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Welcome to the Unity 3.4.2{3 Setup

Setup will guide you through the installation of Unity 3.4.2f3.

Itis recommended that you dose all other applications
before starting Setup. This will make it possible to update
relevant system files without having to reboot your
computer.

Click Next to continue.




Please review the license terms before installing Unity 3.4.2f3. @

Press Page Down to see the rest of the agreement.

PLEASE READ CAREFULLY: BY INSTALLING THE SOFTWARE (AS DEFINED BELOW)
AND/OR CLICKING ON THE 'ACCEPT' BUTTON BELOW, YOU (EITHER ON BEHALF OF
YOURSELF AS AN INDIVIDUAL OR ON BEHALF OF AN ENTITY AS ITS AUTHORIZED
REPRESENTATIVE) AGREE TO ALL OF THE TERMS OF THIS END USER LICENSE
AGREEMENT REGARDING THE USE OF THE SOFTWARE. IF YOU DO NOT AGREE WITH
ALL OF THE TERMS OF THIS AGREEMENT, CLICK ON THE 'DISAGREE' BUTTON. THIS

If you accept the terms of the agreement, dick I Agree to continue. You must accept the
agreement to install Unity 3.4.2f3.

Mullsoft Install System v2,46-Unicode

| A
END USER LICENSE AGREEMENT T
Software License Agreement for Unity 3.x ==

WILL CANCEL THE INSTALLATION. =

<gack || 1Agee | [ cancel

)




Choose which features of Unity 3.4.2f3 you want to install. @

Check the components you want to install and uncheck the components you don't want to
install. Click Next to continue.

Select components to install:

Example Project

Unity Development Web Player
MonoDevelop

Space required: 1.3GB

Mullsoft Install System v2,46-Unicode

<Back [ Next> | | cancel |




Choose Install Location @

Choose the folder in which to install Unity 3.4.2f3.

Mullsoft Install System v2,46-Unicode

Setup will install Unity 3.4.2f3 in the following folder. To install in a different folder, dick
Browse and select another folder. Click Install to start the installation.

Destination Folder

:\Program Files\Uni ditor

Space required: 1.3GB
Space available: 169.3GB

<Back || Instal | | cancel

)




Installing
Please wait while Unity 3.4.2f3 is being installed. @ '

Installing documentation...
|

Mullsoft Install System v2,46-Unicode

< Back Next > Cancel



Completing the Unity 3.4.2{3 Setup

Unity 3.4.2f3 has been installed on your computer.

Click Finish to close Setup.
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Save Scene Ctrl+S cm_“ LATE
Main Camera

Save Scene as... Ctrl+Shift+S

New Project...

Open Project..

Save Project

Build Settings... Ctrl+Shift+8
Build & Run Ctrl+8

Exit
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Open Project , Create New Project |

R P T

C:\Users\user\Documents\test

Import the following packages:

[ character Controller.unityPackage
[ Light Cookies.unityPackage

[] Light Flares.unityPackage

[] Particles.unityPackage

[ Physic Materials.unityPackage

[ Projectors.unityPackage

[ Scripts.unityPackage

<|

n

Create
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Game == @ Project | =
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Ctrl S
ift Ctrl S

Ctrl Alt S

Ctrl Alt U

Ctrl U

Ctrl Alt O
Shift F1

COLLADA

(1)

@ Object Mode

Blend

All Scenes

G

Image caror

RGBA

' File Extensions
v Overwrite




43 Blender

.-

Z Forward

Y Up

v Apply Modifiers
Fa

v Include Animation

v All Actions

v Optimize Keyframes
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¥ . Transform *,
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Rotation
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Animation None (Animation Clip) (o}
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Create ~| (G- All

Main Camera

Game

| Free Aspect:

=

Maximize on Play | Stats |

@ Project
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» (3 Materials

Animations are stored in the scene’s transform root objects. Use this when|
animating anything that has a hierarchy. |

