1-2| Unity (22w T

F—LRAEZELDHLD

)

2R LLD

T—ALICDVWTEBBLIEE AT, CCTIIARETHEEI B Unity[CDV\WTIERER
HEL & Do

Unity &(3

Unity (&, 2005 &F(CMac ECTEIK T —LBET Y b7 4 —LEULTHRELE U, ZDE
REETT—LREFEORE TU,

BRRDED ., 7= ARHEICESVW\—RILAEELTWE L., BELBZSHET—LDYT
AT THFDAIEDIC, EOADDOALTHOTCLESDFETEERECETY,

ZDEOBMNUHEBRT DIZHIC, TE2EE<DADDATCAICT —LERFKETEDELDS
(CLL EVWSBWASEFENTZDOA Unity T, Unity (S FE HEEEEZEBMUEN OH
ezl WETEEHROI =T — LARKN SEAOERBNLRT — LAREX T, RBIEH/N\—
TEDRABHAET Y b T —LEBEDFRLUI,

Unity iIR—LR—

UNITYZERH LT

H o &EH

Unity cDWTIBEEL & 5

KICBRAETIET —LABRELIFCEEST, PIA—I a3V VER. BEEEELE, T—A
BADDHETEERESNTVET,

Unity ICIZEATEEENHD?

Unity Sl T —AZRART DHICHBRS TS HTAEREI/BHINTVED,

frERE BEHOREZHSH CHELTCKNAYEIY I VD, o1 —FHE> -85
(Asset) EBATEDRARNTPHENAREINTED, POARETIF. TOVILZEI1TEE
NSICT—LEHIET DT EEARETT,

Fle. NIVFTSY R TA—LAICRIGLTHD, Unity TEo /e — L%, EREPPC, X
VR E, SEIFEBT YR ITA—LATERDELSICTDIENTEEXT,

Unity BE<TFICANSNIGEWN?

Unity [CIZ S E S ELBENFZEZOTHD, EOLSBT —ATERKTELT, D&
DEAEDH, TUnity ZESICEEDSBVWBENDHDDN EVWSATIEBEVWTL & SHS

FIFERNIZL S (CUnity DIEBR(E T — LABEOREL, T, 2L T, BETSVEZEN
(SR EDEFTH>TVNET (2-1-281]), BRI THEZ D Personal 72V THIFE A EDHEERE
MABETEZIDTROLLTLIEEL,

~
! \Umwﬁﬁ5t%taf®ﬁﬁfﬁhtﬁﬁEMCt

SEZEUNty 2 FEOFINSL OIS LEZNTEY. L AEZBADZDIIBERATT,
Z0H. SEIEREEEZBDTEA 2L LTLEVDLBTY,
NREINTETHERLLDOTT A, Unity (2B L T3, BIfFORERER Asset & T & 312
FERT2I L2 ARRALET, BBIEIBEFEOHKEEX Asset 2 THRNT. FhbR LoD
FE271-L BV HTY,

[BYbDEFEI BRATHEIBR WV ELEDTEV W] EBIAE LD E LRLEEAD
BREAGU TV ENTAY IS T4 2B UIEVEDPETET. BORLTHRZ~<
ARXETDEIIBYET RPE L VEZT . BIFOREEC Asset 2 7/LERAL T —

LHEESTULEFEL & Do
\_ _J

VORI > —\,



charTER 2 Unity DRRIRIEEHEEL L 5

( R

91 macOSCUnity %
AR b=0U&S

CZ CClE. macOSIZUnity Hub B KU Unity&Rik%Z+1 2V A =)L g 2 FIB=EE L
TVWEXT,

2-1-1 | Unity Hub D1 X k=)

AZETIZUnity Hub ZF)F L £ 9, Unity Hub (& Unity &4 Tld7A <. UnityD/A—3I 3 %
JOY U hEEEBITDIHDY—ILTT,

BHROT—LERAFELTVDEE. F—ACECHATZUntyON\N—I 3 VHELDIE
NELHDFET, FLITITT—LZVI)-IALTWVWDE, HENHUNity \—J 3V EEFE
ITEIDHELLEDFT,

