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- %R (GameObject)
« UnityFRRVEZARZEHY
+ BIZ(Script)
» FEHELFRIZRAUES
« GameObject € AddComponent(Script)

- FELAAE E’Jﬁ/‘t?éﬂfilﬁ?ijzij‘% 1IZ1TApPPAY
1ZBIANFRTE M AYSSARSE LA T

- YR /5
* Awake(), Start(), Update() ......




C# (BEEC Sharp ) BIZ

1 —lusing System.Collections;

2 using System.Collections.Generic;

3 using UnityEngine;

4

5 —-lpublic class MoblileCamera : MonoBehaviour
6 {

7 : // 8tart is called before the first frame update
8 35 vold Start ()

9 ]

10 : !

11 -}

12 B

13 l // Update is called once per frame

14 Eﬂi vold Update ()

15 : {

16 : :

17 )

18 )
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- Hierarchy&[->Create- ......

“= Hierarchy

| Create "'l (e All

Create Empty
Create Empty Child
3D Object

2D Object

Effects

Light

Audio

Video

Ul

Vuforia Engine

Camera

= Hierarchy
| Create "'l e All )
v ﬂ MobileDeviceCamera* =
 Main Camera

r EventSystem
¥ GameObject

@ Inspector

' ’J ¥ GameObject | [] Static =
- Tag | Untagged t | Layer
¥ .~ Transform 5 4
Position X 0 'Y 0 | z[a ]
Rotation X 0 |¥ [0 | 2[a ]
Scale X (1 |1 | z[1 ]

Add Component |




2 BIEHA

- Projecti&[O0>Create>C# Script

eCamera - Android =DX11 on DX2 GPU=

B3 Project 8 Inspector
|Cr!it!"| EY '\||4|‘,|
il
Tiﬂ!!et!
Creat ¥
» 5 1coN reate
hiscgn, Collaborate 5
+ Mobil Show in Explarer
b 55 Packar
Open
Delete
Rename
Copy Path Alt+Ctrl+C

Open Scene Additive

Import New Asset...

Folder

C# Seript

Shader

Testing

Playables

Assembly Definition
TextMeshPro

Scene

Prefab Variant
Audio Mixer

Material
Lens Flare

Render Texture

£3 Project

| Create T| (e

Tiﬁs!eti
» & 1coN
Pis::ﬂnﬂs
4 Mobilecamera

53 Packages
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- Bkl
- HE1R

= Hierarchy

3 Project _

(| GameObject

%

Create = | (arAll ). | Create "'|
Tﬂﬂnhi!eﬂnwicecamera* = Tihss:ts
. Main Camera » & 1con
.'[glf]ca”'"'“ » G Scenes
. EventSystem 4 MobileCamera

» 3 Packages
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* InspectoriE

= Hierarchy i3 Project

k37

FTIRZHEEM vs fwiSsEil

| Create "’| If't-'ii:'-"'-” 1" | Create "’| 'f{l

v < MobileDeviceCamera* -= v 5 Assets
. Main Camera

| Canvas
EventSystem
¥ GameObject

» B 1con
FmScenes
H MobileCamera

.FM-,rS::r'ipt
» 53l Packages

8 Inspector
J W GameObject | [] static
" Tag (Untsgged 3] Layer
¥ .~ Transform il = 8
Position X 0 ¥ |0 | z|o |
Rotation X 0 ¥ |0 | z|o |
Scale ®|1 ¥ [1 | |1 |

Add Component
o, My )

L.

Search

Mew script >




© Inspector [N

i ™ [GameObject | [ static =
Tag [Untagged ¢ Layer |Default ¢ |

N GameObject
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Mew script
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» EHAhEREABE RIS

public GameObject myGameObject;
public Button btnPlay;
Text txtMyText;

+ EEditorfZRIFNSIEREAMIEEMNE

| Create "| (Al
TQMuhileDeviceEamera*

L Main Camers

4
[/

[ J ¥ GameObject | O] static =
-

\ )
Taq (Uniagged____3) Layer (i3] 9] ¢
¥ .~ Transform il +

xg__JvE__Jzjo_ | txtMyText

¥ 0 Al |z[o

0 |
n 1 y1  z1i | %@BT?
¥ HM?!’QQH:\{Script} o %,
Script « MySecript @

Go Main Camera  |None (Game Object) | @
Btn Play None (B ) o

’ &dd Component ]




1 SREUAZHRRIRIR
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public GameObject myGameObject;
public Button btnPlay;
Text txtMyText;

- [HAFIndZGE (asasaPIXH) Gameobject.Find();

S T G T

GameObject GameObject.Aind(string name)
Finds a GameQObject by name and returns it.

