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Unity IAYFRIAR O SRER . HERE A0SR M — B E H &N TS AL
B, TFHfE Transform K E,

o HulER: ZH4ERE (.position),

o jiE¥s: PITHL (.rotation).

o MR =HERAA (lossyscale). * Y AHEXIAERALIE

B B
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hird=4

ZE T AR AR

XFEMAR, Unity EXT —MEFRLIRR.

Kib: 2F. GENHES.

RAEAR

/] %

Vector3 glob_pos = gameobj.transform.position;

/5

gameobj.transform.position = (Vector3) ...;
FEIENE ARLRERTAH yH MESZEENFER
x0z,

Z o

' ]
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GameObject 8 E
Unity ATIAZE— GameObject H#REZ P H At GameObject
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¥ ¥ Rig >
¥ [) Camera Offset
fr) Main Camera
v [ Left
£ LeftHand Contro| -
LeftTeleport -
v [ Right
£ RightHand Contr
RightTeleport
] EventSystem
71 XR Interaction Manager
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e

UERSE

GameObject #8E
Unity ATIAZE— GameObject R#xEZ N Hfth GameObject

EXTAAR, ERIRIZFRICRISER, BEXIMENRER,
MRICSIRRREEIYHIRIER. ERFE:

/] i

Vector3 local_pos = gameobj.transform.localPosition;
/l 5

gameobj.transform.localPosition = (Vector3) ...;

AR EF R ETransform KEXFEAE ML local.
KW EHEERE . BXEN, Bt ERS, AREHE—L
EEIEEREI.
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X =X+V

AREESE

transform.Translate(v);

iHiEE Translate RYBNTESY, EFELBEAMNPILIRE.
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— T TN
T EEMAEAIRR, HEMEH & = (1,0),& = (0,1).

(o,1)
S (CosD. sint)

cos@ —sinf
Rot(0) = [ sinf cosf }
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o %%z il
[ cosf —sinf 0 ]
sinf cosf O
| 0 0 1]
° Ly _ _
cos) 0 —sind
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| sind 0 cosf |
° 4% x HAI:
[ 1 0 0
0 cosf —sinf
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S X AAR S RS AL AR
e

5| EEE AN T HMEREE, EEREZ:
O . ARTRESEELATETEH.
Q FIABERERACETZHI A ETIFEH (Gimbal Lock) K
o) =
BHBAMREEMA U, NAFENRENREREA 6, N
G = cos(6/2) + usin(0/2)
MREREEAN S X, ATIULAXMAE:

Sk

X = gxq
EREERIRMER, HLWRIKLIL S FE LRI
exp(if) = cos @ + isin 6
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X—RAME, ATFEROTHTTFESR. ATRIEEFA Unity
REREOBTIRIE.

transform.RotateAround (point, axis,angle);

@ point: ﬁﬁ%iﬂi?ﬂﬁ‘],ﬁo
o axis: KEiLHH.
e angle: HE¥E .
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TR LRI RT:
O JIHIZM I BT
0 ELFFELXLEMAERSN=FAE.
O MWEN=AEMLELE.
O HEENM=RATAEREN (7).
B (obj XtF) KRBT

v-1-1-1
vi-1-1
v-11-1
viil-1
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FtirEE T E MR EEE FE.
AV AR EREELSERT, ME_HTFE LN A%ES
(0,0),(0,1),(1,1), (1,0).

©, 1)

u
0,0 1,0

AE 71 Unity PROSERS IR

%t Mesh ZEAE mesh.uvs EZBENF].
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Mesh Renderer, fig& Mesh Filter {E, ALLIEIH=IEMIRLL &
2B M RIS, Unity BRIk hEe.
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BEAAMERTIIAE X Wk RE, Bt AR AXERIEEH
DHEZHER, FIETEm 4 E 2 E HETEHE.

JT4{A3ESE MeshCollider, ATIAFERIZARE S OnCollisionEnter() &
B, ST PEELERIERN
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Cooking Options
Material

& navigauon  onavuiate. o
Mixed. -

None (Physic Material) [

Mesh £ Triangle_mesh
v+ Triangle Shape Controller (Script) O
Script TriangleShapeController

- Triangle_Angles (Material) o :
W shader  Universal Render PipelinelLit - | Edit..

¥ Surface Options.
Workflow Mode

Receive Shadows

¥ Surface Inputs
[ oBase Map
©Specular Map
Smoothness
Source
ONormal Map
OHeight Map
©0cclusion Map
Emission
oEmission Map
Tiling
Offset
¥ Detail Inputs.
oMask
oBase Map

©Normal Map

Specular S
Opaque S
Both s
v

. 05
s

| P

L o
Specular Alpha -

X1 Y
X0 Yo
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