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

using UnityEngine.AI;

public class player move : MonoBehaviour
{
public GameObject al;
public GameObject aZ2;
// Start is called before the first frame update
void Start ()
{

// Update is called once per frame
void Update ()
{
//1.get mouse
if (Input.GetMouseButtonDown (0))
{
//1.ray
Ray rl =
Camera.main.ScreenPointToRay (Input.mousePosition);
//2.hit
RaycastHit hl;
//3.1f hit or not?
if (Physics.Raycast (rl,out hl)==true)
{

GameObject.Find ("player") .GetComponent<NavMeshAgent> ()
Destination (hl.point);

}

//2.get key

.Set



if (Input.GetKeyDown (KeyCode.F))
{

GameObject bl = Instantiate(al,a2.transform);
bl.transform.position =
GameObject.Find ("gun") .transform.position;

}

void Update ()

/ /18
float dz = 5 * Time.deltaTime;
// m/s * 1/60 s = m

this.gameObject.transform.Translate (0, 0, dz);

void Update ()
{
float dz = 5*Time.deltaTime;
// m/s 1/60 dt

this.gameObject.transform.Translate (0,0, dz);

//this.gameObject.transform.Translate (0, O,
0.001f);



————— n2a —————"— " - m e mm e m e — e ——— e —————
—————- cs03 player fEHFHEALH----—--—--—-—--—-
void Update ()
{
if (Input.GetMouseButtonDown (0))
{
Ray rl =
Camera.main.ScreenPointToRay (Input.mousePosition) ;
RaycastHit hl;
if (Physics.Raycast(rl, out hl)==true)
{

GameObject.Find ("player") .GetComponent<NavMeshAgent> () .Set
Destination (hl.point);

}

—————- csO2EHEYEAB- -

public GameObject al;
public GameObject aZ2;
// Start is called before the first frame update
void Start ()
{
InvokeRepeating ("monsterAdd",0 ,3);
}
volid monsterAdd ()

{

Instantiate(al, a2.transform);



————- cso1EYBHELE- -
void Update ()
{

this.gameObject.GetComponent<NavMeshAgent> () .SetDestinatio

n (GameObject.Find ("player") .transform.position);

}
REH
prefab

_____ 20 ———— e

void Update ()

{
if (Input.GetMouseButtonDown (0))
{

————— MonsterCreatef2 X ff-------—-————-
public GameObject al;
public GameObject aZ2;
// Start is called before the first frame update
void Start ()

{
InvokeRepeating ("monsterAdd", 0, 3) ;



void monsterAdd ()
{

Instantiate(al, a2.transform);

——— - MonsterMovef2 X #§----- - - - - ————-
void Update ()

{

this.gameObject.GetComponent<NavMeshAgent> () .SetDestinatio
n (GameObject.Find ("player") .transform.position);

}

TRisH
prefab

————— N3a —————- """ ————
—————- MonsterCreatef @ #F------------

public GameObject al;

public GameObject aZ2;

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

{
InvokeRepeating ("monsterAdd", 0, 3) ;

void monsterAdd ()
{

Instantiate (al, a2.transform);



—————————— MonsterMovef2®Af---~————- -
void Update ()
{

this.gameObject.GetComponent<NavMeshAgent> () .SetDestinatio

n (GameObject.Find ("player") .transform.position);

}

RS
prefab

———--- n2a-28-—-————=—=—"—=—=—"——="—"—"—"—"—"—"—"—"—"—"——"—\——
void Update ()
{
if (Input.GetMouseButtonDown (0))
{
//1.ray
Ray rl =
Camera.main.ScreenPointToRay (Input.mousePosition) ;
//2.hit
RaycastHit hl;
//3.1if hit ?
if (Physics.Raycast (rl,out hl)==true)
{

GameObject.Find ("player") .GetComponent<NavMeshAgent> () .Set
Destination (hl.point);

}



void Update ()
{

if (Input.GetMouseButtonDown (0))

{
//1.ray
Ray rl =

Camera.main.ScreenPointToRay (Input.mousePosition);

//2.hit
RaycastHit hl;
//3.if hit ?
if (Physics.Raycast (rl,out hl))
{

GameObject.Find ("player") .GetComponent<NavMeshAgent> () .Set

Destination (hl.point);



void Update ()
{

if (Input.GetMouseButtonDown (0))

{
//1l.ray
Ray rl =

Camera.main.ScreenPointToRay (Input.mousePosition);

//2.hit
RaycastHit hl;
//3.1if hit or not?
if (Physics.Raycast (rl,out hl)==true)
{

GameObject.Find ("player") .GetComponent<NavMeshAgent> () .Set

Destination () ;

}

https://drive.google.com/file/d/11G1igslhvAMI90xxPUIg7TeBRBB

DBRI9Xxn/view?usp=share link

void Update ()
{
if (Input.GetMouseButtonDown (0))
{
//1.ray


https://drive.google.com/file/d/1IGiqslhvAMJ9QxxPUIq7TeBBBDBR9Xxn/view?usp=share_link
https://drive.google.com/file/d/1IGiqslhvAMJ9QxxPUIq7TeBBBDBR9Xxn/view?usp=share_link

Camera.main.

Ray rl =

//2.hit
RaycastHit
//3.1if hit

hl;

or not?

ScreenPointToRay (Input.mousePosition) ;

if (Physics.Raycast (rl,out hl)==true)

{

GameObject.Find ("Sphere") .transform.position = hl.point;

hl.
hl.
hl.
hl.

collider
collider
collider

collider

//mouse-collide
if(hl.collider.

.gameObject

.gameObject

.gameObject

.gameObject
{

Destroy (hl.

.Name ==

.Name ==

.Name ==

.name ==

gameObject.name=="Cube"
"Cylinder" ||

"Capsule" ||

"Fox" ||

"FantasyBee")

collider.gameObject) ;

private void OnTriggerEnter (Collider other)

{

if (other.gameObject.name == "enemy (Clone)")

{



void Start ()
{
Invoke ("delbullet", 4);

void Update ()
{

//1.move
if (Input.GetMouseButtonDown (0))
{

Ray rayl =
Camera.main.ScreenPointToRay (Input.mousePosition);
RaycastHit hit;
if (Physics.Raycast (rayl,out hit))
{
//this.gameObject.transform.position = new

Vector3 (hit.point.x, hit.point.y + 1f, hit.point.z);

this.gameObject.GetComponent<NavMeshAgent> () .SetDestinatio
n(hit.point);

}

//2.fire a bullet
if (Input.GetKeyDown (KeyCode.F))
{
GameObject node = Instantiate(bl, clonel);
node.transform.position =

firepoint.transform.position;



void Update()
{

this.gameObject.transform.Translate (0,0, -2*Time.deltaTime)

.
14

void Update ()
{

if (Input.GetMouseButtonDown (0))

{
//1.ray
Ray rl =

Camera.main.ScreenPointToRay (Input.mousePosition);

//2.hit
RaycastHit hl;
//3.if hit or not?
if (Physics.Raycast (rl,out hl)==true)
{

GameObject.Find ("Sphere") .transform.position = hl.point;
//collision
if(hl.collider.gameObject.name=="Cube" ||

hl.collider.gameObject.name == "Cylinder" ||

hl.collider.gameObject.name == "Capsule" ||



hl.collider.gameObject.name == "FantasyBee" ||
hl.collider.gameObject.name == "Fox")

{
Destroy(hl.collider.gameObject) ;

void Update ()
{

if (Input.GetMouseButtonDown (0))

{
//1.ray
Ray rl =

Camera.main.ScreenPointToRay (Input.mousePosition);

//2.hit
RaycastHit hl;
//3.if hit or not?
if (Physics.Raycast (rl,out hl)==true)
{

GameObject.Find ("Sphere") .transform.position = hl.point;

//4 . HIRE S A M H IR TE

if(hl.collider.name == "Capsule")

{
Destroy(hl.collider.gameObject) ;



public GameObject ml;

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

{

//Invoke ("create", 0);

InvokeRepeating ("create", 0, 5);

void create ()

{

Instantiate(ml, this.gameObject.transform);

void Update ()



//1.ray
Ray rl =
Camera.main.ScreenPointToRay (Input.mousePosition);
//2.hit
RaycastHit hl;
//3.if hit happen
if (Physics.Raycast(rl, out hl))

{

this.gameObject.GetComponent<NavMeshAgent> () .SetDestinatio
n(hl.point);

void Update ()
{

this.gameObject.GetComponent<NavMeshAgent> () .SetDestinatio

n (GameObject.Find ("player") .transform.position);

}

----n2l1 4-22-—-------———— -
void Update ()
{
if (Input.GetMouseButtonDown (0))
{
//1.ray
Ray rl =

Camera.main.ScreenPointToRay (Input.mousePosition) ;



//2. hit
RaycastHit hl;
//3. if hit or not?
if (Physics.Raycast (rl,out hl)==true)
{
//BREIRFIBECS, HKHEX

if(hl.collider.gameObject.name !=

"Cylinder")

{
GameObject.Find ("Cylinder") .transform.position = hl.point;

}

}
}
}

-—--n21 4-21-——-——"—"""—"—"—"—"—""—"—"—"—"—"—"—————

private void OnMouseDown ()

{
//1.ray
Ray rl =

Camera.main.ScreenPointToRay (Input.mousePosition);
//2.hit
RaycastHit hl;
//3. KRS R B i B E L hliE
if (Physics.Raycast (rl,out hl)==true)
{
GameObject.Find ("Cylinder") .transform.position

= hl.point;



———-hai 40 ———=—=—m——

void Update ()
{
if (Input.GetMouseButtonDown (0))
{
//1l.ray
Ray rl =
Camera.main.ScreenPointToRay (Input.mousePosition) ;
//2.hit
RaycastHit hl;
//3.if hit or not?
if (Physics.Raycast (rl,out hl)==true)
{

this.gameObject.GetComponent<NavMeshAgent> () .SetDestinatio
n(hl.point);



https: drive.google.com/file/d/1s8cmumOIMeAXdD9c21sQO-7FB2

egXcMcC/view?usp=share 1link

void Update ()
{
if (Input.GetMouseButtonDown (0))
{
//1.ray
Ray rl =
Camera.main.ScreenPointToRay (Input.mousePosition) ;
//2. hit
RaycastHit hl;
//3.if hit or not?
if (Physics.Raycast(rl, out hl)==true)
{

GameObject.Find ("Cylinder") .transform.position = hl.point;

}


https://drive.google.com/file/d/1s8cmumOIMeAXdD9c2lsQ-7FB2eqXcMcC/view?usp=share_link
https://drive.google.com/file/d/1s8cmumOIMeAXdD9c2lsQ-7FB2eqXcMcC/view?usp=share_link

void Update ()
{
if (Input.GetMouseButtonDown (0))
{
//1.rl
Ray rl =
Camera.main.ScreenPointToRay (Input.mousePosition);
//2.hl
RaycastHit hl;
//3.1f hit or not?
if (Physics.Raycast (rl, out hl)==true)
{

GameObject.Find ("Cylinder") .transform.position = hl.point;

}



----hai 40 --- -
void Update ()
{
if (Input.GetMouseButtonDown (0))
{
//1.ray
Ray rayl =

Camera.main.ScreenPointToRay (Input.mousePosition);

//2.hit
RaycastHit hitl;

//3.1f hit or not
if (Physics.Raycast (rayl, out hitl) ==

true)

//this.gameObject.transform.position

= hitl.point;

this.gameObject.GetComponent<NavMeshAgent> () .SetDest

ination(hitl.point);



HRMERX (RAKEED)

1.8 :

(1) TR ERZARUNL ty 2 Rl
BER/ TR, SfRrayi®E,

AIE B EMMAEREE,
BETEEEYE (B, EY) |
Wk kBl fIGame OverE=m,

bz 5% B e B R = m,

B—E/vMiERE 85

(2) AILIBE S EAERE R F/Mih
HEEERHEL
URIEBERERNE DS

(3) ERLHEFEANEZEYATIAFILINE, THITEY/HEIT, B
/Game Over (+10)
(4) HEELBIAEESR (+10)

2. B EFAK

(1) HEER : Al@demoil# B, & @48 IREE AR T

(2) EE—EXFIE (word/Btxt) , it HH :

A FRARMEE . BEBEM, FEMEE REER F£-AB EZEAE P
TEhESE, GameOver/BRAEM

B. 2ENEMERREE /MLt (RISZE)

C.2E/N EmPutiRil, LBEEEEME L

D.

