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Script Lifecycle Flowchart

The following diagram summarises the ordering and repetition of event functions during a script's lifetime.

Reset is called in the Editor when the script is attached or reset. Reset

l

Awake
|
OnEnable
I
Start is only ever called once for a given script. Start

<
«

——

\ 4
FixedUpdate

The physics cycle may happen more than once per frame if

i F s I
the fixed fime step is less than the actual frame update time. yield WaitForFixedUpdate |

I

Internal physics update A
o

OnTriggerXXX

OnCollisionXXX

N

\ 4
OnMouseXXX

Update

yield null
If a coroutine has yielded previously but is now due to : yield WaitForSeconds )

resume then execution takes place during this partofthe - N
- gisp s yield VAW

" yield StartCoroutine

I
Internal animation update
|

LateUpdate

OnWillRenderObject
OnPreCull
OnBecameVisible
" OnBecamelnvisible
i OnPreRender
OnRenderObject
OnPostRender
OnRenderimage

1

Editor

Initialization

Physics

Input events

Game logic

Scene rendering
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\ 4

yield WaitForEndOfFrame E n d Of fra rn e

OnApplicationPause is called after the frame where th Yy, .
pauge f:u“l)rr; baul:sizsli:: anoﬂ'ne?rfra;e :r(;:)re a«::lal; OnApplicationPause P a u S | n g

pausing
> J
o
OnDisable is called when the ipt disabled duri i 1
e fama. OnEnati wil b catod 11 cnabled 3o °“°I""° Disable/enable
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- SpriteMonster_Atlas_0 o,
SpriteMo_. SpriteMo..

g
Y.

Name SpriteM;

lonster_Atlas_0

23 SpriteMonster Atlas.psd
EELE-RTSAFEBZA
FROFEERYELT, RELEATZ e
FTRTON—VEEETS
(BB 1=1B &, FDRTS5A %
41)y4 L TDelete¥—THIBRTE3)

X B03_01_003 A7 A ~ogjHL
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YT Eg-CRELXZBE-T-HE. [Revert] RZ 24 &, WEFOT &y MEH
WICERENRY £,
B, WP TEREND Sprite XA 70 7 DOE 7037 1%, £23.1.108Y T,

# 2.3.1.1 Sprite ¥4 7 /7 DS a7 4

Name AT TA KDL, TITERLRLSTH, Yuavy=7 b7 I 0%h
b H AT ARE,

Position AT T4 FOYIH LA EXK)Y) & YA (W, H),
TiZdH b [Trim) AZ 23 L. BEBEOBHERZ RElbd 25 2
& RAHE,

Pivot AT TA NeRRTDHEEOEMERERE, T 7 4V M Center,
8 FIMFEE CTX Az, Custom Z BT HH R EICEAESZRE
TAHIENTES,

Custom Pivot Pivot T [Custom] %R L =GAITHEE CTX 2 KM SO EHIE,
> Pivot f% € & 13E WV, XY JEE TIHRE T 5,

IHODOBRTEIIER LB, A7 T4 NOHEARBINGT A LT, BERETLHL
MTEET,

ST WY LEEBEOATI4 NI ey =7 b7 7 U0 CHEBEHBEICR->TEBY .,
IVl NI UV THERTAZENTEET (K B03_01_002) ,

Q Unity - Untitled - Test - Web Player* - olEN

File Edit Assets GameObject Component Window Help

|
PYHLFRTF/+
LFSvT &FAYTT
—VITEBMTES o
'hé :: ::-’::" = T Assets
ey T awantar Adas_0
RTSAHEED . SpriteMonster_Atlas_1

BIhr=Aa<T—Y%
2)vo LT UYLz
RTSA ERTTED

':‘ SpriteMonster_Atlas_4
. SpriteMonster_Atlas_S
+. SpriteMonster_Atlas_6

AT —ERETD o ——
ETAAVEY)—K —
TEYVEZILND

B03_01_004 A7 A | [Ei{% 0k kE &

P NTEDRRE N LA D THIIE, A7 T4 k% Multiple =— K TERT 2 DIZ
MR 72D 3, O, A TBWTLZE,
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Slice H%HE & 1

Multiple €— R TR 7T A b EEKRT DA, &5 —2FREENRH Y £7,
iy ISlice)] R¥ > TH, ZORZ %ML T Automatic E— RTYH LEITH &
HBEMNT LT, BEICAT 74 h2 AT 42 (BIHL) LT ET (X B03_02_001) ,

BETUIHLEN DT,
lApply I/ R2 % IRT
Revert | Apply [0 |Qe—

<2F
b4

1L.EMIZ Slicel RE %
BLTHAA47R5 %R

2.Typehil Automatic |
Thd_EETEDR

3. &Il Slice JRAZE RS

TyaEhd SpriteMo.. SpriteMo... SpriteMo...

ﬁsiﬁteMonster' Atlas.psd .—0—

B03_02_001 Slice #HEEDE N J7

XA TaZIZERENDE T 0T 4 ODNFITFR 2.3.2.1 DEY T,

e % - D 7 a /N A oma D
FuanRT 44 B
Type I L5, TAutomatic (H#®) | & [Grid (A Xf5E) | @
2ODHEERERRD,

Minimum Size HLT 22T T4 FOR/NIA X, 5 ELERIX. Wa) »ED
INE L L TV DI D =Y TR SN ZEBRTH 1 2D/ 3—
v e L THBI TR S,

Pivot AT TA NeRRTHEEOEMERERE, T 7 4V M Center,
8 FIAFEE T Az, Custom % 3~|TH H (LB AR Z R
ETHIENTED, HEITUIHLAEAT T4 MITRTID Piv
ot BYEIZR D,

Method HEITUIH T L2, $TIRRESNTND AT T A MIHONWTOD
WLEE S %, [Delete existing] X7 TIZRESNTWVWDHAT T4 b
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by PLTEEEZD, [Smart] DAL, T TIZHRELE
AT T4 MEIEDOEERFFT D500, ERITEBOERIEELZFHEL
DO RBBIROEBZ BN THRET D, B2 T LI7GEIEFR,
[Safe] X, T TICHELIZAT I MIZTDFFHREFLTEEE
Mz T, RIEBROBEBREZBMCTHET D,

728, Type & [Grid) (2T iE, ALY A XDF ¥ 72D RPG 72 Tl 5~ v 73
—Y (v TF o) FHETHEIIATA XTS5 TExET (X B03_02_002) .

LEBHI Slice I REV%E 4.BBTYHLSNS 5,
— TApply)RE %Y

s s =
Revert | Apply i3 ‘_

WHL)
QLAO
DV
Q0

QOO

QOO
QLOV

3. KR SliceJ REL%E1RS

BLHAXTH SOz
EfR7G EE1ERK

[Assets - AT

- el = s —
S
BELERTSAMEERM e

% e O ®

spriteColo |

spriteColo..  spriteColo..  spriteColo.. spriteColo..

v
“ spriteColorkun_Atlas.ona —C—

B03_02_002 Grid #EE DT

728, Grid TiX, UIHLAZBEBNEHR AT T4 b (MHERRTRE DR 2VEIE)
WZOWTITHEIClRA SN E T,
HAZRPG DO L O~y PR—=V R EIF—LTIE, Z® [Grid] DNEFETHTLL I,

BT NI ADOY A XL ?

ST, INETHBTZ 7ANLNE, AT T4 N2V FIEZONTHALTEEL
7o TOXINTBEEROATTA N1 OOEBT 7 A VIRFSNTNWE T 7 A VDT L
ZITRIA (FTRIFATTAR—F) | EFQRET, 207 M7 AWHBIL, ¥—7 v
Ne2D 7Ty b 74— DAFYVERE (F2E3EKKOT 7Y A4 X)) FTHEKF -
HTENTEET,

ST, ZOT MTFATTN, 77y b 74— T LICAEVIZHAIAD D 1 KOG /e
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T T AYA R(ERT 7 AF ¥ —H A X:Max Texture Size) 3RE > TWET, Fl 21X,
BI/ED iPhone X Android O ECHTHERE Tl 2048x2048 £ T H V £ A, D Ll
FE72 L 1024x1024 12720 9, ZHHOEET —Z DORE S1E, GPU OF v FHARTHR

FoTEBY, ZOHA XA —"—7 % L#EE) VRAM ([CEETE £ A (X B03_02_0
02) .

A DRT—hTA42 BHDRAT—rT#>

2048x2048F T
GPUDYXT s

1024x2024%E T
GPUAYXT it

’

BAYAXERBASID
2048x2048MDH A X THEo 1= BT 4T
RTSA DTS REE

EHEIZRT

B03_03_001 7 F T A YA XDRE

FDIED, X—T v vhDOT Ty "7 —2EBRDT-H, T b T AOFKTA X &K
PDT, TIZAF v —A AR—F THRELTEL ONEHE T (X B03_02_002) .

| |
#8388 SpriteMonster_Atlas Import S % 83y SpriteMonster_Atlas Import S %%
9 [
2 Open 20 Open
Texture Type Texture Type
Sprite Mode Sprite Mode
Packing Tag Packing Tag
Pixels To Units 100 Pixels To Units 100
BTk ter mod
5
BUER AL a3 N —— et
Dette @ | & |0 % @ L7 W oetaute | @ [ & |0 | % | @[ £7 ]
|_JOverride for Android M override for Android
Max Size 1024 $ Max Size 1024 4
Format Compressed $ For/\ 32 t)
[ T'Override for ~ | 64 n
FMILVEFUIZTS 128
256

512

GR—TBFE
DHAXIZHRTE

B03_03_002 77 AF ¥ —A L AKR—Z TOY A XRE
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% ¥ TIZ, iPhone X° Android D EE RO T N T AW A4 X &K 2.3. 1.1 IZHKZH L
THTE=DOT, =L ERENITF = v 7 LTHATLIEEN,

P e Android 7 D H %

iPhone Android
iPhone~iPhone3, iPodTouch %5 3 4t Android2.0~3.0
% T 1024x1024
1024x1024

1Phone3GS,iPhone4, Android3.0~4.0
iPad,iPad 2,iPodTouch & 4 it 2048x2048
2048x2048

iPhone5,iPhone4S,iPad 2(i0S85.1),iP Android4.0~
ad 3, iPodTouch & 5 % 4096x4096
4096x4096

EFROFTIE Android ® OS X—=V a3 o ZEIZT T AV A XEE#H L TCWETH, H
SETEEPFRTUER LIZBLZDY A X TT, EEITIE Android i OS ([ZBR 72 < ff x4
72 GPU B SN TWA 7=, Android2.3 T 2048x2048 25REZ2 WVETE & ST, And
roid3.1 T 1024x1024 L2 HF 2N CE 20 S H 0 97, Z 3@ Android4.
0 LIFETH[H U T, Android4.0 72725 & o T 4096x4096 D7 k7 A0 2 5 L 1EBRY £
A, &M D Android4.0 FEFE TIE, 2048x2048 THHZ b+ H VY 25D T,

HFEZ & D GPU DAy 7 B30 720 JFiE, FredHW A b THRETHZENTE £9,

GFXBench
http://www.glbenchmark.com/

B, AT TA MEB, BXOT h T AV A XL, ML HIZ2 D& FE (2,4,8,16,3
2,64,128,256,512,1024,2048~) NEEIDTT, =L & RRTHLDDIT T T 4 v 7 F v
7T THDH GPUDEL L, AT T4 MEWRY A XN 2 ODREFETEBICERIND L9127k
STWET, Fio, BT — ¥ M L T AT VIRTET 251, B A AN 20
REFTHRWVWE, 7Ty " 73—l ko CHHBBET =4 NEHSINETA, AT7T74 b
g ERR LT E X, HBRPFANDIEAIE, O LIEAT T4 A AT b7 AW
BOYA XN 2DOREFIZR S TVDEINHER L THATLEIWN (BRI, AT T4 NH
BrEA AT ZTHRRLT INPOT) EFRF-INDHEE1L,. Not Power Of Two, O F
DN 2OREIFEILRSTHVERA) ., EO9LTHET M T ABEBOT A X% 2DREFIZTE
RV EEF, KIETH 16 DEEICL THELONEZETT (16 DIEH TRV ARWEA, GP
UL oTHEHBBIZIIR A ARHALERH ET)

DT R T AV A XAOMEIL, A~v— F 7+ U ETITRICT — 20 8EL RV E i
RO R BHAROT, FOEZ TBWTLIEEN,
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iPhone,Android @ Ji 4 [

AT T4 NEBREA VR T 255, b9 1 ORERMENRHY £,

UL, RO T £ —~ > FTT,

BIZIE, WD X 5727 T75 — a v litg% Assets 7 A+ NV FIZA ViR— T BE, X—7F
v MZLTWB 77 v 74— Windows DA XM HEESH » ¥ AN, iPhone X
Android (Z¥IW 2D L, 77T —2a ORNPEBN LRV ET, 20K REBRO
RPN L D85 % [~y AN Ry EFOET (M B03_04_001) .

