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TUEY,
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Unity 2019.4.14f1 (CEZ 1 —)LE BN EHolsLSE0SEt 4421 6B - nELEEMSET 149 GB
E Microsoft Visual Studio Community 2019 1.4GB 1.3GB
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VE Android Build Support 239.2 MB 1.1GB
Android SDK & NDK Tools 1.0GB 3.0GB
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005 L%ER S BBRIC{ER Y S Visual Studio 2019 Community DS 2> ZRHID
ERBEEMNRRENET. [RABULET] (CFzvoZLT [RN] 20UV OUET,

T RIA—Y—5 2 A2 X

Visual Studio 2019 Community License Terms
Please review and accept the license terms before downloading and installing Microsoft Visual Studio.

https://go.microsoft.com/fwlink/?linkid=2092534

E.téamlﬁamz@?u. RELET

Fr izl P

ZR(Z Android SDK and NDK License OfFEHIDEEBENRRSNEIDOT. [EELE
9| (CFTwvOULT [ET] 20UvIUET,

I>RI-—T—-S 1t A2

Android SDK and NDK License Terms from Google

Please review and accept the license terms before downloading and installing Android's SDK and NDK.

Terms and Conditions

This is the Android Software Development Kit License Agreement

1. Introduction

1.1 The Android Software Development Kit (referred to in the License Agreement as the "SDK" and specifically
including the Android system files, packaged APls, and Google APIs add-ons) is licensed ta you subject to the
terms of the License Agreement. The License Agreement forms a legally binding contract between you and

Google in relation to your use of the SDK.

1.2 "Android” means the Android software stack for devices, as made available under the Android Open Source
Project, which is located at the following URL: http://source.android.com/, as updated from time to time.
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0S ¥oftsd 0S. Web 7T %S —4w ~

> Android Build Support
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[J wos Build Support
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[J Mac Build Support (Mono)

|:| Universal Windows Platform Build Support
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[ windows Build Support (IL2CPP)
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File Edit Assets GameObject Component Window Help
New Scene Ctrl+N [E]center| &3 Glob
Open Scene Ctrl+O '

# Scene
Save Ctrl+S haded
Save As... Ctrl+Shift+S i
New Project...
Open Project...
Save Project
Build Settings... Ctrl+Shift+B
Build And Run Ctri+B
Exit

[Save Scenel] BIEINRRSNEIDT. J71ILE&%&EANL [Savel RY>%=TUw

00

(RFBMRIE Assets] D [Scenes] TAINIDHRICHEELET . )

« v 1 « Janken Battle > Assets * Scenes v O

Organize * New folder

~

= This PC Name

~# 3D Objects
[ Desktop

SampleScene.unity

@ Documents
¥ Downloads
J" Music

&=| Pictures

v <

2 Search Scenes

Date modified Type

6/1/2020 9:11 PM Unity scene fil

File namgll | GameMain
Save as type: |unity (*.unity,

~ Hide Folders

Save Cancel

Project E1 —(CH/2/a> — > M TE, Hierarchy E1—(C2— &M FRR

SNTVET,

= Hierarchy |
+v (oAl
» € GameMain

8 i | # Scene | o®Game

@ Asset Store
e

M Project & Console
+- o
¥ © Favorites | Assets > Scenes
©, All Material
O, All Models
O, All Prefabs
©, All Conflict
7 @ Assets GameMain  SampleSc...
s Scenes
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1.3.2. JO>x 9 hEfL - S —>2HRIDESR

Tl TCrATAINNIL] OIERREIGSD THEL & D,

(0> 10 NERIDMFEE]

® Z’'O> 1 FOFhFRVERR
F3'(d Unity ZEEISEE T, T AT M ITIHS Unity Hub D771 2> %45 TIL o Uw
L/gg_o

Unity Hub

Unity Hub 70> 10 hOERRBEIEMNEEIDT. [Newl ZOUVIULET,

&) unity o SN
9 Projects Proj ects ADD | NEW v
®  Learn

Project Name Unity Version Target Platform LastModified 4 Q

Z£9 Unity Hub b
5 [NEW] &#9VUwvy
Jscooczive (M )

L&KL S.
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JO>x 2 b2 (Project Name) (C [Janken Battle] ZA LT, O hCOREE
1%Ph (Location) Z&R$ZFEYS ., JOZ T U NORFBFIFECTEEBVEE A
F>TJL—bk (Templates) (& [2D ] Z#RLTLZEL\. €UT. [CREATEl &#2OU
vOUEI. (IOSPIUPAICABFEXFREDBRVELSIC, )

Templates Settings

Janken Battle

C:\Users\Junichi\Documents\Junichi\Projec...  sss

CANCEL | CREATE

Unity T« On%EEgnLE Uz,

File Edit Assets GameObject Component Window Help

AE3E=] & | % N [Ecenter| @ocioval| » [ w [ b B = - N J & Naccount ~Niayers ~ N efaurt =
= Hierarchy @ i | #Scene amGame @ AssetStore i | @ Inspector 2t
v [aa Shaded =20 [ @ [0 o |~ @0 H|~[K W~

» <) SampleScene

M Project | @ Console a i
T s f & 2
v  Favorites Assets

©, All Material;

©, All Models

©, All Prefabs

©, All Conflicte
T Assets Scenes

B Scenes
» Im Packages

——

JO>xI Y M. BESBM. T
>T7L—b [2D] &&EIRULT,
[CREATE] &2VUwv4oTo0O
STV MMERTES &Ko
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@ Unity AFH#DEDAF

TJ7AIVIOATO—-S—m5 Image_1_11 & [Image_1_2] DERT 71 )L% Unity
I>45EDProject E1—ICRSYIROVIUET., (BRI 7-1ILIEEFICY D>
I:I_ |<L17_C:5®0 )

| M '9 s Manage
Home Share View Picture Toaols

B Project | E Console
+ - qQ « v ot > ThisPC » Windows (C:) > Prd
¥  Favorites Assets

©, All Material:

©, All Models

O, All Prefabs

©, All Conflicte _
7 [@ Assets Scenes

Bm Scenes Image_1_1.PNG Image_1_2.png
» Im Packages

BT 7 -1 )LAY Unity T« A D Project E1—(CFRRESNFE U

B Project | E Console

2 i

+ a |8 ]¢ * =i
¥  Favorites Assets

O, All Material:

O, All Models e p

O, All Prefabs E aj» °

©, All Conflicte I & |
v (@ Assets Scenes Image_1_1 Image_1_2

= Scenes

» Bm Packages

E{%&J 7 1 J)L%& Unity T
4 A®D Project E1—
ERSyI&kROYVYIUL ;
THRDRAES., o
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@ T3Y FITA—LDHE
TSv RI7 — AOREE(TVNET,

TSy RIA—LERBRY—S'Y FERDS—LRIRTT . HIXE Android ¥ iPhone R RENH D F
Y, BERTOREY—S'Y MCAFZERASREEZINERDTIITISY RIA—LBEZTVET,

SEDBEY > TIVI—LTRERAIRADA XA M—ILETEHBELEEAN, REET Android I7WE
=0y FEULTHEET,

[File > Build Settings...] Z0Uwv 2O ULET,

New Project...
Open Project...
Save Project

File Edit Assets GameObject Component Window Hel
New Scene Ctrl+N
Open Scene Ctrl+O
Save Cirl+S
Save As... Ctrl+Shift+S

I Build Settings...

Ctrl+5hift+B

Exit

Build And Run Ctrl+B

Build Settings XU —>HAFRENFEI DT, Platform E1—mH5 [Android] Zi&EiR
LT [Switch Platform| Z20Uwvw 2O UZET,

Build Settings

Scenes In Build
~ Scenes/SampleScene

Platform

;l PC, Mac & Linux Standalone @
i0S ios
[
== Universal Windows Platform
wCS tvos

=ra PS4

f;\ Xbox One

o
E WebGL

Player Settings...

0

Add Open Scenes

|ﬁ| Android

Texture Compression Don't override v
ETC2 fallback 32-bit v
Export Project

Symlink Sources

Build App Bundle (Google Play
Create symbols.zip

Run Device Fetching connected devices
Development Build
Autoconnect Profiler
Deep Profiling

Script Debugging
Scripts Only Build Patch = Patch And Run
Compression Method LzZ4 -

Learn about Unity Cloud Build

I Switch Platform I Build And Run
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Build Settings T
Platform Z&REL LS.