(2) LED BHUBETE  FXRE - PBREBEF)

B ExX (RAFEH)



1.AR:
(1) "L ERHBARUNL tyFE X H i

e/ fbiE, @ deEEe, T EmEs) | S—ENNERE 85
(2) ALUALEEELBMUnty 2t alktl, S—E/NEE 85
2 LS

(1) R : AiEdemoiz s, & E T HEIREE AR
(2) EEE [BHUBEFEE - ARE : HPEEF)

void Update ()

{
Vector3 vl;

// (1)move
//1.vl.x, vl,y, vl.z
vl.x = Input.GetAxis ("Horizontal")*0.05f;

vl.z = Input.GetAxis ("Vertical")*0.05f;
vi.y = 0;
//2.move

this.gameObject.transform.Translate (vl, Space.Self);

// (2) rotate
Vector3 rl;

rl.x = 0;
rl.z = 0;
rl.y = Input.GetAxis ("Rotate")*0.1f;

this.gameObject.transform.Rotate(rl);



private void OnTriggerEnter (Collider other)

{

if (other.gameObject.name== "Cylinder" ||
other.gameObject.name == "Cylinder (4)" ||
other.gameObject.name == "Cylinder (3)" ||
other.gameObject.name == "Cylinder (2)" ||
other.gameObject.name == "Cylinder (1)")

{
Destroy (other.gameObject) ;

this.gameObject.GetComponent<AudioSource> () .Play () ;
score += 20;

GameObject.Find ("Text

(Legacy) ") .GetComponent<Text> () .text = score.ToString() ;
}
}
----hai 40------"----"""""""""""""-"——-
using UnityEngine.UI;
public class c¢s01 : MonoBehaviour
{
int score = 0;

public AudioClip al;
// Start is called before the first frame update
volid Start ()
{



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

{
if (Input.GetMouseButtonDown (0))
{
//1.ray
Ray rayl =

Camera.main.ScreenPointToRay (Input.mousePosition);

//2.hitl
RaycastHit hitl;

/ /3. HIR B E B A E
if (Physics.Raycast (rayl, out hitl)==true)
{

//GameObject.Find ("Sphere") .transform.position =

hitl.point;

GameObject.Find ("Sphere") .transform.position = new
Vector3 (hitl.point.x, 0.5f+hitl.point.y, hitl.point.z);
}

/ /4. IR iE Y 4 4 1

if(hitl.collider.gameObject.name == "Capsule"
| ] hitl.collider.gameObject.name == "Cylinder" ||
hitl.collider.gameObject.name == "Cylinder (1)" ||
hitl.collider.gameObject.name == "Fox" ||
hitl.collider.gameObject.name == "FantasyBee")

{

Destroy (hitl.collider.gameObject) ;

this.gameObject.GetComponent<AudioSource> () .Play () ;

score += 20;



GameObject.Find ("Text") .GetComponent<Text> () .text =
score.ToString () + "&H";

if (score==100)

{

GameObject.Find ("Text") .GetComponent<Text> () .text
"Good";

this.gameObject.GetComponent<AudioSource> () .clip = al;

this.gameObject.GetComponent<AudioSource> () .Play () ;
}

void Update ()
{
Vector3 vl;
// (1)move
//1.v1l.x, vl.z

vl.x = Input.GetAxis ("Horizontal")*5;



Vector3.

vl.z = Input.GetAxis ("Vertical")*5;

/ /6. LR R ER AR
Vector3 localvl;
localvl = vl.x * Vector3.right + vl.z *

forward;

//2. keyup(A)---> vl.x = 0
if (Input.GetKeyUp (KeyCode.A) ||

Input.GetKeyUp (KeyCode.D))

{

vli.x = 0;

}
if (Input.GetKeyUp (KeyCode.W) ||

Input.GetKeyUp (KeyCode.S))

{
vli.z = 0;
}
//3.keydown (space) —=>jump
if (Input.GetKeyDown (KeyCode. Space))
{

this.gameObject.GetComponent<Rigidbody> () .AddForce (Vector3
.up * 300);

}
//4.v1l.y
vli.y =

this.gameObject.GetComponent<Rigidbody> () .velocity.y;

//5.move

this.gameObject.GetComponent<Rigidbody> () .velocity

// (2) rotate

Vector3 rl;



0;
rl.z = 0;
Input.GetAxis ("Rotate")*0.1f;

rl.x

rl.y

this.gameObject.transform.Rotate (rl) ;

int score=0;
public AudioClip al;

// Start is called before the first frame update
volid Start ()

{

// Update is called once per frame
void Update ()
{

Vector3 vl;

//1. vl.x, vl.z

vl.x = Input.GetAxis ("Horizontal")*5;



vl.z Input.GetAxis ("Vertical") *5;

vi.y = 0;

//5.move
this.gameObject.GetComponent<Rigidbody> () .velocity
= vl;
}
private void OnCollisionEnter (Collision collision)

{

if (collision.gameObject.name == "Cylinder" ||
collision.gameObject.name == "Cylinder (3)" ||
collision.gameObject.name == "Cylinder (1)" ||
collision.gameObject.name == "Cylinder (2)" ||
collision.gameObject.name == "Cylinder (4)")

{

Destroy(collision.gameObject) ;

this.gameObject.GetComponent<AudioSource> () .Play () ;

score += 20;

GameObject.Find ("Text
(Legacy) ") .GetComponent<Text> () .text = score.ToString() +
"

if (score==100)

{

this.gameObject.GetComponent<AudioSource> () .clip = al;

this.gameObject.GetComponent<AudioSource> () .Play () ;
GameObject.Find ("Text
(Legacy) ") .GetComponent<Text> () .text = "Good !";
}



———-hai 40=m==m— e

void Update()

{
if(Input.GetMouseButtonDown(0))

{
//1.build ray

Ray ray1 = Camera.main.ScreenPointToRay(Input.mousePosition);

//2.build hit1
RaycastHit hit1;

/13.if hit==true or not
if(Physics.Raycast(ray1,out hit1)==true)
{

GameObject.Find("Cylinder").transform.position = hit1.point;

———-hai 40====m =



private void OnMouseDown()

{
/1122311 5H%
Ray ray1 = Camera.main.ScreenPointToRay(Input.mousePosition);

112 3231 1 51 #pfilitE Bh
RaycastHit hit1;

113. 35I| 2 & E RS A& SR fiifE 2
if(Physics.Raycast(ray1,out hit1)==true)
{
GameObject.Find("Cylinder").transform.position = hit1.point;

using UnityEngine.Ul;

public class cs01 : MonoBehaviour
{
int score = 0;
public AudioClip a1;
/] Start is called before the first frame update
void Start()



/l Update is called once per frame

void Update()

{
Vector3 v1;
/M1.v1.x,v1l,z
v1.x = Input.GetAxis("Horizontal") * 5;
v1.z = Input.GetAxis("Vertical") * 5;
vly =0;

//5.move
this.gameObject. GetComponent<Rigidbody>().velocity = v1;
}

private void OnCollisionEnter(Collision collision)

{

if(collision.gameObject.name== "Cylinder" || collision.gameObject.name
== "Cylinder (4)" || collision.gameObject.name == "Cylinder (3)" ||
collision.gameObject.name == "Cylinder (2)" || collision.gameObject.name ==
"Cylinder (1)")
{
Destroy(collision.gameObject);
this.gameObject. GetComponent<AudioSource>().Play();
score += 20;
GameObject.Find("Text (Legacy)").GetComponent<Text>().text =
score.ToString() + "57™";
if(score == 100)
{
GameObject.Find("Text (Legacy)").GetComponent<Text>().text ="
RE, BREE";



this.gameObject.GetComponent<AudioSource>().clip = a1;
this.gameObject. GetComponent<AudioSource>().Play();

———-hia 40-—=—=—=—=———m

public Image imgl;
//public GameObject imgl;

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

{

// Update is called once per frame
void Update ()
{

//1l.rotate

Vector3 rot;

rot.x = 0;

rot.z = 0;

rot.y = Input.GetAxis ("Rotate");

this.gameObject.transform.Rotate (rot);

//2.move



Vector3 vel, localvec;

vel.x = Input.GetAxis ("Horizontal"™) *5;

vel.z = Input.GetAxis ("Vertical")*5;

vel.y = 0;

localvec = vel.x * transform.right + vel.z *
transform.forward;

vel.x = localvec.x;

vel.z = localvec.z;

this.gameObject.GetComponent<Rigidbody> () .velocity

= vel;

private void OnCollisionEnter (Collision collision)
{
if(collision.gameObject.name == "Cylinder (1)")
{
Destroy(collision.gameObject) ;

imgl.gameObject.SetActive (true);

using UnityEngine;
using UnityEngine.SceneManagement;

using UnityEditor;

public class c¢s02 : MonoBehaviour



public void show ()

{

SceneManager.LoadScene ("s1") ;

public void myexit ()

{
Application.Quit () ;
EditorApplication.isPlaying = false;

https://drive.google.com/file/d/1-pp5SUr_Et8wu28-b-L M6nmju_dH2-nxM/view?u
sp=share link

void Update()
{
Vector3 vel,
//1.move
vel.x = Input.GetAxis("Horizontal")*0.01f;
vel.z = Input.GetAxis("Vertical") * 0.01f;
vely = 0;
this.gameObject.transform.Translate(vel,Space.Self);

/12.rotate

Vector3 rot;

rot.x = 0;

rot.z = 0;

rot.y = Input.GetAxis("Rotate")*0.2f;
this.gameObject.transform.Rotate(rot);


https://drive.google.com/file/d/1-pp5Ur_Et8wu28-b-LM6nmju_dH2-nxM/view?usp=share_link
https://drive.google.com/file/d/1-pp5Ur_Et8wu28-b-LM6nmju_dH2-nxM/view?usp=share_link

private void OnTriggerEnter(Collider other)
{

if(other.gameObject.name == "Cylinder" || other.gameObject.name ==
"Cylinder (4)" || other.gameObject.name == "Cylinder (1)" ||
other.gameObject.name == "Cylinder (3)" || other.gameObject.name ==
"Cylinder (2)")