Unity Hub 2R3 2 &, EHOUnity/ \—I 3 VDEBHNIEEICEKCHEDETIDT, &T
TEFIDY—-ITY,

ZNTlE UnityHubZF o vO—R -4 VA M—=)LLTVWEEL &3,

F I Unity ¥ > O— RAR— (https://unity.com/ja/download) [C7 7 X L. FRSN7
R=IDPLFICHD MacHY D VO—R, 20Uy o LET, Webt 1~y orO—R
A ZEEANIHEF. TEFAL EBIRL T ZE W,

Unity Hub@%¥o>O—R

752 LB EHRT S Q # 6

UNITY 4%

AEMZEHET S

WELUDDOIINFTITY b TF—LF—LRA Y E 5771 TRBREFIES 37HO. HRTROAZDOHZMETF v
r24—LEHIO-RLEL & S0

1. 1. UnityHub 24 >O— 2.2.Unity N— 3 V& B/IR 3.3. 70>z e

K Unity OBSF/N— 3>, BUU-Z, E YO SERERET BH. 7O TL— %
£YR P OEREREOHAH R (IR ORI R SN — ST ERLTRAOTOY 12 METHP I
ST, HEOERIHE ST REN, ZR-LLET, EFET, MOEDSIEEE T WELY

o . UIAS—RYH— T HES RHENL
Windows F4/ > 00— #I2A=FF—HITIEFIL2 Fa-bUPLEFLEEBLELE S
F Linux @& >0—F

Unity Pro 4 > fi— 71 Y 1 K% C%<

22

2-1 macOS(zUnityz4 X b= L &S

YoV O—RATET Lo, TUnityHubSetup.dmgy =4 7)o U w o LES, EFETEMR
SNFARNDRRESNEIT DT, TAgrees 22 v 7 LET,

Unity Hub FIIFE#E#9

UnityHubSetup (1).dmg

IMPORTANT - Read this

License Agreement carefully Unlty TeI’mS Of Sel'Vlce
before clicking on the Agree Last updated: April 3, 2023

button. By clicking on the

Agree button, you agree to be 1 N

bound by the terms of the Rliskslcangect
License Agreement.

We have posted an update to our Terms of Service most notably to
cover our Unity Gaming Services offerings, as well as our data
processing terms. Please review the full text of the updated Terms
of Service carefully. The prior version of our Terms of Service is

available at
These Terms apply to your account with Unity and to our Offerings
and constitute a binding contract between you and the Unity

Contracting Party. Capitalized terms are defined in these Terms,
including in the Definitions section below.

1. Eligibility
VYo muet ha at laact tha ana tn rnneant tn nraraccina nf vnur

Print Save... Disagree Agree

ZBID Unity Hub 77 1 3> = HBID TApplicationss (TR 2w LET, Applications =% 7 )L
2w L, #IZ TUnity Huby B &HNUE1T Y A R—=)LIFET T,

Unity Hub Q1> RX k=)L

& Unity Hub 3.5.0

2 items

Drag and drop the Unity Hub icon onto the Applications folder to install.

jg?

Unity Hub Applications

& unity Hub 3.5.0

23
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cHAPTER 3 CHDBEARIGEEHIT S

66

( R

3-2

F—=2DI/NHIZDOWNT
—YEX

2T

AU TRTlE. v S99 —%4. LN, §IRKE. BEULETZATLARE., —

LOABLCIHELTCEREEBT —FZ2hWVWET, FIREDKSICT—FZRSDH
PATONERL & D,

3-2-1 | &%

EHREFT—IDANPIDZETT, AN TI DT, FHEHEZRVTHE (B) [FW
DTEHEEETEFT, BHICIEFERE - /NEE Y, SEIERBNERFINTED., BH =
EBBRIETEDRDERIEDN ZEELEFT,