C ZTl& Android &i#iR
LT lSwitch Platforml
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Unity 2> TH—LERICTF VL >

Game Ea1—® [Free Aspect] &2 BIEAHKE
RICHDREENTKRENET,

BERBDOIAVROFBMEEICEDEBTHFHIRVWTIN,

Lab 7 / Shichi Junichi

BT TS D> %< & Android X<

Tld 11920%x1080) ICUTHEET,

SE(IHERZTEEDT —AERDFEFIDT Landscape (#EAME) EEHNTE [1920%
1080 Landscapel Z#20Uw O ULZFET,

ie Edit Assets GameObject Component Window Help

a"] 5 | ()] | %] E @ %I.Center @Glnball > ] n l ] [

= Hierarchy |

# Scene  awGame | @ Asset Store

+‘I' a: All

Free Aspect v | Scale @— 1x

» <} SampleScene

Low Resolution Aspect Ratios
VSync (Game view only)

¥ Free Aspect

800x480 Portrait (480x800)
800x480 Landscape (800x480)
1280x720 Portrait (720x1280)
1280x720 Landscape (1 280x720)

2160x1080 Landscape (21 60x1080)
2560x1440 Portrait (1440x2560)
2560x1440 Landscape (2560x1440)
2960x1440 Portrait (1440x2960)
2960x1440 Landscape (2960x1440)
16:9 Portrait (9:16)

B Project E Console

16:9 Landscape (16:9)

[S—> BHIDIER]
@ S — > D¥RIERL

_\/%ﬁﬁ nga-o

File Edit Assets GameObject Component Window Help
New Scene Ctrl+N Center @ Glob
Open Scene Ctrl+O

P # Scene
e (ir]+S Shaded

I Save As.. Ctrl+Shift+S

New Project...

Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B
Exit

58| Page

BEEFREGRE

Game Ea1—T
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[Save Scenel] BIEINFRRSNEIDT., J71I)LE&% [GameMain] EABDULET., &
LTT. [Savel MY>Z=ETUwT, (REEFIE [Assets] b [Scenes] TA LI DHRCHERELE

— v 1 <« Janken Battle » Assets > Scenes v (&) O Search Scenes

Organize ~ New folder $ B (7]
o VI
= This PC Name Date modified Type

B 2D Objects 1 >—oBREREZTERVDIFTEAN

I Desktop

=] Documents _

oo TY, Assets h* Scenes DHICRF
ownloads

J’ Music

&=| Pictures

—_ - >
File namEI GameMain | -

Save as type: |unity (*.unity) )

A Hide Folders Cancel

[GameMainl EES>—HMREFSNELE,

i Asset Store
' B

= Hierarchy | S i | fiScene  omGame
+v «a All
» ) GameMain

Save As 653 —>0D
EpELET,

T74NV2%EZAALT
Save & Uwv 2,

s Project | E Console
+- &
¥ Favorites Assets » Scenes
©Q, All Material
O, All Models
O, All Prefabs
O, All Conflicte
v (@@ Assets GameMain  SampleSc...
B Scenes

CESHIC [File > Savel #20UvwIUT, >—>2ZFREFELTHEELLS,

File Edit Assets GameObject Component Window
MNew Scene Ctrl+N Center
Open Scene Ctrl+O

Scene |am|

I Save Ctrl+S ded

Save As.. Ctrl+Shift+5

MNew Project...

Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B

Exit
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1.3.3. AT >x O NHGIDEE

RICATZ O RBAIDEEZITOEL &L Do CNETDRDEDMDAT =T 0 bADIE
ETERDRUITIOIN-RELDIEECRD T,

(AT'S 1O NERIDMFE]

® S=NAAT 1Y MEEE
U AlTAIL—Lw bOES [Tmage_1_11 % Project E1—H'5 Hierarchy Ea1—I(C R

SwOROVIFIUEY, 9B& Scene Ea1—(CEENEENE LT,
(Project E1—h'5 Scene E1—AEERSYI & ROVITERBVEEA. )

‘= Hierarchy | 2 i | i Scene owGame @ AssetStore
4+ (oAl Shaded
v < GameMain* H
71 Main Camera

| [llmage11

B Project | E Console

+~

¥  Favorites Assets
O, All Material:
O, All Models
O, All Prefabs
O, All Conflicte

v (@ Assets
= Scenes
» Bm Packages

U AITAIL—LY b
DHE 5% Hierarchy
Ei—lCRSYI&R
D“le.l-ca"J:ao (‘ e
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® ATV MDAV R—2> NEEEE

S—2ICEBREBEULEIL—L Y bOBIFA T 1 b2 Hierarchy E2—ETOUYOT B &
Inspector E1—(CEDATZ 10 hOKRENTRESNET .

Transform > 7/R—3> D Position TATZ 10 hDAIEZFAELE I, Transform D
Position = [X: -5,Y:0,Z: 0] (CUXET,

= Hierarchy | 2 i | #Scene omGame @ AssetStore i | @ Inspector | =
4+~ (oAl Shaded
v € GameMain*

£ = co o

@ ¥ Image_1_1 Static =
- Tag Untagged v Layer Default =

? Image_1_1

v ). Transform 9 i i

I Position X -5 Y 0 Z0
Rotation X 0 YO Z0
Scale X1 Y1 1

v [g] v Sprite Renderer 9 3
Sprite [slimage_1_1 o]
Color »
Flip X Y
Draw Mode Simple

Mask Interaction None
Sprite Sort Point Center

Dla a4

Hierarchy Ea1—LETIL—L v bDEIS%EE
IRUT, {iii& (Position) ZHAEI I L.

@ RAOVT b ORI ET OIS =D
Project E1—®D [+ IRF>ZOUWITREZEAT ST U MOVERRAZ 21 —HFRRE
nxd,

Project | E Console

q

¥ Favorites | Assets
O, All Material:
O, All Models N @
O, All Prefabs e z'_
O, All Conflicte Q

v @ Assets Scenes Image_1_1
Im Scenes

» Bm Packages
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AZ1—(C&D [C# Script] Z0UvwOULET,

Folder

| c#script |
Shader >
;:;:l?les : AOUT bk (Scrlpt)
Assembly Definition &jl:lafb(iﬁ U (‘:.

Assembly Definition Reference %i'C Eb\'C‘?o
TextMeshPro »

Scene
Prefab Variant

Audio Mixer

Material

Lens Flare

Project £ 1 —MI(C [NewBehaviourScript] &E5 C#RXOUT K (TOJSL) TS

FUR,
(GER) BHDZEEE— RORETROEEICESHFET .
B Project | E Console
+~ 2 EXKAED
¥  Favorites Assets
O, All Material:
O, All Models
©, All Prefabs - 3 % &
©, All Conflicte .J HIJODEE% ha)’l*%_c
v (@ Assets Scenes Image_1_1 Image 1.2
s Scenes Ly
» Bm Packages A@"F%(Lﬁaig—o

I

e Assets

S{ERENIZR ) hd&ai%E [RouletteController] (CZEELZFET,

M Project | E Consale

+ - aQ | =t | ¢ | W ‘
wF i - “

g e Project E1—T

. Al Mool C#RIUT Mt

©, All Prefabs e

O, All Conflicte U, ZeiZEE
v [@ Assets Scenes Image_1_1 Image_1 2 |—' gﬁbig-"

m Scenes

> m Packages

# Assets/RouletteController.cs
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CDCHADOIT &S T)L2Uw LT Visual Studio #3715 EIFET,

s Project | & Console
+- aQ ECEE]
¥  Favorites Assets

©, All Material:

O, All Models n p

O, All Prefabs 1 c

©, All Conflicte
v @ Assets Scenes Image_1_1 Image_1_2 J| RouletteC...

I Scenes
» Bm Packages

# Assets/RouletteController.cs —A

#2&) L /= Visual Studio (C [RouletteController] h"&RRrE=NFE L=,

18 s

rovereconsateres = I
L_?_'_Assemhly—CSharp ~ | #z RouletteController

1 —lsing System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

a

5 —Ipublic class RouletteController : MonoBehaviour

6 {

7 // Start is called before the first frame update

8 - void Start()

9 {

1@

11 3

12

13 // Update is called once per frame

14 - void Update()

15 {

16

17 3

18 }

19

[Visual Studio hieEl LRV ES]

T

[Visual Studio hiieE) LR\ \ES]

ZHEEE Visual Studio M1 > X b—)LEITLVRLAN
TRWARMNAEZEZASNFT T . 1A =)L TRWNGEEA> A M=ILZ LT

Unity T« & (CEFREN

Ffz. Unity T o« AANDEFR(E. Unity T7« FDAZ1— Edit >
Preferences T Preferences X2'J—>%fis. External Tools @ [External

Script Editor] (CT- > X b—)LiEHD Visual Studio Z3&IRL TF 0N,

£ Preferences |

i AX

(o

General
» 2D
» Analysis
Cache Server (global)

External Tools

Scene View
Timeline

External Tools

External Script Editor

Generate .csproj files for:
Embedded packages
Local packages

Rani nackanac

I Visual Studio Community 2019 ~

[ETEL RS [ 36 e v A=t 51

S
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LUTORICROVT hDOHRBZEIEUET, (MDD ZIEIELUET, )
GER) U5 R4 TRouletteController] T&< [NewBehaviourScript] [Ci2D>TWBIB&IE. €CH

EBIEUTTZEL,
95 A%&M [RouletteController] T
1 Eusing System.Collections; 72< [NewBehaviourScript] (7
2 sing System.Collections.Generic;
3 using UnityEngine; D TCTVWBRIBEEEEZHBIEIE.
a
5 “lpublic class RouletteController”: MonoBehaviour
6|4
7 public int roulette MNo; FPILIT 7 ARNY ROKZFEEIINLF
8 private float rotaionfAngle = @;
9 ZUOhDHERLL S,
16 - void Update()
11 {
12 - if (roulette No == 1 &% Input.GetKey(KeyCode.Space))
13 {
14 transform.Rotate(@, @, Random.Range(-188, 188));
15 rotaionfAngle = 20;
16 }
17
18 transform.Rotate(8, @, rotaionfngle); PEICIEREIC
19
20 rotaionfngle = rotaionAngle * 8.999f; [f] Z243FE9
21
22 if (rotaionfngle < 0.81f) rotaionfngle = B8;
23 }
24 ¥

ZUTHERIC REFRY>] 20Uy DIULFET.