Build Settings | < |

Scenes In Build

[ scene € Game |

Textured || RGB 8|| 20 | 3¢ |+

Add Current

Platform
& b piaver Qn

/¥, PC, Mac & Linux Standalone

TSvbTr—L%E | —
rios 1T Android |IZZE ENAILAEIT TSV
TH—LTIE T

Android

e BlackBerry

TIURTA— LA,
rWeb PlayerJ ‘kb [‘ Wwindows Store Apps

FPC,Mac & Linux T4 L T16BithT—
Starlc_laloneJ_U& TlE. : Build Build And Run ’G‘ﬁﬁéhéf:&k
REICRTIND. SRR Tswitch Platform )R | REZAY kS PN
EFELTYYERS RS

B03_04_ 001 J v 7+ —AIZBIFT B~y v FORE

Unity T v ARy RBRBAETLIEBITI. KT T v N7+ —LDA L AR—FTHRELTW
LEBOEE T +—~ v FHBFERKETT,

7T v 74— 508 Windows O, Unity (34 Y R—F TCT I AF XTI NI T— L
LT\ ET, LA L. iPhone *° Android Ti%, 16 By h T —L L THREINTEY .,
EHOBURIZEDLECHBL BB THEIND D, v v FBRHTLE > DT,
ELIZ, FYTDA T A NTIEEMNRREE 720 £9,

INEMRTHITIE, 3 ODOFERHY £,

120, AR —=%® [Format] 7' v/37 ¢ % Truecolor {295 Z & T9, a3
NWDT, ¥R RRTRIZVET, UL, RN LENL RENDEBRT — X1
REL 2D, A€V EEBELET (X B03_04.002) .
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[
© Inspector
i\.' SpriteSample_|

PSD_128x128_  #,

© inspector |

?« SpriteSample_PSD_128x128 &,

i

-\\Atl@l

Open Open
Texture Type Texture Type
Sprite Mode Single s Sprite Mode
Packlng Tag 1 Packing Tag :
| Pixels TouUnits 100
Overrlde for ~ | :) Pivot (Center 3]
FMIVEFUIZT R Filter Mode

200+ @A oot | @ [ & [0+ (@17 A
M override for Android [Moverride for Android
Max Size T 7Y T Y Max Size 1024 3
Format Format

Formatl%
l ITruecolor1129°% ]

B03_04_002 A v R—F 65477y b7+ —LIlHbETRELE

LRGP RE 72 @[T — # ThHNiE, Format % [Compressed] (ZF*ET 5D Z & TR TE
9, 727°L. iPhone DHFETHNIE, 7L T 7 F ¥ o RADH LHEETE & BB Atk
EEDOHLEMDERIZ ) A ANTREORZ 2035208380 £7, Android DA T
I, TV 7 7 F ¥ RO b5 WBILTEN CTE £ A (Format 7' 7 /37 ¢ OFR(E Comp
ressed T3, FEEITIFEMEINLEREA) .

FBEL-EB 7 +—~ > FOWREEIZ, 1 227 Z D Preview THRTXE£4 (X B03
_04._003) .

I
Sample_PSD_128x128 ‘J
Format% Compressed|Z
2 e e UfiRE | EMEATAELE
d d ingle
sp::ed('::g ‘el'lq sp:::k’::g ‘el'lq [s— fg_é 5 TL [i N
Pixels To Units Pixels To Units 100 rCompression Quality]
Pivot Pivot [Center b\%ﬁgig’(é
Filter Mode Filter Mode. [Bilinear
Default s ¥ £
[Moverride for Android p
Max Size (1024 3] Max Size
Format | ST T — | Format J.Compressed
Compression Quaity@j
e eo) Sl
E Normal
BRLFE-T+—T b I, e
Preview|Z&RREh b K
[EfBE{& (Compressed)
DIFE X, Preview|Z”

LO

S128_Alpha
TTERNS.0 KB

Sprites dmy
128, SR RGOE

B03_04_003 &/ L7z Format ® ¥ A 7% Preview THE2

28x128 RGBJGONPYEE

Preview

\
SpriteSamy S8 _Alp!

I[ETCR bits

Compressed” & RS,
FO®RAIEBERL
=REnd

ha
8.0 |
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2B, Z® Format 7’2/ 87 f THEMTE574+—~ v MIF 2341 D8V TY,

#* 2.8.4.1 Format v/ ¢

Compressed Efg% 17 vLH20 4bit 1T & THRBLT DIEMT — ¥

iPhone Ti% [PVRTCJ . Android T/ TETC| EFEIND
BABRRA SN D, £z, PVRTC DAL, 2 D T
EFEYA X ETC DBEIZ 2D _FTT NI 7 F v RV
RUTRITITEMR TE R, 7238, EME SV BgILR 7
720 A XBANDZERH D, JEMEATEEZ MR TlX [Compr
ession Quality] 7’2 /37 ¢ C [Fast] [Normal| [Best]
MO EGE ZBIRTE D,

16bits (FZ7 £/ 1) Hifgr 127 ELdHi=0 16bit THEHTHF—4
RGBA16(RGBA4444) 7 4 —~ v k & MEER 5
Truecolor EiffZ 17 2LHizl 32bit TRET LT —H

RGBA32(RGBAS88S88) 7 + —~ v b & FELAL 5K

H 9 1 20K EE, Unity @ 16bit 7 7 —(RGBA16) Tatth 5 7 7 A /L& L THEER T 7 A
NV EEAFE L C Unity (24 R — b4 5 5 TY,

7= 7254752 Z L2, Photshop = GIMP TH# iR — ks LT3 Unity Tz 56 /17284
Td—~v MIF2.342ZR5NTEY, 16bit # 7—(RGBA16) T, 2>, FHift &L 7L
TrF X RMIRIE LT =~y BV A,

# 2.3.4.2 Unity CH 22 ERBHB T +—~ v b

Photoshop,GIMP: Photoshop X° GIMP TR7FTEX 5~/ T L A ¥ —EXNDOHE K
PSD T x—<v b

FiE - TIVT 7 F ¥ RV E R E ATRE
Photoshop,GIMP: Photoshop X° GIMP TRFTEX 5~/ T L A ¥ —EXNDOHE B

PSDALF v 7 AHT— Th—ew
BELIGE DT — (VT s AL LTRIFTS 5,
Fi@ - TLT 7 F X FTEE TR AN

PNG-8 26 BF TOA LTI AN T—HROBER T +—~ v
b, BREOITIEEARE. T 7 7 F ¥ o RUTIBETE 20
PNG-24 RGB % 24Bit TERTEZ @B 7+ —~ v b

BRAEIEETELN, TAT77F v U RVTHETE RN
7238, Photoshop ® 77 AV A==2—05E~5 Tweb
BLOT A ZHITRTE] CRIFTE S PNG-24 (X, 77
7 F v RN LA, PNG-24 Tid/e < PNG-32 TIEAF
INDHOTHEENLE

PNG-32 RGBA % 32Bit CTRELTZX LB 7 +—~ > b
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PNG-24 127 /v 7 7 F % > /L@ 8bit BN L T3,
B« TV 7 F ¥ R EFRE I E

TGA Photoshop X GIMP TRIFCE BB 7 +—~ v b
16bit TORGFNATRERTZD . HOEMNEDT 4 U 7 LI
B EIXFDEET — X & Unity ~FF o CIrir 5, 72720,
TGA O 16bit [TFEE - TV 7 7 F v RITHIE LT
W EETE e

ZIT, VAV T4 OFEmVEHEEAET By EFEST, 7T v b 74— LD REFIZ
NN RBRHARWE D IZEMT D Z ERARETT, ZOHIEOEAIEL, BB TORG
WZRIGLZRWRY . @ AU 7 4 TOaEEZBOE LD T, v v A\ RBRBEICIHZ T
JA XL TERA, AEY =L ThUX, @HERBRE A7 74 MY —/L TOPTPiX imes
ta 71 0. Lfli72 [Texture Packer] 2 ENH VY £9°,

BBEOFIEZ., KI5 16bit # 7 —@RGBA16)E LTA 7 A ML —HITREZHINTH D
WA UR—=FTBHETT, V97— aiionTt, T4V 7] LRI DT
WA L CERRT 2 HETHI VT B ass 16bit 17—l E 5L 2L E
I, 722 L, FEYT 16bit BT —IZHHIS LT 4 PV 7 E4T D) OIFRERF ST, =0
Photoshop 121%. R T2 5 [12bits Filter] ¢ WO 7T 7 A VBN Ry bbb AU
— N T&EET,

Telegraphics: 12bits Filter
http://www.telegraphics.com.au/sw/product/12bits

[12bits Filter] i%. Photoshop @ 32bit DT T /A T, 77 A NEE T a—R
LT, ZIP 7 7 A DD dist 7 4+ /v % %, Photoshop A A h—N LT T A7
V4 (Windows7 72 5"C:¥Program Files (x86)¥Adobe¥Adobe Photoshop CS5.1¥Pl
ug-ing”7¢ &) IZa v —F571FTT,

#1%. Photoshop #iEEH LT, 7 4 #(T)] A==2—0@ [Telegraphics| 75 [12bi
ts(dither) | #3®IR L CHEITT 57211 TT, tkix. PSD 7> PNG-24 THAFT 4L Unity T
v oY R 20 £ (K B03_02_004) .
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BT LT u (@R | o EATERE (29 TER-L €5
I7AM) REE A4S0 LAT-1) URRES [SMUSSMI BNA) 300 BEV 21> EoM|
Q- @R | o0raRE gockat-L 2 T SpriteSample_PSD_128x128_NoAlpha.psd @ 600% (... X
. e 50 % N B0 L . E
) )
< =
& >,
i ",
z 2.
ry @ |
s s, :
&,
Z,
Z,
(AL E—(T14 r
ﬁ\ngeleg(ra)gjhics :;D [ 16bit;3_5 oy "{ﬁﬂaﬂf ‘L
i i ZT—vav 2
12bits(dither)%:&iRJ % ANty I

B03_04_004 12bits Filter Zffi~7=7 4 L2 U > 7L

L, TAVT VT TRELTWDTED, AT T7A Nk 2 EmBOT Y
IRRZTCLEVET, ZHENVIFEI LI LRV DO T, HBEICIERDSLHRAT T
A MEGRZ2 1L, A ABRKRELRDDOEFRETA VAR —4% O Format 7' 1737 ( % True
color iZLEL X 9,

B, T THRAN LI-MICH Unity BB ORBAIZHIG LT 2y bofEa Y — 123 H
DEFTOTHEHKRDD D FIFFANTHTIEIN,

iPhone,Android @ % @t @ [ #H

AT T4 FEBDOA R — MZOWTIL, TOMIZ A~ Z2MER AL F7,
AETT XTI ITITALA—=DENE D RN T2, JEIRBNC F O RHE & iR R 25 L=
AL ETHILET,

OPTPiX Labs Blog :
Unity T, b2t F L AR 16bIt W TF—T 7 AF ¥ 2HEBH !
http://www.webtech.co.jp/blog/game-develop/2562/

(Unity (23811 % 16bit & 7 — [ % fZii)
CEDEC 2014TTROFREY ZHEMRIC 2D = VU FEAICB T 28M L FEK]
RER
http://www.webtech.co.jp/blog/game-develop/7179/