{
Destroy(other.gameObject);

}
}

void Update()
{

Vector3 vel;
11(2) ¥|Eh BEREADWSRIFZ BN dEX Evel.x = ..., vely
= ....(ATLLA2FE A X : Input.GetAxis, Input.GetKeyDown

vel.x = Input.GetAxis("Horizontal")*5;



vel.z = Input.GetAxis("Vertical")*5;

/1(3) ABEAE 1 B Bl {= LE #2 B -> 31| 751 S 2 1 B
Input.GetKeyUp#Hllvel.x = 0....

if(Input.GetKeyUp(KeyCode.A) ||
Input.GetKeyUp(KeyCode.D))

{

vel.x = 0;
}
if (Input.GetKeyUp(KeyCode.W) ||
Input.GetKeyUp(KeyCode.S))
{

vel.z = 0;
}
/1(4) B [a] L Bk N2 R dispacefE Bl {E
addforce# &) ({H;R F & Evel.y)
if(Input.GetKeyDown(KeyCode.Space))

{

this.gameObject.GetComponent<Rigidbody>().AddForc
e(Vector3.up*300);

}

I1(5)XE E&REvel.y(=
this.gameObject.GetComponent<Rigidbody>().velocity.y



vel.y =
this.gameObject.GetComponent<Rigidbody>().velocity.y

I

/[1(1) AR RESN E BB B = fEupdate N ER ENEEN ERS
/A PAIFE. velocity=vel, FREiEHIBEMEHZEEE =
0) (A~BE{# Atransform.TransLate, RI§E.AddForce)

this.gameObject. GetComponent<Rigidbody>().velocity =
vel,

~——-hai 40 ———=—=—m—m

int score=0;
/l Start is called before the first frame update



void Start()
{

/[ Update is called once per frame
void Update()
{
Vector3 vel,
//1.vel.x, vel.y
vel.x = Input.GetAxis("Horizontal") * 5;
vel.z = Input.GetAxis("Vertical") * 5;

//6.localVec

Vector3 localvec;

localvec = vel.x * transform.right + vel.z * transform.forward;
vel.x = localvec.x;

vel.z = localvec.z;

112.A,D,W,S ==>keyup ==>vel.x =0
if (Input.GetKeyUp(KeyCode.A) || Input.GetKeyUp(KeyCode.D))

{
vel.x = 0;
}
if (Input.GetKeyUp(KeyCode.W) || Input.GetKeyUp(KeyCode.S))
{
vel.z = 0;
}

//3.addforce-y
if(Input.GetKeyDown(KeyCode.Space))

{

this.gameObject. GetComponent<Rigidbody>().AddForce(Vector3.up*300);



}
ll4.vely =77

vel.y = this.gameObject.GetComponent<Rigidbody>().velocity.y;

//5.move
this.gameObject. GetComponent<Rigidbody>().velocity = vel;

//11.rotate

Vector3 rot;

rot.x = 0;

rot.z = 0;

rot.y = Input.GetAxis("Rotate");
this.gameObject.transform.Rotate(rot);

private void OnCollisionEnter(Collision collision)

{

if(collision.gameObject.name == "Cylinder" || collision.gameObject.name
== "Cylinder (1)")
{

Destroy(collision.gameObject);

score += 50;
if(score==100)
{

SceneManager.LoadScene("s2");



private void OnCollisionEnter(Collision collision)

{

if (collision.gameObject.name == "Cylinder (2)" ||
collision.gameObject.name == "Cylinder (3)" || collision.gameObject.name ==
"Cylinder (4)")
{
Destroy(collision.gameObject);
this.gameObject. GetComponent<AudioSource>().Play();
score += 30;
GameObject.Find("Text (Legacy)").GetComponent<Text>().text =
score.ToString() + "

}

void Update()
{
Vector3 vel,
/I1.vel.x, vel.z
vel.x = Input.GetAxis("Horizontal")*5;
vel.z = Input.GetAxis("Vertical")*5;
/12. keyup ==>vel.x =0



if (Input.GetKeyUp(KeyCode.A) || Input.GetKeyUp(KeyCode.D) ||
Input.GetKeyUp(KeyCode.LeftArrow) ||
Input.GetKeyUp(KeyCode.RightArrow))

{

vel.x = 0;

}

if (Input.GetKeyUp(KeyCode.W) || Input.GetKeyUp(KeyCode.S) ||
Input.GetKeyUp(KeyCode.UpArrow) ||
Input.GetKeyUp(KeyCode.DownArrow))

{

vel.z = 0;
}
/[3.space ====> jump vel.y =...
if(Input.GetKeyDown(KeyCode.Space))
{

this.gameObject. GetComponent<Rigidbody>().AddForce(Vector3.up*300);

}
ll4.vely = ...

vel.y = this.gameObject.GetComponent<Rigidbody>().velocity.y;

//5.move
this.gameObject. GetComponent<Rigidbody>().velocity = vel;



HAsR{EE (BEH)
1.8 :

(1) AL ALE%Enunityiastika Gea/fiiiE, mn weEme, 3%

, EEEEEN]) |, B—E/vERE 85

(2) AILLALRZAHBEMUnityR2aikilT, B—E/EERE 85

2. BWXEEAK
(1) #HkE R : BiEdemoitz Bk, & mE I &G R4E F BRI H AT
(2) LER [#HEBEEE : ARE  HihEEE)

3.EERER, WA THigoogleEinfFIEHER 1 (ERE/

cookie/ & ERMEF)

SQL APMFRTE : 14 RRFBEAINEELEEN
https://program.alphacamp.co/sgl-basic

ZeH/E=

Python, R . Julia = REREBEEEEE?REEHNHBRMEE
https://tw.alphacamp.co/blog/r-python-julia-in-data-scienc

e-a-comparison

https://www.youtube.com/watch?v=S2PzRXXD4bA

15 28 EF power BI'HE—BREEEIKEHSZHEENR ~

https://www.youtube.com/watch?v=9RcQUhlIb Y

REBERK—EEEHN soL BXREMITMW

https://www.books.com.tw/products/0010786846

$F05 Hlpython/sSQoL BEEEH /T« RELEMEREHAFTLE | .



https://www.accupass.com/event/2104181001161184735677
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public void showairplane()
{
GameObject.Find("Fox").SetActive(false);
GameObject.Find("FantasyBee").SetActive(false);
GameObject.Find("Gunship").SetActive(true);
}

public void showfox()

{
GameObject.Find("Fox").SetActive(true);
GameObject.Find("FantasyBee").SetActive(false);
GameObject.Find("Gunship").SetActive(false);

———-hai 40 ==—= =

void Update()
{
Vector3 vel,
11(2) ¥ ERBEAEADWS RIFS -2k Evel.x = ..., vel.y = ... (AT LLFA2FEA =K :
Input.GetAxis, Input.GetKeyDown)
vel.x = Input.GetAxis("Horizontal")*5;
vel.z = Input.GetAxis("Vertical")*5;
/1(3) BB R G BI{Z LE F2 B - 31 Bl B2 B2 A B Input. GetKeyUpBllvel.x = 0....
if(Input.GetKeyUp(KeyCode.A) || Input.GetKeyUp(KeyCode.D))
{

vel.x = 0;



}
if (Input.GetKeyUp(KeyCode.W) || Input.GetKeyUp(KeyCode.S))

{

vel.z = 0;

11(4) & ] L Bk R H 2% R -»#space B Al Fladdforce# &) (1B H X E
vel.y)
if(Input.GetKeyDown(KeyCode.Space))
{
this.gameObject. GetComponent<Rigidbody>().AddForce(Vector3.up *
300);

}

I1(5)FE - E&Evel.y(=
this.gameObject. GetComponent<Rigidbody>().velocity.y
vel.y = this.gameObject.GetComponent<Rigidbody>().velocity.y;

/1(1) in{T gE 0 E 4B FL B -» FEupdate W ER EMEENEFE B 0 X SRIES. velocity =
vel, FaefEHI SR EEERE = 0) (FgefE Atransform.TransLate, flgE.
AddForce)

this.gameObject.GetComponent<Rigidbody>().velocity = vel;
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using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

public class c¢cs01 : MonoBehaviour

{

==X

)

int score =

0;

public AudioClip aul;

// Start 1is

voild Start ()

{

called before the first frame update

// Update 1is called once per frame
void Update ()

{
Vector3

// (1) 5
//1.vel
vel.x =

vel.z =

vel;

Steps to move

.xX, vel.y (HHEFEAE)

Input.GetAxis ("Horizontal™) *5;
Input.GetAxis ("Vertical") *5;

//6. . BERBHEERERMAELlocalvec;
//Vector3.right, Vector3.forward (S EEERAL N &)
//transform.right, transform.forward (J&HhHEIEENL A

Vector3

localvec;



localvec = transform.right * vel.x +
transform.forward * vel.z;
vel.x = localvec.Xx;

vel.z = localvec.z;

//2.keyup (A)==> vel.x = 0

if (Input.GetKeyUp (KeyCode.A) ||
Input.GetKeyUp (KeyCode.D) ||
Input.GetKeyUp (KeyCode.LeftArrow) ||
Input.GetKeyUp (KeyCode.RightArrow) )

{

vel.x = 0;

}

if (Input.GetKeyUp (KeyCode.W) ||
Input.GetKeyUp (KeyCode.S) ||
Input.GetKeyUp (KeyCode.UpArrow) ||
Input.GetKeyUp (KeyCode.DownArrow) )

{

vel.z = 0;

//3.space ==> addforce (up)
if (Input.GetKeyDown (KeyCode. Space))

{

this.gameObject.GetComponent<Rigidbody> () .AddForce (Vector3
.up*300) ;
}

//4.vel.y =
vel.y =
this.gameObject.GetComponent<Rigidbody> () .velocity.y;

//5.velocity
this.gameObject.GetComponent<Rigidbody> () .velocity

= vel;



//(2) . B—ANTBRA, KGREEZE
//BRRAE - IRHIRIEEHHEEAE -->constraints

// (3) rotation

Vector3 rot;

rot.x = 0;

rot.z = 0;

rot.y = Input.GetAxis ("Rotate");

this.gameObject.transform.Rotate (rot);

private void OnTriggerEnter (Collider other)

{

if (other.gameObject.name == "Cylinder (1)" ||
other.gameObject.name == "Cylinder (2)" ||
other.gameObject.name == "Cylinder (3)" ||
other.gameObject.name == "Cylinder (4)" ||
other.gameObject.name == "Cylinder")

{

this.gameObject.GetComponent<AudioSource> () .Play ()

score += 20;

GameObject.Find ("Text") .GetComponent<Text> () .text

score.ToString () + "&";
if (score ==100)
{
GameObject.Find ("Text") .GetComponent<Text> () .text = "HKE,

ﬂ*n;

this.gameObject.GetComponent<AudioSource> () .clip = aul;



this.gameObject.GetComponent<AudioSource> () .Play () ;