File Edit View
@-o -2

Project  Build
F |9 -
RouletteController.cs* + X

-?'_Assembly—CSharp

CEDICHRFLTBS,

7’0295 LOPEDHALE
THUST B,

(28] [DOJSAICEZMEXNSZIES]

(OS5 AICEZEEADNHBIES]

Visual Studio TEDKDIRFRVVE | 15 rotationAngle = 20;
16 }
BINHEBEEZSICIS IS | 17
. 18 ‘l:/:tnrlﬂgf_f.’f\g\m.Rota‘te(E!, 8, rotation/
NFEI, KKFTHFAMERERNT |19
_ 20 rotationAngle = rotationAngle *
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(&%E]

(T'09'5 Lds¥iHFH8]

Vs

(093 LAD#lEREA]

m.Collections;

]
m

Elusin

| using UnityEngine;

oo oo

Cor

tem.Collections.Generic;

L

SASFIIETEEFELPLEETEE TR EFLL L EE AR TET TP F R ETEE R i i iy
/! U=y b@IZ bO-JLICERTS93A)

11—y FEF—R—- FMUEECSOETES S 5. ShstalE
AEEESTERE PR TS LT TRt i i i iiiiddididddiiiiddiniiesd
Elpublic class RouletteController : MonoBehaviour

1
= FEEREEIEE T TR i irs
/7 (EHEOFEE]
FEEEEEPPEI T TR ETT LR ET S

/7 [unity Editor'SEET HPublicEH] _ _
public int roulette No; // EESMIL—Lw MiERTES (BN 1. &1 2)

/1 (207005 LATERT SrrivateZEH]
private float rotatienAngle = 8; // JL—L-v FIEEGTEEE (BEGAE—F)

FEELEETARRIIT TR iiTiidddiiiiiiis
/1 [BEOEE]
FEELELEPPRIISTTTREATIIE S iiiiiey

[1]

11 [BIL—AIC 1 EE<ER]
J7 (UnitydEEEERED

wvoid Update()

{

[1]
[1]

1 IL—Ly hMESHI TooT OIS ALEER TSN TV BESICDOWVT.
/] AR—AF—HEENT8S
= if (roulette No == 1 &% Input.GetKey(KeyCode.Space))
1
[/ -18eEN' 518 EOBORE TS LY ARAREIL—EEET 3
transform.Rotate(@, @, Random.Range(-18@, 130));
/f BEAE— FrotaionangledEAET 22E(CT 2
rotationAngle = 28;

}

/1 COTOTS AN EEMFSNTVRIL—L v b
/i EEAE —FrotaionanglemAEZ ITEETS
transform.Rotate(@, @, rotationAngle);

rotaticnéngle = rotationAngle * @.999F;

/7 EEAE— Frotaionangle i —FEEFBC - ES

/i IEE2 I EEZ TEEAE — Frotaionangle®HOICT 3

/1 (RO ERIRVAE - FEFREICEET SO S)
if (rotationAngle < 8.01f) rotationAngle = @;

// BEAE— FrotaionangleAE [C1FBQ/NMENITREAE - FERESES

U W,

O3 LDEEEBETETRSTEHESTEDTIREV, BHOSFLERO>TNERNWTI K. )

(CCTEOE C#T OIS LADOBREBAIRDETHUSHEHUET . )
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AOVUT NE&AT ST MBEER T

Hierarchy E1—ETIL—L v bOEEAT T b [Image_1_11 Z&RLU T,
Inspector E21—(CZDATZ 10 hDIFHRERRSETET,

Project Ea1—h'55ERk LTz [RouletteController] X7~ k% Inspector Ea1— E(C
RSy JROVIULET.

= Hierarchy | BN % scone  [SEITEIRASESEE W o ] £

;o CI—. IE I IR TIPS
v € GameMain* H
T

v image_1_1 Static v

v Tag Untagged v Layer Default ~

o [t

v ). Transform e i
Positon X -5 YO o
W @ Rotation X 0 Y 0 Zo
Scale X1 ol 1 2 1
v [g] v Sprite Renderer e
Sprite slimage_1_1 ©
@ - Color ¥
Flip X1 Y
Draw Mode Simple v
Mask Interaction None v
Sprite Sort Point Center v
Material Q Sprites-Default ©
Ba Project | E Console 2 i | v Additional Settings
+ - Q | | @ | & \ 18 Sorting Layer Default -
v  Favorites Assets : : : : ] Orderin Layer 0
O, All Material:
©, All Models Sprites-Default (Material) o :
&::: 2?:2::;6 . # > Shader Sprites/Default -
s Scenes Add Component

» Bm Packages

A UT RMAT Public 28z @ERAL TAT T b [Roulette_Nol %Z Unity T« 4~
ENSERETEBLSICLTHNET, Inspector
Ea1—m»5 [Roulette NoJ (C T1] EABDULE

9,
(RUUZ7 RAT Roulette_No (. JL—Lw MHYER (1)
EEH (2) ZEBITREHICEBLTVWED, )

Sprite Sort Point Center - B <ax
Material Q Sprites- Defaul @ “ s

ATSTONMIROVT
NMeBEEMIT I ElCK
DT RVVUT MHRT
TEBELSCRBALE,

& i | ¥ Additional Settings L =
LN
<
* @ & #i8 Sorting Layer Default - (d J

Order in Layer 1]

_| ¥ # + Roulette Controller (Scr @ 3 4 S

? o # ‘ -~
Roulette_No b ] ! .

i \

Image_1_2 RouletteC... ) . -
Sprites-Default (Material) @
Shader Sprites/Default

>

Add Component
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© F—LRiTZUTTA
S— hAETRI>ZIUYILTTANELTHEL & 5.

File Edit Assets GameObject Component Window Help

 Scene

Israces < ¢l ¢ <%

“= Hierarchy

4+~ oAl

- A

AOUT NS
HBIGEE>T—LRIT
RY>=2OUYILT
BERITTERNK. &
ICIS—ZEZS,

B3/

F—IR— R EDAR—RF -2 LEENIEFED . P UITDEEERE— RANEL XD &RE
(CFEEDHELEZ. TOTSLBODDEETT,

v,
<
&

@&

Z

N
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Unity 2> TH—LERICTF VL >

1.3.4. DAT ST I bADIESE

MDATZ T MCHERIOETIT O IEAT ST MEAIOEEZITO TLEFE L LD,

(MDAT = 1D MADIES]
© AIDU»ATAIL—L Y bDEE

EE LO&ESAT
ST MMCHUT.

BIDETITOIEER
ZPo>TW &K,

FIEEAAIICESEDS 1 DDLU AITAIL—L Y b
DEHR [Image_1_1] Z. FEFEEEBUKLDIC
Project Ea1—m'5 Hierarchy E1—(CRSYJ & ROVIUEY,

(Hierarchy E31—LETERRAIUAT ST hB 30T, BEMIC Tmage_1_1
(1)1 &EESARICIRADET, )

T UT. TOEGROAMEZFHEET 37z, Inspector £ 1 —_ED Transform I R—R>
N Position Z [X: 5,Y: 0, Z: 0] (CUETY,

= Hierarchy | 2 ¢ | Scene omGame @ Asset Store @ Inspector |

g i

Shaded

+ = (o All

v < GameMain*

@

T Tag Untagged =

v Image_1_1 (1)

Static ~

Layer Default «

) Main Camera
==u e

| v ).  Transform @ 3 i
| Posion x5 Y 0 zo |
Rotation X 0 X0 Z| 0
Scale X1 ot 1 Z1
v [#] ~ Sprite Renderer @ = i
Sprite FlImage_1_1 (0]
Color P
Flip X Y
i‘e &t & | S\e a; Draw Mode Simple v
| Mask Interaction None -
Sprite Sort Point Center -
@ ﬁ Material @ Sprites-Default ©
T Additional Settings
Sorting Layer Default -
Order in Layer 0

Sprites-Default (Material)

B Project RN Shader  Sprites/Default v
+- s
¥  Favorites Assets
O, All Materia Add Component
O, All Models
O, All Prefabs
C, All Conflict
¥ @ Assets Scenes Image_1_1 Image_1_2 RouletteC...
Bm Scenes
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RICCODBIEAT O NEDAOUT ~ (O3 L) HIERULET,
COUPAFTAIL—LY FOBIZEERMEEMEEFEERUEBEELET. TIDT. CZTIREFEER UL
[RouletteController] ZVUEIEL T, ERIICEERICEEXDLSICLUET .