(Unity 213 Utk x 72 2D =2 P07 7 v N7 4 — LD EE O % fEih)

KAYAC DESIGNER'S BLOG :
Unity 5134 A ! RGBA EABAOEBEL E L DITENTHE
http://design.kayac.com/topics/2014/02/unity-RGBA4444.php

(Unity (281F 5 16bit &7 7 —RE % fiF. F 7= Photoshop @77 74 > 12bits Filter:
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Telegraphics % i > T D4 k5 % figqi)

Unity Japan O BBEPEARE LA VAR —FREPABREINTWBE YA b
Unity i0S/Android (BT BT 7 AF v EEDHE
http://keijiro.github.io/posts/mobile_texture_compression/

(TNT7F v xMATETIEE | BERBIC ) A RSN DR & &2, F£7- Unity 7217
TRLPBTEDL T T 74 B AEN TS A, Unity2D T 5 i3s3 %A, )

TG a—vy=xT
[Unity3Dlios 77V A X & &I 5
http://terasur.blog.fc2.com/blog-entry-140.html

(Unity (28T Btk & 2 i)

[Unity3DI7 VB F—T 7 AF %% 16 £y KA
http://terasur.blog.fc2.com/blog-entry-204.html

(Unity (28 F Btk & 2 i)
[Unityl 7 7V 94 X2 WB O3 2
http://terasur.blog.fc2.com/blog-entry-384.html

(Unity (231F %5 PNG [E#ii Y — /L TinyPNG % i - 7= J5 1 & figii)

mieki256's diary
#4 [unityllcg_tools] RGBA4444 (cEHTEX 5V — L
http://blawat2015.no-1p.com/~mieki256/diary/201402154.html

(Unity (28T 2@ ITER E 2, GIMP B2/HO 16-bit (was ARGB4444) Dither Sc
ript &)
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2.4. Unity 2DDOb rxo¢ LT 7 =v7

H9—2, Unity2D Db x o & LT 7= 72OV TITRHRIMLEL X 9,

BN —T T K

AETHNLTEL 2D V=L 52EA HIETIR X —F vy bOT Ty 7+ —AlZhb®
THERTDHEMEY A A ZW]WBESTHHET L, L, ZORFRFETIE, A7T7 4 Ml
GBIERM NS DT, Ny MREfBICH LWGaIE, Bolc o lcRranien
ZELHVET (L, ZOXHIRRNICEDI7F VT s DR TFIE, ZEAEENYLE

W) o T=HICEoTE, AT T4 MEBRODO L Ry ha¥—5F v T Ty b7 4—L5D
TAATLADL Ry PTERLIEWGEbHY £T, ZOXSRFRmHEE €781
N=T =V b LEEVET,

Unity2D TE 7 N =T =7 M & EHT5HI12iE. Camera = >R —F > k@D Projectio
n 7137 ¢ % [Orthographic) IZERELET, £ LT, Fieoa— RF&RELET,

V—2X2.4.1.1: PixelPerfectCamera

[ExcutableInEditMode]
public class PixelPerfectCamera : MonoBehaviour {

Public float pixelsToUnits = 100;

void Update( {
camera.orthographicsSize = Screen.height / pixelsToUnits / 2;

}

]

ZOA—REBEYERDAT =2 4T V=7 MZBMTHE, 780 =77 R
FEHTEET,

kB, BRTDHAT T4 MEHRIL, 471 AR —% D PixelsToUnits 7 12 /37 ¢ 23 100
TRINFXEZ BV R=T 27 MIRLRVDOTHERLTLESWY, £/, A7 T4 Ml
B D = — & —% Spirte/Default,Sprite/Diffuse 73 & F8) TR E L7235 1%, PixelSnap @
T2yl A T HMERHY £,

Z DM, 2D IZBET S A TEEE R EiX. Unite2014 OEEET 472 L2 5EIZ L TAHAT
<TE&EW,

Unite 2014 : Unity2D ® X< & 5 [BE & fgik 7%
http://japan.unity3d.com/unite/unite2014/schedule
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2 .5. Unity PRO o # #E

%12, Unity PRO Tff 2% Unity2D OEFEICOWTIWAMLEL X 9,

HE)T7 7 A1k

INETFENTT bTREBERT DI HIEICOVWTHRPILTEELE,

Ll FEEICF—aZ2BE LT &, MELAEEER L dld, KEET
T RTAPEEBIZREL N ENS Z LR HY FHA,

% ZC, Unity PROIZIZ, 7 F 7 AZHETER L T L5 REERH Y £,

ZOT7 R 7 AOBHBEULTT N, AL T, 1 207 F 7 RITE L OTZWEED A
TIA RN, TIAF XY —A VR —E N X T EMT5700TT, MU TEDATTA
NI, ENVRERHZ 1207 F7 2@ E LTHEA S ET (X B04_01_001) ,

Sprite packing is a developer preview feature!

512x%512, RGBA 16 bit

AssetsDH(ZHDBRATSAE
BEREL T2 B%EAFIT5

| RYBLTIRSR(RTSAM—H) I
TRILNTER

B04_01_001 A7 A NEGELT N7 AE/ERT 5

Tlid, EBIZR-THAELE D,

F 9", Unity PRO @ Sprite Packer #fE%x 412 LE9, [Edit] A ==—25 [Proj
ect Settings] @ [Editor] Z#A T ZEV, A A7 Z(Z [Editor Settings| 73#&/R
D DT, Sprite Packer ®IEH @ Mode 7’7 /37 ¢ % [Enabled For Builds] 7> TAl
ways Enabled] 1% & L $£7 (X B04_01_002) ., [Enabled For Builds] Ti%. £V
REFICAT T4 FEigE Xy 7 LET, TDOH Unity =5 4 X THARZ U E2#HLTH
—AEFITLTCWDHEEIT, N7 LT P RAEBRITFEHINEE A, 0T HBH -
WAk, FEHCHRT LI LI £9, —JF . [Always Enabled) Ti, Unity =7
A4 BT —LEFEZTTHEEL, Ny LET N7 AEBBMEASNET, Sy 7L
TPMERSIL, TICADITHZENTELTLE D,
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File | Edit | Assets GameObject Component Window Help

Undo Selection Change
Redo Selection Change
cut

Copy

Paste

Duplicate

Delete

Frame Selected

Lock View to Selected
Find

Select All
Preferences...

Play

Pause

Step

Selection

Project Settings
Render Settings
Network Emulation
Graphics Emulation

Snap Settings...

Ctrl+Z
Ctri+Y
Ctri+X
Ctri+C
Ctri+v

Ctrl+D

Shift+Del

E

Shift+F

Ctri+F
Ctri+A

Ctri+pP

Ctrl+Shift+P
Ctri+Alt+P

Unity - Untitled -

Input
Tags and Layers
Audio
Time

Player

Physics

Physics 2D

Quality

Graphics

Network

Editor

Script s Order

MEdit] A=a2—M 5T Project
Settings ] DT Editor 1 %2R %

B04_01_002 Sprite Packer #H%NCd %

Version Control

WWW Security Emulation

jost URL httg

Asset Serialization
Mixed

Default Behavior Mode

Sprite Packer

Disabled
Enabled For Builds

Always Enabled

Sprite Packer®Mode/M 5
I Always Enabled 1% ®1R$ %

WiE, A7 74 FEBONRY 7 FIATT, £, v/ N7 708 nhb, Ny L
WA T4 MEBEZEEEOES, SHIFT F—%2# LN 68 IRT 5 &, —FEER, C
TRL F— %M LN LEINRT I L, HrxDORT 7 (4 NEBOBRRE A 47 T&ET, &
WTEE, £ AT XD TPacking Tagl 2% 74 % AT LT, Apply R¥ &L
¥4 (¢ B04_01_003)

Stage_Back

789 LTz VE{E % SHIFTHR—D\CTRL
F—FELANSEERIRT S

B04_01_003 A7"7 A NE{RIZHX V%10 %

Packing TaglZ
"Monster” & A A

Apply R 2%
BLTHEE
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HITB T HZENTERLL, KIL 'Window] A ==—® [Sprite Packer] %i®EA
T Sprite Packer b2 —ZB& ¥4, LT, ELiZHD TPack] REZ U EH LTy o
EFEITLET, RITnEea—cy 7 LT b7 AEEMER S ET (K B04_01_
004) .

Q sSpribasPacker
File Edit Assets GameObject Component | Window | + F H
Next Window Ctrl+Tab wennnnat Sprite packing is a developer previe
Previous Window Ctrl+Shift+Tab
Layouts > -
Scene Ctrl+1 rPaCkJ$g>§#L’T‘
Game Ctrl+2 INVIRRTR !
Inspector Ctrl+3
Hierarchy Ctrl+4
Project Ctrl+5
Animation Ctrl+6
Profiler Ctrl+7
Asset Store Ctrl+9
Version Control Ctrl+0
Animator
Sprite Editor

Sprite Packer (Developer Preview)

Lightmapping
Occlusion Culling
Navj
Con 'Window ] A=a2—M5
—— rsprlte Packerjjc‘ig#ij—é 512%512, RGBA 16 bit

TrIABMERND B Y
>

X B04_01_004 A7 7 A N@EitgxE v 7 T25

Sprite Packer v = —D#EEIZX B04_01_005 Y T,

N8 NG
GI—7 R—

512%512, RGBA 16 bit

(4§
/L

B/\yoREy
(ARBLRYS—H)

INyORAL

_
‘.

B04_01_005 Sprite Packer O IHjif]
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ET. AT TA MEBO/Ny 71X [Pack) A o TITWET,

Ry 7 ENTET R T ABBIIZ T4 [y 7 70— 1240 E7, "Monster”
LW B T EAT T B Monster” & WD F—FIT T ABRESNET,

BB AT TA NEGE Ny 7T HEGEIE. EANICH LT 7 AF vy —7 4 —~ > b (A
VARG B TCAT T A MNEi§EFRRLIZEED Format 7 a7 4 OX A7) TEEDDH
NET, 207H, [ALC Monster # 7 DB TH->TH, &) 7212 Truecolor T, %
LIS DY 16bits THALIE, "Monster(Group0)”,”Monster(Groupl)’ & W9 L o1t/ v—7
BoyTFoh, ThZALGEINET, £, TAT 7 Fr XNV OFETH 7 L—T )N
NhNET, Ny 7 ZA—71EXK B04_01_005 D Ko v 7Y A MARK U CTHRRATE X7,

I, RNy ZWEPIZT 74V N THESNTNWDIRKT b7 AY A X(2048x2048)
EExLE, BEE Iy xX—=V] THFonET, 26565 B04.01._005D K
TV RRNRE U THERTEET,

ST, ZOXHIBRy 7D [IRyFTRY — (b—)v) | TR, @FEIET 74V
k@ [Default Packer Policy) 2H I TWET, 7 F T ADHFKY A XH 2048x2048
RERBEXTGAEIE, [ HAZLRY — ZERT OLERH Y T, DAL LR &
—{% Unity =5 4 X TRET DD TIE72 <, Assets 7 /L Z D Editor 7 + VX IZAZ7 )T
FEER L THRELET, #£L<iE. TRRO URLO~ =27 L& TR IZE0,

Unity AR~ == 7 /:Sprite Packer
http://docs-jp.unity3d.com/Documentation/Manual/SpritePacker.html

7235, Sprite Packer !X Resources 7 4+ /V X OHIZ&H D Sprite 7 v MIXv 7 TExF
A, o, N7 LT b T ABERIL, "Project¥Library¥AtlassCache.” |2/ 17 ST
WET,

ST, ZOFERZRT M7 AMLOBEETT R, Ty FA T THRIES TS 2D Tool
kit 2 ECHRIHT D Z ENABETY, Unity D7 A4 B 21T, RNy r—IV L LTHATS
LA E A7 O T, Unity PRO OFERES VA 72\ ik, 2D Toolkit 72 KD 7 &~ k OF)
HEBRF SN THRWTL X9, WiC, 2t ETHEE O REKO 75— A2 B¥ S
LHF. 7Ry VA EMENDS Ry FENLTT Y hTF—% 0O r— RN
VB E 72 % DT, Unity PRO Oy 7 —U oy, HZ L ICEFRREERTHATE 207
27V Ta A ADBAEZBREFT L TH TSN,
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=27 A . EF]72 SpritePacker 7 & » b