C#TlE. ZHRICIFBC—HITDEBOHANDCENARETY, IcEZ(E BHEDZHIC
AMONDDEFEHDH T, XFHNEANKDIETDHEIT—(CHEDERT,

BUFICUnity CR<ESRZBNLET,

® bool#
bool B[, true (&) F/=(dfalse (B) D 2BEDEERINTE 2D, WEIFAY Y TILERITT,

bool value = true;

® int®
intBY (L, -2147483648 ~ 2147483647 DEFE DEM ZIRNTEETT, COHFHEBIDE
HERSFEFlong L EFENET,

int value = 128;

©® float®

float®(F., /NEZRMTEXRT, C#TIF. BEDOKREIC T ZRM(FDZ & TloatBTH D
CemRUET, MIBHZVWERENED ENFADDUIEFTEREIZEDO>TLES) D
MEHT. BELIRI2BWHTHIZ6~IHTRE T,

3-2 F—2DWPUVHIZDVTRIES

Unity (X EEIZ/E E D EFTICfloat B A E>TWE T, 2D, UIFUIFRENFKLEL T,
Inspector 71 > RIICRRENTWVWREHNEDD_ENHDET,

float value = 0.25f;
float value2 = 5f;

® string®!
stingBl(3, Fv IS5 —2RAVE—IHE, FEDNFINERMNTEELET, C#TIE. X

FHE ™ THWERD,

string value = "ABCHL 5123";

© BEeHR

AEEF, BLEOEBDEZIDOEXRD &L TRSICHORTT, BIICANLT—¥
(ZR) [T W BIEEICES (1T v IREFUERY) MO, 1VTvIR%EELT
BICTOEAL, T—9EHHMoDEBLILDTERY,

ZROBEBPLIEWEEE HLWRNEALCEEDELTCLEES T DRENHDET,

int[] values = new int[] {1, 2, 3};
Debug.Log(values.Length);
Debug.Log(values[0]);

values[@] = 100;
Debug.Log(values[@]);

® List®
ListB(Z, BEFBEEMTVNETH. BEROHERDSEDT CENTEED,

List<int> values = new List<int> {1, 2, 3};

Debug.Log(values.Count);
Debug.Log(values[@]);

values[@] = 100;
Debug.Log(values[0]);
values.Add(999);
Debug.Log(values[values.Count - 1]);
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CHAPTER § F—LDBEEE-THED 5-2 #fiz%EML & 5

Brushesh'\ & M7 E D 75 2 %58k L. HEE FIFFIFTS EREMITITHD
Brush Size CT 723D 1 X #ZEIRL & 2~ v Terrain

L & 5o Opacity 375 DFEBHET. &> . a 4
7*—: t % @Efj(@”i‘ﬂﬁfﬁéb\ {: %3%5 L/ i '§_ Raise or Lower Terrain
(100 1SEWVFEE A AE < B LET),

Brushes New Brush...

?« rTerrai:E(ioIIider £ F gzm WEOEETZEHED

Unity Tld, B DRARICER TS 2EENMBICEERINTVED,

Inspector 71 >~ R D Terran AV R—% > hDEN S 23%FE D B (Paint Terrain) @ 7)L%
> T TSet Heights Z#IRL £ 7 (5-2-2 "MHZ LIFTH I ERU),
Add Component CDY =)V HeightCEEE B2EmEEIREL CTERALET, Rt PEMEIERT DIRIC
BREDY —ILEEDET,

T2V DEBHTELORBREMNITTWEET, Scenet 2 —D Terrain ETED E(FzN

BHEEIUYOTBHE, WRAED ENDET, BOTFHEVEE(E, (shif ] +£ Uy Set Height Y — )L CHEID — % FBIC L7 R
U TOKTY, g\\{ X

KSw 095 L T EIFFIFRIEEICAD &, Terrain DFRAGEIFEN 5T L1 ¥ — | a
FrIBEERBELETOTHIOFEREL T, HLFTESOFERES [CHPEFRLT N

HEL &S, |

118 119
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CHAPTER G 4% 57 8 —%1E->THh& D