[RouletteController] XU ~ =S T )oY

. _ N X FIFEERUERIV

w2 LT Visual Studio 235 EIFE T, 7 MC—ERENT B
B Project | B Console IrEk.
+ - a
v  Favorites Assets

O, All Materia

O, All Madel -

. Al Prg.f:bss - E @, #

Q, All Conflict I & |
v @ Assets Scenes Image_1_1 Image_1_2

I Scenes

» @@ Packages

ZUTCSEFEUATORICAIVUT bOFEZEELEY. (FEOEDZEMLET. )

1 lusing System.Collections;

2 sing System.Collections.Generic;

3 using UnityEngine;

a

5 —lpublic class RouletteController : MonoBehaviour

6 |t

7 public int roulette Noj;

8 private float rotationAngle = @;

9

18 - void Update()

11 {

12 - if (roulette_No == 1 &% Tnput.GetKey(KeyCode.Space))
13 {

14 transform.Rotate(®, 0, Random.Range(-188, 188));
15 rotationfAngle = 28;

16 }

17

18 - if (roulette_No == 2 & Input.GetKey(KeyCode.RightArrow))
19 {

20 transform.Rotate(@, 8, Random.Range(-180, 180)});
21 rotationAngle = 28;

22 }

23

24 transform.Rotate(®, @, rotationfngle);

25

26 rotationAngle = rotationAngle * @.999T;

27

28 if (rotationAngle < ©.01f) rotationAngle = 8;

29 }

30 }
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(28] (O'09'5 ADH5HR]

a N
(025 ADEEE)

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

| using UnityEngine;

=public class RouletteController : MonoBehaviour

{
public int roulette No;
private float rotationAngle = ©;

void Update()

1
= if (roulette No == 1 && TInput.GetKey(KeyCode.Space))

{

transform.Rotate(®, @, Random.Range(-188, 180));
rotationfngle = 28;

¥

/] =Ly FESN 2 TTOIOI S AEBEMITSNTVSERICDWVT,
/I BFEEF-—IHE=nEEs

if (roulette_No == 2 && Tnput.GetKey(KeyCode.RightArrow))

{

/1 -180EN5180EDEDBE TS >4 ArAEIC—ELET 5
transform.Rotate(®, @, Random.Range(-188, 180));

// EE A E — FrotaionAngle#EREE 20EICT S
rotationAngle = 28;

¥

transform.Rotate(®, @, rotationAngle);
rotationAngle = rotationfAngle * ©.999f;

if (rotationAngle < ©8.81f) rotationAngle = @;
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ZUT. {BIEUJ= TRouletteController] XU RaEHAIDO L » AlTAIL—L W NNCEE

HFET,

Hierarchy E1—_ET lImage_1_1 (1)] Z&#RULEFYI, €LT. Project E1—H5

[RouletteController] XU k% Inspector E1— FICRSwI & ROVIUEY,

= Hierarchy | 3 i | # Scene  @wGame @ Asset Store @ Inspector | a i
4+ (Al Shaded i
v Image_1_1 (1 Static v
v < GameMain* 8' ge_1.1(1}
{1 Main Camera Tag Untagged = Layer Default ~
folmace
@ Image_1.1 (1) v ). Transform o
————
Position X 5 Y 0 & 0
Rotation X O Y 0 £0
Scale X1 Y1 Z1
v [#] v Sprite Renderer @ 3 i
Sprite [lImage_1_1 [O]
Color v
= ~ - Flip X Y
() & | = NS Draw Mode Simple -
| Mask Interaction None v
Sprite Sort Point Center -
ﬁ ﬁ Material @ Sprites-Default ©
¥ Additional Settings
Serting Layer Default -
Order in Layer 0
¥ #| ¥ Roulette Controller (Scrip @ 3 i
M Project | E Console . 3 Script RouletteControlli €
i S |°‘ ‘ e * |‘1'318 Roulette_No 2
v  Favorites | Assets
= Ak e Sprites-Default (Material) LI
©, All Models .
C, All Prefabs Shader Sprites/Default v
v @ Assets Scenes Image_1_1 Image_1_2 RouletteC... Add Component
I Scenes
» Im Packages

Inspector Ea1—/m5 [Roulette_Nol (C 2] EABDUET,
(RO UT MAT Roulette_No (FIL—Lw MHER (1) &EH (2) ZRATIESHICERALTVWET, )

uragerinLayer

1%

¥ # v Roulette Controller (Scrip @ =

3 3
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| & | LRl ‘ 18 Roulette_No 2
Sprites-Default (Material) 0 :
# ° # > Shader Sprites/Default -
Image_1_2  RouletteC... Add Component
CCDERIIFIDETHE

BRUEERDU®ATA
I—LvY FOEELRU
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G—LFITMRI2 20UV IUTTARELTHEILEL D,

hﬁle Edit Assets GameObject Component Window Help i

W] % | (9] | %] E & %ICenterl@Global 3 III [ »

= Hierarchy | a i Scene  emGame (@ Asset Store

4+ [l Shaded w20 || @ [0 & |~ 9’#
i N RAAim¥ .

Game Ea1—(CETE=NTUVBRT—LAhRRESNFE L,

S ¥ Y 2

=0 Q= 1) Q=

% A % B

F—R— R EDAR=XF—TERADU»ATAIL—L Yy b BREIF—THERADLEr A
(FAIL—Lw M EBRUIaDFE LTz, E55E2 LT DEERR E— RANEL D REIC(FLE
FDFUR, SEETOTSLBDDEET U,

EEDUPATAIV—
Ly MERUROUT
NEfE>TVWET,
UhU. BERECIE
FIAENESHAD
dhIx?

B “E
T
i :\b—.
%‘i 7/
f 1|
{ £
| & .
! >
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@ FILAIEDF DEE

= Hierarchy | 2 i | #Scene | owGame @ Asset Store
4> (oAl

v € GameMain*

| RICBUNTEERT 2 AOHEBZEL LS, B
D & Image_1_2| % Project Ea2—H'5

) Image_1_1 (1)
0 Image_1_2

) Image_1_2 (1) Hierarchy t:’_—(: 2 @ |\5“J0& l\D“JjL/gE
ER

(Hierarchy Ea1—L(C(E Nmage_1_2]1 &
lMmage_1_2 (1)1 BHENFT, )

s Project | E Console
+~ a
v  Favorites Assets

O, All Materia
O, All Models
O, All Prefabs
<, All Conflict

gk 2 XEZHS
2 E#EDIRY &K,

v (@ Assets Scenes
s Scenes

RouletteC...

Image_1_1 | Image_1_2

ZTUT. NS0EGOAIEZ TNENHELUEI, £ Hierarchy E1—ET
[Image_1_2] Z&RULFET,

Inspector £ 31— _£®d Transform > 7R—=> ~®D Position Z X: -1, Y: 0, Z: 0 (C.
Rotation Z [X: 0,Y: 0, Z: -90] (C. ScaleZz [X:1,Y:2,Z:1] (CUFET,

F7fz. Sprite Renderer 1> 7/R—>> b Order in Layer Z= 1] (CUZET,

= Hierarchy | 2 i | # Scene |@&mGame iAssetStom i | @ Inspector | a |
+ v (oAl Shaded X
| 1.2 Static v
v € GameMain* ; ®. mage_1_
;) Main Camera Tag Untagged ~ Layer Default ~
Image_1_1
= . ¥ /. Transform @ 3 i
Position X -1 Yo & 0
Rotation X 0 Y 0 Z -90
Scale X1 il 2 Z1
g @ g @ v [#] v Sprite Renderer 9@ 3
Sprite [#limage_1_2 @
Color .
N N
=V Q= —ehe— S Q< I X ¥
Draw Mode Simple -
Mask Interaction None -
Sprite Sort Point Center -
Material @ Sprites-Default @
¥ Additional Settings
i Default hd
EE——
I Orderin Layer 1
B Project | E Console a i
+~ 2 |8 | # | x|#18 Sprites-Default (Material) 0

¥  Favorites Assets
O, All Materia

Shader Sprites/Default -
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RICHEBIDEGRZREUE I, Hierarchy E1—LET [Image_1_2 (1)1 Z&RUET,

Inspector £ 1 —_£®d Transform > 7/R—=> ~® Position Z X: 1,Y: 0, Z: 0] (C.
Rotation Z [X: 0,Y: 0, Z: 90] (C. ScaleZz [X:1,Y:2,Z:1] (CUZET,
F/z. Sprite Renderer 1> 7/R—-K> b Order in Layer Z= 1] (CUET,