Unity PRO O#§RE T % Sprite Packer T9 23, Unity = —H—|Z & > T H ® Sprite Packer 7 v hH 1<
DOPAFHINTHWET,

E9, HAIC Assets 7ANFOFDATTA MHEifgzE Ay 7 LIEWOTHIUE, [Ty her—0=7] SAD TS
pritePacker| 23B T CTHEF|TT, 737 L7=\> Sprite W [E{4 % 3K L T Sprite Packer ¢ Create R ¥ > % f#
FETTT T ARG EER LTI ET,

Fyh—y=zT
[Unity] 2754 v % 1 #KicE & 55 SpritePacker

http://caitsithware.com/wordpress/?p=263

HBOT7Ey bThHIEZ, 7y hA N THBHATE S 12D Toolkit] 23H Y £9,
Unity2D IZXH L2 AT T A b3y ZHFEOMIZ, 74 v FPERZEICHHIGLTWET,

Unikron SOFTWARE : 2D Toolkit

http!//www.unikronsoftware.com/2dtoolkit/

Fio, Hkale— L2V THMTE %5 [TexturePacker] L WH AT T4 bY—LybH b T,

ST NARMEIRIN D IR I AT T A bRy 7Y =T T b S AL TVET,

TexturePacker {EEDAXA U AR— 7y M7y PRI TRESNLTHDIOT, ZhEFHTHZ L& T,
Unity |Z TexturePacker CIE L7227 T4 b —h (T FTR) A R— b DI ENAHETT,
ARCT 2, MR TRE BB H Y 5,

CodeAndWeb : TexturePacker

http!//www.codeandweb.com/texturepacker

Sprite Packer #REZ 72\ iF &, Unity PRO X° 2D Toolkit 72 & DA ZEEEEDN TV D KX, ZnboT
ty FOFIHLBRF L THLERNTL X I,
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Unity & C#TH —2%21ED ET, " ORTWVERICOWTIWHRMALET,

Unity O = v L BEAL o R E

Unity OB = P 2FH L T — 252556 . F 0L bERE LRITUZ R 50720
ZENHY ET, FAUL THA TT,

Unity |3 —FDOKRE &% [Unit) &0 9 EALTHRELL TWE T, Tranform THE L
T AR A — Ly 1.0 THAUX 1.0Unit (12720 £9, £/, ®E=> Y3 1Unit % 1
m & LTHRWET, —J7, ES1E Massl.0 T 1kg T,

o THAL Z2&FEICBWCT el IaL2nWe, Bz DU EFIHLCES2L)
= LEEDZENTE RS RV ET, TOHRBIEME T, - YU ERH LR
TF—ABETIE, BRI SICBWT T=x X — ] OBEBLHTENS TT,

Flz1E, IkgDEZDOHLOEZ ImBEISEIOL, 1gDLO% Im BEISHEI121F, &
BRIV F —=DPENET, FRCBEEN S 56 TlE. WP EhE N+ E ClcshE R
NF—IZENTET, TD7=®, Rigidbody2D.AddForce THZEMZ 5H41%, R L= xL
¥F—Tb, WEOEERICL > TBH T MR LBHCERVHENTETLENET,
Bl 21X, 5T Mass1.0 & 1g £ B2 T — L& {Eo725A . 1000g Db DA E N T2OH D
TH, YTV UNTIL 1000kg DMK TH L7280, BEISEH7-DICH T T K LF—
BT TOLRSKREREEL 2D £9,

F7o, EACIDZE T, WEERTIEEITERAE T, FARYWETHLRE UEET
WFLET, ZOETFTAE—RE, % 1Unit 2 1m & LTEHELTWADOT, BFIC1
Unit % lem £ ZEX T —L%58{E->TCLE I & BEICE FHENR NS — LI TLE
WET, 20X D REAIE. # L7z GravityScale iz 2% L7- Y . Physics2D @ Gravi
ty fifi Z Unity =5 « % Physics2D O 7 0 /87 4 fHINHLAEFE LR ER D 8 A,

B, AEIZONTIE, A VAT X TRRISNTODAEIAA T —fA (KO AE
ZXy,z HEAEN 860 ETRLIZHD) TRIEINTWET, 27 U7 b, IVEE
WCEDAENS T T X7 MRBNL I 4+ — X =F 7 EORBUNARETT,

INETOFELELEOL L, £3451DKDITRD FT,

# 3.4.5.1 Unity (3B 1F 5 BfrL

EEfZ(Transform.positio 1.0 T 1Unit(1m)
n) 72, Unity O — 0BT D EERIT x,y,z il & 12
100,000 23[RA (Z OFEHAS OEIZ LIEHEIE, 207 — |
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D= LA TV MIFRRINERAL)

£ E (Transform.rotatio A AT X TERIND & XX, v—hVEETOAA

n) F—f, A7 YT NOBEITY +—4% =4 (Quaternion)
FA T —ATHRETHHEIE. TR0y,
Transform.rotation = Quaternion.Euler(45,90,0);
Transform.localEuler = new Vector3(45,90,0);
72%. Transform.Rotate(45,90,0) & 50ib4 5 2 & THEEL
TAEEZFESIICRIESED 2 ENTED

A 4 — v (Transform.scal 1.0 T 1Unit(1m)

e)

H X (Rigidbody2D.mas 1.0 T 1kg

s)

E /1N #E (Rigidbody?2 X=0,Y=-9.81

D.gravity) [Edit] #* ==— [Project Settings| 75 [Physics 2

D) ZBIRNL T, A AT Z|Z [Project2DSettings] %
For LT, [Gravity] fEZZEET 5 Z L3 A[6E

ZhiEs, ERTICEZ TEBWTLEEN,

Unity ® v — BT 5 A7 — /L ORE

[Unity QAL IZOWTHB LE LD, B#E L TEORZTENTIELWZ ERH D
9, T, [v—riZBIF3227r—1ORE] T,

F 9, Unity O — 28 5 BEERRIL x,y,z il & 112 £100,000 3 RA TS (Z O
FAADEIZ LIZBAIE, 2O —LF =2 F 7V =7 FEERENERA) . TORED,
AP ZDIRELU LD T =L Z2EVT2NGEIEX, T —2F TV =7 FOR T — /L% 1/10
IZHEINT D0y, AT =V EDTF DN EDOTRAMLA LR £,

Bz, F—LTRHHT = OZEROKE ZHAE100,000 ([ZE-TH, P T
AT 2B AIEENLATT,

Unity OBl VN3, =24 TV =7 POFEESHE, T L Com X% f
loat ! (32 B v NHURSEERE/NEUER) TR L TWET, float &, -3.4 x 10% ~+3,
4 x 10 FTOMMELME LTHEBTEES, — R, ERICHEZD2HIETT 2, /I
RLLTFOEZFSEOBTENEREI TN &, Ho bW RICFHEDORENKE L A
x4, RLICC#T, "float a = 1000000.0f + 0.1 % EFT L THTL ZEV, FEHEiT.
1000000.1 TiE72 < 1000000.0 (2720 £F, 0.1 EoniZnobHenvE Lz,

ZAUE, AN BB L2 K 912 float BBl Z Z D EEFHTFOT —HX L L TF->TW\bb
TR, REPBAFHCXAHERDORTA—F L LTHRELTWAZHTYT, £
D=, FEHHIC K X R BER L OEES, MIRIcEDORE WHIER L2 @EET 5 L. i
ICRAZENAE L E T, 2D X 9 72 float |2 X 2% B/ NS E OFEEN S, Unity O~
PrThH Y= OFEAO,0ICITVIE EREE TR R FENBLEL R DITEEENKRE
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<720 F£9, float ® 32 &'y kB RE) NIRL 2 GRRZEAFIA CTE 20200 8UT 7 Hr
TY, THLHNE+FICE 2200 LhvER AN, EBICIE, BECHTETIZ L%
W2, SHIRILOBTENPRELFARCELHMAE RV ET, DFV o —2 DT —)L NE
1%(1000.0f, 1000.0f) THIITIZEEKIZHE T Physics2D O 22 Z @) F 923,
7 —/L REEHE(10000.0f, 10000.00) THIVIZHEFEICAENTET, KEOLE, F—2 47
VI KBTI TIEZTEV, TEIVHE (274X —) BEZFTEO LET, T
JERE T TR, METHR U T, V—/L FE#(100.0f, 100.0DI2H 57 —L4 TV =
7 hTH, BE (rigidbody2D.velocity) 73(10000.0f, 10000.00)7= & 7 & U H|E N F7 L <
AHTLEY (EBCE, EEENETY I v X —03@ o TED | Mo EEN K E <
RVRY B LRZEENZIEZ R LR NE 2R TWET) B, T ORBEIE., K
DRI/ S WIGE T HEBE T,

ZORD, MU EFIA LIS — AR EL AR, BRIy —ATHROI =T
DRKEE, FX¥TIVHXOREIIREERDTELILERHY ET, BT T —FRF— 24
T, 1 2DOAT— TS HEREN 10000unitim) & 2 % L 9 2861%., FalcyEEo v
VOT AN LTEBWEENEEECT, MU U IHRE LT /NT A —Z 2K - T,
T TR LeEiEEh s LCLE D AREERH Y £3 (X C04_07_001)

= < F2 4 . PostionBRotation A EAENDECEHENDE (10,0008, EFEESMYBTY),
RITAI=C. Lostion PRotation —ERD AT - D Postiont>RotationD ED
RLEMTRESS INAELFARE LSS
(Rigidbody2D7SSleepIk KE 17 %) e SN
's LD ETHSleeplZH 5721 Rigidbody2DNZ H T 5,
F—LEEICIEZBZABIVNESZEBREDBESTE,
BRI B CERENETEL T BV BENELD

C04_07_001 A4 —/L D&

HbL, ZOXIRBENBELTSGAIX F—AF 77 hORA 7 —)L% 1/10 IZHHE/I
THREDTRPYLHERY FT,

B, AT—nNEHM N LT EIGA BRBROMBENFEE L ET O T, M /asnw=y 7
DY — L EAEL 560, W, W2/ S WEE CHEEZ E T 2 75— L 255810,
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FANCHH Vo OEREZ L T ZLaBBOLET,

RN R OR

Unity T 95 C#TIE. /AW I HE. Tfloat B (32 By b B EFREN/ N TSR |
L Tdouble B! (64 v MEMEZENIER) | ZEHT 22 N TEET,

float I13-3.4 x 10%° ~+3.4 x 10°® (HPHEK 7TH)) TOHPAZEMEE L TRHTE
%79, double TiE+1.5 x 1073 ~ £1.7 x 10°%® (HuhHi%k 15~16 1) * ToOHiH%
e LTEBRTEET, Z0#PHIL float.MinValue, float.MaxValue, double.MinValu
e, double MaxValue & L TEZESN TV ET,

Flo, CHOY —=ZAT01L W IHO/NEERBRT L5556, TOEE0.17L 7R T 5 & doubl
e & LTHbNET, float & L THRBLLIZWEHAIL, 70100 & 5 ITEEO KRB £ 7218
% fHF £9° (unsigned OE 13 uf”,”UF”) ., double DAL, 70.1m”D L H1"m”F 7=
"M%+ £9 (unsigned DA ¥ um”,”UM”)

Unity TIZAERERE 2 BT 2 72012 @I UEE T X 5 float B & {FE 9 O N —KAI T,

float IZ L A double IZ LA, FEFICKRE A (FIF/NER) BTFE2WAHDOT, L THIE
FicB 2 F3, LaL, ZoOFE/NOSANT, EICAZ7 2SR L TLE Y Mk
PE] MEEOR) 27 —0R] 3 SORMHELET,