Bake Animations ]
Animation Wrap Mode | Default 2.
Split Animations
|Name

Animation Compression

[star[End [wrapMode [Loog|

Anim. Compression | Keyframe Reduction Y
Rotation Error 0.5
Position Error 0.5
Scale Error 05

for others it is defined as maximum distance/delta deviation allowed in

Rotation error is defined as maximum angle deviation allowed in degrees. |
percents

| Layers ~ | | Layout - |
© Inspector | CE
Tangents | Calculate s ]ia
Smoothing Angle 60 | [
Split Tangents ™
Materials
Generation | Per Texture |
‘ Each used texture creates one material, Two meshes with same texture
will also use the same material.
Animations
Generation | Store in Root |
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File | Edit Assets GameObject Component Window Help

Mew Scene Ctrl4+M
Open Scene Ctrl+0O
Save Scene Ctrl+5
Save Scene as... Ctrl+Shift+5
Mew Project...

Open Praoject...

Save Project
Unity - Project Wizard (¢

Build Settings... Ctrl+Shift+B
Build & Run Ctrl+B Dpen Praject | Create Mew Project |
Exit Project Location:

CWlsershGary\Documents \Wew Unity Project 1 I Browse... I

Import the following packages:

[] character Controller,unityPackage

[ Glass Refraction {Pro Only).unityPackage
[7] Image Effects (Pro Only).unityPackage
[7] Light Cookies.unityPackage

[] Light Flares.unityPackage

[] Partides. unityPackage

[ Physic Materials. unityPackage

[ »

m

Setup defaults for:
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1. var answer:int=1;
2. for(variiint=1;i<=10;i++){
3. answer=answer*i

4. }

5. trace(answer);

T8

?FE_CE%E’JIWH

— AR FERNES -

1
2

EQ?ELIE’MQ# s fEAvariint=1 - ZIHEH&AI<=10 - HO5&
EINNEAI++ (2i=i+1NEE  BrSHE—8 - inn%l) -

B8 "answery BT - BRI\ L—#WAIFES

BHER (IRBLNEIREEEERZI EARMENZELNS

x) -




5-5EEHIR A

A

/_—A

17

O

i

answer=answer*|

1=1*1

2=1%*2

6=2*3

24=6%*4

120=24*5

720=120%*6

5040=720*7

40320=5040*8

362880=40320*9

3628800=362880*10
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var answer:int=1;

var :int=1;

while(i<=10){
answer=answer*i
I=i+1;

}

trace(answer);
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1. var num:int=259;

2. var answer:String="28 #";
3. for(var izint=2;i<num;i+ +){
4. if(num%i==0){

5. answer ="~2B&"
6. break;

7. }
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. trace(answer);
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1. var showTXT: TextField=new TextField();
2. showTXT.text="F BB RN FEE"
3. addChild(showTXT);
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var TXF=new TextFormat(“<:84”);
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TextFormat(font:String = null, size:Object = nul|,
color:Object = null, bold:Object = null,
italic:Object = null, underline:Object = null,
url:String = null, target:String = null,
align:String = null, leftMargin:Object = null,
rightMargin:Object = null, indent:Object = null,
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1. var showTXT: TextField=new TextField();
2. showTXT.text="HME@E~HNFE"
3. var TXF=new TextFormat("",30);
4. showTXT.setTextFormat(TXF):
5. addChild(showTXT);
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2. var AllStr:String="";
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. for (var iiint=1;1<=9; i++) {

)

AlIStr=AllStr+i%j+" "
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5
6. for(varjint=1;j<=9;j++){
7
8
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10. AllStr=AllStr+"\n";
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13.//BEENERBE NI ENFIE
14. showTXT.text=AllStr;
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case {&{41 :
HITEIFL
break;
case {&{4-2 :
HITENE2
break;
case {43 :
MR FE T
default: WIRFRA-ENA G > BITENEFHE
break;
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1. var ranNum:int;
2. ranNum= Math.floor(Math.random() *6);
3. trace(ranNum);
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1. function Sum(a:int,b:int){
2. returna+b;

3.}
4. trace(Sum(10,20));
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1. function sub(){
2. varnint=1;

3.}

4. sub();

5. trace(n);
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1. function btnf(event:MouseEvent) {
2. if (event.type=="click") {
3. trace("BEIEN");
4. }

5. if (event.type=="mouseOver") {

6. trace("BEBA");

7. }

8. }

9. btn.addEventListener(MouseEvent.CLICK,btnf);
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1. () REWESE » TIHE RIERE ?

