e .

B —4N 44N LogManager (925, i\ n ~ACHS .

using UnityEngine;
using System.Collections;

public class LogManager
{
public static bool Enable = true;
public static void Log(string format, params object[] args)
{
if (Enable)
{
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if (format.Length == 0)

{
return;
}
if (args.Length == 0)
{
Debug.Log(format);
}
else
{
Debug.LogFormat(format, args);
}

NTMRIEA, FRATOIE—A LogTest, I HEERBIA o0 Rob, ARASWTT:

using UnityEngine;
using System.Collections;

public class LogTest : MonoBehaviour

{
void Start()
{
//LogManager .Enable = false;
LogManager .Log('liX {0} # Log", "#HAELEHK™);
}
}

BATHE AR TS B H R, SRR L AT PR H
DLL #%(

e BRI TE i, A N/NGEG: Xk HE G ARk 2] Start s, miBks) T
LogManager ffJ i 7 B o« X238 a0 AE R, P i X AN . h TR E, &
17 2% LogManager 2847 f45% DLL.

% Windows 6, BB FSE. KON Unity 3D /S C#2.0 flAS, FTRARR
T F) 2.0 AR H 5
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C:\Windows\Microsoft.NET\Framework\v2 . xxxxx

ARG E], MW LS E R B 7730k ([ iescD o A AT b A H 5%, T4
NDSIN

C:\Windows\Microsoft_NET\Framework\v2.0.50727>csc
-r:C:\YourProjectDir\Library\UnityAssemblies\UnityEngine.dll -target:library
C:\YourProjectDir\Assets\LogInt

erface\LogManager.cs

EAE SR H R A48 LogManager ) DLL T, fEER2IIH 34
LogManager.cs iR, FoGa/7IH, 4 I H SR H R e A7 308 H A

FEArADE
BUEAT T8 H S0, (AR BEKIR A A H] Debug.Log M H &daii. #sh, WiR
AR 7 SLACRS, BEAR R M mT REAS 2 SR fL I 3% o 1X FLBRAT T 75 26— ILoggerHandle -2,

¥ Debug.Log FIER NG & # T #2 FIp8% . 7F LogManager.cs H¥s I LogReplace 2%, 3 H7E
LogManager 5 H ) i — AN Bl 01 Rl R i 18 pR AR, ARRS IR

public class LogReplace : ILogHandler

{
private lLogHandler m_DefaultLogHandler = Debug.logger.logHandler;

public LogReplace()

{

/72BN logHandler

Debug. logger. logHandler = this;
}
//EG A SR

public void LogFormat(LogType logType, UnityEngine.Object context, string
format, params object[] args)

{
if (LogManager.Enable)
{
m_DefaultLogHandler .LogFormat(logType, context, format, args);
}
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public void LogException (Exception exception, UnityEngine.Object context)

{

m_DefaultLogHandler _LogException (exception, context);

}

3

public class LogManager

{
private static LogReplace replace = new LogReplace();
Y/

by

RFEAEIBATRARIN, AR H EIT KK H], 84 Debug.Log t Gk HHAEMTE S . XD
REX T E H B — S5 =T RA

% 2k

ASNE -4

KA B E AT LdERE Enable FFoeah & HE M, s, @305 HER MIF—
M, Bhn, 8 SEAY R AT Debug.LogError, A i Tl AE b2 7 A B A

¥R FA
XA H B INETT A E s AT 2 ([Ldebuglogeull]) ?

11.3 SmEa=E

I RER R, HEBRCEEH TYERRIE. BH TXMUE, Frafr RN R#

IRIF Ly, REHIT LT TRZHIH & HIRR, KU E SR H S B 5 10
o, AHGERARF EME. Bt Bk H AR .
1) 2R 257

BEE T H LYK, HEBRBOE® WS . HIHRZITAEXLHEE R & “F
7 BT . Lein il Debug.LogError 4 H &5 B f b th & 1 b (H 2494 IR0 B B
#ME A T

XA LSS EATE A QQ MR 70264, RIS, B AMEHE B RIZ LT W, F
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FI/NE S BWRNAZEFRE T W, NEEEBEMBEEANIEAE . R TXENEE, £5IA
A H EAE B 0 AR -

0 AJSE

o MAWiE

AR E SRR, I BOE AR RS I UEMUIN . T A Unity 3D
ErrorPause i, A LUK ASIIE (S EBCE 7 warning & L1, 53031 BRiz 471 1) warning 15
WL DA RS 2 3

HFx

PGB TF SR A FIWT RN, 7R AT bitmask KSEHL. — 5T, 8 FRRZME BRI

F—O7, R BRI . G408 BitMask.cs (93P, S IR AR
fid

using UnityEngine;
using System.Collections;
using System;

[Flags]
public enum MaskDef
{
Fsy = 1<<0, //User Channel
SL = 1<<1,
DJ = 1<<2,
JC = 1<<3,
//. ..
Module = 1<<6, //Group Channel
NetWork = 1<<7,
Battle = 1<<8,
EventLine = 1<<9,
AllPlatform = 1<<10,
Process = 1<<11,
Alert = 1<<12,
}

public class BitMask

{




$£11E HEIHEI201

public static bool IsEnabled(MaskDef flags, MaskDef flag)

{
return (flags & flag) != 0;

}

public static void Enable(ref MaskDef flags, MaskDef flag)
{

flags = (flags | flag);
}

public static void Disable(ref MaskDef flags, MaskDef flag)
{

flags = (flags & (~flag));
}

PSS, A — I ASRIGIE . B MaskTest.cs, KHBMBIZFXR F.
RSN T

using UnityEngine;
using System.Collections;

public class MaskTest : MonoBehaviour
{
void Start()
{
LogMaskDef mask = LogMaskDef.Fsy|LogMaskDef._Process;
Debug.LogFormat(‘'Mask Process is: {0}, BitMask.lsEnabled(mask,
LogMaskDef.Process));
Debug.LogFormat(‘'Mask Module is: {0}", BitMask.lsEnabled(mask,
LogMaskDef .Module));
BitMask.Enable(ref mask, LogMaskDef._Module);
Debug.LogFormat("Enable Mask Set: {0}'", mask);

BATH AR, HrEaniE 11.6 Fras.
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K 11.6

RN

ERhEBRE G, T LB e MR IR H EESh T . R T2 et HEEORAR R
LogManager, &AI1# 244 BitMask.cs 124 —H4m A\ DLL H. TS AZ, HIFEEZRH
S %] LogManager.cs H. 5—771f, LogManager 27524 & Mask A&, Fffds L4l 5¢
By B, FARYE AN [F AT Yot O . A LogManager 258 5 SO R T FIARAD -

public class LogManager

{
public static MaskDef Mask = MaskDef.Fsy|MaskDef.Process;

private static LogReplace replace = new LogReplace();

public static bool IsEnabled(MaskDef flag)

{
return BitMask. Isenabled(Mask, flag);

}

protected static void StandardLog(string format, params object[] args)

{
if (format.Length == 0)

{

return;
}
if (args.Length == 0)
{

Debug.Log(format);
}
else

{
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Debug.LogFormat(format, args);

}

//For Old Interface
public static void Log(string format, params object[] args)

{

LogManager .Process(format, args);

}

public static void Process(string format, params object[] args)