154

(6-1-3 | Prefab EET 3

JITUBE»ADIDETIVLDPrefabld. Project™ 1 > R M lAssets; — "PQAssets; —
'Query-Chan-SD; — "Prefabs) 7 # LY IC A TWET UTHERBRICBEBAILIIUED A
BHESNTVEYD),

U ITUB»ADPrefab

M Project B Console

CCTlF. /=< LD Query-Chan-SD % Scene £ 1 —DERDHZATICEEE L £ 9,

U ITUB»A% Scene [CEEE

y —r

6-1 ¥+v>598—%4vFK—-bFL&S

| 6-1-4 | ShaderEZEELTEE[ITS

CORETITUBEPADELICAATZEREL T —LZBELTHDE, DLELREC
ERHBEICRIDBELNERA. FKRTHDE, ITUBEDPADEHRRESNTNE
QENIV

JITUBDAICEHL L

3

NI Fv¥ T U5 —DBEICENERRSNIZN Shader (11-6-22R) MERSNTL2D D
NRATT, BN EVRDDICEFMEKBEHONCRRENDLE, CDShader2fES
XUy hEHODFITN. SEIEShader 2ZEEL TREMITTHEL £,

® Shader nZEE @R
F9 Shaderk R ET DB EIRLET . VU ED

IJTUBRADFATIUME
BATIzUb

PIBTIBBERD, T AATI TR .

R MainScene*

[CHABDESOTVET, ZOHICHDIDETILE
Renderer Z#RL £,

Hierarchy 7 > K C Query-Chan-SD Z= B 3
&, Query-Chan-SDOFATI U hH—BX
TENED,

ZDHI(ZHBDSD_QUERY_ 01, &BICZDTIC
4 % SD_QUERY_01% B < &. body ¥ earphone
BEDFATI U HERTEEXY,
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CHAPTER [ BIF v 57 2 —%1E-oTE& %F11 &S

ICADL

— 1€ &8 @ (
Ea 2TCB&IICL&LD

204

BRRCRILAV-EBF v - NENLDTENTWTE, BATLAV—%
BOLDTBREICEO>TVWERY, BIF v I 75— D—EHEEARAICTLA VD A>T
BEDH. BMEYSIII-HDTLAV—ZBLWNIFEEIICLTHEL &S,

| 7-2-1 | ATV ORI EMITR

T—=AATIT O NI T ERMFDET, ROVTRDBTZDT—LATI U MHE
DESIBEDTHDIZM ZHELCIKEDET, SEEFTLAV—FvSI5—DESHD
H)EEFTS7=HIZ. Query-Chan-SD [Z Player ¥ 7 =7 THEL & S,

Hierarchy 71 > R T 'Query-Chan-SD; Z3&3R L. Inspector 71> R EERIZ4 D Magy
DINTovET Uy I LET,

TagldT 7 4 )L FDRETV S DL ERFS Tag DERTE
NTVWERITDT, SEIFZDOHNS Player, © Inspector
ERIRLET, BB, TILYTVRTHD
FAdd Tags.... I'o#F LW Tag ZEBINg 2 &
ETCEXT,

4 Navigation (Obsolete)

~~ - =
.‘v v Query-Chan-SD

Player v | Layer Default

refab W Query-Chan-SD

Overrides v Open

| 7-2-2 | BADT=HD Collider Ly hF 3

—EHHEIC A/ & EZRAT B/2H(CIE. ColiderZERLET,

F dColiders 75 v F I DI,
Hierarchy 7 -1 > R 7 M Slime_Green £ TH
21w 27 LT "Create Empty; Z3&R L. 22>
FOFATIU R ZEERLET, ARIIS
"CollisionDetector; & L THEXRT .