= Hierarchy | 3 i 1 Scene wmGame @ AssetStore i | @ Inspector | =i
- A |
+ v (oAl : Shaded v (2| @ W & |v B0 v % M~ @ B inags.1.21) Static «
v € GameMain L
f7) Main Camera Tag Untagged ~ Layer Default =
Image_1_1
%mage 1.1(1) ¥ o5 Transform @ i i
Position X1 YO0 Z0
- Bimsge1-241) Rotation X 0 ¥ 0 Z 90
Scale X1 Y 2 Z1
g @ g @ v [#] v Sprite Renderer e :
Sprite [limage_1_2 @
Color s
-\ o)
=\ Q< —a— S0 Q< T X ¥
Draw Mode Simple > |
@ @ Mask Interaction  None v
Sprite Sort Point Center > |
Material @ Sprites-Default ©
¥ Additional Settings
i Default hd
A———
Orderin Layer 1
B Project | E Console 3 i
+~ a | Y ‘ € K ‘ #18 Sprites-Default (Material) e :
¥  Favorites Assets > Shader Sprites/Default -
O, All Materia
O_All Madale [ —

[&%] [Sprite Render @ Order in Layer]

2
[Sprite Render @ Order in Layer]
SEIFCHELIZU D ATAIL—Ly hTligsg |78 7 SpriteRenderer I
Sprite [limage_1_2 (O]
EUFRBATURZ. CNIFESZEH(CERR Color s
Flip X Y
IBIEHZRIHBFTI . BFNKRERHN Draw Mode simple v
s — Mask Interaction None v
H'JE(:EfTénia_o )l/_ I/\y l\(:(g?ﬂzﬁﬂ'ﬂﬁ Sprite Sort Point Center = .
o e — i rites-Default ®
(0] BASTVEDT, HELCEREEDEH || patonaisettngs
C 1] ZADUEDITTY, Sorting Layer Default -
Orderin Layer 1
S J
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Unity 2> TH—LERICTF VL >

Tl —LFTRIZTIvIULTTARZELTHELL D,
File Edit Assets GameObject Component Window Help p—

»
Elole e - =

|| shaded

%= Hierarchy
4+~ [a Al
Game E1—(CEITENTVDT — AR RENF LI
Preview Packages in Use v

Y @ X 15
1) Q< — — SV (S
g ® |

F—R— R EDAR=XF—TERADU»ATAIL—L Y b BREIF—THERAIDUr A
(FAIL—Lw SOEER UIROTREICFIEFDFLZ, NTU» ATAINNLDTHTT .

U AFAINRILD
F—LDTMIEK.
RELERRCEAT
H&ESo
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(28] (O'09'5 ADHHlERA]

(o’'O005 LAD:F#MEHE] (RouletteController)

=using system.Collecticons;
using system.Collections.Generic;
using UnityeEngine;

EFSEEEEE S EFES S F T E TR E T E R i i i f e rid i idd i i i ffiiifeiy
HUL—Lew D3O FO-JLIZERT SIS 3]
f—Lew FEFR—A—- FECShETESE T T, SiE=E30E
SIS TERTEFEEE S EiF i F i r i fiidiifid s i e ifdiidiidiisffiifiiiy
=public class RouletteController @ MonocBehaviour
{
E FEFERESSRTES S EE RS ER RS R feiies
{ [ EHOEE]
FEAEESEEEEFRREET iR iiiiiied

{/ [unity EditeriMSHET SrPublicEH)
public int roulette_me; // £E5DIL—L-v bHETRTES (EHf1. G 2)

{1 [coF OIS AATERT SPrivateZE])
private float rotationangle = e; // JL—L-v FTEETSEE (EEZE-F)

FILERSTEESTEELTELS TS LT FEETTETTEL S
{1 [BEEOERE]
FERETEESTEERTRE LT LT FRE T

{1 87— A2 1 ESh < BEE)
{4 (unityEEEEESED
void Update()
i
{L—Lew FEESH L Toao70IS AEBEER T ENTLSERICDNT.
{/ ARA—AFE—THENEES
if {roulette_No == 1 && Input.Getkey(KeyCode.Space))}
i
{ -1zeENS1eE0EORETS Y LRBEIC—EEETS
transform.Rotate(d, &, Random.Range{-188, 188));
// EEEZE — FrotaionangleddlBREF 20ECT 3
rotationangle = 28;

{1 I—Lw FESH 2 TeodOdsALEER SN THWSERICDOWVT.
C BEREEF-—TEEINEES
{roulette_No == 2 && Input.GetkKey(KeyCode.Rightarrow))

{/ 1zeErS1eEnBORETS Y LGEEC—ERET S
transform.Rotate{e, @, Random.Range{-18@, 188));
// EEZYF — FrotaionangleddlBRiEE20ECT S
rotationangle = 28;

i

{) CoFOY5 ARBEER TSN TWSIL—Ly E
f} BEZE — FrotaicnangleBEZITRE TS
transform.Rotate(e, &, rotationangle};

{/ BEZE — FrotaionanglemBE L1 FR0 MENMNTEEZE - FEEEEES
rotationangle = rotationangle * 2.939f;

{/ BEZF — Frotaicnanglelf —EEFSICR - ES

O EFEoEEER TEEAE — Frotaionangle® F0OICT S

{1 (ChfnERIHVAE — FEFRECEEL#DSEL)
if {rotationangle < @.981f) rotaticnangle = @;
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[#RER=E]

® UPATFAL—-LY MREEZETOREZED LR UTHELS.

(E> K]
G AlTAIL—L Y bDEIDEETDEFE FEEER E— R CHEZRITEI, TUT, E
AL — RICHEZSX ZDFEERA E— ROYHAE SRROEIS T,

@ EERAE— ROMHME 20 ECR>TVWEITH, #IHEZ EAEALETTNCEES
BRBIMEXTHELS,

(E> K]
COEEAE—R(EGE 1 TL—ATEGHNEE I DAEDZETY, BEAE— RzZHS
TWEREBREAEARS RO TVEFET. LML, BEERE—RH 180 EZiEX
BERFEBEFESRDBTULLDN, ZELUT, 360 EZBRADELEDSIEDTULL DN,

® RAULROIVUT REESTVWBEEDUPATAIL—LY M. BRERRICESAETILE
EINMEBEXTHES,

(E> K]
F—MRESNTHHHEN ZY bESNBHZDZFLITARTHEL DS, REEEDU A
[FAIL—L v RDOBENZEND D TLDDH,

2T hDM
BEAGRENSE
ATHES.
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[[EE]

®

78 |Page

U ATAIL—LY MREEZFETOREZED LR UTHELS,

E> MNMIBH o ZEERR E— ROYHME SIRRDEIGHEEZ THEL L D,
[E#: R E— R rotationAngle O#EAME(L 1201 TULED T, EZZNEIDAZTULET,

rotationAngle = 28;

Fz. BERDEIG(E [0.999] 12DT. fEZEZENLD N LFET,

rotationangle = rotationangle * @.999f;

ElEER E— ROWHHMEL 20 EICRO>TOWEIH, MHEZEAEALIFTVIK EES
BRBIMEXTHELS,

EEAE—RFE 1 TL—ATEENEE T ZAEDZETY, BEAE—-REHIFTOW ERZEREAL
ARLSIEDET,
ElEE A E— ROYIME 20 EfZ& 1 TL—AT 20 EREEIDICEERUET, HMFANAARSIRDBIEZED 1D
L—ATEZHEENKEIRDEENMERLRDLSCRRFET. UL, PIRIE1TL—AT270E

(180 B L) BFEtEID(CEERT D&, RIEBE#EAMIC 90 EEERURKDICRADTLEL D,
Fiz. 1 JL—LDEEGREN 360 EZIEBX/z 450 EEEE TS5 E. 450-360=90 EZIFEEILZLDICR
ABTLL D,

BURIVUT hEESOTVWBIEAD UL AITAI—LY MDY BREREISGESAETIE
EINMEBEXATHELS,

Update BIEXAID roulette_No ' 1 & 2 (CXT D if XDRMICAT DL DIREENHDFT .
transform.Rotate(@, @, Random.Range(-188, 188));

Rotate EESEMFET R ZLOEREEEX T, ZDEETEDIAEZ Random.Range TIEELTWEY, &

NES 2 LRBFZIBE UERE (22 TE-180 15 180 D) D¥FES A AICEHUET,

KD T BOSAHLRBELITRERNICENENOEHRNEELT DO TEED U AlTAIL—L Y hDIEE

DAENEDDEY.
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BIECREEQRY > TS —AEE>THEVERDTOTS AZENTUD LD UIEMAE LN
FtA. —ITOTSLEZENTHTT—AGFEIWNEITE, BENAERTRVEEDAES
W ERBWET,