{
if (IsEnabled(MaskDef.Process))

{
StandardLog(format, args);

+
}

public static void NetWork(string format, params object[] args)

{
if (IsEnabled(MaskDef.NetWork))

{
StandardLog(format, args);
}
}
/7. .
bs
SRR
public class MaskTest : MonoBehaviour
{
void Start(Q)
{
//. ..
Debug.Log(LogManager .Mask) ;
LogManager .Process(*'Process is working');
LogManager .NetWork("'"NetWork is working');
}
¥

SEAT T A B 107 B
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K 11.7

TEXANMEF R, AT LogManager.Mask 132 & A Fsy #1 Process, 1J LLR I Process 2 5]
HEFLUER i, {23 NetWork 258 H EiA L B,

% 4

ASNE -4

i AUE ] H SR DL RE s  H S R, A ORI HERIUE. 555, W
A DR A R B 5 St AN RIS, BRI AR L o

¥R FA

FHGFF RN R BRI F AR, 7528 1 SURRAR N, W B B
Fy 2 2

11.4 pEiRHEELR

BRRAETFHL LB T, HRANSNERNFN. BT EASRAMERER 1, 2/ ekt
BhZ B B A RS ORI A R A I IR 53 AR & e E R B, ML L AUE
REIFME ORI (E AT T AT, A AL 177 SR A B IR 1 L ?

¥ R

[l REPR UL, BUE e YRATER R XN 7 i WA B2 SE T3 B (Dying
Message) . JEFFESLRTEE T I BT RAFMOIE B, AR S TR EORRIR AR
PR X B thn] IR AT IR 5k, FEREFP A 5t 2/, R “ 200 ” (s B8 oKk T Unity 3D
FEREFF AR S R, RGBT ] U ER B R 1 8. 3RATTAT DORE 8 0 H &
WCRBCFH, B T UURSIN, MO R H G, R ERIE AR H AR “
W o HEWEEE LGRS ImAE Ty, ] Lo & T H SRS 4.
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BRRS

ZHUAE VR R b g A T IR A H O, AR S 2 2R, AT DR AT A
S R BUESET AT Upload.cs, %S M ACAS:

using UnityEngine;

using System.Collections;

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

public class Upload : MonoBehaviour

¢ public Text logText;
public Button btn;
void Start()
{
btn.onClick.AddListener(() =>
{
List<int> a = new List<int>();
a[0].ToString();
D:
Application.logMessageReceived += logMessageReceivedFunc;
}
void OnDestroy()
{
Application. logMessageReceived -= logMessageReceivedFunc;
}
public void logMessageReceivedFunc(string logValue, string stackTrace,
LogType type)
{
if (type == LogType.Error || type == LogType.Exception)
¢ logText.text += "'<color=red>" + logValue + '"\n"" + stackTrace + "'</color>"";
}
}
by

IBATUHE AR, B R AL WRAESOR X AR, A IR
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% 5 LA

WAL B2 )G, #HTRLIIRE . BhAFRERE RSB, REIERIEITR
BHAEEH K. X EAEH Unity 3D AL 7ig EdE #2111 PlayerPrefs. AHIGARAL T

private readonly string ErrorTag = "LogErrorTag";

public void logMessageReceivedFunc(string logValue, string stackTrace, LogType

type)
{
//. ..
PlayerPrefs._SetString(ErrorTag, text);
¥
void Start(Q)
{
logText.text = PlayerPrefs._GetString(ErrorTag);
it (PlayerPrefs._HasKey(ErrorTag))
{
PlayerPrefs._DeleteKey(ErrorTag);
}
//. ..
by

RFESEIUG, BEAWRAS AT, SR IAHRE A A IR, AR SR S R
TR E G A E .

B, 2k

> e

FESERRAE AT, AR H I8 % AW E B EARZ IR S5 a%, KRRt T AR ™ il b 2R 3k
BREM B, AT HEZE ™ fh R T

TR F A

i 35t H S B ART DRI SRR, (AR 2L, BAEHRE, AR 4kE,
ReAE IME A AR DRES ([L:erroruploadext]) ?
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IRIZEINRE

XTARE HHE YRR3R, RATESN LR, X2 M A .
AFEATRE FHE TR EAE R SEITT 30, R SOEH H QR SRS R D .

12.1 BHENRHE

BILTH FIMAN T AL IR, HIRERZ BREAZEIIAD . SdiE, KEIETX
LEDIREASIN B HL A, 1 Unity 3D AR FISE — 3G 2D RIE? EA TSR] LLENAN E E S I
2 AnARAREIL IR, i ?

1) B
£ Unity HH TS X A UR LA

O T MR
© Hierarchy TH#x
© Project [

AT DA ER, AT (1 T S B
25 F 4

i Unity 3D )P B JE M Menultem R DL — DS, AESER XL, wlima @ r
ZHX 5o BT AARES, AT TR T .
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using UnityEngine;
using System.Collections;
using UnityEditor;

public class Menu : MonoBehaviour

{
[Menultem(*'"MyMenu/Do Something'™)]
static void DoSomething()
{
Debug.Log("'Doing Something...");
}
by
SRR PR, WTRLE CHSE R TR &R, BOERWE 12.1 Fiors.

Ele Edit Assets GameObject Component | MyMenu | Window Help
Do Something

12.1

WA BN E| Hierarchy AR A g2 5, DA U 542 GameObject/ 3k . Ay
Jn#| Project MR, WIfEH Assets/F k. AL

[Menultem(**GameObject/HierarchyMenultem™, false,10)]
static void HierarchyMenu(Q)

{
Debug.Log(*'Hierarchy Menultem Click'™);

}

[Menultem(*'Assets/ProjectMenultem'™)]
static void ProjectMenu()

{
Debug.Log(""Project Menultem Click™);

3

gt ilE, AEARKEAD, JMCERWE 12.2 F1E 12.3 fis.
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Copy
Paste

Rename

Duplicate

Delete
Select Prefab

Create Empty

MyUI

3D Object

2D Object

Light

Audio

UI
HierarchyMenultem
Particle System

Camera

& 12.2

Create
Show in Explarer
Open

Delete
Open Scene Additive

Import New Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies
Refresh
Reimport

Reimport All

Run API Updater...

Open C# Project
ProjectMenultem

12.3

Hr Menultem 155 =ANSEORE R ER M B eSH. 5 AFRARCSE I ]
W ek Kk A, IO R I EOACARS, TIIZE Project [X e 1% d %t 21, ProjectMenultem A ] fiih
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[Menultem(**Assets/ProjectMenultem”, true)]
static bool ProjectMenu2()

{

return Selection.objects.Length>0;

}

e s, RORWE 12.4 Fios.

Create

Show in Explorer
Open

Delete

Open Scene Additive

Import New Asset...
Impaort Package

Export Package...

Find References In Scene
Select Dependencies
Refresh

Reimport

Reimport All

Run API Updater...