BRADE=DDT — LA TI T N EEfE

&0 Virtual Camera
~ 1
w

Col\lsmnDetector

7-2 —EEHEICAD LEST(DLI12L LD

CollisionDetector [Z Sphere Collider =7 % v F L. Tls Triggery ([CF = v I Z(FIFF T,
T 7 # )L N DIREETIZ Collider LA S DA D & Bkt D £ A% Is Trigger [CF v &7 Zff
T2 &(CXoT. ColiderAEMNTDN > THEI DIRIFDLSITED, FERHUEL(FHEST

SNEI, CNEFALT, BERNICA A ESIHEHELXT,

COHEREIZ, THMBNYcoESHM R IO-ILICEDENAIBE, IR

BHECERTEDDTREATHEERL &£,

F/z. £EIZRadius(E 4 (CEHRELET, Sphere Collider DRE

Radius® & % % &. Collider® #3 F (Edit © Inspector
Colider’% > Z 9 & Scene b 1 — ICHx &
TRRENKFT) BEUTILYAMLTEDDE
IOT. EFROBEICHELIL £,

@ v CollisionDetector

v
Tag Untagged v Laye

P Transform
€ + Sphere Collider

None (Phy
X 0

Add Component

Collider D&EEFH R R

2 Navigation (Obsolete)

r  Default
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CHAPTER 8 A—H—A V272 —R&E>THES

( R

8-1| 24 M BBEZ21EAS

254

UnityQUI(A—Y—A1 V5 T 1 —R) ODERNLGHEZE> T, Y1 NIVEEZER
LCTHELELD,

(8-1-1 | Y-V DIER

Ul (User Interface, 1—H—1 >4 71 —RX) ZiRET DIZ(E. Scenet 2 — L&D 2D, %=
Vw2 LT, 2DEDERICLTHEEET, CNTUIEEENORICREICEETCELXT,

Scenea1—%2DICEE

» Animatol © Animation

Files = "New Scenes (23— b7 b(d[Command]) + (N)) Z3EIR L TH LW —V Z/ER L
F£9, Scene Template (& Basic (Built-in) ; Z3IRL T ZE L,
ERR L7=5 + )&, &ZB1% MitleScenes & LTREL THEFET,

8-1 24 bLEE%ES S

V=VBIAFICEEHTEANEELYT Lz, Project 71 > R T MkinokoBattle; M
TIZ TScenesy 7 # )L Z1ERL L. Chapter 7 & TIZfEF L 7= MainScene & —#&(IC AN TH <
ERWTL &S,

W TWDScene 7 7 1 )LDEENEI TELZ L6 MainScene LT WA HAEIF AID S —
V7ERWLWTH B, MainScene 7 7 1 LB L T /IZE L,

F 7. TAssets; — 'Scenes; — "MainScenes 7 # )L (TR 2 ENf=NavMesh i A > T
WE 3, MainScene B89 2B EMainScene 7 # LY H—H#&(CHEENL T /EE W\,

¥R —Y DIERETEE

I Project B Console
+~

% Favorites Assets > IkinokoBattle > Scenes

Q, All M
O, AlM

R MainScene
O, All Prefabs

R TitleScene

@@ Assets
B #NVJOB Wa

V=V DBENET LizH, TitleScene T Canvas DYEE
1ﬁ¥%ﬁ®th\%ijo Hierarohy’ﬁ/r VR = Hierarchy
DETEI UYL, TUL—Panel 2R LR
gd&, Cavas&E ZDFATI U KD E
Panel &R NE I, P Canvas

D Panel

D EventSystem

(8-1-2 ) canvas&ld

Canvas[3ZDEZDBEO UIEELET DT v V/I\ADI & T, CORCTETIFTHUIZRAEER
BELTWEET,

255
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CHAPTER § #F—ADEU RBDREMFIT LS

(
9-1 BGMX®SE#%ENLLS

BGMYSE (BIRE) D7) - 72T —LADHKRDARELEDDXI, CCTRE

BE771 DR\ ZREFHLET,

9-1-1 | Unity TBAERIREGER 771

Unity TIE. WAV (k3R F .wav). MP3 (338 F.mp3). Vorbis (JhikF.0gg) H e, SHE X

BEBRI7AI\EBET D ENAETT,

BEJ 71 ) ZProject 71 Y RUICRS YT & ROy Fd &, Audio Clip& LT ViRk—

hENEI,

9-1-2 | Audio Clip®7Q/{F«

Audio Clip TR LESHREN N DONHDEITDT, BELTHEERL £,

> T I)VE A X — Y (https://gihyo.jp/book/ BGM & SEDTVik— bk
2023/978-4-297-13741-0/support) 7 5. BGM import Unity Package
ESEDERET 71 I ZEEL/ Y o — 2 Tkinoko
Battle9_Audios.unitypackage, =4 7>~ 0— K L.