ZUE Unity T — 22 {EL A THERET SN2V, 0o WETT,

ko R
FEVNIOIR T, 50— EIT )56, BEEFAI L LI 2 20 EE D E F”
=" 5 CTF = v 7 T H0IFfERTT, R LIC CHT, 70.3f + 0.732f == 1.032f" & \»
IFEBEREFEITL TATLIZEEIN, MREF, B2 & Z LI true TIE7Z2 < false 23K
5> T&£7, double ®HAIE. 70.1+0.2==0.3"7 false (272 ¥ £9°, Z L, float =
doble /N DKM H T DEET —H L L TR TWo b Cldke | K&z Bl
TEDLAHELDART A= L LTRFELTVNDZ LT, DI DREENTHREHTY,
V= AN R ARV T DR PAFET DD TH,
T 2T, WMESFEIRREE TR N O S i 21T O A1, C#TIE " Math.Abs((0.3f
+ 0.732f) - 1.032f) < Single.Epsilon” & ik L E7, 2 DO D =S & HuxHE T
HEL%IC, CHIERZESNTWS [float.Epsilon (0 & VW K& WK/ME, dobule @
%413 Double.Epsilon) | THHE L TRY Z2<ZE LW HEET L TWBDIFTT,
7233, float X°> double {Zi%, fi#iHLIZIEfEZR L3 T X % X 9|2 float.CompareTo < fl
oat.Equals AP HE SN TWET, F7/, Unity TH float DL TZ 5 Mathf.A
pproximately BAMPHE SN TWET,

BEOR
MR T e LTMNMOERIEZMET D LBENELDZ EEFHHLE L,
hy TEEOE] T,
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ZORIF. b o LA FIETHRAELE T B 21X.0.001f 2 1000 FE LET D &
1.0f TIE72< 0.9999907f (2720 9, AT ZLICHENEE SN DT, 1.0f
ML CT RS T aT5E, REBATOERERYET, bL, 1.0 EZH/HTHO
ThiE. Mathf.Lerp %72 & %4 > T 0~1.0f DI LT, i % 1000 23 1.0 & 7¢
L2EEGE LTHRELCHET I HINLEETT,

TI7—DR

Ta T ACTHEEEIT) EFETH T —DNHILAERH Y 79, int B 0K TH
U, fix 0 THloTLE ) BulEE =7 — (Zero Divide Error) | 13 S A
b EIIRBRGS 20 TIERWT L & D0 FITLTHRWE NI DRIR LRV FEITH
TRNT T,

L L. float x> double ®¥F&E/ N AR CTIX, ErlERE (Eeli) OfRT, —
T —\Z72 57 TR K (Infinity) | (2720 F3, =LA77 07T ARELRNEN
IBEMTIE LWL LER A, 2, BBEL TWRWEEAZIZ LY B aEifE
BERFEALTWDEIEAIE, Unity 0 Y — il b — & LTFERRENRNTZHN
JEREFT LT ET,
ZOLIRTT—ITRLRVERRIZMIZS H Y £, int W7 EOBEEI TITRBL T
DEMEOEEEE 2 DA —_"—Ta—BRELET, Tu T ANIEELEEALN,
F—=R=Tn—#%OEHT., ELWHER2 T EFTA, £ T, C#TIE. Checked, U
ncheck X% # 5 = & T, A— =7 o —%f4} & L THRA X8 T OverflowException
TXy v FTEET, M float X> double OF &/ NIRRT, £HE A ——
Ta—tWIHBERDHY FHA, BMEKE L TERASNE T, ZOMBEKIL, float 72
5 float.Negativelnfinity (8 D[R K) , float.Positivelnfinity (IEDMERK) & LT
EFRINTOET, bL, BUENERERNTF = v 7 LTeWEGETX, float.IsInfinity ,fl
oat.IsNegativelnfinity,float.IsPositiveInfinity B9t CTiH-<5 = & N H[EETT,

%12 TNaN (Not a Number) | IZ2OWT#BHL X,

float %> double D VFBY/ NS Tl KRR UL N TR 3R M T4 H & NaN &
W) FEE (BT TTIEARVME) 2R L E 9, CHTRIEIC float DfiiZ NaN (2 L7z uiE”
a=0.0f/000%3TLET, a DIEIFIEE LD | float.NaN OEF & [F UfEIZ 72
D ET, EHEORENS THMMk L CTHEBEIXARETT, KIFED a OfEIZ 0.1f ZINE
TOHEMERIFZ0IL1T7e D T (NaN TER< 2V £F) . 20 NaN ORET= T —
TV EEA, TTHR, 7087 T LHITE THREIB/ANTEITL ATV S A[REM
NV ET, ZOEA Unity LOS D APIICELTLE H 2 & T, EfTro o —1ok
HAREME L H D DT, NaN CTRIBENE Z 2 Z L I3 TR, b LAZRARAEL TR
2725 2 Endbiuid, float.IsNaN B & > THAEA NaN TRWnF v 735 L
EOBRfFERICEND DS LIVER A,

Eo9TLX YN ? #%< float X double DFEN/ NI NBENZ 2 o720 b LIVEH A

oz, BREEZDRHET I, EWBERLPOHAEEZ GO LR EDT 7 =y
IRBHYET, TN EFFMICER L L) T X1 ffoARIZRSTLEDS, 2L, B
S EBERARFHICOVWTIE, 20 THROE] HEOCE] =7—0E] ©3250F
P TToTeLLTLEEN, KERTT (E5A) .
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B, EBIT/NEHEORBEMELWEA X, CHIIE IDecimal A (128 £ b 10 ##%
TR/ Y - KRR 28~29 K1) | AHEBE SN TCWE T, SRR C CTREeEZHET
LZYEREIELND ET, FERENDRVONRETT N, WHEEENRELS, £i2,
R N R & 2R EUE/ N S B CIFRREN AT D720, F— L TIRIFE A LRSI E
Fh, REODTFELE-STBEELL I,
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3=
Unity2D T 7 — L D5

HWALE ATV ER (FHKEM
i7)
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3.1. Unity B#EIELDOBHE

Unity T/ —AMEND L D17 b, THUEEL | 21X U &3 2 QBRI B3 5 R
BEIZZEE Y20 9,
ZZ T, Unity 2@ CEIESEDL-0DEA R ) U2 T/HALELE D,

el Ak O HE R

ZTIE, £7 Unity 25 LT, @dbOERL R LKA FEEFEES TRITLT
WEET,

Unity 125 DH6EIX. FT°. TOWREEF > THREZMHEND D
FHTHEWEASICCHTa—FT V7 L TR RDAREMENHIITEET D

P F Tzl b, ZTREORBEIL. BB L7220 E DO THILIE, Awake X°
Start THH L TR (Fv v =) LTEL, Update X° FixedUpdate THZ L 72\

Ny Y2 TORBRLEBNRER 7 T AR T m AT 1F, XTFH TR Ny 2T
{(EEAES

mE Lo A E ) EH L S EA

WIZ, Unity TAEVEELZTH2HEORESZEEEES TR LET,

Unity TiX, CH+R2 EDORA T 4 T EREEILE, AT Y OO E BB TfT- TL
NET, L2l HERoOAE VBB Lo SNZEEX AT ) EfEzELDDIT—TalL
7 vay (BHAXaL) PRELESGEIE. ZOMBO 72 OIZME IZAABEE MR T L
FT, TOD, WNIHTRA L EBREIELRWVDPDREEFEIE~ORA > N2 9,

Unity TliX, I Xz Laig/NMRIZHZ D Z &R md ki &N 5

¥#1Z Update <° FixedUpdate T A & U OFERCIEINS BB R AT D L 9 708 L
A

XTI T ADILTIRIED A Y v Rid, Bk L TR THOREICATY 26l - R
BT 2GR0 TEET D, AaTREF, AaTnZLenEaiE, XFs
DEFEZITDIRN,
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FI9LThH, FEDODEAIVIIZERLTHRALBITONIEEIL. KREDHT o
LM TH5HIZ, System.GC.Collect £ Vv &> TEERL, L TIT-TE
<

A7 VT NOEXHFTrFr—2%&EmElbT 5

AETE, C#EE-TAZ VT hea—T 47 LTVET,

CHIZ, MR HHICADSTETTN, TNTHRA T 4 778 CHHITHAFUE 10 5 <
AL FE SV O N BUR T, £ 2T, C#T Mono X°.Net, = L C Unity ®Z7 7 2 &N
HIEAIL, mEbic RN ks B#E 2 LET,

J—TWNTAE Y MR - fREE BRI D

N—TNTOILTFHIEIER, AT R - AN ERDATEEERH DO T, FHANL
FCTX 50TV —7WNIC AR,
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7272 L. transform 72 EOWNEO 7 a2 37 4 OFERVIEILWEAIL, F—L2 47 V=
7 F TR BEDRWI R —F 2 hOD enalbled % false (29 5

107



VD IpNWF— A AT =7 MiZ Rigidbody <° Rigidbody2D., =27 A X —72 K& fFif
VAR

R R—3 > NNOKREEZ 7 a T 4 oA 71275 (L X T—%harh—
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% 3.1.8.1 Statstics ®IE H M

Graphics FPS

Main Thread 1 7L —2H) DAL ALy NOUBRKEH]
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WEEEOWME Y 2 71k, TEdit] A ==—® [Project Settings] 75 [Time]
Z R L CTE/REN D TimeManeger O [ Fixed Timesetep] 72 /%7 4 TRETE 7 (K

Q002_02_002) .

M= ) . . .
1 Inspector | R -m Fixed Timestep
\ TimeManager @

e Maximum Allowed Timestep
Fixed Timestep 0.02 // Ti . DeltaTi
Maximum Allowed Ti 0.3333333 - (Time.maximumDeltaTime)
Time Scale 1 —— Time Scale

(Time.timeScale)

Q002_02_002 TimeManeger D% iE

Unity QAR E T, fil0 7 L— AL — MNIAE T L—2Aa YTV OfES A
37 (Fixed Timesetep) 1% 0.02 #(1/50 7 L — L) THRESNTWET, 2B, 2D Fi
xed Timesetep i£. Time 7 7 A ® Time.fixedDeltaTime % A » A7 Z | ZFX R~ LTZH D
<,
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WEEE L, 2 ® Time.fixedDeltaTime THiE S AL 72 R CREENM TN D720, 17
L — AN OMLEES Time.fixedDeltaTime Ta%/E L 7= ORFEINICIN E o 72 &, P BRI FLEE
EAR Y FINET, BRI, 7 — LT TG G BRSP4 L WEGEEIx,
Time.time & Time.fixedTime OfEIZ[E Ci272 0 £9° (X Q002_02_003) ,

[ S—LE28B0E | TimefixedDeltaTime  Time.fixedTime Time.time

( FixedUpdate J o T """"""""""""""""""""" ) o
o [ PEEERE | 0.02s
N
LL [ JEikG ] Time.fixedDeltaTime

[ PP ] OEFERIZfEE L

EBAE5, YEE

N BEEFETENGL
= [ Update ] R
[ - - 4
o [ LRy Y |

| FixedUpdate |
J MEEENE 0.02s
N
LL [ Update ]

[ LIRS ]

( FixedUpdate oy

[ hEEEnE | 0.02s

( Update ) |

AT Time.fixedDeltaTime
I Lo I H0.02sTENMEL T
VDD T, 0.02s8 v v
I THED

Q002_02_003 Time.fixedDeltaTime & Time.fixedTime & Time.time @ B4£%

HZ, 17 L—ANOWEEA Time.fixedDeltaTime TEXE L7-FE 2B 2 /=546 (L
WH LI2%A) 13, B LR OB Z D RE H & SENT oY iR LEELL
BRFEITEINET, 20L& X, Time.time [TEIE DS L7 S 50 CROBRFB N FHE S
N5 o TE N, Time.fixedTime 1% Time.fixedDeltaTime ZM&E L TEHEEZIT-> TN 5728,
Time.time & Time.fixedTime THREEI DO X L3 FEA L TW L EWET (X Q002_02_004) ,
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[ S—LE8N#E | TimefixedDeltaTime TimefixedTime  Time.time