Open C# Project

ProjectMenultem

K 12.4
ik bd

Menultem AERT LIS 8, 8 mT DL/ RGRDIRE, B0 A A :

[Menultem(*"HotKey/ShowLog %1')]
static void DoSomething()

{
Debug.Log('Ctrl + 1 is Pressed!™);

3

M NP Ctrl+1 B, XA RBGRESg k. % Crl XN s 7. PR e 7
HiRZ, wAMWE 12.1 frx.
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gD POJE: S
% ctrl (Windows ) /cmd ( Mac)
# Shift
& Alt
LEFT ek
RIGHT ik
up RGPS
DOWN BNES
F1~F12 F1~F12

PEEMTT L2 ANES, Fltm, shifttalt+6, 7 LLFRR NH#&E6.
X #ARiT

AL RARS, AR DA e OSSR B, ERUE 0 H SR iR
HERRLIT R, F84 ] DMEHISEERE4T R E . £ Unity 3D 1, {#H] Menu.SetChecked 7] LA
B R . R ASEBHE IS I REAH], AR EARIC R L. G440 MenuMask.cs (1)
A, 45 B R AR

using UnityEngine;
using System.Collections;
using UnityEditor;

public class MenuMask : MonoBehaviour

{
private const string channelFsy = ""MaskMenu/Channel/Fsy";
private const string channelProcess = *""MaskMenu/Channel/Process’;
private const string channelNetWork = *‘MaskMenu/Channel/NetWork";
private static void setFlag(string path, MaskDef channel)
{
bool flag = UnityEditor.Menu.GetChecked(path);
if (flag)
{

}

else

{

BitMask.Disable(ref LogManager.Mask, channel);
UnityEditor._Menu.SetChecked(path, false);
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BitMask.Enable(ref LogManager_Mask, channel);
UnityEditor_Menu.SetChecked(path, true);

}

[Menultem(channelFsy)]
static void ChannelFsy(Q)
{
setFlag(channelFsy, MaskDef.Fsy);
}

[Menultem(channelFsy, true)]
static bool ChannelFsyCheck()
{
UnityEditor_Menu.SetChecked(channelFsy,
LogManager . Isenabled(MaskDef.Fsy));
return true;

}

[Menultem(channelProcess)]
static void ChannelProcess()
{
setFlag(channelProcess, MaskDef.Process);

}

[Menultem(channelProcess, true)]
static bool ChannelProcessCheck()
{
UnityEditor.Menu.SetChecked(channelProcess,
LogManager . IsEnabled(MaskDef.Process));
return true;

}

GAETERE, BORINE 125 FiR.
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MaskMenu | Window Help

Channel Fay

¥ Process

K 125

.
B8

AT ZRMERSR T, WA IR T, SIS AL s, REER R AR
o f5E AR I 75 B PSR, BN, Wi SRAT Shift MBI, AN R P I4S ok

TR, I BTEEA AN N AT KBS .

¥R E A
FEA 2 B 0 R A P T S 2R 0 L 45 - ([ :menutop]) ?

12.2 7E# UI
TEHIE Ul I FE R, KREHECEIELMER, #lhn.

O L AR E A .
O LT RMERAHIF M7 A

BEXTIZLERE L, A INERITT A Ul KRR ?

¥ R

FETT R, IR RE AL H ) UL SRR, TREST & KRR ). EARZ IR E R
MREFPIEAT (10 Ay LA ALARRY T 220 1 VR RE 8 TF R IIAG 770 XA D) 3 i fE T
Bt — B R AT AR, X B AT R A R A5

R AL

TR EME G N T, X7 TH B SRS 2 S E R ERAEARAL, BT UK B RN
Hierarchy fy At srf . Hrd—/ 444 CreateTool AL, 4’5 an T~ AKAY:
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using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEditor;

using UnityEngine.Ul;

public class CreateTool : MonoBehaviour

{ [Menultem(**GameObject/MyUl/Button”, false,0)]
public static void MyBtn()
{
Debug.Log(*'l Will Create Btn');
}
by

KA YR ARAE M T — AN TS, ERIESE RN, WA GameObject/Ul F¥3k,
Sl HA R UL B 1eesa s, bl Assets/ T3k st 2>l 3 Project A7 f piE S s,

9n'S5 5e k), £ Hierarchy "y ddy, I A S ERFESEHL R AT 78 2R MR T, 2R A 12.6
B

Rename
Duplicate
Delete

Select Prefab

Create Empty
MyUI

3D Object
2D Object
Light

Audio

Ul

Particle System

Camera

12.6
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#: Button e HE, EH—YIThREIERI1E4T.
B AT e

SN D QIRAF 5, P RSEITIRE . KRB ER R Je G — Mkt A5l 12.6

B R . BT USRS -

[Menultem(**GameObject/MyUl/Button™, false,0)]
public static void MyBtn()

{

GameObject buttonRoot = new GameObject(''Button'™);

GameObject childText = new GameObject("Text);
childText.transform.SetParent(buttonRoot. transform, false);

Image image = buttonRoot.AddComponent<image>();
Button bt = buttonRoot.AddComponent<Button>();

Text text = childText.AddComponent<Text>();
text.text = "Button';

text.alignment = TextAnchor_MiddleCenter;
text.color = new Color(0, 0, 0);
text.transform.SetParent(buttonRoot.transform, text);
text.raycastTarget = false;

RectTransform textRectTransform = childText.GetComponent<RectTransform>();
textRectTransform.anchorMin = Vector2.zero;
textRectTransform.anchorMax = Vector2.one;
textRectTransform.sizeDelta = Vector2.zero;

A A RS B R ) Button JE k43 7E Hierarchy HHEIEEH —MEAL T . FEEEN
HTEATE Canvas 1, AT AR BEFa05 L2 5 1E AL E 4 ] LLZE Game LB H i b

BRI

AN QIS 5, UR] AT ORI B e TAE 7 X P EE 2 3 — >4 )y AssetDatabase

FI2E, EredmiEas i SRR, JUTBrE X R IE SO R CRUD #8F B2 5. CRUD &
EMH AL BRI 0 (Create) « BLHXAT ) (Retrieve) B ¥ (Update) FIIEE (Delete) JIA
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R S REET S o MO B VAR B T SRS A VLA 4 ([ iassetdatabasedoc]) . 2R
SRARHR L e, — D e i B 4

B, MERLFRIRE, KIRCE R A, R R Sprite, #3405 W AR

[Menultem(*'GameObject/MyUl/Button',false,0)]
public static void MyBtn()

{
//.o....
Image image = buttonRoot.AddComponent<Image>();
image.sprite = AssetDatabase.lLoadAssetAtPath<Sprite>

(""Assets/1.4/BtnTexture.png™);

image.SetNativeSize();
Button bt = buttonRoot.AddComponent<Button>();
/..

by

e e B B SR B T i) MyButton BT, RURT ELREGN A AN E SC SRR, BUR
wE 12,7 Fis.