AEKTYT, COTFRARTEVWOTEAT —LZEDTH T, TDT — LADVED ZARAES IR
NS C#TO0S LDEARZIEICAHER U TWEET,

(E=SEIA]

ZTREFEAESICTOTISLIRATRDIDEND TR OIEEEDS KDL EDAS(CER
MBRSICHERLET,

INL<BVNEDM D TVNBDEED AR, EAEAFRITEATTSL,

FI(XEHY > —
ATEWECc#o005
LZEEBFELTVNCSS,
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1.4.1. C#2’O09S5 LDEXR

([C#T709 5 LZHLSATOERK]

BACHBLELLD. TOJSAELESDFMEETER I DI LFAATEHUWNES
NHDFET., BMUWEEOTEHEEFEARN(CEISEATERVWTY . UL, CZDEIFE
BIRFITHACEELTHEFLELD,

(C#D0'09S5 LOBXRPDERK]
Unity T« ADRTIE C#TOTSLERIUT ~ Folder
C# Script
(Script) £EEULTWELIZ, ROUT MITOTS A Shader ;
Testing 3
Ot C%it*ﬁb \QEH/UO P[ayabll-els L >

TOUSAFERNIC ENSTFICHATLNEET,
(BHSHHET SEEDIEINS &, FENEOBMICUBLBET DT, BRGNS TICHEHET
H, EHEFUHEUESZTORBOROUNEBEFDC &ICRDET. )

TOUSAFREOTILI 7ARY RTEHN., C#ITOTSAFANFEE/NIFEZR(C

RWET,
#FOEDLKPBEENT, PILIT7ZAY MOAXFENXFZEERATEVWTUES CENBDFET,
THFANZRSRTHRBULELLS. )

TOJSLATDIR RO e
void update()
/= CERBAEE L 28, {
(TDUSLRICHAEE T 11 -y FBSH 1 TCOTOIS ALBERITSNTL ZERICOVT,
_ /| AR—ZAF—THENZES
MEE%;E'?T L;Eflﬂfﬁﬂﬁ,@'éﬁﬂﬁo if (roulette_No == 1 && Input.GetkKey(KeyCode.Space))

EDERD) (& TOWHIC T//]1 LEL,
(SEQY>TNTRES>TRNTIN, [/*] & [*/] TEATEIAY MNP MITEET, )
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;_g&btj__$x h%{%ﬁﬁjé%é\ I_"J _C name = “"Ken";

name2 = name + = san”;
O
o

HAEERTOTSLANTIHMERFEA. TFAN—FEOAT RFIRLTVDED

(IMERAEB]EET T,
CH+TOYSAEN (Hyd) NETEBEETY, | e
= void Start()
YF(CALIBBEEED N e E D Z X LD KIEM [{ 3] { ey
int b = 5;

N> TILTO0SACERELSSABETEE U,
FrtdEm 1)) BOWWDOMHTEELUE, Nl

int ¢ = AddInteger(a, b);

Debug.Log(c);

BIFEMRR T DB EZTEI LN ZIETEIT DDIC }
1§ﬁﬁb§§_ - int AddInteger(int x, int y)
° {
int z = x + y;
(HLBEOLL PBEENT, FBHEOMDPEDRVEESZ &N ’
HHET, BUEBINEDRVSTT ., BHORHES&SCF , e

FAPEKKRTHRBLELLDS, )

1 DOMBEDTRRE ;] THRAFT, WBZSITLT 247(CLT. 2478(C [;1 M

TETEBLWEEA
D EBEDELLPBMENT. ;] OEETENHHDET ., BHBERESTI . TFAMZLKRTH
BUELLS. )

TOTSAFEARN(CEHERHEFHX TTETCVET . FIEHEEHREIEARNR

EWSZERUERL LS. HHXEWDEDDDTIEECEITVWEELL D,
(TTICEREBBBIAEGE O TVET . W DD OHFXERCENE L. ChSREBESHRLE

9, )

. 9. JOYSLES
ZAR—ZOBATFIREANICTOIS LIRS LT @52?®ﬂgxuﬁ
(FEREINET. TOTSLDZEHCTNLSIC ATHIS.

BRCESCENTEFT,
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[(Z#L(T]
TS LAOFTHFOXFEES> TIVE1—F—PAY— NI A M (CiERET B EN

HDEY. TDHEE, B EESBEDONLMEONET,
PFEQHFTX P Y ZEOEHAER LBVFTH, TNERALLSBEDTT,

EHEFBFOXFZUF O THLKHEDIIREDEEERFT., TOJSLADETED
HFPYFZANTHFETY,

BHESIHBE. EDXDBED
EANDHEREDONERAICEET
DRENDDFT (Bf) .

Bz L\NDDON PE=ELWND

string
D XFZANDDH. Tz, name
TDEHBDZHBESUFT (B
84) .

TJO0SLARNTOEHDES & BEANDODRAESUTOLS(CITVET,

(ZEHOEEHZ]
BE THE;

[(ZEBADHRATE]
THE = KAISME;

FIz. C#TE CTOEZEUVUTVWBWVBRBZIBETEETT . UTFICW<DONDEDZE

ITTHEET ., BHOBICNLNCEZLSETABDET,
BXB3DOHKRETITNR. LHU. KLk, K<ESDIF int, float, bool, string < 5L\WTY, TNTELZW
DITOVSARBEFTUENETD,
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(ZEHDE DIEM]

B BIDFHEA HEDED 5 B 5B

int b it -2,147,483,648 ~ 2,147,483,647

float FE N B -3.402823E+38 ~ 3.402823E+38
(BSNHTER 7 #7)

double (ERAIENEE U vl -1.79769313486232E+308 ~

1.79769313486232E+308
(B%hHTER 15~16 #71)

bool J—) 8 true (8B) X(d false (13)
char NXFE 1 XFDTFA S

string pra= ki) AZRODTFA S
(ZEHZ{EDODTHEKI]

Tl RBRCEHZFE-TOISLZRTHELL D, BHTHED A Unity TTD

C#TO0SLZERLTHELL D,

5 -lpublic class Test @1 : MonoBehaviou
{

7 = void Start ()

9 int age; o

10 string name; RHOSE

11 float height;

5 g EHABEORA
14 name = Ken';

15 height = 159.5f;

17 Debug.Log(age); ccfiﬁ‘g;&_—
18 Debug.Log(name); Ic®h
19 Debug.Log(height);

lf }

23 }
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Tl S AETRIIL . H— L EEFUTHELL S,
Console E 1 — ([CU T ORRICEEADEFE P ENRRSNE LU,

[ onsole I

RIS, EOILUCHTOTSLADEEZN D> THFELL D,

Lab 7 / Shichi Junichi

5 Elpublic class Test_©1 : MonoBehaviour

5 Rt

7 = void start ()

8

9 int age, age2; e
10 string name, name2; EHOE=
11 float height, height2; e

12 double d_height, d_height2;

13

14 age = 14;

15 age2 = age / 3;

16

17 name = "Ken";

18 name2 = name + " san";

19 EBNEDRA
20 height = 159.57;

21 height2 = height / 3;

22

23 d_height = 159.5;

24 d_height2 = d_height / 3;

25

26 Debug.Log(age2);

27 Debug.Log(name2);

28 Debug.Log(height2); EBOEE

29 Debug.Log(d_height2); Consolet 21—
31 | }

32

33 L}

CNZERITIDAIC—EENERZEDTFERLTHELL D,
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<l AP mmL, S A EEFLTHELLES. FEEOTLEN?

EHITOYS LNTES
F—HEANTHL2HD
HEES LR
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[B9&r (AVYR) &(F]
JO0SLRCETTUCHUTETIDNBEZEZENTVNDIFTIN, R8T OY
SAREVIBOE RN RS EVWEWTOTSAILRDI S ENFETEET,

TARGE, PUNSRENZRRY EORNZTOv I ELTDRIFET .
PRSEETADEFT B LESTHORNEMN< B &, THEE<] [XBEEMI3] [XEEMHHS]
MREEH3] - - - ETTKRVTHORNNAEIFIZTLLS. UDLEHEDRRNDISNTY .

TR, E¥I3% [REWB] RCEADNS] TBETEROSIMCBH] [FRICALS] EE2ELS
[CNERENDTHTOY IEES EEDIHDPTNTT. MH<BENTNDOTOYIRICEEET,

CONEIRENZERIR T UIBORNOIOYVIOZTOTSLATIFREE (XYY R) &5
WET ., BEELROIABEDRNZEKRDSDYEDT Oy I & (CERIZ T THHER
9 DHAADZETT,

ZO5FBILIELD. TOTSLZEBEVWEEAANERNSHODNETERICRDET,

Fle, TDEDOTOY IOBFAEH
BECY . B(EECUBEZAEBITONE
N'Hd5a. TOUBEZEER (XYY

R) [CFEEHTUFRME, TOUIEZTT

SR EEIENSEZ < KB < B2 ELARRAEGITIRE. SERUA
SR, BoEREZTE < BRI B v BE EGHENLL,

(B8ER (AYYE) DXUYH]

nBOFENHDEROSBZ0HI OVIE
LTFEZOTWRDTHL O S,

v

(AVw R) ZERETTEHET .