IkinokoBattle9_Audios

Al None
Ty o UiRWN Import Unity Package 5
&4 702 Tlmports RY V&2 Uy o LTA v 7 mBom
\//—ﬁ)— ~ bi'ﬂ_o . ;SnEaratd.m;ﬁ

v JJ damage.wav
v i die.wav

v 3 hitwav

v J3 pick_item.wav
v 3 swing.wav

Cancel Import

324

9-1 BGM®SE%ENL & 5

Unity I v iR— b L& E 7 7 1 )L Audio Audio Clip®d70/{F+
Clip& LTikEbNnEd, © Inspector

Project™ - > K™ Tl lkinokoBattles — TAudios) [+ AR
— 'BGM, — Taratay Z=3&IR L. Inspector 71 >~

R T TAudio Clips @ 70/\F « ZHERL THE

Force To Mono

Load In Backgre

L/ ES 5 o Ambi

Default ]

Decompress On Load

® Load Type

Load Type 3T — ARITHICEF 7 7ML EESHMMADHEREST S SO/XT 1T,
T—LDINT =X VRICEEZEZFT,

BEEIJ7TILOYAXCEDT EDLoad Type ZXZETNULLNWHEEDL > TEEIT DT,
BEEWNDFEL &S ( Do

Load Type DELE

Load Type St EA

Decompress On Load BEI 7V EFHHACECTI—RUTXEY LICRIET S, /(T4 —
YVRIER<EZN, FTA—RUET =5 BY A XPREAEURE
FE8Y B, TRDYA XNINSWSELE THEAT S

Compressed In Memory | BERTFT—YZEMINCETEZDORETHAXEYICHEFEL. BERK(CTI—
RE 2., XEUHBFMZONDD ., BERBRRKOERIFKELED,
Decompress On Load & Streaming D BIZH7=2%E

Streaming BET—YEATVICEREY. BRTI-RLENSBET D, BE
BICAXABUZIFEAESHEELLEZEWRDDIZ, BERICERAHIIDEIT
%o BGMBEH A AN KREVWEEZBEIT DHEICFERT S

® Quality
Quality(3BFF 7 71 ILOREBICEESTZTO/T 14T, ENRELTIEEENRLLA
DUNSLKLTBEFBNBLEDET, COXREFEFT71ILDOYA XCEEERIZLET,
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cHarTER 10 F—LDF2—=V T %1TES

e
@-1 NIF—2/REHMELLS

352

R

T-LOWEERELCH LR, BEF Vv IDNBRERARTY ., S5AEHHEL
R EZOHMEELTVWSELT. ¥-LDOEFNEI S CEEN NI NILTLE
SBEIF. NTA NV RADRENBETT,

10-1-1 ) JL—LL—FZERETD

7L —AL— b (FPS. Frames Per Second) & (FEEA 1 EICEFINDEED & T,
TO2AVT = LAEEDBENEZWVWT — AT, BIEZBONCRELLVWEEIF. JL—ALL—
FESKERELTEMRENHDET,

TL—ALL—hrDEREETSICIE. "Edity — Project Settings...; Z33R L. ProjectSettings
T ROTNQuality; Z3&RLET,

© BERENEE

Quality TIZ. Android W iOSTHEFEBD T oY b 74 —ABBREZTVWET, FT v IRy
U ADKEBIZIE 2> TWDDH Default DERE T