K 12.7

AR T

A SR B HOR RS T, (BRI AR T, JATR BB SRR A MRARIGU 7 -
U L T s I E L E . AE-FHERAE I ZL AL, B DU BURE AR 2 i v
R R
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[Menultem(**GameObject/MyUl/Button’, false, 0)]
public static void MyBtn()

{

RectTransform textRectTransform = childText.GetComponent<RectTransform>();
textRectTransform.anchorMin = Vector2.zero;

textRectTransform.anchorMax = Vector2.one;

textRectTransform.sizeDelta = Vector2.zero;

iT (Selection.gameObjects.Length > 0)
{

buttonRoot.transform.SetParent(Selection.gameObjects[0].transform,
false);

}

// Make Button Selected
Selection.objects = new Object[] { buttonRoot };

FE R AU R BN B ACRS,  Star AR R B AR T B 424 1. SANR BRI T —
NEHBGETERRITIRE, ORI, I T L A T EX e AT R, B ik ] DL —
BB R AR .

o4t

AONEZ-)

o P TR ARF ) SEL B T DA B {3 P i 58 AR Sy e BRI BT 2646, AR &
TE KB GAEN A, X B EAR L R TT .

bW Ak
(1) PR A RIEAE RE SN, BARE, H5aINERIE?
(2) RH FHSE BT G i 4 R AR BRI, 5 FMVE AR A58 7 605 2 [ forquick]

12.3 [ER#1E

£ Unity 3D Ziffasy ey, LW ARMARKNRIERIE, WIS E, g
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GameObject. 4iRH/ERF, & MAIEEE & Undo #:4F, BI Cmd/Ctrl + z. ASA Wifil ik — /gt 4%
PR T Be SRR ER R E W 2

PUEA — T A 18 £ 75 H. Disable /) GameObject, {H75 %L Disable ()75 55 A BEMI 5 o
TXEEAT ST R, R R B M 15 S5 R T Disable (6 Gt an SR mmes, w2
A R EEAE

M LT A e e AT 55 e ?
1] AR 27

i AE A SEHL DD RERT, H S EICH S PR EAE . RZHAEIT, SINRIEASH KL W,
{ESE SORIIH B3 P 90 75 222 [ 3R 2 E LABTT L3R 44 T - Unity "R Undo 2875 1T RISR [B1R 25 R At
"N 73 5l EABHI B G A EE 2 Transform @01, 22 anfalfiEH] Undo (R #4E .

st £

Undo Z5H1[#) DestroyObjectimmediate B8 % 7] LR AHIBR XS G “acfE” , WiERAEH T [HHB #
1B, Iae AR LR R X %16 . €)% UndoOperation.cs, 4m5 1 A0S :

using UnityEngine;
using System.Collections;
using UnityEditor;

public class UndoOperation : MonoBehaviour
{
[Menultem(*'"MyMenu/DelDisableObject'™)]
static void DelObject()
{
var objs = Selection.gameObjects;
foreach (var go in objs)
{
for (int i = 0; 1 < go.transform.childCount; ++i)
{
var child = go.transform.GetChild(i).gameObject;
if (child.activelnHierarchy == false)

{
Undo.DestroyObjectImmediate(child);

¥
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95 SERa , RIVRDREFEGEK B 7 mUMBR, 8 Undo 8 T mIH B3k )t G2 263 B
k.

# &% Transform &

RSB TER T AR B, KX R AR I — X R y AR 55 X R
TOESBARE, IR RIE T HAR TR, RS E LR AR, SCUXASDIRETT ) RecordObject b
K, AENIRIESCAE IR R T A

[Menultem(**"MyMenu/TransformChange')]
static void TransformChange()
{
var objs = Selection.gameObjects;
float lineY = 0O;
if (objs.Length > 0)
{
lineY = objs[0].-transform.position.y;

}

foreach (var go in objs)
{
var trans = go.transform;
Undo.RecordObject(trans, ''Change Transform™);
trans_position = new Vector3(trans.position.x, lineY, trans.position.z);

GnSre)E, e — A RETRDREA AR TR, WRAEA Undo #4F,  JUAT LOREAL B R
M B2 JTRPRAS . 2R IZ, RecordObject W AEATII M ATx S H O EMEZ L, KA
a8 HE N —> GameObject, 7T LAIRLR T A HAAL1F LA JE Ik

B, 2k

> e

LA SLBI AT e 2 A R PR SR RLR A . AESERR AR, R LT A
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AR, A K F RIS — R B 7 SCR R Fo A [ :undodoc] -
bW Ak

T TS NAZAT Y o A A R B (B I B AR I Undo 32#F ([ :undo]) ?
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£ Unity 3D ', F1RZ BT MSS . AREATRIEE D E OIS, HTEmiES
WA A B AT MR P )7 30 fERIRE BT, XA P S48 e
JE GRS, eI E R AR5 .

13.1 #miEEEARSS
sOE I H BB AT R B, HEMASFE T REIETR, FrUUIRERES T &4 Unity
YA/ INIIRE, TERE R B (I TR — AT IR e s & 1, $RIE R R 1T IR
WRANTHIH, SENEEARREE T ?
AT IR AS FE U -
5] R AT

g AR PRI, AR BE A B B SOIRSS, mtrT DMER 22 I R 38 A . B 7 ITIR, 98
A ELZRIAL, BRLBSE . S8k, WRAESRAN S g AR FUIR S TR, T DUy ik (1 45
PRty EAETF IR HIs AT /T, 18— L8R AR T A7 R, ARE e X S i A
AL, 2B ER AT R S

8 34T

i JE 14 InitializeOnLoad, W] LATERIAYw 33 5 B 201 FH 2R M iE R 8. FIHIX S, wTLA
HIE—ANEH BRI AR S . 1% S AutoServer.cs, %5 40 N AXAS:
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using UnityEngine;
using System.Collections;
using UnityEditor;

[InitializeOnlLoad]
public class AutoServer : MonoBehaviour

{
static AutoServer()
{
EditorApplication.update += ScriptlLoaded;
}
static void ScriptLoaded()
{
EditorApplication._.update -= ScriptlLoaded;
EditorApplication.update += ldleUpdate;
}
static void ldleUpdate()
{
//do sth
}
}

YiE SE G 1delUpdate HY R AR A I8 4 22 1E B IR AS B4 — AT -
A 18] A6 )

AT AR, — VISR # T, 18—~ 440 CheckAndShow (6%, JF7£ IdleUpdate
FRAE, BEEIn T

static void ldleUpdate()

{
CheckAndShow() ;
if (EditorApplication.isPlayingOrWillChangePlaymode)
{
EditorApplication.update -= ldleUpdate;
}
}

static void CheckAndShow()
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{
if (System.DateTime_Now.Hour == 17 && System.DateTime.Now_Minute == 0 &&

System._DateTime.Now.Second == 0)
{
if (EditorUtility.DisplayDialog(*'Order The Dinner!", "It"s time to order
the dinner™, '"0k"™, "Cancel™))
{
//replace to the dinner webset
Application.OpenURL("'http://www.baidu.com™);

KRR T 5 ml, A Eitn, FERME 131 s,

"ot e o I

It's time to order the dinner

13.1

B “OK” FEH RV ATk B4R @ 1T B M, X A E A2 AR E T, RE ARG SEBR L
HEAT L

BATRE

BUERA NN, AR seRE T, A AR RsI. BOY Unity fEIBATHR, =
THERZ BT A ZEAE, BT AT BRI AT BU IR 55 R shi2 8, s an T

[InitializeOnLoad]
public class AutoServer : MonoBehaviour

{

static AutoServer()

{
if (1EditorApplication.isPlayingOrWillChangePlaymode)
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{
EditorApplication._update += ScriptlLoaded;
}
else
{
EditorApplication.update += ScriptRunning;
}
}
//. ..

static void ScriptRunning(Q)