( FixedUpdate J Tt ) A ¥y
i [ L ] |
< — = LB T
| [ Update ] HUHENnS
b~
| LAYy ]
- S e —— + S
FixedUpdate
N [ YEEGNE |
$ s ~
b~ Update
\4 v
\_ ) ‘A“A“A‘: ----------- L
I Lo BT I ) REEsRE
CEemee ) 1 Tnmzsls
[ Vs o AL | BERE =1 .
( FixedUpdate e MERREETS
[ hEsEnE | S P
( Update | T e T
| UG ] v | Time.fixedTimel&. M
Time._fixedDeltaTime MEFFT5&
G TimeTime& .
Time.fixedTime XL
NHEETS

Q002_02_004 L% 5|2 L 5 Time.time & Time.fixedTime O X L

Z#uiE, Physics3D (PhysX) . Physics2D (Box2D) (ZBIf%7Z <, MBEYE HIZAbHET
HEICZL—AL— h2&iEltT 2L IELNTNAIDTT, 72720, EREIZED
MEELNBETDHE, TNERZL—ALTHIELLY ET5 &, TUEESL) TOLEE
LOEE T, IHICAHEEDL] [ZO0BEELORE T, SHICAEEL) LW HHADHE
BEHPBYIREINDZ L2220 E3, 2 C, Unity TiF TMaxmium Allowed Timestep |
TanT 4T, MEELEFAE T OEMERTELET, 2t Time 7 7 A® Time.m
aximumDeltaTime % A > A7 X IZE R LTZH DT,

ZOTaRT 41X, FBESNTRBNICHBEIERENK T Lo h6, £ 2 L%
HE L C L R AL B S N - R O fE B % TimeManager (/XM S HE A, DD |
MBERE O — AN ZE LD Z & T, RO T L— N TRAET 2 B IEMTELE % 15
LT, VEy FLTWADITTYT, Zhicky, Wiy O AN ERRRE L7 5d
ThH, W LB EE ATRER M TRO 7 L— A TYEER MM TOE T,

72%. Time.maximumDeltaTime O #J#ifii% 0.3333333 ¢4, 7=, HELEfEIX 1/10 (0.
6) ~1/3 (0.2) ®<T7 (¥ Q002_02_005) .
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Time.fixedDeltaTime

FixedUpdate B
5 g T
< <
[ f
= =
d d E
i : |
5 [ v
Update

imDeltaTime

WITFER RIS

e e R e m

foth, FERENIC, FBFAIIC Time.maximumDeltaTime#58
Dico T, AIEESEME EL, TORELLETHNIL,
TEli% AITFEEHENIFEATE S

Q002_02_005 Time.maximumDeltaTime D {f#H 7

WORRD D, DX R ERMOWE A F 3% 4E L7246 . Time.time & Time.fixed
Time ORI A L E 4,

Z D X 5 72 Unity OMBEEAEOMAHA DD, 77— AWNEFE]] 2373 Time.time & Ti
me.fixedTime (X, [A] CEIZIZR LR NI E 2o TEWTLSEEW, £ LT, BEEER
E&217 984 1%. Update W Tl Time.deltaTime % . FixedUpdate PN i Time.deltaFix
edTime #F|H 325 Z L Z5F-o TLEE 0,

MBI HIZ X > CTHRET IYHEELM O EHAEDOME

SC, Unity Ci T3 & T —2RWKH] . £ LT, F—ANEHTH Time.tim
e & Time.fixed RA VA2 LIZOWTEHHALE L, ZHOORMEEZTEL T &,
FRCBL v D RS T2 ANV — A EEDGAIT, IRV SAVRTETCLEY 2
CRBEWHEEZ 2D Z 8220 £,

FIX, WP U, b o RERMERS Y £9, T, BELT UM
HLAAT O RO 72 E OARTOENZ L > T, WEEHEORBENE->TLE D &
WO B TY, %X, NinjaSlaherX TiX, PC L A~ — N7 4 U CTHAARAT —TDHED
RN TOFERNEDY £4, Zid, PC EA~— 7 4 OUFEENE D 72D T,
Wl UNTHEDIL TS float AFEDREZIZI LD WAWAERKAEZ b E T (U
nity Tid, SV ICHWET Y DU OMBEARTNRKREWE, WEETEZ BT TH LU 54
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BTV EVWIFELHD ET)

FEHORBRTIE, ZoOMEEZERET S, #ilmo7 L —AL—hE PHZ U D
WY A 22 7 EEE (HE) SEHIET, 7Ty b 74 —LT L OFREOMELE F/)
2T 252 ENTEET (100%TIEHY FHA)

JL—ALl— MEEETD

Ti&, Unity THIEO 7 L —L L — FE2BEETDIHENSBENLEL X 9,

Unity Tl, FIHE%EDRETIL, #EFEEAIE 7 L—AIZR> TR, #iBo X A
Y ETIES Y FH A, FD, Update BIFOHEN D Z A 2 7 B ARIC &
STELET, Ya—T A 775 —L0X5RGE, ZOAET7L—LATESoTLED
&L ESRENE LG, R, BTV -7 L TCLENET (X1 Q002_04 001) .

B

Xr+rrtr

IEFEL

CCETHENEFEF>TLSDT,
T—JLfz&SICRAS

4 Q002_04_001 WLFRFEH & 7 L— APk

2T, Unity 7 L—ALb— FE2EELET,

Unity T7 L —ALb— F2BEETH%LEE. [Vsync Rz 4712325 [Application.ta
rgetFrameRate [ZTJL—LHERTET D] D 2 DOFENLHATT,

F9° [Vsync W#i%E 47124 2] T2, [Edit] A ==—® [Project Settings] 75

[Quality Settings] #JER L T, A > A7 ¥ |(Z Quality Settings O 7 11 /37 1 & FoR
LET, 7FVT 40—, RETELTR AT ANRRRINDLDT, &HOI AV T
475 [VSyne Count] 7% [Don’t Sync) 1722 X 9ICEREL T (K Q002_04_
002) .
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[0 mpecor IR .
w QualitySettings o, e Em ]
Rendering
Levels @s0+e00 Pixel Light Count (2 ]
Fastest VMMMV IE Texture Quality Full Res i)
Fast e A Anisotropic Textures| Per Texture &)
simple ¥ MM¥YYYE Anti Aliasing
Soft Particles o
Beautiful MMMV VYVI G
Fantastic VMMMV VMGE Shadows
Default vyvyVvyVvYyYVYYY Shadows Hard and Soft Shadows 4
Shadow Resolution
( 299 Quality Level J Shadow Projection
Shadow Cascades [Two Cascades ]
Shadow Distance 40 |
Other
Blend Weights 2 Bones $
VSync Count \Exary VBlank :
;"d Bias B i Quality SettingsT.
aximum vel e
Particle Raycast Bud | Bt ”Donlt synC”EE'b‘
Every Second VBlank

Xl Q002_04_002 Vsync [FIH#Iz% &

&Iz, Unity ® 7 L— A L— kX, Application 7 7 A® targetFrame T E T £7,
P11 (A7 L—2A) T, ZhE 60 LEETHZ & THIED 60 7 L — AIZEHE
INnFET, 30 ICHETIIE, 30 7L —ATT,

728, Vsyne i E1X A7 U 7 k225 QualitySettings.vSyncCount TEET 5 Z & & AlHE
TY, ROT, F—LEBIRICRO X D IZHEETHE, Unity =7 4 X0 OiREE T D 0E
THY EHAL (V—R3242) ,

QualitySettings.vSyncCount = 0; // Quality Settings->VsyncCount->Don't Sync
Application.targetFrameRate = 60;// FrameRate

72k, VSync ORI ZA 71T 5L, Vo X =0 ETHEVWIMERH Y 7,

VSync &%, T4 A7 LA N1 EHEEEZRET 5 2 LI ENSEETT, H<IE7 7
TUETLVEIZBWT, BADEN LI ARLRNVWE I ICHINTWEESZROoTT, B
EOWEHT A AT LA ETHLHA I TWET,

D7 VSyne DR A A 71232 & #ilBAG 2 A I v 7R S o ienicd,
BHEHOBEMMZI NI DTEDICRETH /I AX VX — (T4 T7 V7)) | BRAZTL
FWET (K Q002_04_003) .
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Score 0

Dyvs—(BEDESHR) A
RATLES

X Q002_04_003 Vsync FE[FRMIC L DYy & —FAEDRME

VSync &7 4 A7 LA ZLIZR 72D, 60fps DL O HHIIE 120fps DHLDOHLH Y F97,
F 72, 60 DIEHTIXZ2 VY 50fps X 75fps DA T VSyne ZFITT 257 4 A7 LA bbbV F
T (TG D Oculus Rift DK2 (% 75fps T9)

ZOEIIT, BEZ V=LA LIELGAIE, BRTOIT A AT VA NRELZTL—AL
— MIFHELTWRWE Oy Z—RNRETDOARENHDL Z L2 THENTIZIN,

WEHT DO A I T EEET D

W, EBRICBILER E 2T oM Yo OFEITRIEZEE L7, FixedUpdate
DI 5 IR T4,

ZH51E, [Edit)] A==—® [Project Settings] 7°5 [Time| #®RN L TERI
% TimeManeger L E T £7 (X Q002_05_001) ,
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L LARECay Fixed Timestep
kj} TimeManager
e — ;;/’./ Maximum Allowed Timestep
1xe ime P f . . .
S, - (Time.maximumDeltaTime)
Time Scale 1 —_— Time Scale
(Time.timeScale)

Q002_05_001 TimeManeger D% E

[Fixed Timestep] (%, ®WHEHE L L O FixedUpdate N EITI NSRBI TT,

1.0 T1REE LTHELET, WL 0.02 20T, WIHIRIES L 50 7 L — A TEME
LCWBZ 72 ET,60 7 L—ATENTHAIL 0.0166666 i E LT, LT,
Update * v — (HiELH) & FixedUpdate # v & — (WBRIEEIALE) OLHE)NEL
i I =B L ET, 2L, HREZEIRETIVUIT L, YRBB6 17 —L0bT:
D OWMEARITEZ RV ET, ME7 L —ATUEEL LIESEA. 1 7L —2%#8x52
ENTBETIE, 1/30 7 L— A2 £,

&I, BNCEA L7z [Maxmium Allowed Timestep] Z#%E LT, PEREE O W % &
ELET, BlzE, WEEEOWLIY A I 7% 50 7 L—ATHEELLIZWEAZ, M
axmium Allowed Timestep] % [Fixed Timestep] &R U 0.0212LF 9, ZDOREE.,
MIFREL LTAZ U7 MR T 52 L b AR TY (Y —% 3.25.1) .

Time.fixedDeltaTime
Time.maximumDeltaTime

0.02f; // FixedUpdate Interval Time
0.02f; // Physics And FixedUpdate Maximum Delta Time

i RGN T RCE0 7L —LADEET L —ATHESE S5, VY —2Z 3.
252D ET (L HAALBNEZ THITAEEL LET) |

J—2A3.2.56.2:

QualitySettings.vSyncCount = 0; // Quality Settings—>VsyncCount—>Don't Sync
Application.targetFrameRate = 60; // FrameRate

0.01666667f; // FixedUpdate Interval Time
0.01666667f; // Physics And FixedUpdate Maximum Delt

Time.fixedDeltaTime
Time.maximumDeltaTime

a Time
Time.timeScale = 1.0f;

INT, AIETL—ALY) LWEEEORREOBE NS R T,
TR, AT L= EEWVREARICEDRNT T v b7 4 — ATEESEZHAIE,
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WA A F DN AS OO THERE LT &Y, FARBNT Iy b7+ —ATh, BifF
SHEVOTHIE, 60 7L —AFEETIERL. 30 7L—LABEETED A L aEf L
THTLTEEN,

Time.captureFramerate TUE ¥ 4 I > 7 2 FEET 5

9 —>, Time.captureFramerate ZF|f L7=LB % 1 IV JEET B HEEZRN LE
L X 9, Time.captureFramerate i%. Application.CaptureScreenshot Bi%k %% L 7= ]
Xy 7Ty HIESNT- 7 a7 ¢ OFRETY, flHIC, BE7 L —AL— FDF— A
FED WAL, 2 O Time.captureFramerate Z |+ 25 2 & b T&E £,

77— 2% 60FPS [ € CTEME S B 72 513, Time.captureFramerate (2 60 Z5% € L %
T ZHUT LY., Time.deltaTime 3% 12 0.1666667 (Z[H & v, EEFHIZEFR72 < 60FP
S THEE & WERER 2 & OB EME L £3 (4R, WEAMICAE DR TIUTAEE S L
T) .

