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» Assets—Import Packagehs
EnvirmonmentZzi&iR

» TR S/ EIEDImporting
Packagez %R

File Edit Assets GameObject Component
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Create

Show in Explorer
Open

Delete

Open Scene Additive

Import New Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies
Refresh

Reimport

Reimport All

Create ~ Run API Updater...
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Window Help

> Custom Package...

2D
Cameras

Characters

Ctrl+R CrossPlatforminput

Effects
ParticleSystems
Prototyping
Utility
Vehicles

i Import Unity Package

Environment

- w [of G5 standard Assets

¥ ¥ £5 CrossPlatformInput
) @ CrossPlatformInputGuidelines txt

¥ [+ G5 Prefabs

[ ¢ CarTiltControls.prefab

[ ' DualTouchControls.prefab

[ i MobileAircraftControls.prefab
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[+ eMubileTiItCuntruIRig.prefab
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[« |c| ButtenHandler.cs
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| |G| InputAxisScrollbar.cs
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0 3.Resource.Load

» Z#8 = Resources.Load('J Y — XD/ R);
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» Ex)TextureZ7 = XA Dtexture1(CSandalbedoZ :%TE
texture1 = (Texture)Resources.Load(“Sandalbedo”

]II
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» Game Objecth 5 Cube’z &Rk LU CPrefabZz
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Position Rotation Scale
Wall x:-10, y:1, z:-1 x:1, y:1.5, z:30
Wall(1) [x:10,vy:1, z:-1 x:1,y:1.5, z:30
Wall(2) |[x:0,vy:1, z:13 x:19, y:1.5, z:1
Wall(3) |x:0, y:0.75, z:-15 x:19, y:0.5 z:1
Wall(4) [x:8,vy:1, z:-6 x:0.5, y:1, z:20
Wall(5) |x:-7.5,y:1, zz10.5x:0, y:45, z:0 |x:1, y:1.5, z:7

Wall(6) |x:7.5,vy:1,z:10.5 |x:0, y:315, z:0x:1, y:1.5, z:7

Wall(7) [x:5,vy:1, z:-13 x:0.1, y:0.5, z:5
Wall(8) [x:2,y:1,z:-13 x:0.1, y:0.5, z:5
Wall(9) |x:-1,y:1, z:-13 x:0.1, y:0.5, z:5
Wall(10) |x:-4, y:1, z:-13 x:0.1, y:0.5, z:5
Wall(11) [x:-7, y:1, z:-13 x:0.1, y:0.5, z:5
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Position Scale
BoardCubeO |x:0,vy:1,z:0 |x:1,vy:1, z:1
BoardCubel |x:3,vy:1,z5 |x:0.5, y:1, z:2
BoardCube?2 |x:-3,vy:1,z:5b [x:2,y:1,z:0.5
BoardCube3 |x:3,vy:1,z:-3 [x:2,y:1 0.5
BoardCubed |x:-3,vy:1, z:-3 [x:0.b, y:1, z:2
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Sphere’z4pk U CB%Z DI B (RIlElDSphere
d)'% 7’5/1[ _ )

Bk, DA S, 51 hdDTransformZz LA T DRI

T) _J-tuﬂk_
Position Rotation Scale Z DO
Sphere x:9, y:0.5, z:-13 x:1,y:1, z:1

MainCamera x:0, y:10, z:-25 |x:30, y:0, z:0 x:0.5, y:1, z:2 |Field of View:4b
Directional Light [x:-0, y:10, z:0  |x:50, y:330, z:0 |x:1, y:1, z:1 Intensity:1.0




6.RigidbodyZ % E L KD
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Audio ’ Sphere Collider
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Layout ’ Mesh Collider
Miscellaneous ’ Wheel Collider
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Assets » Material
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