¢ EditorApplication._update -= ScriptRunning;
EditorApplication._update += RunningUpdate;
}
static void RunningUpdate()
{
CheckAndShow();
if (1EditorApplication.isPlayingOrWillChangePlaymode)
{
EditorApplication.update -= RunningUpdate;
EditorApplication._update += ScriptlLoaded;
}
}

FEBAT A ST, PR — D AR EE . EIR 1R, K ScriptLoaded It
HLENINE] update o SXHFERLTER T H E SRS BIHIE

% 4k

SNEZ =4

W E B E IR GRS, BATHT g S E G TIRE B e G2 H. tinfilEla o
HOMEBSYUNCTINGE Sk bl s X RN 2 G Y R A

¥R F A

AFTRA S, MR, Unity 2B EEN S et . IER BEEILY G, et
%) GameObject J& M, 1ZanfsZEMe? ([ :savego])
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13.2 BaFEZE

ffFH 7 S AN EYE OnPreprocessModel F1# 3l S {4 1f1 OnWillMoveAsset 2 J5, KZE KL
XTI S i gm ARy AR R 7 (8, BT DA A S S — BRI, kB i
BREL. T IRSLIRE e (G, T DAZEMA MRl (B aniig NN 46I21T) , B3R XS
B, 1 WA B 2

i) AR 7

FE 13171, AV TR B A PRS2 . — B 7TIRERERE, RAIIATA
SEXVFZIIRE. BN, {58 shgmB s MARRSE S, Eikiafrnd o H B 5m bR EsE. H
B DhRERIIE N, HEZE K ARD Sl T, 1SR ELAIAE AZED"

T IX ARG T AEH, RIS RAERNERE . TR B AYE SA %5 S,
HIH CHII B SENZ S IE BRI

OJF=2: 3

eI R 12 EditorState.cs, ' E X T IUAMIRESHIHATE D, 4TSI

using UnityEngine;
using System.Collections;

public interface EditorState

{
void StartEditor();
void PreRun();
void RunGame();
void WillEndRun(Q);
}

A OEF 2 AE SCT PUARE, BT Ediias . JHialis 2 /T TFaailexk 2 Ja MR
T RRZ AT -

OE=3 2 ILF 3

USRI — N R T 12808 ? alid C#11%) Assemblies 8 H )42 1 pR 45, FRATTREHR BIAR 2L
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%5, BEISEIEBMXT R, X EEN16)E— 4N AutoRegister.cs 0 F, EHFHS
AR

using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using UnityEditor;

[InitializeOnLoad]
public class AutoRegister : MonoBehaviour

{
public static T[] GetAlllmplementTypes<T>(System.AppDomain aAppDomain)

where T : class

{
var result = new List<T>();
var assemblies = aAppDomain.GetAssemblies();
foreach (var assembly iIn assemblies)
{
var types = assembly.GetTypes(Q);
foreach (var type in types)
{
if (typeof(T).IsAssignableFrom(type))
{
it (Itype.IlsAbstract)
{
var tar = assembly.Createlnstance(type.FullName) as T;
result_Add(tar);
}
}
}
}
return result.ToArray(Q);
}

X HERE IsAssignableFrom S WIS ZRAL, i X 4> B AR 2%, Jlid Createlnstance
B —ANEAIRT G

8 sy

VEMEIS T] SR SARAD I] DA R as IR 25— e I SE Bl . X B AutoServer.cs H
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ARSIz, W R FrR:

private static List<EditorState> m_operations = new List<EditorState>()

static void ScriptLoaded()
{
m_operations.Clear();
var ops =
GetAllImplementTypes<EditorState>(System.AppDomain.CurrentDomain);
foreach (var operation in ops)
{
operation._StartEditor();
m_operations._Add(operation);

}

EditorApplication.update -= ScriptlLoaded;
EditorApplication.update += ldleUpdate;

}
static void ldleUpdate()
{
it (EditorApplication.isPlayingOrWillChangePlaymode)
{
foreach (var operation in m_operations)
{
operation.PreRun();
}
EditorApplication.update -= ldleUpdate;
}
}

// Run implement is same way

M ETRARRE AT CUE H, AT RSB -2 T — NS, sz ar, 450
W HA ) PreRun BRI

BET %

SER T BaEME S, BAIgmE— RS, A7 EditorOptTest.cs, %5 W FRHS:
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using UnityEngine;
using System.Collections;

public class EditorOptTest : EditorState

{
public void StartEditor()
{
Debug.Log("Init Editor Script");
}
public void PreRun()
{
Debug.Log(C*'Will Run Game™);
}
public void RunGame()
{
Debug.Log("'Run Game Now');
}
public void WillEndRun()
{
Debug.Log("'Will End Game'™);
}
by

SR TER T, B “IEAT” HHL, T LR B R e AR R
% 2k

> o

AT BBEMIHEZE, BT CLEEIR 2RSS 1. 5350, RAMARER, WaTbARE
PR TG as RS, BE U E 2R E 7R IFH .

¥R E A
(1) i5*M RunGame F1 WIlIEndRun [FIAH AT 52T .

(2) 1 MG BE AW FIZATIRA AN Update #2105 ([ :autoregupd]) ?

13.3 BHXH

RILKFHREAF THRBOARN, HERG—ESCCTHt. BH P REA SR T
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B, HAEARR RT3, A A INES— BRI S g g ?
1) 2R 257

TLH BEAT R SN, R 2RI OB T %, BARNEEhthRGEckiL . A
I FAT IR el — SeyE (BT, LU s A, SE SO i E, R
HHR I IR S

HEL RGN IMEE PR AR T IO SO, $2 IR D8 S iR B A R PR ST B8 A7, AR
JE B RSNR A EZ . Fi4h, RN IR AR, PR AN R SR K A A

@ Fik

i PSS R se BT A AR 2, X AR Bt — RIS, A1 ResCheck.cs U, i
EAUS AT -

using UnityEngine;

using System.Collections;
using System;

using System.10;

using UnityEditor;

public class ResCheck : MonoBehaviour

{

public static void WalkDir(string path, string extRule, Action<string>
callback)
{

Directorylnfo baseDir = new Directorylnfo(path);

it (baseDir == null)

{
Debug.-Log(*'You should start from a dir :" + path);
}
else
{

if (baseDir.Attributes == FileAttributes.Directory)
{

foreach (var dir in baseDir.GetDirectories())

{
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WalkDir(dir.FullName, extRule, callback);

}

}
Filelnfo[] files = baseDir._.GetFiles(extRule);

foreach (var file in files)

{
callback(ToAssetPath(file.FullName));
}
¥
}
private static string ToAssetPath(string fullPath)
{
string[] splited2 = fullPath_Split(new string[] { "Assets" },
System._StringSplitOptions.RemoveEmptyEntries);
string nameShort = "Assets™ + splited2[1];
return nameShort;
}

HAE 42, dmF{EH System.10 K77 Hat, FrLAfEIR KRS BN, FEKEREH
el L “Assets!” LT H BE 2. 7F ToAssetPath B, @I FREEFRAS IR, BIKRE
HEATHEA .