}
Destroy (other.gameObject) ;

void Update ()
{
Vector3 vel;
//1. move
// (2) FlERBBADWSHIBEN IR TEvel . x = ..., vel.z =
(ATLLEA27 AR : Input.GetAxis, Input.GetKeyDown)
vel.x = Input.GetAxis ("Horizontal") *3;
vel.z = Input.GetAxis("Vertical") *3;
// (3) BEWMEHAIFLEEE > RIRBMB Input . GetKeyUphl

vel.x = 0....



if (Input.GetKeyUp (KeyCode.A) ||
Input.GetKeyUp (KeyCode.D) ||
Input.GetKeyUp (KeyCode.LeftArrow) ||
Input.GetKeyUp (KeyCode.RightArrow))
{
vel.x = 0;
}
if (Input.GetKeyUp (KeyCode.W) ||
Input.GetKeyUp (KeyCode.S) ||
Input.GetKeyUp (KeyCode.UpArrow) ||
Input.GetKeyUp (KeyCode.DownArrow) )
{
vel.z = 0;
}
// (4) BRLBIEMHDBRNR SR spaceBAlFEHaddforceBE)
(BRZFBEEvel.y)
if (Input.GetKeyDown (KeyCode.Space))
{

this.gameObject.GetComponent<Rigidbody> () .AddForce (Vector3
.up * 300);
}

// (5) FE  BEXRFEvel.y(=
this.gameObject.GetComponent<Rigidbody> () .velocity.y

vel.y =
this.gameObject.GetComponent<Rigidbody> () .velocity.y;

// (1) B{ATRE#EIER DI Eupdate NERERBERH A X S
f€.velocity=vel, FHREVEHIMMBEMEAZEEE = 0) (TEEFEH
transform.TransLate, MI§&.AddForce)

this.gameObject.GetComponent<Rigidbody> () .velocity

= vel;

//2. rotate

Vector3 rot;



rot.x = 0;
rot.z = 0;
rot.y = Input.GetAxis ("Rotate")*0.3f;

this.gameObject.transform.Rotate (rot);

void Update ()

{
if (Input.GetKeyDown (KeyCode.A) ||
Input.GetKeyDown (KeyCode.LeftArrow) )

{
this.gameObject.transform.Translate (-0.5f, O,

}
if (Input.GetKeyDown (KeyCode.D) ||

Input.GetKeyDown (KeyCode.RightArrow) )
{

this.gameObject.transform.Translate (0.5£, O,



}
if (Input.GetKeyDown (KeyCode.W) ||

Input.GetKeyDown (KeyCode.UpArrow) )
{

this.gameObject.transform.Translate (0, O,
0.5f);

}
if (Input.GetKeyDown (KeyCode.S) ||

Input.GetKeyDown (KeyCode.DownArrow) )
{

this.gameObject.transform.Translate (0, O,

-0.5f);
}
if (Input.GetKeyDown (KeyCode.Space))
{
this.gameObject.transform.Translate (0, 1, 0);
}
if (Input.GetKeyDown (KeyCode.E))
{
this.gameObject.transform.Rotate (0, 10, 0);
}
}
----hai 40--——--—""""—"" -

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

using UnityEngine.UI;



public class c¢s01 : MonoBehaviour
{
int score = 0;
// Start is called before the first frame update
volid Start ()
{

// Update is called once per frame

void Update ()

{
Vector3 vel;
//1.move
vel.x = Input.GetAxis("Horizontal")*0.05f;
vel.z = Input.GetAxis ("Vertical")*0.05f;
vel.y = 0;
this.gameObject.transform.Translate (vel.x,

vel.y,vel.z, Space.Self);

//2.rotate

Vector3 rot;

rot.x = 0;

rot.z = 0;

rot.y = Input.GetAxis ("Rotate")*0.5f;
this.gameObject.transform.Rotate (rot.x, rot.y,

rot.z);

private void OnTriggerEnter (Collider other)

{

if (other.gameObject.name== "Cylinder" ||
other.gameObject.name == "Cylinder (1)" ||
other.gameObject.name == "Cylinder (2)" ||

other.gameObject.name == "Cylinder (3)" ||



other.gameObject.name == "Cylinder (3)" ||
other.gameObject.name == "Cylinder (4)")
{

this.gameObject.GetComponent<AudioSource> () .Play();
Destroy (other.gameObject) ;

score += 20;

GameObject.Find ("Text") .GetComponent<Text> () .text =
score.ToString()+ "&";

}

void Update ()
{
if (Input.GetKeyDown (KeyCode.A) ||
Input.GetKeyDown (KeyCode.LeftArrow))

{
//this.gameObject.transform.Translate(-1,0,0);

this.gameObject.GetComponent<Rigidbody> () .AddForce (-1, O,
0) 7
}
if (Input.GetKeyDown (KeyCode.D) | |
Input.GetKeyDown (KeyCode.RightArrow) )
{
//this.gameObject.transform.Translate (1, O,



this.gameObject.GetComponent<Rigidbody> () .AddForce (1, O,
0) 7

}

if (Input.GetKeyDown (KeyCode.W) ||
Input.GetKeyDown (KeyCode.UpArrow) )

{

//this.gameObject.transform.Translate (0, O,

1)

this.gameObject.GetComponent<Rigidbody> () .AddForce (0, O,
1)7

}

if (Input.GetKeyDown (KeyCode.S) ||
Input.GetKeyDown (KeyCode.DownArrow) )

{

//this.gameObject.transform.Translate (0, O,

-1)7

this.gameObject.GetComponent<Rigidbody> () .AddForce (0, O,
-1);
}
//2.rotation
if (Input.GetKeyDown (KeyCode.E))
{
this.gameObject.transform.Rotate (0, -20, 0);
}
if (Input.GetKeyDown (KeyCode.R))
{
this.gameObject.transform.Rotate (0, 20, 0);
}
//3.jump
if (Input.GetKeyDown (KeyCode. Space))
{

this.gameObject.transform.Translate (0, 2, 0);



//unity BIBENHF27E:
1) MEEKXFEE): transoform.Translate ()

/) (2)EEYERE): MIfE.addforce ()

int score=0;

public AudioClip al;

// Update is called once per frame
void Update ()
{

Vector3 vel;

//2.vel.x, vel.z

vel.x = Input.GetAxis ("Horizontal")*5;
vel.z = Input.GetAxis ("Vertical") *5;
vel.y = 0;

//3.keyup---vel.x=0, vel.z = 0

if (Input.GetKeyUp (KeyCode.A) ||

Input.GetKeyUp (KeyCode.LeftArrow) ||
Input.GetKeyUp (KeyCode.D) ||
Input.GetKeyUp (KeyCode.RightArrow) )

{

vel.x = 0;



1f (Input.GetKeyUp (KeyCode.W) ||
Input.GetKeyUp (KeyCode.UpArrow) ||
Input.GetKeyUp (KeyCode.S) ||
Input.GetKeyUp (KeyCode.DownArrow) )

{

vel.z = 0;

}

//4.space —-- gravity

if (Input.GetKeyDown (KeyCode.Space))

{

this.gameObject.GetComponent<Rigidbody> () .AddForce (V
ector3.up * 300);

}

//5.vel.y

vel.y =
this.gameObject.GetComponent<Rigidbody> () .velocity.y

this.gameObject.GetComponent<Rigidbody> () .velocity =

vel;

}

private void OnCollisionEnter (Collision
collision)

{

if(collision.gameObject.name == "Cylinder

(3)" || collision.gameObject.name == "Cylinder (1)"
| | collision.gameObject.name == "Cylinder")

{

this.gameObject.GetComponent<AudioSource> () .Play ()



Destroy(collision.gameObject) ;

score += 30;

GameObject.Find ("Text") .GetComponent<Text> () .text =
score.ToString () +"7";

if (score == 100)

{
this.gameObject.GetComponent<AudioSource> () .clip =
al;
this.gameObject.GetComponent<AudioSource> () .Play ()
GameObject.Find ("Text") .GetComponent<Text> () .text =

RE, BRI

private void OnTriggerEnter (Collider other)
{
if (other.gameObject.name == "Cylinder (2)"
| | other.gameObject.name == "Cylinder (4)")
{
score += 5;

Destroy (other.gameObject) ;

this.gameObject.GetComponent<AudioSource> () .Play ()
GameObject.Find ("Text") .GetComponent<Text> () .text =

score.ToString () + "#";
if (score == 100)

{

this.gameObject.GetComponent<AudioSource> () .clip =

al;



this.gameObject.GetComponent<AudioSource> () .Play ()
GameObject.Find ("Text") .GetComponent<Text> () .text =

=

"RE, BE";

void Update ()
{
// (2) FIERBRBEADWSAIFBENIEEvel . x = ...., vel.y =
. (ATLLF2#@ A=K : Input.GetAxis, Input.GetKeyDown)
// (3) BREEMEREIEFEE > HI B BB KA Input . GetKeyUpHIl
vel.x = 0....
// (4) BRLBEMNERE SR spaceBAIfEHaddforceBE)
(BERBHREvel.y)
// (5) FE : BEEvel.y(=
this.gameObject.GetComponent<Rigidbody> () .velocity.y

// (1) H{A[RE4 BB B> update N EMEBIER B AKX >
f€.velocity=vel, FHEFEHIMBEMEAZEEE = 0) (TEEFEH
transform.TransLate, MI8&.AddForce)

this.gameObject.GetComponent<Rigidbody> () .velocity



// Update BEALUMK24/NEFEDHI--) B2AE

// 1/60%, BEEBI—X

/ /45 BRI, —ERTupdate®@, FRETER{EE
//FEENVEEIRENE, EREBMARERAE  WREEE

void Update ()
{
if (Input.GetKeyDown (KeyCode.A) ||
Input.GetKeyDown (KeyCode.LeftArrow) )
{
this.gameObject.transform.Translate (-1, 0, 0);
}
if (Input.GetKeyDown (KeyCode.W) ||
Input.GetKeyDown (KeyCode.UpArrow) )
{
this.gameObject.transform.Translate (0, 1, 0);
}
if (Input.GetKeyDown (KeyCode.D) ||
Input.GetKeyDown (KeyCode.RightArrow) )
{
this.gameObject.transform.Translate (1, 0, 0);
}
if (Input.GetKeyDown (KeyCode.S) ||
Input.GetKeyDown (KeyCode.DownArrow) )
{
this.gameObject.transform.Translate (0, -1, 0);
}
if (Input.GetKeyDown (KeyCode.E))
{
this.gameObject.transform.Rotate (0, -15, 0);
}
if (Input.GetKeyDown (KeyCode.R))
{



//ERE  BRRERTRE, #FEHEupdate

}

this.gameObject.transform.Rotate (0,

if (Input.GetKeyDown (KeyCode.Space))

{

15,

this.gameObject.transform.Translate (0,

//EEh2 . HREEE, BEEES
void Update ()

{

float dx, dy, dz;
//1 .78}

Input.GetAxis ("Horizontal™)*0.05f;

dx
dz

Input.GetAxis ("Vertical")

* 0.05¢f;

0)

1,

0);



dy = Input.GetAxis ("Jump") * 0.05f;
this.gameObject.transform.Translate (dx, dy, dz);

//2 . hedE
float rx, ry, rz;
rx = 0;

rz = 0;

ry Input.GetAxis ("Rotate") ;

this.gameObject.transform.Rotate (rx, ry, rz);

Rotate

Vector3 vel;

/| Bk EEEEEL

int num=0;

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

{

// Update is called once per frame
void Update ()
{



Input.