728, Time.captureFramerate D% A E L T%H . Time.fixedDeltaTime DfEIZZ Y
F ¥ A, Time.fixedDeltaTime Z #HE D 0.02 TFHE L. Time.captureFramerate % 60
IR E L TH, Time.fixedDeltaTime OFE (X 0.1666667 Tik72< 0.02 12720 £9°,

* 7. Time.captureFramerate 1%, Awake A v B —YDH A IV TEITLTHRE
DA — DI ENERF A, Start A v E—VLUBOMBETHRETAILERH Y £1,

Time 7 7 A D 7w /X7 4

IHNETHHPLTEZ Time 7 7 2AD7Ta T 402 F O THRNMLET (E3.2.7.1) ,

% 3.2.7.1 Time 7 7 AD T a7 4

maximumDeltaTim T VU MBI L 7B A ICHRT D I KRR,

e HeLEAE L 1710 (0.6) ~1/3 (0.2) .
Unity =7 « # ® TimeManager (ZF /RS #1125 [Maxmium All
owed Timestep| &[FC

timeScale Unity = > ¥ > ® TimeManager Zﬁ%’sfi LT 55— LNIREH]
DEA DA —)ViE, 1.0 T1E, 2.0 T 252722,
Unity =7 « # @ TimeManager | %Téi}’bé [Time Sclae]
LR

time TN EE) LT D D IR

deltaTime A7 L—A® Update A & —VFET 6 ORERERE (ERFEH)

72720, EARITHHENELE L TH maximumDeltaTime Of#
PLEIZIE R 6700,
smoothDeltaTime deltaTime % A L — Ak L 72 fl
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fixedTime
fixedDeltaTime

unscaledTime

unscaledDeltaTime

realtimeSinceStart

up

timeSinceLevelLoa
d

frameCount
captureFramerate

T AEREN LTS O — AN

FixedUpdate A v & — Y FEITDA > # — 3 VEEfH],

1.0 T1/, 0.02 #4B5ETIUL 50 7 L —LATEMET 22 LT/
Do EP/NSWEEWE T Y DR R EREN 30 BT
alb—ya UHRFEN ERLIN, LEEETELS 8D,

Unity =5 4 # ® TimeManager (2~ 315 [Maxmium All
owed Timestep] &R U

A I RCE LT B D R

timeScale TEE L7 ¥ A AR T —VOEEEZ TR0,

A7 L— 240 Update A v &— 3706 OREBEE (S2HFR])
timeScale TEE L7 ¥ A AR T — VOEEEZ T2,

T LaEBE) LT D DERR, 7S — L7 7Y ZIRIELTEGA R
FoORHBHmbEEND (HIZ, 207 a7 1 LS ORH 7 1
INT X =T T UVARIEF ORGEFE RIS e
timeScale TEE L7 ¥ A AR T —VOEEEZ TR0,
BHBOY— U PHRAEINTH D OB (SERFRH])

F—AEREILTHEDT7 L—2%

O LDOEEZRET D EBELEZY L—AL— b THIMICHE
1TE&N5, Bl 2 1% 60 R E L7234 . Time.deltaTime 23 % (2 0.
1666667 |Z[HE S 41, 60FPS CHiHE & ##iiE R 722 & o WL )3 8l
BT %,

Application.CaptureScreenshot B#% % ffi > Tl ¥ v 7' F v
EATOHAICHAT 5, 72720, Awake A vE—V DX A I
T TCEITLTHLERESI N, Start X v E—VLIFEOLE TR
ETDHNEND D,
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ML | OEE DR

ST, MBEEZEE LZWEE, WSODERLRTERL2WVWI ERH D £7,

—DlX, TL—AL— bOYHT U OWMEL A IV 7 HEERL T, WEERO
MEZ TR TOIFHLVENWS Z LT, 20y, Wz P Or—o%ED
LA, DAxOBETHL I VT CELIRT—VEELZENEEL Y $7,

H9)—ODEERELT, FIHL TS 72Tty M T TnWD TEH A7 —
vl N, EEMRONS —ANERZZONE WS Z & T, HlxIE, EH]7 Tween 7 v
FELTELSDAZEIZEHINTWDS iTween 1%, DA77 FNT, FFE/GFHAEIZ 2
JL—F @ WaitForSeconds Z i/l L T\WE 9, =T, WaitForSeconds 1%, EKfH & 7 —
AN O EL L TEHHIL TWDDOTL X502 EFENMRAESR TIX, WaitForSecon
ds X Time.time TSN TWAH XL 5 TF, 2F V., 2> Time.fixedTime TFHHE I T
WAL LEEN S L D L35 &, RFEMICALRHBAELTHRWAEIZ LR THIEXRY
FHA,

X, BOBMER LT 07T APSNTH, £ T 0 s T AnED XD AL
HTEEL TV DD EENMLETT,
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3.3. AV ¢F—HFnmn—F

RBICAEY ETF—HFa— RIZOW TR L ET,

=L 1 OOy = UTERT 256, FFICA~Y— F 7+ Tlid, %< O
THEHET DXL ICAE VA XK EBDILERHY £§, o, AEVITHICEL 2 &
MTERNT —HIZONWTE, VY—RAT77 AL TR LE— RTHXLELH DT
Lo ZOEIRATVEHOL oL LT 7= 7 O0TIHRNMLET,

AEVHEHROER

ET. T —LFATHO A E VIFRICONTTT N, Unity =7 1 ¥ D4, Game B 2 —
D Statstics 7 4 > RUTHERTHZ N TExFEF, £/, Unity Pro R THNIX, Profil
er £ o — CHERFRETY (X Q003_03_001) ,

AEVISTF =T AD
RALTAY

AEUICRITS
SRR

Q003_03_001 Profiler £ = —"TCT® A E U {FHFER

270V b H ATV IFRITEECTCEES (V—X38.3.1.1) ,

Debug.Log(string. Format("SystemInfo.systemMemorySize : {0} MByte",SystemInfo.

systemMemorySize));
Debug.Log(string. Format("Profiler.usedHeapSize : {0} MByte",Profiler.usedHeapSi
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ze |/ (1024 * 1024)));
Debug.Log(string. Format("System.GC.GetTotalMemory(false) : {0} MByte",System.
GC.GetTotalMemory(false) / (1024 * 1024)));

ERRIZE T Ty b7 =TT =L E2EDHEAE. 2O OMREERHE > T —2oH 0 A
%U@%ﬁﬁ%%ﬁbfk<kﬁwfbioo%_\?N77%K97w54AK5—A
HANCAFVIFREEFERTEDE— FEEo TR LEFTT,

Unity D> —VERBIZBIT D ATV EH

Unity TIZ¥— > TotAirte 7y FEHEIICEERLTWET, B R7znZ &g,
— T =AML MERT A DOH BB LT, AT VHEHENR/NRICAR S X 5103 é
nTuwET (K Q003_02_001) ,

— F—LAToHkA
‘3574* - Y LREFENE.
E{RA | _ L= F—RIZEHET.
— ATS5A(k DRBRTSAFEGLREDT 1k
BE{&A AARYIZA—FEND
o0 )
RATS5A+
[ETRES:] = =
- F—LATTHB
— S
RISk ||
Elf&C T J
_— )
X Q003_02_001 ¥ —>r 1 — REFOT & v b DFHAHIAH
Flo, VU EBBLEGE, VERT Yy T —HDOBENRATINIZEL LS o

TWET (¥ Q003_O2_002) °
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-~ N N

¥—>1 =22 =3

TEvhT—5A TEvhT—5A TEvhT—45C
TtykT—48 7tyhT—%B Tt yhT—%5D
T7ykT—4C ./ 7ty T—4E

X Q003_02_002 > — 2 #ERBIZMES Ty hTF —ZDu— RO

72120, U= VEBBTREILR2T=T 2y FRATRUMNSMHRINDDIL, kO —
O —RLTHhHTT, 20D, O—r2Mhbi—r 3~EBBRT LA, BREMIZA
TV Ty b 243572 FHEIZARY £9 (X Q003_02_003) .

1| 7eybT—5A 7HykF—4A Tk TE—A4C
R
1 | 7tybk5T—4%8 7tk T—4B 74k F—4D
58
Ty T—4C Ty T—4C TybT—4E
R
7t ybT—%D
a—g
FybT—45E //
(n—r

X Q003_02_003 > —BBKHI AT DR AE U HEDIRE

ZOMEEIL, Unity TIZ LD T — L E21EZHEIT, LBl o0 5BETTOT, Bx
TEBWTLZEW, ok, F#ELIE, Fil® Unite Japan 2013 O B 7 4 TR S LT
FTOT, BKROH D HIFEOALTLZEN,

[Unite Japan 2013] ¥ —> /A ®V /7Ty bRV R
http://vimeopro.com/unity3djp/unite-japan-2013-for-the-public/video/64375290
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VYY) =R T 7 AN DTFT —Fa— R

ST, BT =2 2B LT, AFUDRRY R R-oTELDL, T2 OEHFIEIC
DONWTHRFTT ORERH Y £3, ERFIEDO—>E LT, Resourece 7 A+ /L& & ffi o7z
UV =277 A NVEROFANRH Y £,

ZDORETIX, %7 —# % Resourece 7 VA ICA VIR— 52 LT, AEEDZ A 2
VITCT— A En— R, T LTHETHIZLENTEET, BHICE > UILEDR\NT —
ZaAEYNOHIRTE2DTT,

Resourece 7 7 A DBIEUTR D@ Y TF (& 8.3.3.1) .

% 3.3.3.1 Resourece 2V R—R v hD T a /N7 4

FindObjectsOfTypeAll

Load

LoadAll

LoadAsync

UnloadAsset

UnloadUnusedAssets

LoadAssetsAtPath

BELLEY A 7DAT =7 % Resourece 7 4 /L X N HIR
& L C Object DELFI TilKJ

Ty FOT7ANAERELTYy—iZr—FT5%
WBMELEZANVELDOTDOT vy b2+ _XTr— K45
Resourece.LoadAll.<Texture2D>(“Textures”);?D X 9 (2, A
TV FORREEL TR —FRTHILHTED
FEFRPATEE L7 7 A NADT &y N EHAAT R,
ResourceRequest #iK9, 7—# R — K TX7-5, Resour
ceRequest M asset ICA T V=7 FRFRESND

F8E L7= Resourece 7 + VX nbua—RLizA7 V=7 &
fRRCT %

Resourece 7 A /WX b —RLiA7 V=7 T, FHS
TV RWS DERBS %

TF ¢ ZUER OB, TANRALTIEELT, 7ty &
n— K95

VENR L RIVIEIA Y v REFOCH LT, 2078y b T =2 %l T 22 LR T

TET,

B, ZOVY—AT 7 ANPEOT =2 — RN, VA —7fiEL 7 oOob 0 F
o AXD Unity Tk, KIZHRNT 57y FS RLOFIHEZED TOET 2, Unity
PRO JROMEETH 728, UnityFree JREFIH L TWAHFILY YV —R 7 7 4 VOt ZE

FIDONRBNTL LI,
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Tty RN R

ST, iPhone X°> Android ®%;4 . BEEOHIENL T 7V ORKE JIZHIBBRH Y £77,
ZOHIREBZ - SHE, Wi ODATLET 7247 ra— RT&ElhEd, 22—
P=2 NELW ) Lo EIC, WiiREOHLHIImbARWE XU m— FL Tl
ST ENTERVDITTY,
FZT, THVOT—=E Ty ANREEZZEILT, 77V A X2/ THLEND
D £7, resourece 7 4 VA HIEHTIVER VWO TR ? EEbhsnd LIVERAD, reso
urece 7 ANV A I 0 — NNV T EEXTHIZOOMEET, BV FEICII Ay 7 S TT 7Y
DOHFITHEG SNET,
INERRL T NDH DA, Unity PRO ODHERETH D (7> FX KoL) TY,
Ty MU RLVER, r—IANLLFRy NMIHDIT—"—nbbr— KR 7T &
v N7 7 AIVOEEETT, Ty bV RV THE, =L FETHRICHAALT Y b7 7
ANEAEEOAZ YT RN LTRRABLET, LT, EAVFRIC, 7Y RV FLVE
P—N—ZEREL T, F'—2 77Xy ra—RLTHEHLET,
7t > b3 RLiZ Unity PRO OfRE/R DT, H o & /= RKLNEWTTN, 77U
A AREKIZR > 728A 1%, Unity PRO OEA L GOETT &y bV RALOMH G B

HLTHTIES Y,
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F—=0 v T Iy b7 x—bTLDOHE

BB, =7y T Ty F 73 —2DE WL > THIEEZ INDBEIT W THEI
L7,

iPhone (i0S)

POLYGONCOLLIDER2D 73 8 i) {E ik C & 72\
i0S TlZ&. PolygonCollider2D % . #iEfEK A2 M L 2N S EMITER TE EHA (BT
74 PORE SOEBEBICHSIERSETNH LD TT)
CNEFEEET D7-OE, BT DHATTA MNEBOA VR—ZREE FReD L izl
£7.