BB E LI

e BRI S5, BT DA SR RERRE 1, £ ResCheck.cs Hsnan TGRS :

[Menultem(*"MyMenu/WalkDir")]
static void MyWalk(Q)
{
//ARBUE 5

var objs = Selection.objects;

if(objs '= null && objs.Length>0)
{
1/ BixG:
foreach (var eachDir in objs)
{
WalkDir(AssetDatabase.GetAssetPath(eachDir),"*_prefab", (string
path) =>
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{
var prefab = AssetDatabase.lLoadAssetAtPath<GameObject>(path);
var texts = prefab.GetComponentsinChildren<Text>();
foreach (var t in texts)
{
t.color = new Color(1, 0, 0);
}
AssetDatabase.SaveAssets();
:

95 SERUA LR RSO, B ST, BIAT S LR I T, R AnlA] 13.2
Fs o

fla Wrap

) | Truncate

P Image

13.2
BmEREFR

AR S BERER 0K . MRAFEEZR, Mg wIEb s, A
A DU R 55— 2 1 BR % FindObjectOfType, ‘& RJ LR [RIBEAN T H A1 BT Ha AN R B2

B, fE g, A SRR SR M5, Hdn Unity BRILRY Standard 475 .
U AT B A AT, AR AR, B HE LTk, fE ResCheck.cs *Fispnun
A

[Menultem(**"MyMenu/FindMaterial™)]
static void MyMat()
{
var mats = Resources.FindObjectsOfTypeAll (typeof(Material)) ;
foreach (var mat in mats)
{
var shader = ((Material)mat).shader;
iT (shader.name.Contains(*'Standard™))
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Debug.LogWarning(*'Use Wrong Shader: Standard, Path is :"
+ AssetDatabase.GetAssetPath(mat), mat);

IR TE RS, S I FindMaterial I, 5278 H 25 A A B 550 H A i) R A )5

ps¥-1

T P SO R R E A T A, T DURE I B T BRI T . B0, AT SRR
MWy wIRB e RYEE TR RREAE, A ERKEBAGERE.
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IR IR S W AR, W —EINA BN CIRAVRR . RINXFHIAE
RIEXRR, RENERANBITE, ECHBRXEIZEEE, EREHMZE
&Ko

TEAMINARE, RAAERREERE, MTMMNEEMBENTHE, —
PHEFHSNFLRE, TMUEERSHIRRANRE, BRNEERERYNE DT E.
EREBFARE, EXMBCARIEZE, UthaS5EERXNIIER X,
Rtk , 2R FIZIR DR AR

HERBHATEY, EEFRNEERBLARTSEART, BREXLEIIRE
BARBH, £ETEELELCNVER, NFEIROHMAETHE, BAEXENS
Lk, FERFKAXKE DB DESE,

}
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LA ST 7R E RO RE ) — AN LR ML D, A I IR D IR R B, A
T EH ORISR, BRI S B AT RE TR RIS . T, JRRARE T, T
PR KR i MR G R ARAUL, (HBREHURIZRE, SF AN NZBREER, ARohit
A

XTSI RSOk U, BAERIEIBGE 4 N, 2RIDTTR . R SRR, FgiEE. AdEk
IRMEATIX AR, AL ST P T A T8 7 2 B A iR, B 2 e e THE. A
A H AR 51 5, RO R B AN AT BRI . AERTT R, AL T AR th T
PR, DLORAIETH REIURIEAT T %

EREERAR, e, NAZIEE A O NI BREE R, A oI
Blhn, SHENERHEIEH R RGN, AR RS SRS L. BIEARARB R,
WAE B R T RHERE ™ A5 .

REFENPWMIEZANIETT, NRFEEHE WA H, DB A 588 31 1 XU o
14.1 FEEX
ST F AN IR T K & Revh, RIS ME S E M. B R ZOIE KL feE, m

TP R GEEEAA KRS, REBAUE SRR E . Bl & T — L B AR
BN 5y BAL 17 L
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RES

a2y, NN EE R EAEFER, WEE T A QEREMTT . A B
? ANFRPANA AR, XS R R BT RS e SR, ZRN
EINEE., HHkEIN, EemOE: HARNERER, SRR .

R4 F-

BN, AT RE BRI TR 5o ATTA IR, JATLA0E B i TR &
B, BRSSasIT R AR, AT LRI ? SRRBHE AL, R hHEE St
HoE? RRBHE KT, HRIBCEN R, R85 R KA R ?

— B TAREA, BB IRL . R ELLT, BATHE S L hRE,  DLRIEIH
A RITER . — MEBERIIT A RAZAE H SRR ST, 6 o H 5 /) u R s . &
SRERA TR, (HMBER EUF, ZAAT T H A E e .

SR, RRE

SRR AR AT AL EL? XA AR 5 SR Gtk A NMOLIFRIT R, —DIBE B
i, PIHRRAIE T S B aAT —FARET X P Ouififl . YO IRASRE IS R A I e 5
HIEGFBRIDPBRAT AT o RBWHE, FEAERIECT 5 050, R HIE S fd b
AR FEIZhRE, X RIFE RN AT AW,

SR YL, AT ERRIENE? AN IS . X T A fh R ATk b, DIREH
FLRX W (A EDIE, W ERA BT TR E DR IRE, XA 2N
ZILKBRRIEPEE . LN HE, P aE R TR SR 5 AR ZEE A
Wiy, AH0E b S K A SR PR e O EE

R RIER A NS RR A O

T

M BRMRENM S, (HE SR IRTAR AP E . KMERTRR, R 22T
MTRFE, KM RS R 26 YR, Bkt “5T L5, METHE” , "k
PR iE Do 12 52 Bk
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ST A A LA B X B R ) 3 TC e B, — SR R 22 /0 R R T B S 1A 2
IRRAE R /N, 2RI TARA; BAERERE R, Nax KR, witizo
DOERS, FAVELRE B EHRAE. A, K. BB Z0 R RS R s, R &
I AR

oot

RGACACLATAE, ERTRNRIRANRR . B, B R, 25
e, XA, RGN, EFERANINE B, A RGUAN Y BRI 52
SRR O B BRI R 2 DL S R AU . AR R s h B, Wl DR sl Bua A
etk

AR BN RS, R TR R IFAT R R B BT RO SR, Busdn] USRI BT e
1o HFASTIUSERT BRI, BT ASE ARG R IR B 2 R T B, 0 L A e f2 A th 2 i
WIRZ . HEEE, AE-URIEATEKZ NS, RE2NTCIEERIN A N IE RN KR 48
.