Input.

vel.x

Input
Input
Input

Input
Input
Input

// (2) FIERRRBEADWSRIFBE IR Evel .x = ..., vel.y =

(ATLLEA2f AR : Input.GetAxis, Input.GetKeyDown)

//1if (Input.GetKeyDown (KeyCode.D) ||
GetKeyDown (KeyCode.RightArrow) )

/74

// vel.x = 10;

/7}

//1if (Input.GetKeyDown (KeyCode.A) ||
GetKeyDown (KeyCode.LeftArrow) )

/ /A

// vel.x = -10;

//}

vel.x = Input.GetAxis ("Horizontal") *20;
vel.z = Input.GetAxis("Vertical") *20;

// (3) BRBEREEAFLEBE>FIR BB Input . GetKeyUpHI
= 0....
if (Input.GetKeyUp (KeyCode.A) ||

.GetKeyUp (KeyCode.LeftArrow) ||
.GetKeyUp (KeyCode.D) ||
.GetKeyUp (KeyCode.RightArrow))

{

vel.x = 0;

}
if (Input.GetKeyUp (KeyCode.W) ||

.GetKeyUp (KeyCode.UpArrow) | |
.GetKeyUp (KeyCode.S) ||
.GetKeyUp (KeyCode.DownArrow) )

{
vel.z = 0;
}
// (4) BRLBIEMHBNR AR spaceBRFEHaddforceBE)

(B2 HEZEvel. y)

<2

// (4 - 1) FE :BRTERTspacei, EEHIEZEEHEZEEHnun



// (4 - 2) FR  BEREMIE, on collision()BIEEnum =
0, BKIEEHUES

if (Input.GetKeyDown (KeyCode.Space) && num<2)

{

num += 1;

this.gameObject.GetComponent<Rigidbody> () .AddForce (Vector3
.up *350);
}

// (5) BREERTEvel.y (=
this.gameObject.GetComponent<Rigidbody> () .velocity.y

vel.y =
this.gameObject.GetComponent<Rigidbody> () .velocity.y;

// (1) ST RE4E B B d Eupdate AR EMEBIZH EN A X S
f€.velocity=vel, FHREFEHIMABEMEAZEEE = 0) (TEEFEH
transform.TransLate, FlI§&.AddForce)

this.gameObject.GetComponent<Rigidbody> () .velocity
= vel;

}
/ /tiiE

private void OnCollisionEnter (Collision collision)

{

num = 0;

e - 1 9204 1. I
Vector3 vel;

int num = 0;



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

{

// Update is called once per frame
void Update ()
{

// TEBIEFEMSDER

// (2) FIERRBEADWSRIRBEFEEEvel .x = ..., vel.y =
(ATLLA2F AR : Input.GetAxis, Input.GetKeyDown)

vel.x = Input.GetAxis("Horizontal"™) * 9;

vel.z = Input.GetAxis("Vertical"™) * 9;

// (3) nfaTEREE (T Ik BIFS E{F 1L > I B S BB MB Input . GetKeyUp
Alvel.x = 0....
if (Input.GetKeyUp (KeyCode.A) ||
Input.GetKeyUp (KeyCode.D))
{
vel.x = 0;
}
if (Input.GetKeyUp (KeyCode.W) ||
Input.GetKeyUp (KeyCode.S))
{
vel.z = 0;
}
// (4) IRy A L BkEERY N 2R dspace B RAIER
addforce ({BZHFHEvel.y)
//1f (Input.GetKeyDown (KeyCode.Space) &&
this.gameObject.GetComponent<Rigidbody> () .velocity.y ==0)
if (Input.GetKeyDown (KeyCode.Space) && num < 1)
{



this.gameObject.GetComponent<Rigidbody> () .AddForce (Vector3
.up * 290);
num += 1;
}
if
(this.gameObject.GetComponent<Rigidbody> () .velocity.y ==
0)

num = 0;
}
// (5) EE Bl TEvel.y(=
this.gameObject.GetComponent<Rigidbody> () .velocity.y
vel.y =
this.gameObject.GetComponent<Rigidbody> () .velocity.y;

// (1) Sn{aleE4EEEE ¥ update NEREEHERH X S
f€.velocity=vel, FHEFEHIMBEMEAZEEE = 0) (TEEFEH
transform.TransLate, MI8&.AddForce)

this.gameObject.GetComponent<Rigidbody> () .velocity

= vel;
/ /B BE 2R AL
//Debug.Log (this.gameObject.transform.position.vy);
//print (this.gameObject.transform.position.vy);
print (vel);
}
———--nZ2a-—-—--———-—-———-——————————————

// EREBIREE, WAFupdatetEEER
/7 EEL  ERASHE, EXES
// ER2 . ERASHA], EEBERE
void Update ()
{
float dx,dz,dy;
float v1=0.05f, v2=0.05f, v3=0.05f;



//1. 758

dx = Input.GetAxis ("Horizontal")*vl;
dz = Input.GetAxis("Vertical")*v2;
dy = Input.GetAxis ("Jump") *v3;

this.gameObject.transform.Translate (dx, dy, dz);

//2 . e

float rx, ry, rz;

rx = 0;

ry = Input.GetAxis("Rotate")*0.2f;
rz = 0;

this.gameObject.transform.Rotate(rx, ry, rz);

Vector3 vel;

int num = 0;

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

{

// Update is called once per frame



void Update ()
{

// TEBENEEEMSTER -

// (2) FIERRREEADWSRIFBEN IR Evel .x = ..., vel.y =
(RATLLA2F A : Input.GetAxis, Input.GetKeyDown)

vel.x = Input.GetAxis ("Horizontal") *5;

vel.z = Input.GetAxis ("Vertical")*5;

// (3) tnfalERf =1 B ENE L > FI R BERE B Input . GetKeyUp
Alvel.x = 0....
if (Input.GetKeyUp (KeyCode.A) ||
Input.GetKeyUp (KeyCode.D))
{
vel.x = 0;
}
if (Input.GetKeyUp (KeyCode.W) ||
Input.GetKeyUp (KeyCode.S))
{
vel.z = 0;
}
// (4) n{eleEsAa M EBkEER D E MR Pspace iR BI{EH
addforce ({HRFFHETEvel.y)
//1f (Input.GetKeyDown (KeyCode.Space) &&
this.gameObject.GetComponent<Rigidbody> () .velocity.y ==0)
if (Input.GetKeyDown (KeyCode.Space) && num <1)
{

this.gameObject.GetComponent<Rigidbody> () .AddForce (Vector3
.up*350) ;

num += 1;

if(this.gameObject.GetComponent<Rigidbody> () .velocity.y==
)



num = 0;
}
// (5) FE : BETEvel.y(=
this.gameObject.GetComponent<Rigidbody> () .velocity.y
vel.y =
this.gameObject.GetComponent<Rigidbody> () .velocity.y;

// (1) AR EFBEF dEupdate NEREMEHEIZRH X S|
f2.velocity=vel, FHREFEHIBBMEFZEE = 0) (FEEER
transform.TransLate, [Ifg.AddForce)

this.gameObject.GetComponent<Rigidbody> () .velocity

= vel;
/ /BB A 2B AL
//Debug.Log (this.gameObject.transform.position.y);
//print (this.gameObject.transform.position.vy);
print (vel);
}
————2c ————————————————————————————

// Update BEMERILMB24/NEFEERI--) HHE
// 1/60%, BERI—R
/ /%GR - BERMEA, —ERfFupdatetB@E, FRETERSR



// (1) ¥2 : A, D: Input.GetAxis ("Horizontal");
// (2) ¥8 W, S: Input.GetAxis ("Vertical);
// (3) $¥8 : space : Input.GetAxis ("Jump") ;
//ER ERRHIELEES

void Update ()

{

/ /B

float dx, dz, dy;

float al= 0.3f, a2 = 0.3f, a3 = 7;
dx
dz = Input.GetAxis ("Vertical") *a2;

Input.GetAxis ("Horizontal") *al;

dy = Input.GetAxis ("Jump") *a3;

//1.EBNBRE (REZEENE REEEATERY REENMERR RAEFFH)
//GameObject.Find ("Sphere") .transform.Translate (dx, dy, dz);

//2. hBE%EH (FENE, FEENEGERY FEHSTMERE)

GameObject.Find ("Sphere") .GetComponent<Rigidbody> () .AddForce (dx,dy,dz) ;

/ /B

float ry;

ry = Input.GetAxis ("Rotate");
GameObject.Find ("Sphere") .transform.Rotate (0, ry,0);

BRI R R 2R
(1) BHERKX (REENE, RIEHE)

S fHTranslateK &
GameObject.Find ("Sphere") .transform.Translate (1, 0, 0);

(2) hB2EKX (FEEN, BEN AHE)
Z/NERigidBodyfliE, FEHNEHR

{#FHAddForceR



HhExR (BuKER)
1. N8 :

(1) AIUALEREBBMUnityBXERM (FBE), hedd, Wl EEE, 8%
. EREEER) . B—E/vEEL 85

(2) AILLALRZABBEMUnityR2afkilt, B—E//EERE 85

2. BWREXARX

(1) #HkE R : BiEdemoiizBk, & mE I &8R4 FH RO HL AT
(2) L& [B$H2ETE : BEE : HihEEX)

3. EEREM, WA THEHgoogleEinfFIEHER . (BRE/ZTEMH/E=ZAH
cookie/EEPEF)

using UnityEngine.UI;

public InputField al;

/)1 . =ZEERNES
//FEEIRIERER . Tranlate (1,0,0)
/ /EEIIBKEL : Rotate (0,1,0)
//TEREIB 8 C2BEE) : localScale

GameObject.Find ("Sphere") .transform.Rotate (0,
float.Parse (al.text) /60, 0);

try



{
GameObject.Find ("Sphere") .transform.Rotate (0,
float.Parse (al.text) / 60, 0);

}

catch

{
GameObject.Find ("Sphere") .transform.Rotate (0, 0, 0);

}

using UnityEngine.UI;

public class c¢cs01 : MonoBehaviour

{
//int al;
public InputField al;

/1B NERPITE0R frame, 1/60 #

// TR EBBERR : frame animaiton = PEHE)
void Update ()

{

b

//1. %8

//GameObject.Find ("Sphere") .transform.position

new Vector3(1,0,0)

//GameObject.Find ("Sphere") .transform.Translate(1,0,0)

//2 . EEE)

//GameObject.Find ("Sphere") .transform.rotation =
new Vector3(1l, 0, 0)

try

{



this.gameObject.transform.Rotate (0,
float.Parse(al.text) / 10, 0);
}

catch

{
this.gameObject.transform.Rotate (0, 0, 0);

void Update ()

//1 .8

//GameObject.Find ("Sphere") .transform.position

new Vector3(1,0,0)