TD. B (AVYR) Z2F#ATZ2LETOTSLERDCE. EICEETER
NRFERESEZAET
(Coild MBE (AVYR) | 2 B8] ERFBRUET. )

B#gEEEEIT095
LZFODEELDE
HCRD K.
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[RIZDREFHZRTHLS]

@ Unity DIRAERIZEX
EROBEEBDHIE LT, FITESTAN Unity TTOT S LEFIRICIEDRICEI TIESN
ZC#TO0SLDHFEZRTHELL D,

5 —lpublic class Test : MonoBehaviour

// Start is called before the first frame update
8 = void Start()

9 {

11 }

// Update is called once per frame
4 = void Update()

CZICATDOLSRTOVINGBDET,
e voidStart(){

e voidUpdate (){ }}

CNSHBEETYT ., BECEEY > TIVT—ATEBETRELE, BEY>TILT—LALARNT
(FcoIJOvo (FEM{ FA) OFICWVWBNBRIBEZEZENTLEELUE,

(ZhB5o start & Update BB &HIIROETHULSHBALET . )

CNS(E Unity THBRIICERZR SN TULBEETYI ., Unity BITRES 1251 =2 JTHD
HENT. ZOIAZ>2JICCHIOYIDRCENMMIZAIBNETEINE T,

Unity OIEEERFEN & U THIIDENFE I E> T, SEBFEVEITDDMN D Start & Update

B TY. INSLUNCE ETES < DIREREN Unity [CIEARSNTVERT.
TNSRYSTNS—LICHTELY A SOV TRBICRATITFERVWTY. TO00S—LRRETERT
ERITNBARVWRNEBVET, (BERLTHAZLEEIHDERA. )
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@ BN TR T SR (518 - RDENSDIBS)

BEEBENTERICFEDRZLETEFTI . BN THEZFHRIT DHE. TDESDILTS
& TOEE UCBEABONOE UFTERBEITORR(CIEDE T,

4 N
(BEEDEESHE]

RDEDE BEEEHA (SIEWMOE 5184)

{

UBE

return ED{E;
e

[BSZRDIFV L 75 3%]
B (B5l8);

PEDERICETHRNEDHDDSVDT, BHIZRETHELL DS, BEYS>TILT—A
ATIEED THERBIEDETRBATURDT., BELAHIZE> THEL LD,

- public class Test : MonoBehaviour
1
= void Start()
{

9 int a = 2;
10 int b = 5;
11
12 int ¢ = AddInteger(a, b); 4 OB L
13
14 Debug.Log(c);
1 h
16 ~
17 = int AddInteger(int x, int y)
18 {
19 int z = x + y; HROES
20
21 return z;
22 }
23 y -

CDOPDOREMDE S EREHDOTUH LD ZRBALE T,
FIEAMODES(IUTDOEITY ., [Addinteger] EESEBBTEESINTVET, €
UTint B (B#A) D185 [x] & [yl EE55I8ZZITEDIHICIRAD>TVET,
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GX) ®THMAITIHFOHUAT 2] & 5] ZEBUTLKBDT, ZITIEX 2] & 5] Z2518MEUVTRITER
B LICRDET,

QB EUTEZEDSIER [x] & Tyl ZBUT [z] (ZRA. EDint B (BEHE) D [z]

ZRDEEVTGRUEY.
(F) CTTTIRHERR 2] OMER 7] 2OT. 7] ZRDEEVTELET,

17 int AddInteger(int x, int y)

T
18 {
19 int z = x + y;

28
21
22

return z;

TRRCOEBOFUOH UAIER THEFL LD, T [AddInteger] &= SBEEAMEEN
TWET, int® (B#HE) b lal & [b] Z3IEUTEAEBITELTWVETD,

(GX¥) Tlal & bl ZEULTWSL(E, BHTHS lal & [bl o5 2] & [5] ZEULTWET,.

11
12 int ¢ = AddInteger(a, b);
13

ZUT. [Addinteger| BAEHOHEHRZEDIEE U TRITERD. ZN%Z int B (B

&) @ Tcl [CRALTWNBDIFTY,
(F) TTTREBHPROMEELVTES 7] BEUTL3DT. 7 2EH cl ICRALET,

COTOTSLADERITHERERTHELL DS, FREDHERERD [7] iRRENFT,

BEBOEEDHS L
U UGERIREX
THIS,
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Unity 2> TS —AERICFvrL>S Lab 7 / Shichi Junichi

@ BN TR T BB (518 - RDEHLRVES)

SRTHEED TR T DERCESIRERDENSHDELZ, LML, ERIFEIEPRED
BT EBLIDITTEDDFEA R(CKD TEBIEOCRDIEDESSH. XITMTs
EEBRBREBELEUVRMGEEHDET,

ZDIBEDCIRDETS (FLLFDERICIEDFET,

( _ N
[EDEDRVEBDESHE]

void BE#E (SIHMDE 513 &)
{

b

onxe.

[(SIBDBVEBDESHE]

ROEDR RE#%E ()
{

one;

return RHI{E;

. Y J

ROBORWSEEIRDEBEOEZE<EID(C Tvoidl « &R
HFET,

ZUT. BlI8DIRVEEE. BEB&OBROIEN [( )] ORICAEENRTNERWNZIFT
a-o

ECEOFELESEHRDEEZ

I
I

CHORWMIIELT., B2 T)LT0O05 LARTHED Iz Update BN DET ., Update
B (IBIEN B DEHATUE. €LT. BDEDERZEED(CE Tvoid] EEHMN
TWVWELEER.

ESRURED. BEIICE5I8NHIDERNES. RDENSIDERMEENHDET . &OT. 2ET4
ERORBLHDIECRDET,
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1.4.2. Start B%{& Update BA%X

[Start Bd% & Update Ba# & (3]
BE(C Unity OFZEEEIE DB & U TR LE LIEH. Unity TTODT S LAZFHIRICIEBRIC
B THESND C# 005 LDOR(CH DB,

5 -lpublic class Test : MonoBehaviour

& {

7 // Start is called before the first frame update
8 - void Start()

E {

10

11 3

12

13 // Update is called once per frame
14 - void Update()

15 1

16

17 3

18 3

FE(CLAF O Start B# & Update BEODESNE T

e voidStart (){ }
e voidUpdate(){ }}

[Start B#%] (C(E. TOTSLRERITSNLR. RAIC—ERIFRITESNUEBNENN

ESC
! —EZT
=47

OIS LMEEMITENTVNS S —LAT ST O MY
S—YETHRURESIMZ2D, )

17L—-AhZE
[CRiT

[Update 821 (C(Z. TOTSLAHWERITSNE
#. 8L —LAFRTINDIUIENENINET.

O3S LDBEERTESNTVNB S —LAT ST O MY
=2 LETHRUTWSRDEIL—LA. )

(BETESNIZ Start B#& Update BB REDRVMES(E. HIRULTHEREESDEEA. )
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[JL—LAE& FPS &(3]
% Update BEDERRICH DTz [TL—A) « CNZBEWZZEMRBDERIN?
CDIL—LERT—ALLEICERREIND 1 IVDIETYT ., ESANBEATNDIS —LT7T
D&E. FREREYC I ZAEBUOKLDSIC 1 OX 1 ORDBDINS/I\SEBEARTERRS
NTVWFET., ZD 1 INDIEDFRRZE I L —ALAETFUFET,

1 BHECRRSND I L —LEIE [FPS]  (Frame Per Second) THRUFE T,

IBERE T(X 24FPS (1 #fE(C 24 L —AFOR) LS. F—ATREVWCZVLEIE
60FPS (1 #[(C 60 JL—AFKR) HNEFvST5—NN<H<EHRNT, AL—X
(CEBNWVTWVWBLDICRAFT,

~E 5 — L3 RIE 60FPS

: =% L— LRI 1/60 ¥

1/24 # ‘

KBRDT—ATF. AX— I AZPORY ND—DIREDMHEENS. F'—LDERIICKIDE
IEDIEDELIZOTEDULET.