1.Texture Type 7' 1 /37 ¢ % [Sprite(2D / uGUD)J »*5 [Advanced| I[ZAH
2.Read/Write Enabled DF = v 7 #4129 %

el L, WEEE IR T LETOTERELTIEEN,

Windows,Mac

R arypifgs, N aryZED GPU DEWIL->T, WTRILERRNTE S EIERY
FHA, D=L RV Y R—v vy RERINBNIERELHVET, £/, AL G
PU C%., Windows & Mac TIX F T A NOEY 23E 5 728, B o7z X 52 URRAERD
BonRnZENnHY 4, 2D OFAIE, SDIFEEBMEICEND S L IXEbhEEA
N, VTN 2= =72 P RER LT 2D =7 =7 b EE1ERT 5561, Window
s,Mac IAMZH, AV —R GPU ZLICF = v /R TEDH L, 2 D~ TR —DFR
RN EOND T —LEEDL LN TEXHTLE I,

140






4.1. Unity ® % O #i o F ®

Ty ST =k

Unity ®7 v 75 — MIFEARKIZ, Download X—YNHHETE £, 2B, bot b
BANCAB S5 D, Unity DHFHEN— Y TT,

Unity # 7> m— R_—
http://unity3d.com/unity/download

Unity Japan ¥ 7o m— R_X—
http://japan.unity3d.com/unity/download/

Flo, BUETIE, BEATERESATHD Ny FU V=2 EEINDT v 77— |
PATORTWES, ANy F U Y =23, SO Unity 7 4+ —7 L TARESATHET,

Unity Patch Releases
http://unity3d.com/unity/qa/patch-releases

HEEZEBLELIEZWESIE, Ao — RR—=UTHAINTWNEN—=T g URBEIYD
TITN, BEONRT 2T 4w 7 ALTEA=V g U T SIBHATHIE, Xy F YU —2
FRHTH L EBEIOLET,
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4.2, Unity ¥ a—bHZ >y U X}

Unity (> a— by F&2ED LRI SEEMTAET (£3.1.1.1) o

# 3.1.1.1 Unity =7 4 ¥D¥a— bbb v b

File

Edit

Assets

Game Object

Window

CTRL+N
CTRL+O
CTRL+S
CTRL+SHIFT+S
CTRL+SHIFT+B
CTRL+B

CTRL+Z
CTRL+Y
CTRL+X
CTRL+C
CTRL+V
CTRL+D
SHIFT+Del
F

CTRL+F
CTRL+A
CTRL+P
CTRL+SHIFT+P
CTRL+ALT+P

CTRL+R

CTRL+SHIFT+N
CTRL+ALT+F
CTRL+SHIFT+F

CTRL+1
CTRL+2
CTRL+3
CTRL+4
CTRL+5

New

Open

Save

Save Scene as
Build

Build and run

Undo
Redo

Cut

Copy
Paste
Duplicate
Delete
Frame (Center) selection
Find
Select All
Play
Pause
Step

Refresh

New game object
Move to view
Align with view

Scene
Game
Inspector
Hierarchy
Project
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Tools

Selection

Unity(Mac @

CTRL+6
CTRL+7
CTRL+9
CTRL+0
CTRL+SHIFT+C
CTRL+TAB
CTRL+SHIFT+T
AB

ALT+F4

MN DS O

CTRL+
Left Mouse Butt
on

v

CTRL+SHIFT+1
CTRL+SHIFT+2
CTRL+SHIFT+3
CTRL+SHIFT+4
CTRL+SHIFT+5
CTRL+SHIFT+6
CTRL+SHIFT+7
CTRL+SHIFT+8
CTRL+SHIFT+9
CTRL+ALT+1

CTRL+ALT +2
CTRL+ALT +3
CTRL+ALT +4
CTRL+ALT +5
CTRL+ALT +6
CTRL+ALT +7
CTRL+ALT +8
CTRL+ALT +9

CMD+ ,

Animation
Profiler

Asset store
Asset server
Console

Next Window
Previous Window

Quit

Pan

Move

Rotate

Scale

Pivot Mode toggle

Pivot Rotation toggle

Snap

Vertex Snap

Load Selection
Load Selection
Load Selection
Load Selection
Load Selection
Load Selection
Load Selection
Load Selection
Load Selection
Save Selection
Save Selection
Save Selection
Save Selection
Save Selection
Save Selection
Save Selection

Save Selection

© 00 9 & Ot b W N H © 003 O U i W N

Save Selection

Preference
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#)

CMD+H Hide Unity
CMD+H Hide others
CMD+Q Quit Unity

¥ Mac DAL, CTRL # CMD ICBE X H#iz T Z &V,
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bolBEWT—AZEY VFHIZ

ZNTAED Unity2D OB ITKD D T,

Sk, ST LEATOF—LE2EV o b, ERERICTHEROY — 5% 7 L
A LTCH =DM 5% THIZY Unity IZBT 5% MEBRAREEZED TEHITLA

AT T LELE D,

EIPLFEMTITEVONSNLRNEST O FOREHIl, 2EZEREHELELED

T, TEMLEE

ZEER (X MER)

Unity IZOW TG NHRNWZ ERbHolcl & F00E, SHICLILT v Licng

Bombt XX, FitoY A ERFHRANVIZ/RDTLE I,

Dl (=R
Unity
http://unity3d.com/

Unity Japan
http://japan.unity3d.com/

¥ [#vrm—F]
Unity Download Page

(B#HN—Y 2 D Unity iX Unity Japan VWV L T H LD FBRELS ABRENET)

http://unity3d.com/unity/download

Unity Japan Download Page
http://japan.unity3d.com/unity/download/

UNITY-CHAN!
http://unity-chan.com/

¥ [V77Lr o 2&Fa— R 7]
Unity Japan F¥ = AV pRX—¥
http://japan.unity3d.com/developer/document/
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Unity F=2— U TV
http://japan.unity3d.com/developer/document/tutorial/

2D vV a—TF 4 v T —AfEF=2— Y T
http://japan.unity3d.com/developer/document/tutorial/2d-shooting-game/

% [FEEEA—V]
Unity Forums (Unity AKX D7+ — 5T A TT, BETORLY LYV R AL TT)
http://forum.unity3d.com/forum.php

Facebook Unity = —% —BhiF &V FT
https://www.facebook.com/groups/unityuserj/

Unity 8 L 5
http://unity-michi.com/
Facebook Unity 2 —%F—BhiJEWVWFrOoE & HIA b

Stack Overflow

(BAD= B a—FZHERICET SE®RBE K, THLO URL X Unity THRREL T
WETF)
http://stackoverflow.com/search?q=Unity

¥ [Unity @B IhTcnb 7 a7
Unity Japan Officeal Blog
http://japan.unity3d.com/blog/

Unity Officeal Blog (Attd 7w s, HEFETT)
http://blogs.unity3d.com/

T3 a—)vy=T
http://terasur.blog.fc2.com/

K THED
http://d.hatena.ne.jp/nakamura001/

# masafumi's Diary
http://masafumi.cocolog-nifty.com/

Unity #E 1k
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http://unitylab.wiki.fc2.com/

FHERBADPD Geek ~DiE
http://d.hatena.ne.jp/shinriyo/

¥ [LR_VT v T DOBECR DAV
Qitta : Unity fILEBZ NS 11D TR ~EBEE
http://qiita.com/gamesonytablet/items/20b25ad9729e4a353¢c96

Unity BI%ICB3 5 50 @ Tips ~_ZX 75 7 F 1 2~ (FIR)
http://warapuri.tumblr.com/post/28972633000/unity-50-tips

¥ [Tk b
Unity Asset Store

https://www.assetstore.unity3d.com/

CRI ADX2 LE
http://www.adx2le.com/

Sprite Studio
http://www.webtech.co.jp/spritestudio/

¥ [ZFof]
Facebook Unity B3% EFr
https://www.facebook.com/groups/170236739727288/
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BEEE ()

& 512 Unity 7 — LBZICONTHY ImWIEAICRICYS>EE L A LET,

3% [Unity AP9]
Unity4 AF] HFBAXEBREICX 3 3D /' — A8I{E
B i G W) mih GB & 128 (&) SBC

F—ArDYEY S Unity TRXDZEVTOTLVIY X5
i Bt (&) SBC

% [V7rLroz]
Unity 94 7 VEEH T % A4 AR
g EE E) hy bVAT A

Unity 4 A 75 VBl =5 0 ¥R

LhE =8 ) Uy b AT A

% [F—2F79 1]
[VARAVT o7 ODF—=ATHAL v —FEBTHRXBZF—AEV DT 7=y 7
Scott Rogers(F), i)l IR (BHFRD), ik BE TR 474V —Ux /v

(% 9 FREN] DF—LFFAL Y —T YRS =22 BbLALTET /=97
Scott Rogers(#), Hi)ll HA (B BIR), Yiif MR T-GFR) 471 U —YxSv

VR FHFALF =R BE —BRICERZF =D —EBERT D —
Phil Co (%), Mg 31 (fR%), B 277w ~ (BR) R—rFox L
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ZHEEE (A~ b))

T—ABZICIE, Ry PREFEREZT TE/RLNRWERDE H Y £, Unity OECH OB
WO, CART—LNE Y FLRTWNRETT,
INHOFEHRIT, AN MRETFIIANDLZENTEET,

X [Hv77r 2]
Unite Japan (Unity E#IZ & 5 Unity OBRFHEBRBABINDZII 77 LU R)
http://japan.unity3d.com/unite/

Unite Japan 2013 OB EHE
http://vimeopro.com/unity3djp/unite-japan-2013-for-the-public

CEDEC 2014 (ENB&KDOF —A2 W77 LV R)
http://cedec.cesa.or.jp/

Game Tools & Middleware Forum 2013 (¥ —AY— V¢ I R 2T DNV
77V VR)
http://www.info-event.jp/gtmf2013/

A P YN
IGDA Japan (F—ABREZFOMMBSEZHEMEL TW5 NPO H#&)
http://www.igda.jp/

BKmur75—bvay (IGDAEXEEDOA VT4 —XMFr ST T A2 1)

https://sites.google.com/site/locategameshow/home

BITSUMMIT 2014 -H#A VT 4 —F—AL T = AT 4 3L
AT A —=REMBL LIS — LT = AT 4 /3)L)
http://www.pref.kyoto.jp/sangyo-sien/bitsummit.html

BUR o FT DU E—F A+ 2013
(HEF =2y a—T{ThbNTWAAL VT 4 — X7 — LD H)
http://expo.nikkeibp.co.jp/tgs/2013/business/sown/

—az—aBMfEF—b TR
(=@ ETITONTWDA VT 4 — AT =L T = AT 4 /3N)L)
http://ch.nicovideo.jp/indies-game
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¥ [Zofth]

Global Game Jam Japn

(T - T=RbT. F—LARENEMADO N N R T A8 KM TS — L& ED A
Ny hTY)

http://ggj.igda.jp/
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