//GameObject.Find ("Sphere") .transform.Translate (1,0,0)

/ /2 EE)

//GameObject.Find ("Sphere") .transform.rotation
new Vector3(1l, 0, 0)
this.gameObject.transform.Rotate (0, 1, 0);



void Update ()
{
if (Input.GetKeyDown (KeyCode.A))

{
this.gameObject.transform.Translate (-1, 0, 0);

}
if (Input.GetKeyDown (KeyCode.D))
{

this.gameObject.transform.Translate (1, 0, 0);

void Update ()

{
//1.REREE
float dx, dy, dz;
float vl=1, v2=3, v3=1;
dx = Input.GetAxis ("Horizontal")*vl;
dy = Input.GetAxis ("Jump") *v2;
dz = Input.GetAxis("Vertical™)*v3;

GameObject.Find ("Sphere") .GetComponent<Rigidbody> () .AddFor
ce(dx, dy, dz);

//2. iBBIBE

float mx, my, mz;

float ml=6, m2=6;

mx = Input.GetAxis ("Mouse X")*ml;
my = 0;
mz = Input.GetAxis ("Mouse Y")*m2;

this.gameObject.GetComponent<Rigidbody> () .AddForce (mx, my,

mz) ;



//3. e

float rx, ry, rz;
rx = 0;

Input.GetAxis ("Rotate");

ry
rz = 0;

this.gameObject.transform.Rotate(rx, ry, rz);

//int al;
public AudioClip al, aZ2;

private void OnMouseDown ()

{

/ /1. @

GameObject.Find ("Cube") .transform.localScale = new
Vector3(0.5f, 0.5f, 0.5f);

//2 . B8

this.gameObject.GetComponent<Renderer> () .material.color =
Color.red;
//3. 8%

this.gameObject.GetComponent<AudioSource> () .Play () ;

private void OnMouseUp ()

{



//1. K

this.gameObject.transform.localScale = new
Vector3(1, 1, 1);

//2 . EAfR
this.gameObject.GetComponent<Renderer> () .material.color =
Color.white;

}

1.LEER2FE R
(1) BhiRbuttonE 4 (R : REEEREIX THISEMH) (KT

onClickZE {4

A% BhiRbuttonZE 4
>} TFonClickZE 4
-->public void showBlue()

(2) BEENRMHESZH #E TonMouseDownZE 4, 1B

onMouseUpZ={4+
Ak BRMERYMEES:

-->void OnMouseDown()
-->void OnMouseUp()

public AudioClip al,aZ2;

private void OnMouseDown ()
{
// 1. H@
GameObject.Find ("Cube") .transform.localScale = new
Vector3(0.5f, 0.5f, 0.5f);



//2 . AR
GameObject.Find ("Cube") .GetComponent<Renderer> () .material.
color = Color.red;

//3.8%
GameObject.Find ("Cube") .GetComponent<AudioSource> () .clip =
al;
GameObject.Find ("Cube") .GetComponent<AudioSource> () .Play ()

.
r

private void OnMouseUp ()
{
//1. K

GameObject.Find ("Cube") .transform.localScale = new
Vector3 (1, 1, 1);

//2 . BB
GameObject.Find ("Cube") .GetComponent<Renderer> () .material.
color = Color.white;

//3.B%
GameObject.Find ("Cube") .GetComponent<AudioSource> () .clip =
az;
GameObject.Find ("Cube") .GetComponent<AudioSource> () .Play ()

.
4

1. L ER2FEBhIR B 15
(1) EhizbuttonZ= 4 (JBH: REER TR THEMW) (18T
onClickZE {4

7% BhiRbuttonE 4
> TonClickE {4



-->public void showBlue()

(2) /BB EHRYEE 4 1 TonMouseDown= 4, 5

onMouseUpZ={4+
7k REER S

-->void OnMouseDown()
-->void OnMouseUp()

/| BB
//float dx;
public float vl = 0.2f;
float v2;
//28INEFES R, userBB/IRT B
void Update ()
{
//EREHE], BEAES
// EREEEE
float dx, dy, dz;
//1.REBE
dx = Input.GetAxis ("Horizontal")*vl;
dz = Input.GetAxis ("Vertical") * vl;
dy

Input.GetAxis ("Jump") * v1/3;

//GameObject.Find ("Sphere") .transform.Translate (dx, dy,
dz) ;

GameObject.Find ("Sphere") .GetComponent<Rigidbody> () .AddFor
ce(dx, dy, dz);



——=-n2a--4=9=—==——mmmmmm e

private void OnMouseDown ()

{

this.gameObject.GetComponent<AudioSource> () .Play () ;

public AudioClip al, a2;
private void OnMouseDown ()

{

/ /1. HE

GameObject.Find ("Cube") .transform.localScale = new
Vector3(0.5f, 0.5f, 0.5f);

//2. B8
GameObject.Find ("Cube") .GetComponent<Renderer> () .material.
color = Color.red;

//3.B%

GameObject.Find ("Cube") .GetComponent<AudioSource> () .clip =
al;
GameObject.Find ("Cube") .GetComponent<AudioSource> () .Play ()
}
private void OnMouseUp ()
{
/ /1. K

GameObject.Find ("Cube") .transform.localScale = new
Vector3 (1, 1, 1);



//2 . EBfB

GameObject.Find ("Cube") .GetComponent<Renderer> () .material.
color = Color.blue;
//3.8%

GameObject.Find ("Cube") .GetComponent<AudioSource> () .clip =
az;

GameObject.Find ("Cube") .GetComponent<AudioSource> () .Play ()

.
r

1. L ER2FEBhIR 15
(1) BhiZbuttonE= 4 (RH: REER TR THEH) 18T
onClick= 1

A% BhiRbuttonZE 4
>} TFonClickZE 4
-->public void showBlue()

(2) BEENRMHSZH #E TonMouseDownZE 4, 1B

onMouseUpZ={4+
ik BRMERYMEES:

-->void OnMouseDown()
-->void OnMouseUp()

using UnityEngine.UI;

float nl;
public InputField al;

// MEEIE : HupdateBEAHES), TARMEEE



// 60 RX/sec
void Update()

{

try
{
nl = float.Parse(al.text);
}
catch
{
nl = 0;

//#¥#) = Translate()
/ /88 = Roate ()
//GameObject.Find ("Sphere") . transform.Rotate (new

Vector3(0,1,0));
GameObject.Find ("Sphere") . transform.Rotate (0, nl, 0);

//GameObject.Find ("Sphere") . transform.Rotate (Vector3.up) ;

public AudioClip al, a2;
private void OnMouseDown ()
{
//1l.color
GameObject.Find ("Cube") . GetComponent<Renderer> () .material.color
= Color.red;
//2.audio
GameObject.Find ("Cube") .GetComponent<AudioSource>() .clip = al;
GameObject.Find ("Cube") . GetComponent<AudioSource> () .Play() ;
//3.scale
GameObject.Find ("Cube") .transform.localScale = new
Vector3(0.5£, 0.5f, 0.5f);



private void OnMouseUp ()

{
//1.color

GameObject.Find ("Cube") .GetComponent<Renderer> () .material.color
= Color.blue;

//2.audio

GameObject.Find ("Cube") .GetComponent<AudioSource> () .clip = a2;

GameObject.Find ("Cube") .GetComponent<AudioSource> () .Play () ;

//3.scale

GameObject.Find ("Cube") . transform.localScale = new Vector3(1,

1. L ER2FEBRIR B 14 -
(1) BhizbuttonFE 4 (RHll : REEREIR THIZEH) (18T
onClick=E &

A% BhiiRbutton=E 4
-->}® T onClickZE 4
-->public void showBlue()

(2) ;B ERMEE 4 - 3 2 TonMouseDown=E {4, 15

onMouseUpZ={4+
7k REER S

-->void OnMouseDown()
-->void OnMouseUp()

using UnityEngine.UI;



//1 MEEREREE
int al;

float az;

string a3;

bool a4;

/72 . HEE
public Text ab;
public InputField ab6;
public InputField cl, c2, c3;

public void show ()

{
a5.text = "904";
a6.text = "904";

public void show2 ()
{

c3.text = (int.Parse(cl. text)

int.Parse(c2.text)) .ToString() ;

}
—— ——— — 2C _______________________________________
//1 HEREKEHES
int al;
float az2;

string a3;

bool a4;



/2 R

public Text ab;

public void show ()

{
a5.text = "904";

//AEHS =, B2E7EE
//1. &L ZBHGE

//GameObject.Find("Sphere").transform.position += new

Vector3(1, 0, 0);

//2.75%2  BEATERE
using UnityEngine.UI;
public Text a5;

a5.text = "907";

public AudioClip al, a2;
public void showblue ()
{
/ /1. ZBYE
/| BB

GameObject.Find ("Cube") .GetComponent<AudioSource> () .clip =

al;



GameObject.Find ("Cube") .GetComponent<AudioSource> () .Play ()

.
14

/| R
GameObject.Find ("Cube") .GetComponent<Renderer> () .material.
color = Color.blue;

}

public void showred()

{

GameObject.Find ("Cube") .GetComponent<AudioSource> () .clip =

az;

GameObject.Find ("Cube") .GetComponent<AudioSource> () .Play ()

.
r

GameObject.Find ("Cube") .GetComponent<Renderer> () .material.

color = Color.red;

1. L ER2FEBhIR B 14
(1) BhiZbuttonZE= 4 (RH: REER TR THEH) 18T
onClick=

A% BhiRbuttonE 4
>}z TFonClickZE 4
-->public void showBIlue()



(2) ;B R EEMHEH - 3 R TonMouseDown=E {4, 1

onMouseUpZ{4+
Fik BRI MESES:

-->void OnMouseDown()
-->void OnMouseUp()

using UnityEngine.UI;

//1 ARBEREHES
int al;

float az;

string a3;

bool a4 = true;

/72 . EER
public Text ab;
public InputField ab6;
public InputField bl, b2, b3;

public void show ()

{
/TG =Y, B2@AE
//1.HEL  ZRBIGE

//GameObject.Find ("Text (Legacy)").

//2.A%2 BEERIBERTE
a5.text = "904";
a6.text = "904M";

public void show?2 ()
{



b3.text = (int.Parse(bl.text) +
int.Parse(b2.text)) .ToString () ;
}

public void showblue ()
{

using UnityEngine.UI;

using TMPro;

//4.tmp
public TMP InputField rl;
public TMP Text area;

public void show3 ()
{
area.text = (3.14 * float.Parse(rl.text) *

float.Parse(rl.text)) .ToString () ;
}



public void show2 ()
{
t3.text = (int.Parse(tl.text) +
int.Parse(t2.text)) .ToString () ;

/)1 EEREE, maFE

int al;

float az;

string a3;

bool a4;

//2. DR REREE
public Text ab;
public InputField ab6;

public void show ()

{
/ /WS =, B2MERGE
//1. A& ZEBIGE
//GameObject.Find ("Text")

//2. %2 BB EERE
a5.text = "904";



public void show ()

using UnityEngine.UI;

/ /S = E, B2EhE

//1. 5% ZBIGE

//GameObject.Find ("Text
(Legacy) ") .