EHEH

HEE I HE S SR R BB E B A Fe A A R BT 30 AR TSIk U, BT
1 H AR 22 HE G 32 BB A o AR PRSI Bug SHuR IR, 2 FEs KRN E, 9 H %
HERF AR BTIE LT R AT RERIAESS o DR IRSL i R ML RT3l i AT LIS I 3 B0 ) B e ie
B, FHEEAS . MBS T R AT S . — U7 AT R R BT R B A
s 5 —J7 R EER A2 HE T, TR 2 08 A I ) 1 AR S AR TS B AN SRR B

% 4k

SNEZ =4

ST E FIRT — IR, HERNFENRE], FOEIFAETBHNEE. AvAC
BEARER I Bu S, AL R E RO DA, SR ELRE TR B R 2 IOFE T
PAORIE & REME B AR P52, AR EA N LR EE. £EHIBUET, witha
B LT AR R I R A SRRIE SR H AR o
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14.2 EAREIT

MNP RAE B FHBEABARARANRNSET, SElEIRn M soE L2 HF. X144k
Tl NI APNIHEEE R o AR, 2D BT WEI A, RSE W AT RE G A2, X B
gL, AERIT. AR EES 4 3D BRI AR,

(] ATHERS> S (BEREH 2
3D R H4ERAZ

XFF ALK, 3D WIRMHIEIR T REA S s B, E2mr, A2 kR
AR Bltn, EIARR T E A G E RLM R PGB 3D MK RERE, A
BT 3AE G B BUSUE f B

Hil1E 3D BRI AL BREN T

(1) HIErHE

(2) MR =

(3) FRFMICHE;

(4) &5 uv;

(5) HREANGE . AO K

(6) VR (b L e G P A A G
N AR RN IR

1D

ORI O i 22 2% TR ISR o 5 7E 3D Max 5 Maya HifilfE, S8 )5 5 N BIREZIER AT
Hro ok, RN R AT YA, AEHIRT T AR E TR RO, 5 A R R
REHE) AT, AR EEGE %, Xy LB EREZI A6 KIS L.

2) R

re AN 2 B K, 38 AR Lk A REZ B 7€ . ZBrush. Mudbox., 3Dcoat #f2 1X />4
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SRR o ERARAT 3 1) 2 R AR T8 T e D (R T SRR BB Y PR T AR o S AN 5 53 D s AN T Y
ANTTIERAEE . X T i, AT AR, N 8 AR AR Ak A — AN i, 0 5 7 1 ko
XTI, AR TR U, RN R 2 R A B A .

3) fEAE

FEJE R 5] B a AT R R 7 B AR R A T4, DR 5 2R B SRR . 8 Id ZBrush
MRS IhRE H AR W] AL, {HEE 2 ok 2 i A SE DN fE B %, i Topogun 5% 3Dcoat.

AN E ZEE BRI, R B H AR . S 4k, B R 2 S AR
AL T B B, AT @B =ARZ K Gy, SRR (3 i A SR 5 RN R B AL . SRS
MBETE BN IR T, F AR AR BRI XK, e HahfhERIRE . — ok, RARE
M =i, FEpRI AT, WA AR A S I, Bg EUF, R KRR TAT
Lo VUL AR, #RA DAL RS ]

N T FARIERETEAE, X TR IiR TOVE ST i SR, T8 R AE A k. 46 R
L AT A A A

O A, AR A AR L3R LA A AAEAE IR E NG . BlinsE N, R TE

Jarey
O HTHEA, AU U, B R, SRR RO R R o, 5
DU AT XA TR A7 R

i T E A, AEN T BRI RETE AR, 10 S B — AN A WG . BRI T
A, HARREIE T E TR, B4, XEEYESESPREMH, HIEREEEER
A ZOR = .

4) %4 uv

AR UV R LR E B TAE. {#F Maya ) UV Texture Editor A1 3D Max ] UVW

TTHEARAT DO HHEATRE A A1 . AT LU UVIayout 58 Unfold3D XA EE H 4L ) T R 58 %
X7re £ UV I, NREMEILLT LA

O EIBILUV k. RERFFHTFRE, SCRAHKKED AL —&. —J7 i EEsk
L R S R NI R LT ) S el B wb T
O AMH UV ES, mARAPLE G KA LR AR K UV SR8 2318 o AHXT R,
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WMRANRFE, MANIZE HESHIING .
O D UV sk, ATLGE S L],
O UV g HEARH B, B, BEEBMEERIAC R, BT RAm R4S G 2k
bo NRSZEARST, #iEAE Bodypaint 3D B MudBox H1, AbHRGEBESEAHIE R T .
O IEFEWRHE UV $Ztbfl. FZRBLAIH T B b7 EL AR X, B AT LLIE 24 45

N,
O REAMEMLID UV, WRJEE:FEEM UV shm, A UV KHH st b E#E T,
BRI ATVA I .

5) il fENGE
HEHR, BEMEERBEERG. WEMERE L, EHENER, BRIy H s,
(L [EA ek

FEHIVE G GG, RATFEHHR UV &4 S 3] —iK PNG B . HXikEESA
Photoshop, 7 b EKEIN AO &, $HFE (0, SCHIM . BERUSFEESURE, JHif%
IHRER R

(2) mEensE

EHCORUL, SRR, AR AR, 6 B ) R I8 A [ A e P i
b BT, HEA IR RS, HFFshRBEOME. MR, MIERE R, E
ANE P Al B A al . f)n BRI A IRE, DUAR SRR, iRa FE,
B N AT R R

(3) LK

IRENG R S HA R K, AR — M TS B RBCE SO, IEAE Photoshop
HEHEENE R ZLE L, WP RS RIEFIIBOR . AN — A, ook s
DK T 0

R, A BISMVELZ LT 17, RO R T TT . MRHEL . WAL T 7
RS, AR R T M2 4 . R4 Maya 55 3D Max [F17: 26 B 4 i i = I 1, i Sf
BETTRE T, WAL RENELRNE 20 SO, AR IR AL E h i A2 L

TERRLER A, AR N ek, R DL, G R k. B IETAEL S,
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AR DATFUR AR ARG B 38 SR, A xNormal HLRE Ui LA 28 0 Bk R o — 1

T 4 A 2 A, Bk ) ZBrush BEZI 5 sV E SRR KRS 1, IR £
I 2 R IR 2 i) 7 sURI R S . IR ER UV I 2400/, ANV i
PG . SR HE A NG, BnT LB NVIDIA B R %k Photoshop F4d {4 X it 1T
B4 ([ :nvidiatools]) . FTITUEEESZ 5 NVIDIA ToolsNormalMapFilter, 5 BSukH N ¥ & BI A
AR DS S 2 JE s, R BAHELRR, M— B — 2, IR RRARK
VR

R R RS AR REZ B AR FE T, A RO R A M AR, MR T 5 TR R L
H CrazyBump. B LA S0 A NG L JFERBESEI R, w2 BUDELRCR .

(4) DDS IHE

DDS (DirectDraw Surface) & —FE i #&a0, B2 KA &I 5K DirectX S E4E (DirectX
Texture Compression, fijFk DXTC) Jaf3 2 %k, & AT LAk B R s i &, R4 H g A
A, A LAN =Fg K

O DXT1 H{RE RGB Fith, [Kt— i EAEE I A4 46 77 20,
© DXT3 f#i/H 4 fift) Alpha i, =] FHAEICHIAR Hi%E B .
© DXT5 {§i FHLIEAEE R 4 A7 Alpha {8, A\ 5 5 EIRCRAF.

BT ik =X, B DAIRAT 5 28 AR IR 0 5 iR 4T e . WA Photoshop, TIJHJ LA7E
NVIDIA K # Photoshop fJ4fE#E ([L :nvidiatools]) . FTJF /&5t Al LAXHE HEAT 9% 1, {RAF
B ATy DDS #8630, G5 AAEST T Photoshop, ta] DAs A HAh T BLFHU%, #il4n WTV 50
DXBmp.