Start B# & Update B3&%
F—BXLESRHEBRDT
BATULESS,

92| Page



Unity 2> TS —AERICFvrL>S Lab 7 / Shichi Junichi

1.4.3. HH#IN : If X

(B3 & (K]
TTTE THIET) ZBBALET. DURICTOTS AREREEBEFIXTTETL
BEEVELR. T5TY. HIEIEEARTOISLAEZE S THRELRERBEDE

RDFET,
(BN C#TOVS=Z>VSFEICREY ., tDZ<DITOVSLASEICEHTIRIEDET, )

ZDEDS (CEBRHEHSIZDOTIN., ZARCHEUWEDTEDDFEEA. BOIBFEY>
TNT0O0 S ATEHIESEAEBINENTETD,

TlE COHEIXEFMEATL& D, BEANCTOT S L LG LEDITHS T (CUIBAEAT
WEFET., ULHL. ENTESED (CEEMRTOTSLAULNETHFERA. £2<T—ALC

RDFEA.
PIRES—LTHNE, HRIEDERTDERUESF Y SIF—RBAIC. ERIERUESEICTHE
BHEOFET. BRIRRICEDT. TOVSLDHRNPIEREERZIBENGDEXT,

ENZITDOONHHIERDFT T, FIHNZES ZET. HIRMTOEETET HDUE=E
FITUED, BORL SN ERTUIEDITBTENTEET.

S0)(3EH DI DH NS, BE(C void Update()
{

%ﬁ%ﬂ)j}bjmg‘fh_C{ﬁﬁﬁ bj‘: if (roulette_No == 1 && Input.GetKey(KeyCode.Space))
{
ﬁ;uﬁﬂj%ﬂyoﬁtj\_ig—o rlfJ ﬁ;uﬁuy transform.Rotate(®, @, Random.Range(-180, 180));

rotationAngle = 28;

¥

TY,
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[ Tif]l SIEIXICDULT]
(60U (i) BREAEFFAERURES. FvSIY—REC 1 $BEHSE3. | TA
RIERICHBECRBON if SIS ERDET, BEDIF (L) EALTI.

if XDEZHICEW DL DIERENHDFE Y. FIREEER/T—NEUTFTY,

[iftXDESAH]

if (=F30)
{

¥

Qnzes-

CNE. FARCSTRUEEERAZBIZUZSEES (RADNEDES) (T { } ACEMIZ

W ERITUET.
FRE/IC RN O EHE (FREMADHE) (T { } ROBERTE T (ORICHE

HET,

([ifscpEIN—]
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ZZT. ifXATED TVBERARICEAL T, CORGRORFLEBEEFZ2HE>TEL
CENTEFY, EEEEFICEUATORZEDNHDFET,

([LERREFDiEH]
IEREEF LERHER

EAERDNEUWEEICE

= EDEEDNEULRWNSEICE

> EONEAEIDKRENEE(ICE
< EONEAEIDNSNEE(ICE
>= EONGELLU EDBE(ICE
<= EON LU TOBEICE

Tk ERCIfXZFE>TOISLZRTHELLD.

5 -lpublic class Test2 : MonoBehaviour

6 |{

7 - void Start()

; t Z8 Num OB 8 KDKZL)
9 int Mum = 15;

10 Bma. { JAONEBEET,
11 - if (Num > 8)

12 [

13 Debug. Log("if3ZPMIUIEEIT");

14 H

15

16 Debug.Log(" OIS IET");

17 1

18 }
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EITHERZRIACEFIBRZFALTHELL D,
( IDebug.Log( );l &I& ( )YWDFTF X % Console E1—[CRREEDZHDHH T, )

BEETATEELEN? T LIRSS EEBL. S— AERFLTHEL &S,
Console Ea1 —(CfERMNRRSNFELZ. FRILEED (CRDFELEN?

Q

Q

TO0 S LAROZEENum OFEREZR 7 (CTDEEDRDINEEZITHELL D,
S—AFETIBDE. Console E1—(CATOHERNMNERRSNF U,

Q
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[ Tif-elsel & lelse if]l HIHIZICDULT]

@ if-else M

RIC, If XDISAELUT, if-else HIfHINZE>THELL Do

PIZE TEU (if) BRIZDVEFIZAZIBULES, FvST5—ZEC 1 5BEFHSED.
ZOTIRINE (else) EDBELAIET D, | TARERERELRDEFT,

Tl ZDOESHZRTHFLLD,

[if-elseXXDEEA]

if (5:F30)
{

i A;
} else

{
L3 B;

h

INE. FARTRUZERAZBZ LIS
& (RNEDRE) ([Cd LB AZE
TUEY,

&R EmizRN o> EimE (FRFMAD
15E) (CE WEBZRITUXT.

[if-elseX DM I0—]

(&2T BT EESHDOUBHRITENDZ&IC
BRDEY, )
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@ else if HIEISZ
Fz. if X & else XEHBENDETE else if FIHIX EES)—>BHDET,

4 N
[else ifXTDEEA]

if (RIFNA)
{

WMIE A;
} else if (=X B)

i B;
} else

g C;
by

. J

INE. X AZBZUBE
(CIFUIE A ZRITUET,
FMHAZBICSIANOTZHET
M B @bz UITiZa (S (3L
B&ZXR{TLET.

A &4 B B an
DIEBAIC(FNE CZRITUE
ER

[else ifSCDNETIO-]

(ChERT ENHDUENRITEND
CElERDET, )

CD else if XHIPFETE
i if XITES57:ERE,
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TlE. FeEB(Celse if XEE>ETOVSLAERTHELLD,

Cd =l v LA

11
12
13
14
15
16
17
18
19
28
21
22
23

Fpublic class Test2 : MonoBehaviour

Ki
[=]

;Oid Start() ZE Num DfEht 1 KDOhIhNEWNEAE.
int Num = 1; I<TD{ YRDOUEZEIT.
if (Num < 1) |
{
Debug. Log{ "ILIEA"); Num DfEH 1 KD KEFVES.
} else if (Num > 1) ‘ =
. Y F<TFO{ INONBERTT
Debug. Log( “JLIEE");
} else l
{ RS DIESE, I<TF
Debug. Log( "fLEEc") ;
} D{ YNDUNEZEET,
Debug.Log("TOYJSAET");
h

EITRRZRIFCEIRBRZFALTCHELL D,
( IDebug.Log( );l &lF ( )YWDFTF X % Console E1—([CRREEDZHDHH T, )

EEETATEEUREN? Tl LIRSS EIL, S— AEEFLTHELL S,
Console Ea1 —([CHERMNRRSNFELURE. FALEEBDICRDFEULEL?

Q

Q

OS5 LARDOZEE Num OFEMEZ O X(E 2 (T DB EEDIRBINEEZEZI THELD.
J—IhFETIDE. Console Ea1—(CENZNUTORBENRRSINE U,

Q
Q
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7
z

- —

Lo

CZET, ESTURERM?E UL DIZTIMN?

F1BQFTOTSLEER EEDLTBAIMNBIAFED Unity DEE(CEAL TEFUFE L, ZUL
T, Unity ZRBR(CfE> THEY > TILT OIS LZER L. TDREOT>T)ILTOD
SLATERALZ C#TO0 S LAOERZZFBLE L,

CCETHETETLNIHERD Unity [CBEULKBOTETVSIELBVWET, ULHL. BBEY>ITLI OIS
AlRSF—ALELTRALSOTNBE LRUEDMEULNFEA.

RIS (EARED Unity DFBEETEHALIZIED., EAEARBNRD2TILTOTS A
ZEODTVWEFT . DPUFEZANLD. LANILVZIEP R (EBDOARIBHRT — AICERD
FIU. BUSv2UILDT —LZFBBEDEZ(CETEDTLL D,
BOEAEAZLL DY UILDT — LMERRIC S A UTHT TSN,

E2E.
Unity T 2D #RXo0-)I 70O>3>5—AL] Z2O>THES
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53 8.
Unity T 2D #Xo0-J)L
—F1 2] BEFOTHELDS

$F4E,
Unity T 2D X541 RIXXI)LG—
Ll ZEOTHES

$E55.

Unity T 2D bW ZJ’Ea— 729332 RPG] #F>THLS
%6 E.

Unity T 2D YA RE21— #9—F414JI>R] ZEFOTHELD
B7E.

Unity T N2DRIWFILA FT—=INWNF—L] ZF>THELD
SE8E.

Unity T 2D bYJE1— HEE>=alL—>3>] ZFOTHEDS

COREEED v UILDT — LZEER, HIFTZOREZ v 2 ILEHA TR,

—

FUBREDMEOTH

EWF—LSvoLE oy
ﬂitno R‘ S

1 ~
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el F— (FOos<—. H—LFHA1F—)

Lab7 & LTH—LARFEOEE. 7Y, RFEZITOTL)
3. E53A Unity ZER.

TUT. O3 Z20HBICERDBATHS D, FHtH#EG
TEBRT—ALETOVSTZIDMAEDEISER. FHEMES
D Unity TOTOT S = IHE=FERR,

l

Fz. BMiE U TAR & AL ICEALN G D, ZO5 0 >
H—EXDOEE - AEBITO TS,

> 2 HR—)UICTEE 10 2L E,

\’

(Z'o2]

http://blog.lab7.biz/

[ﬂ-\_b’\o_§] 5 . W)ﬁm/ﬂmﬂ*ﬁ

https://www.lab7sg.com/ ) ?JJ:E\%‘F:_] iy

AT 15— LIER
—LERE - 31—V - ARE
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