//2.75k2 : ERIA&RE

BRI E R 2TER
(1) BALENX (FREENE, RERH)

S fHTranslate K
GameObject.Find ("Sphere") .transform.Translate (1, 0, 0);

(2) HhBEKX (EBEEH, EEH AZE)
ZNLtRigidBodyfillfe, T EHHEUE

{#FHAddForceK



//1. BN 2HIFEE
public void right ()

{

GameObject.Find ("Sphere") .transform.Translate (Vector3.righ
t);

//2. NBBEEE
public void left ()
{

GameObject.Find ("Sphere") .GetComponent<Rigidbody> () .AddFor
ce (Vector3.left*30);
}



GameObject.Find ("Sphere") .GetComponent<Rigidbody> () .AddForc
e (Vector3.left);

public void left ()
{
//2. W BBEIHE

GameObject.Find ("Sphere") .GetComponent<Rigidbody> () .AddForce (V
ector3.left*40);
}

public void right ()

{
//1 . BN ENAE
// (1) [RIAE
//GameObject.Find ("Sphere") .transform.position += new
Vector3 (1, 0, 0);

// (2) BRAE

//GameObject.Find ("Sphere") .transform.Translate (new
Vector3 (1, 0, 0));

//GameObject.Find ("Sphere") .transform.Translate (1, 0,
0);

GameObject.Find ("Sphere") .transform.Translate (Vector3.right);
}



//1. RIRE %

//GameObject.Find ("Sphere") .transform.position += new
Vector3 (1, 0, 0);

//2 . BRARE

//GameObject.Find ("Sphere") .transform.Translate (new
Vector3 (1, 0, 0));

//GameObject.Find ("Sphere") .transform.Translate (1, 0,
0);

GameObject.Find ("Sphere") .transform.Translate (Vector3.right);



GameObject.Find ("Sphere") .GetComponent<Rigidbody> () .
AddForce (Vector3.left);

/ /1. BB EIE E R

//GameObject.Find ("Sphere") .transform.position = new
Vector3 (2, 0.5f, 0);
/ /B int

J/INERBEE2BE - float (173.5) , double (
35454885488418154544489.464646644666454)

//2 . FERREFBE (BEA) (ERAZEER)

//GameQObject.Find ("Sphere") .transform.position +=
new Vector3(1l, 0, 0);

//3.BRARBE Translate (FRABKREE)

//GameObject.Find ("Sphere") .transform.Translate (new
Vector3(1,0,0));

//GameObject.Find ("Sphere") .transform.Translate (1,
0, 0);

GameObject.Find ("Sphere") .transform.Translate (Vector
3.right);



B E R 2R
(1) BALENX (FREENE, REBH)

{#HTranslateK
GameObject.Find ("Sphere") .transform.Translate (1, 0, 0);

(2) WBEEKX FEEH EEH A=)
EN_ERigidBodyfilie, ¥ EHNHEHME
{fFAAddForceBHE)
GameObject.Find ("Sphere") .GetComponent<Rigidbody> () .AddForc
e (Vector3.left);



1. ERIERH - ITENEERERE

2 (G EKS|2E - Cocos Creator
(f5f8c.c.)

3.ERE=K5|ZE
(EEEMETRSGMEI=ZR, BLLE|
104 N\ ER1TEE)

— .unreal

(1) EHEXESHE:
(2)FHIEFERXEFZ T B : blueprint ZEEH

— .Unity
(1) EFAEXESHE cf
(2)FA3EFEXBHE T & : bolt, playmaker

— .Cocos Creator

(1) ZFAEXESHE javascript
(2)RIEEEXFHZITA



4 .UnityBE#EXTHLERE

(1) UnityZ2E =8 :
UnityZ i = ZiEUnity BB E 2K RET =
UnityZ =X

(2) [RIE.
BEXENENELEX 22AY, AILSET
HiL2E, SENE—ExH, TLEREXE

(3) ERAERBERIT
e, RH1e, Exik, WAL, BEAS, RE
FER






E20%F R, LIRS REBIRIEIRIRE

1.20% 450 : HEXRET (AlnMAE, RinHEER)

2.9%H] : FHEAPPERET

3.54%H]: ATEE

L

4. SERG - TFE (VREHRER, ARREER MRE
GE85)

RIRBIVRAR & Ak 4 £



LEERIEE
—, python

1.5 K

(1) #H

print("hi...")

(3) #A

input ()

(2) #17 \n

newline

(4) B
SUERANTRAES

a2 ="john";

2 B, BFHEH

(1) Ffiz

ct++: //

python: #

(1) type(#%)

e a=123, type(a)& FEFFEHA init (),

o b='456", type(b)&

o

fr

A str (F=H),



e c=8.70, type(c)BHEFHMER—E float (FELEX)

(2) &t%, MESERR, BB, BRE KA

(3) FEEFEFNBEME—K. FRIEELE TypeError
fRiR7% - F int(), str(), float() ZREEHaE 2 H A

(4) ERE : TEEFEMBEME—#E (al = input(..

3. EEFGELL

(1) EBRHEE : B, Ha, B SHALARE?

if a>=60:

print ("R¥")
else :

print ('TRIE")

(2) #B%E : HlEFWMANHKT ZHH BEHK~

-))

(3) ZMEE : $lfFH%a, ZEF (a>85), BHFF, HAKE

(a<60)
a = int (input ('#Aa = "))
if a>=85:
print ("#8%F")
elif a>=70 and a<85:
print ("H%F")
else:

print ('TRE")



(4) & : HIEMAEFa, b, HKX?

(5) #E : NIEfis, BMNWMa—FBAIEEZE 21 2588, 2. BAE
=, 3. &% 9H (109)

L for, while

4 .;5E

88

(1) forB[E

BN : for ¥ in range (FBIA{HE, KRIE{E,RIBREIHE) :
EEEMMER
BIE : rangeMIEE AR ILEHOE—EE
BE# | : range(1,10), *~:1,2,3,4,5,6,7,8,9
BEHle-1 : ENH101THEHE
for i in range(1,11,1):

print (i, '&REHEHF")

(2) $#EF4-2 : FIHIFER

(3) LR E : ARRILE (FRERHE=1 EfL ATUEBRTR)

for 1 in range(10):

(4) .whileiEl[E
BN :
i=fEIR{E
while i <= #RIE{H:
EHEREK
i o+=1
¥BEE  FpythonMi=i+1 NEEHB AL ++
BEIGI4-4 : FIH101TARSREL
i=1

while 1 <= 10:



2
=

print (i, "ISEREH

i+=1

(5) .#%&E4-5: ;E1Z10894E70

e
(wal

5.&% (1ist) : FALUFHRH
(1).2BiLAx:

a = ['tom','mike’,'peter’]

i5llarray

(2).Entt H Aok a[0]
a = ['tom','mike’,'peter’]
print(a[0])

(3).5tE & 5l (list) KEE 2 : len(tuple)
a=['tom’,'mike’,'peter’]
b=len(a)

(4).1&% Bl (list) I EE T a[1] = "FHE"
a=['tom’','mike’,'peter’]

a[1] = 'jJane’

print(a)

(5).E& = & F(list) I EE T F#IFRIRindex : a.index(JTTH)
a=['tom’','mike’,'peter’]



b = a.index('peter’)
print('b)

(6). 518 —{E xR E|EF5(list) &% : a.append(TTHR)
a=['tom’','mike’,'peter’]

a.append(‘marry')

print(a)

HEB IRk
b = a.append('marry')
print(b)

(7). —ExHEE R 5 (list) WEEAIE : a.insert(fLig,
JLER)

a=['tom','mike’,'peter’]

a.insert(1,'marry')

print(a)

(8).MIBR 55 & T %= : del a[#w k]
a=['tom','mike’,'peter’]

del a[1]

print(a)

(9). 1B 55 2B T3 - a.pop(FRiE)
a=['tom’','mike’,'peter’]
a.pop(1)



print(a)
a.pop() #E =X AEE iR, BMrRE—E
print(a)

(10).:BEEFEmMEETR for 7Tk in B3
a=['tom','mike’,'peter’]

for T in a:

print(Jt3R)

#(11).3EF : a.sort()
a=['tom','mike’,'peter’]
a.sort()

print(a)

6. REEEMWHREIL (Matplotlibi®
#8)

#1.E REEMERE

# (1) SH—IFRIERE . (RIREE)

# pyplot : fEEEKAXE

import matplotlib.pyplot

x = [1,2,3,4,5]

y = [10,8,13,16,20]
matplotlib.pyplot.plot (x,y, 'r—-")
matplotlib.pyplot.show ()



# (2) HREEMIRERE

import matplotlib.pyplot as pl
[1,2,3,4,5]

y = [10,8,13,16,20]

pl.plot(x, y,'r--")

X

# (3) EHTIRR, B EE

import matplotlib.pyplot as plt
x = [1,2,3,4,5]

vyl [9,3,5,6,2]

y2 = [8,10,8,5,1]

plt.plot(x,yl, 'r-',label="Jjohn")
plt.plot(x,y2, 'b—--",label="tom")
HEE

plt.title('my money')

plt.xlabel ('month")

plt.ylabel ('money"')
HETREGIRE
plt.legend()
plt.show ()

# (4) EEELEMEFE :

import matplotlib.pyplot as plt

x = [1,2,3,4]

y = [2,4,6,8]

HEFE, KB, BEEE

$+ EFTF1E, E£H2@E, HEF1ELLE : subplot(1,2,1)
plt.subplot(1,2,1)

plt.plot(x,y, 'ro")

HEFE, 'R el

$ ETF1E, E£H2ME, EF2MELIE : subplot (1,2,2)
plt.subplot(1l,2,2)

plt.plot(x,y,'g-")

plt.show ()



# (5) Br—EEF

# pyplot : EEIEKAE

# image : BIFEREE

import matplotlib.pyplot as plt

import matplotlib.image as img

plt.imshow (img.imread ("https://mg.lhu.edu.tw/var/£file/3/1003/msys 1003
4796605 43808.png"))



7 . Numpy : 58 [&

(1)NumpyZEFIRREEEE, EMEFMELlistEIE
=1%o

(2) R FIEE R FEME, 55 : %E[E = np.array (& 51)
Q)SFHEER, MELUREMAXNKETES, HlanA
TEE #HREE RESE FEREGESF. @5
FHEHE numpyR REBEBESTHHEEZTER

(4) 511

import numpy as np

/ITE5, &5l

list1 = ['tom",'john’,'peter’,’jolin']

/FE[E5, 8RR

name = np.array(list1)

/A LIB R - np.array(['tom','john','peter’,'jolin'])

HENHFE2E AN B
print('55 218 A £ =", name[1])

#HENH £ E A4
for item in name:
print(item)



HENHFEEME, RE
print('4E[ERI#EE, KE=", name.shape,'EA")
print(4EPEAVHEE, EE=", len(name))



8. ALIEEREAES

(1) KREBRESE, BERERENSTER

A fREY

B.22 HEZEHB (B2 IREEEK, loss function)
C.ElIFRR R

DRI &R B foverfitting(BEES)