Text txtMyText;

// Start 1s called before the first frame update
vold start()

{

txtMyText = GameObject.Find("txtMyText").GetComponent<Text>();

¥


https://docs.unity3d.com/ScriptReference/GameObject.Find.html

- IRENHH

* GetComponent

public GameObject goMainCamera;
Camera malnCam;

// Sstart is called before the first frame update

void Start()
{

mainCam = goMainCamera.GetComponent<Camera>();

2 SREVEEXIRRIA M

“= Hierarchy 8 Inspector
]

¥ Main Camera

| Create 'l (e All

‘FQMuhileDeviceCamera
W Main Camera

b Canvas

L EventSystem
L GameObject
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Tag [ MainCamera
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s | Layer __Default o

Rendering Path
Target Texture
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Allow HDR
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¥ .~ Transform
Position x|0 [ (1 | Z -10
Rotation ¥ 0 Al [zlo
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v v Camera Gl
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Depth -1

[ Use Graphics Settings

|Nune (Render Texture)
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& Image | [[] static =
v Tag M Layer H

v €} sampleScene*
il
¥ Image

-

Mone [Sprite
.

Default UI Material
Shader | UI/Default
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ERRFAHME - GUI

| "= Hierarchy | m = Services | @ Inspector o=

| Create 7| (orAll ) o Text T

v € sampleScene* = Tag (e - L - N
¥  Canvas a ntagge : | Laver H

b-i:&ﬁ Rect Transform o %,
.| EventSystem @ Canvas Renderer i
v W Text (Script) -
ext
Mew Text
Character
Font [2) Arial @
Font Style | Hormal : |
Font Size 14
Line Spacing 1
Rich Text [
Paragraph
Alignment Bz== H=-=]
Align By Geometry ]
Horizontal Cverflow | Wrap s ]
3 Project = Vertical Overflow | Truncate =
| Create 7| (@ NEILY Best Fit -

v &l Assets Color I
b 55 ICON Material Mone (Material) @
PaScenes Raycast Target [

. MobileCamera :
B uysaript Default UI Material ) =

k55 Packages [ Shader | UI/Default .

Add Component
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ERRFAHME - GUI

| Create | (GrAll

=
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L QSampleScene*
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¥l Canvas

L Text
| EventSystem

Services | & Inspector

[ |Button
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[ ] static =

| Layer | UI

d|

3 Project

i"=

| Create 7| (&

NEIRY

Tﬂﬁssets
b &5 ICON
P-as::enes
ot MobileCamera
-.PM'grScript
53 Packages

»C  Rect Transform i = 8
P—@,ﬂ Canvas Renderer il s 8
¥ ®y ¥ Image (Script) - 8
Source Image ElUISprite o
Caolor | | 2
Material ‘None (Material) -
Raycast Target [+
Image Type | sliced ]
Fill Center [+
¥ ok [ Button (Script) [ = %,
Interactable [+
Transition | Calar Tint =

Target Graphic
Mormal Calor
Highlighted Colar
Pressed Color
Disabled Color

|'. Button (Image)

F

TSRV

|
|
I
C

Caolar Multiplier |1 |
Fade Duration 0.1 |
Mavigation | Automatic =
l WVisualize ]
on Click ()
List is Empty
C .

Default UI Material
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| Create v | (arall

v QSampleScene*

¥ Canvas

|/ EventSystem

Services | @ Inspector | =

o [Panel [] Static ¥
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»°  Rect Transform L = ==
» & Canvas Renderer g ' %,
v %, ¥ Image (Script) S8,
Source Image |EEackgrnund |
Color | |
Material ‘None (Material) i
Raycast Target [+
Image Type | Sliced ]
Fill Center !
%,

Default UI Material
> Shader | UI/Default

add Component
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