( A ) function trace(a) ( B ) function ball(a:int) ( C ) function

ball(var a:int;) ( D ) function ball(a:int;b:int) -
2. () —ERAFSBm2 o U %(E ?

CA) HiE (B) 2]l (C) 3 (D) HEFRZAE -
3. () FRR=EIRCL » T aE RIE?
(A) RAEESHEEA LRI IMNMEH (B) HE=—E
T2 (C) H=—HHUTE] ' return | 155 » RAIHVIE
A gEEH T (D) —ErA~—EZF0EE -
4. () PH—EELEERZHIETE ?

(A) 123 (B ) stop ( C) 123abc (D) a/*/b -
5. () Teventtype  NERIZIRE L ?

(A) 5] (B) 778 (C) #Ey (D) 4k o
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var A1 2478E Array=new Array(3{5);
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var myArray:Array=new Array(10,10,10);
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1. var myArray:Array=new Array(100);
2. for(var i:int=0;i<=99;i++){

3. myArray[i]=i;

4. }

T8 | 2RI A

1 |EE—REE—aE#EFZENES -

2 |RECERKRET  RERTBERIT—BR -

3 |HBEE i, WERFEIEHENME ( myArray[0]=0
myArray[1]=1..55 ) -
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o BMOILAFEH ' trace | 55 0 AR E L - BEE R Z -]
FETENER o EE TR AT & E R T myArray |
HH

trace(myArray);
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for (var j:int=0; j<=100; j++) {
trace("myArray["+j+"]="+myArray[j]);
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mdrrav[0]=0
mydrrav[1]=1
mydrrav[2]=2
mvhrrav[3]=3
mvhrrav[4]=4
myhrrav[5]=5
myhrrav[6]=h
myhrrav[7]=7
mvhrrav[B]=4
myhrray[9]=9
mydrrav[10]=10
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© push() :

var office:Array=new Array(“AEFE" "> HE" " KEE”);
office.push(“G2+");

trace(office);
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©) unshift() :

var office:Array=new Array(“AE4E” /88" KBE”);
office. unshift(“g2—r1");
trace(office);
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© pop() -

trace(office.pop());

trace(office);
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© shift() :

var office:Array=new Array(“AEFE" "> HE" " KEE”);
trace(office.shift());
trace(office);
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- e (LEFAVSE —EFEEAE)
var office:Array=new Array(“pig”,”rabbit”,”bear”);

office.sort();
trace(office);
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* BT TR
var office:Array=new Array(10,100,50,30,1);
office.sort(Array.NUMERIC);

trace(office);
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1. var myArray:Array=new Array(2);
2. myArray[0]= new Array(1,2,3);

3. myArray[l]= new Array(4,5,6);

4. trace(myArray[0][0]);
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myArray[0][0] myArray[0][1] myArray[0][2]
1 2 3
myArray[1][0] myArray[1][1] myArray[1][2]
4 5 6
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( ) Tvar myArray:Array=new Array(1,2,3,4); | °
"myArray[2] ; FVER ?

(A)1(B)2(C)3(D)4-

( ) &L "myArray.pop(); ; EHERIER ?
(A)1(B)2(C)3(D) 4 -

( ) &ERE > " myArray.shift(); ; EHEAVER ?
(A)1(B)2(C)3(D) 4 -

() fEH Tsort, #5005 - FHBITHE S DA PR SREE R 2
(A) & (B) &5 (C) k(D) DLEEE -

( ) Twvar myArray:Array=new Array(10,8,100,52);

myArray.sort(); ; > " myArray | &EFRFZREVGER KT ?
(A) 10,100,8,52 ( B) 10,100,52,8 ( C) 8,10,52,100 (D)
100,10,52,8




09-§

rﬁ.‘h‘
=)