D. A= & ) FE A

#(2)tensorflow AIF2 X B /ERY6{E D BR

#B8 : BEY : (E—HxyHERE, HHERR (BRdiEs)
#A%  BARESEREY, Rty HERRRX

# (1) TER1 : FALIEHRE : import tensorflow library (

TensorFlow and keras)
# (2) TER2 : BimiCHsEL, BERMKE, —@E@&Tunits=1

# (3) HR3 : B BEEHY HTEREBAHZEZ (RLVEFEXTMESE 2. BX
B 1loss, B.E{LE Boptimizer)

# (4) R4 BRTEBMARE (x,v),
# (5) HERs : FIFFEER .

#+ (6) TERe : THAI



1.ATHEFRA

(1) &5, R0
(2) BB
(3) aTfEK

1.ATHIE BT
(1) #332E FES2ERIE 5T
AZEIIER

B.2E HEZHE (B2 IREEEK, loss function)
C.AlIlHRIE R

D.EIERE #fEoverfitting(BEHS)
D.#& & 7R Al

(2) 328, FESEHRAE:
A.%3 %8 classification
B.iE 5% Regression

(3) Al &' #81h -
AR B 8IS - BUR 70 RERY R £ Fim e iE M 4%

(4) —EEf#&E TTneuron B2 R 5 -
HEER .y = Sigmoid (x1*w1+x2*w2 + b)


https://www.youtube.com/redirect?event=video_description&redir_token=QUFFLUhqbGpzdUdsQUFOa1JWcXFEeXFHbEZtTGhIUHNDd3xBQ3Jtc0ttRVU2RTE4dnZSaDMwRmxEZEIxcV9HRkQtRVNXdEJwSWV6aFQzVWlpWktxM01tRTZrc3I0X3ZIY1dFUDZoUkE2bVFSUmM1SlQ0b2dLenprNUFsN1BGU1dkZGU1WlpMbGdlNnRBR004NFp3NmQ2NmxpMA&q=https%3A%2F%2Fplayground.tensorflow.org%2F%23activation%3Dtanh%26batchSize%3D10%26dataset%3Dxor%26regDataset%3Dreg-plane%26learningRate%3D0.1%26regularizationRate%3D0%26noise%3D0%26networkShape%3D2%2C1%26seed%3D0.82828%26showTestData%3Dfalse%26discretize%3Dfalse%26percTrainData%3D50%26x%3Dtrue%26y%3Dtrue%26xTimesY%3Dfalse%26xSquared%3Dfalse%26ySquared%3Dfalse%26cosX%3Dfalse%26sinX%3Dfalse%26cosY%3Dfalse%26sinY%3Dfalse%26collectStats%3Dfalse%26problem%3Dclassification%26initZero%3Dfalse%26hideText%3Dfalse

w:H#E{H, weight
b:{RZEH, bias

—

K l Wl fiAp

X2 wzi

¥ mchvadicn

Y = X1*W1 + X2*W2 + B

Y = Sigmoid(X1*W1 + X2*W2 + B)

(5) ZERME T (ISR B SR T
Ly Rl

y = Sigmoid

x11*w11+x21*w21 + b1+
x12*w12+x22*w22 + b2+
x13*w13+x23*w23 + b3+



BERTT A

# Sigmoid() |

Sigmoid() |=»

‘e

Sigmoid()

(6)FEEENRDLDAE:

BDREDE, SE?
= Bl 2 BsEaiE = {Eweight
SEREME, RALUAEHE T ENSEAR
BAl, FH#EEEE B8XT




—, C++

1.5&K

(1) #H

//cout<<"hi...";

(2) #1T \n

newline

(3) #WA

cin>>a;

(4) B
AR BHERNEAES

int al;
al = 100;

float a3;
a3 = 173.5;

double a3;
a3 = 173.5;

string a2;

a2 ="john";



3. EEFGELL

(1) EBRLEE : ¥EDHa, R BHARE?
if (a>=60)

echo<<M#<<endl;

echo<<P B #<<endl;

(3) ZMHEE : HIEiHEa 2ESF (a>85), A,

(a<60)
a = int (input ('&iAa = "))
i1f (a>=85)
{
echo<<{BZ<<endl;

}
else if (a>=70 and a<85h)

{
echo<<H1Z<<endl;

echo<<P B #<<endl;

B B A



h—ﬁ

4.

B|l#EfE for, while

(1) foriH[E

for(int i=1;i<=10, i++)
{

cout<<i<<™, FEZTEBRf"<<endl;

(2) forBE
int 1 =1;
while (1<=10)
{

cout<<i<<™, FKEZTHL"<<endl;






R =K5|%
(EBEERISMFTI=R)

1.unreal

(1) ZFHEXESHE:
(2)FHIEFEKXEZE T E : blueprint EZ[H

2.Unity

(1) HFH$EE_tn|:I = Fﬂ'ﬁgﬁ cH
(2)A3EFEXFAFZ T E bolt, playmaker

3.Cocos Creator

(1) ZFAEXFESHZ  javascript
(2)HEFEXFHAZEIE:



il e B

TTFHEEMNIE
(VREE#HIE IR,

1.3DEH#E, 3DHE

2.2DEE, 3pFE

3.F@mETL

4.3 : c#

5.3%8%5|% : unity + Vuforia

unreal+ Vuforia

faam  CHIEZC, unitylifBX512Z, EMEEREEZEE



display.newImageRect ("world.jpg", 320, 480);
160;
240;

display.newImageRect ("Icon-60.png",

display.newImageRect ("Icon-60.png",
= 320;

display.newImageRect ("Icon-60.png",
= Q;
= 480;

display.newImageRect ("Icon-60.png",
= 320;
y = 480;

display.newText ("HTEREE",160, 240, native.systemFont,




	遊戲的物件移動有2種模式： 
	（1）動力學模式（不考慮力學，只是移動） 
	（2）力學模式（考慮重力，摩擦力，角動量） 
	遊戲的物件移動有2種模式： 
	（1）動力學模式（不考慮力學，只是移動） 
	（2）力學模式（考慮重力，摩擦力，角動量） 
	GameObject.Find("Sphere").GetComponent<Rigidbody>().AddForce(Vector3.left); 
	 
	 
	 
	 
	 
	 
	   public void left() 
	    { 
	        //2.力學移動模式 
	        GameObject.Find("Sphere").GetComponent<Rigidbody>().AddForce(Vector3.left*40); 
	    } 
	 
	 
	 
	 
	 
	public void right() 
	    { 
	        //1.動力學的移動方法 
	        //（1）原始方法 
	        //GameObject.Find("Sphere").transform.position += new Vector3(1, 0, 0); 
	 
	 
	        //（2）常用方法 
	        //GameObject.Find("Sphere").transform.Translate(new Vector3(1, 0, 0)); 
	        //GameObject.Find("Sphere").transform.Translate(1, 0, 0); 
	        GameObject.Find("Sphere").transform.Translate(Vector3.right); 
	    } 
	 
	 
	 
	 
	 
	 
	 
	----------------------------------------------- 
	        //1.原始寫法 
	        //GameObject.Find("Sphere").transform.position += new Vector3(1, 0, 0); 
	 
	        //2.常用寫法 
	        //GameObject.Find("Sphere").transform.Translate(new Vector3(1, 0, 0)); 
	        //GameObject.Find("Sphere").transform.Translate(1, 0, 0); 
	        GameObject.Find("Sphere").transform.Translate(Vector3.right); 
	 
	 
	 
	GameObject.Find("Sphere").GetComponent<Rigidbody>().AddForce(Vector3.left); 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	        //1.移動到固定點 
	        //GameObject.Find("Sphere").transform.position = new Vector3(2, 0.5f, 0); 
	        //整數 int 
	        //小數點有2點： float（173.5）, double（35454885488418154544489.464646644666454） 
	 
	 
	        //2.不斷累計移動（再向右）（使用參數法） 
	        //GameObject.Find("Sphere").transform.position += new Vector3(1, 0, 0);  
	 
	        //3.再向右移動 Translate(使用函數法） 
	        //GameObject.Find("Sphere").transform.Translate(new Vector3(1,0,0)); 
	        //GameObject.Find("Sphere").transform.Translate(1, 0, 0); 
	        GameObject.Find("Sphere").transform.Translate(Vector3.right); 
	 
	 
	 
	 
	遊戲的物件移動有2種模式： 
	（1）動力學模式（不考慮力學，只是移動） 
	（2）力學模式（考慮重力，摩擦力，角動量） 
	 
	 
	 
	     
	 
	1.課程名稱：行動遊戲設計 
	 
	（簡稱C.C.） 
	 
	3.遊戲三大引擎 
	（在台灣就業市場的前三大，可以到104人力銀行查詢） 
	一.unreal 
	二.Unity 
	三.Cocos Creator 

	 
	這20多年來，多媒體領域的幾波浪潮 
	 
	比較程式學 
	一，python 
	1.基本 
	（1）輸出 
	（3）輸入 
	（2）換行  \n 
	（4）變數 

	2.變數，數字的運算 
	(1）注解 
	（1）type(變數) 
	（2）計算，加減乘除，商數，餘數，次方 
	（3）不要把字串和數值加在一起、否則會產生TypeError 
	（4）應用題：不要把字串和數值加在一起（a1 = input(...)) 

	3.選擇結構if 
	（1）雙向選擇：判讀分數a，及格，或不及格？ 
	（2）練習：判斷輸入的數字，是奇數，或偶數？ 
	（3）多向選擇：判斷分數a，是優等(a>85)，或中等，或不及格(a<60) 
	（4）練習：判斷輸入的數字a,b，誰大？ 
	（5）練習：人臉辨識，屬於哪4一種人工智慧？1.語音辨識，2.自然語言，3.影像辨識（10分） 

	4.迴圈結構for，while 
	（1）for迴圈 
	(4).while迴圈 
	(5).練習4-5：計算1到10的總和 

	5.串列(list)：類似傳統的陣列array 
	6. 大數據資料的視覺化（Matplotlib模組） 
	#1.常用繪圖的基本語法： 
	#（2）常用繪圖的標準語法： 
	#（3）畫出二條線，紅色，藍色 
	#（4）畫出左右兩個子圖： 
	#（5）顯示一個圖片： 

	 
	7.Numpy：矩陣 
	（1）Numpy專門用來處理矩陣，它的運算效率比list串列更高效。 
	 
	8.人工智慧程式撰寫 
	（1）機器學習/深度學習，數學模型流程的5步驟 

	1.AI的學習內容 
	1.AI的數學模型 
	（1）機器學習，深度學習的流程：5步驟 

	 
	二，C++ 
	1.基本 
	（1）輸出 
	（2）換行  \n 
	（3）輸入 
	（4）變數 

	3.選擇結構if 
	（1）雙向選擇：判讀分數a，及格，或不及格？ 
	（3）多向選擇：判斷分數a，是優等(a>85)，或中等，或不及格(a<60) 

	 
	4.迴圈結構for，while 
	（1）for迴圈 
	（2）for迴圈 
	 


	 
	遊戲三大引擎 
	（在台灣就業市場的前三大） 
	1.unreal 
	2.Unity 
	3.Cocos Creator 

	 
	元宇宙需要的工具 