Texture Quality (72 ZF ¥ DRE) ¥ Anti Aliasing (7Y FITA U T ADHFH) EE T 4 —
VYVRACKELHFETDREN K SAFAREINTVEYT, BEICIGCTHELFL £ 3,

FBINTA=F DFHMIIATT Z 2 7 )L (https://docs.unity3d.com/ja/current/Manual/class-
QualitySettings.html) ZZH L T</ZE L,

Default ARIICH 2 M T — AICEASNDREZVIDBEZ D2 EAHEET. ENLIFTH
NI A =X VANKELEDDFT,

10-1 R 4x—=VREHELLS

Quality

Levels

d431dVHO

Very High
Ultra
Default

=)

Add Quality Level

Current Active Quality Level
Name

© EEERANEE

Quality = FICX o O—)Lg D&, VSync CountDIEBEAH D ET, CCTld, EERBHEE
HRELET, EBERBPEE. T XATL17DYTLyYal—hETL—AL—bERETD
CET. COREICK > THHEDEBENLESEDCENTEET,

VSync Count [CERTE T E D1B(3. DITEFETT,

OHFARGN I — p B> —\,

FEERPDERE (VSync Count)

HE StEA
Don't Sync BEERPZTOI. JL—ALL—NIAEELERDE<LED, ATUTKTIE
BOTL—ALL—hZEIEETDHEFNICHRET D (FHl(FER)
Every V Blank FEEHRPETD. T1ATILT1OUTLYyYaL—bH60HZz THBHEIL.

TL—ALL—bEB0ICHD. BHEMI. —MBWETA X TILTIEUTL Yy
L—kHBO0HZDEDHEZWN—AT. =V I T1RXT LA TlE240HzIC
EITBDEDEHD

Every Second V Blank |EEBERBEZ(DDOEARTITS, TARATLADUTLYyYal—khH60Hz
THdHEF. TL—LL—KE30(CHED, BIEDEBOHSEEBDH.
BEEMIEWEEICHRETD

EERBDORE

Rendering

Render Pipeline Asset A None (Render Pipeline Asset)
ht Count 4

Anti Aliasing 2x Multi Sampling

Realtime Reflection Probes v
Resolution Scaling Fixed DPI Factor 1

“ount Every V Blank

Textures

353



434

UnityTo bSITNya—5F425

Unity @ Debug E—R%Z#ES

AUV T ~DREZEFEL<HERLIZWEEIE UnityDDebugE— RZEFE>THEL & Do
Debug E—RICT D&, RUY T ~Dprivate 7 + — )L K% Inspector 71 >~ R L THERS 2
CENTIRETT,

Debug E— RZE{TF BIC(E. Inspectorv1 > RoAaED (H) %2V v 2 L. Debug,
EERLUE T,

Inspector 71 > RUDRRABNHZEDD. private’E T+ —ILRARGNDLSCHEDE LT,

Debug E— RDHRE Debug E— RTOERR
© Inspecto ©® Debug

['\/ﬁ v Slim Lock
S, Properties...

fl\:j v Slime_Green(Clone)

Tag Enen Tag EnemySlime v Layer Enemy

! Trans{ ¥ Nermal ' Transform

Debug

Position
Rotation

-15998
ier In File |0
Collapse All Components

. 20087 Z
> v Anima|  pjng

Controlle Open in Import Activity Window

Maximize
Close Tab

ier In File O
B EnemyMove
D

Add Tab
Culling Mod

Q

Ul Toolkit Live Reload

Ul Toolkit Debugger MoveTargetDetector (Tran @

TNV IR EREKT D

MEDT /Ny THEEEEEL THEL I EEAMEFERD1DTY,

TLAHICAERDBERZRRIDDICMA. TANADF—MERE (Fc&EX(E Fv o %
Lv.99(C T 2Ry Uiy #HELTH< &, AEDOMENT Y TLFET,

iU, TRANBOF — MEEDRWCIZEENRETTY,

M)y —XRCHREEZEOFFI 2D Z N T, F—MUKEL >/ 1 & W o foARE & [o] 6t
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