(5) JoEENk K

TCEEN R G TE 5 B B W BTSRRI AN = AL SR KNG ] 38 3 Dy — 07 S AU 7 TE S P A
ST RARACT B B PR, DR BN A # AT B . A U R AR TR R I
VU5 A) LA e R K U 1 o

HI4E TC 220G 33 ] PixPlant, ‘&7 LL{% Photoshop —F¢, 70 EHIMETCSENGE, 62w
FSZHIMSE R . 4, B LAFIEERNE R, FTHREANHEIE. &a, Bila e
S HRRIELE, B 5 TR R R R .
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Xof TR R A R SRR e W, FRAT B SRR T ok . X L5 i F 7R 3D Max
of Maya Fifilff. KIAZEZIE LU PR,

(D BRI FEREMERTHE. TR ER%E. XML eh e,
(2) 9hF: NERGEREDIEREE.

(3) ZPz: NI ENE, EafEEERTHER.

(4) lfE A . HRAE 7 R EEZ A antE.

s EJE T 5 RS I . AR PRI [ AR R s, &R FERBERMLLR
MR WRA KM, EUERT 3 B i 5e X T AR

X
POTTI IRIATKE 77, AR SRR AS, o TSR P s K L PR i A S AR BRURAE B o ST
KR A T B JFURN SO 2 TR OB, RS B AR RIR, sARAERGE, A Sl Ak

ko B, AEAFKEMLARIIFRE. AL, B BT QBT A B RBIAE 15
M AT A 3R AR AL

14.3 EEHFIR

DU (A X e e A 5 AR SR A S, I AR A AT A2 T R A B e 1 i B
R, BEERATHEAT T, RIWERAFAER) P T4 FE 56 1% B S TR L et e 2 B Ui iz TN
TR ? AN AE LIZEME, UK T i B A,

[FE] AR »ZSH (FEHH 13)
14.3.1 HBAPNEHIE
DNU

Hr 7 (Daily New User, DNU) A DL Sk .
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© © O ©

IRIE ORI
TS, € BBCRNE ;
TR R BB
TEMEEAL R T o

DOSU

H—x£=i%H ' 3 (Daily One Session Users, DOSU) /& DNU (5] Bifg kR, B 550 H IRk
Bz HIG 7 RN 14 KN FRITHIRH P THRAEEAR P E BT ARG, BT
o= SN R .

O T IRIE R I

O HPRNREAFAERER R, WIEZOIRAL . ANEI (A 25 o B 5t 5
O PR T ol R BT R .

DAU

HiGELH ;7 (Daily Active User, DAV) &b EE 48R, ©H T

©
©
©
©

B A% FH P A
M A
S MR AR ERH R AR DL, SRR
FUWT I P s R, SRR PR .

WAU

JENEBRFH T (Week Active User, WAU) H SRERIEF:

©
©

JEL SR L R 5
JASIPEAR A, 2 B HET AR I

MAU

JIEERH T (Mouth Active User, MAV) AZAGIEEER/N, 277 i Fl - BRI AR E 1 X XU
PRo AEAESES IR BB, AT T

©
©

PP ARG 78 V1Al 5
HES RV 5
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I M i AR A AR AR AL

DEC

H2 5% (Daily Engagement Count, DEC) FEZMA Tz P S5, bl

©

©

Z 5PN, JCHZRAE L2 A HAZE SN, i izddE, T#ms

X7 i 1 B 1t

e EE, AR P RREAT M GEER. B, 30 o

DAOT

H %348 I (Daily Average Online Time, DAOT) T

©
©
©
©

TP o ) AL

WLEEAN RIS 100248 B2 R VPR PR IR, 7 AN 1R P P R A ST 45
RIE R B bR

TR ks —

DAU/ MAU

MPEBRIEEE, BB AMKT 0.2, 0.2x30=6 K, BIEEAH BN HEDH 6 RERIFK,
A TR . el TR

©
©

RN T TR
FHP SRR EL B v o

Retention Ratio

BAf7% (Retention Ratio) @# #%+1 H. +3 H. +7 H. LXK HNHIHEDN: DNU £
+1 HEEMA 405 29 H DNU IEB . 358 B AT N KRB IXAME i Sl ki &2 1 fe
BbriE. FEXTLLR, S — i AR R E B BAIDGLN, R IK SR Bk, A RS
HiG R H N, ZFEIKS a2 Gk S . XnfDUSE8 MR FE 4R,

©

©

P S ONZEREGE Tt AEWEERIK S 5053k, RH BAF R 5, 3SR S B A7 25 K
FERTEIK S B AR L7 5 /24, L H B AR KHEE 3.6 5t

CASC A S FETH B, AR H B A7 R, IR BRBL 2% B A R LA B 0 R L% B AR 1.8
fir, M- H AR 35 1.
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Churn Ratio

Hiii% (Churn Ratio) s248, Siit H &k, (HEEE x RAE Wk H - # b4 H
TEERH PR L] . Fodh x ATDURRYE TR EARAL . R RTR, R B S i R B AT R B
F P30 RS P B . B R e A B SRk, (HAR B R B Sk 0 A P
A EERH P A b

PRI SE 7 i E N R e I 5 22 B O B Fi AR o A e I WS 2 A R AR BGUE , I RAT
FERURIITUR A, R BB Z AR i, 1B BRI TR MR AL BT 1k, R B
AR B 52 o

14.3.2 HAPNEHE

PA
13 H P (Payment Account, PA) ZZFIHHEZEME, EHTHE:

O U™ it IO Bk B A RE B
©  HT SRS UL
O A PEHALKRUERKIVFA .

APA

B IR ERAT 9% % (Active Payment Account, APA) SEH#H i1, Bt e RIiHE A AT
i BN A -

APA = MAU x MPR

ARPU

445 U N (Average Revenue Per Uer, ARPUD IS AR A:
ARPU = Revenue/Players

B NBR LS A, — A H ik . ARPU FH T HUAS R R NN, 2 LTV [ E 2
2%, En L% E:

O ANFEEERI R,
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O i a Tk
O EERHI NEIMA S BBURA K K AR -

ARPPU

RT3 SN (Average Revenue per Paying User, ARPPU) [JitHE AR N:
ARPPU = Revenue / PaymentUser

WY H A RAL, TN Revenue / APA. B T%%2:

O AIFEH AT B HE I AR AR AL 5
O fIB A IV BARAT SRR A 2R = 2 575
© KR. /hRXSEABNKIT o

LTV

A GE (Life Time Value, LTV) AT LA i BRI ARPU. BRI AN
LTV = ARUP x LT

Forp LT AEdn ), — B HEAFE.

PRERSE H BEE A MFHE -, Az R R 0 7 H L 14 H 30 HA R B TTHR,
SRIGBR DI SR, it n] DU H AL P i) ARPU M, M S AR R 71 1 LTV, 1T DUAREEAS
R BC LTV gefilih 28, 7R iRHE MRcR . e TR

©  HI W vk A s
© M HSRERAETIR, LTV 5 CAC 1Iffi&E;
O LTV AKX A2 53R 2, R 2 0 2 B AR

14.4 B24&5

EE I TAR R O RAE SR KR 5 NG A R RS, (R E R R R HATH
TR LR B OOREA S . Bln, seoR P REA RS, WESL B, ATRERE LA
B, Wlfe 2R UA LR AE, BATREARZEESA TR QFRERS) .
MR EdE, FIRER R M im A EE, FRERA L T iR ek, AR A R R
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