Eﬁ;’%
He

T




9-1 Fii S

* BFSRARIVTER] - AS3EUE

E‘jﬁﬁﬁ(?ﬁ )FE%JL;\_‘)F?‘K
qﬁ,« A ﬁ*‘ﬁﬁf@ﬁx

T E o

B A
2R

SRECIEHIRE S
7N\ ﬂ‘i}jg_‘{/b e
wi 1] DLz BRAF




9-2 B2 X4

o SRR FlashrP g s 22| -
o TEIFEIEIEVFES | setinterval | o
o MFE(EH] ' hitTestObject | -
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» Tl (stage) NIASEFERTE >
N ETAMA TS B8 W E 51
SERE RS EIE -

function P T 241H (event:KeyboardEvent){

LT THVENE
}
stage.addEventListener(B5 = EE {4, bR =024 FH);
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 SEEEHVETHREL > HAWE
Sl RENER
KeyboardEvent KEY_DOWN AR FRYIREEEIE b -

KeyboardEvent.KEY_UP SEEE FRUIRSBAIE N 2 BEE -




9-5 FEISEIFE | keyCode |

» | keyCode ; fEERZER > B DHYRHE
RV SERVET - REHR/NEHY
PO F T BRI RREF
+ H TEEHENET > AT LIS
TERVERR N MEdefa < LTS &

ERETE T A R ESEENE o AR

FIeT AERC AT > R s sl S5

BUENEE " keyCode | BB TTEFAMATRES

aIE e (HerE T A &8, SWEERF—=E.65 )
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I

. function Keyreader(event:KeyboardEvent){
if(event.keyCode==65){
trace("HITENE" );

-

1
2
3.
4. }
5
6. stage.addEventListener(KeyboardEvent.KEY_DOWN, Keyreader);

T8 | BRI A

1 |EE—EKRT "Keyreader, - I8ERBEESH ( event:KeyboardEvent)

2~4 | MNREEZ FOES "TAL - RlELEFS TWTEFEL -

6 |SRMAHRERSHER SRBEEIZ N ZEREIRT " Keyreader |
PIEERIBNE -
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" Keyboard | XH

A {EH] T Keyboard | FH
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Ko kdsE © | Keyboard | JHplH 24
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1
2
3
4. }
5. }
6

nction Keyreader(event:KeyboardEvent){

if(event.keyCode== Keyboard.ENTER){

trace("HITENE");

. stage.addEventListener(KeyboardEvent.KEY DOWN, Keyreader);

T8
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1

—{EK T, " Keyreader, - IEERBESH ( event:KeyboardEvent) -

24

MRFRRIZ PRUES "Entery - BlEIE TS TRWTEE,

6

SEMASRBSHNER - ERBEIL NUFHEZEREIRT " Keyreader s HIEERIENF -
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o FTEEEIEERHE - FH g EEN
FHEMELEEEE -
+ Tsetinterval |, ECE LIRS (T4 —F))
Ry BT AT TTE EHVEIE -
function pRZ A4 TH ()
I TENE
}
setInterval(RK T\ 245, 155 [H] & /5 (SR ALE = M);
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1. function output(){

2. trace( "Hello" );

3.}

4. setlnterval(output, 1000);

T8 | BRI A

1 |EE—EXI "outputy -

2 |#HEHFE "Hello, -

3 |BRE—MHIT—REI "outputy - AItBR—MEwLEFSE "Hellos -
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f=1F ! setinterval | pA=L:

I

1. varn:int=1;

2. function output(){

3 if(n<=10){

4 trace( "Hello” );

5. n=n+1;

6. }else{

7 clearInterval(intervalld);
8. }

9

1

.}
0. var intervalld:uint=setInterval(output,1000);

T8 E“CE%E’JIJJH%
1 —BEE "'n, EFERE -

2 —1II:|EC Toutput, -

3~5 ﬁﬂ%'ﬁ%ﬂ "ny BNERLO - BEMELEFSE "Hello, - WHEZE "n, AUEML -

6~8 | MREH "n, EARLO - BMFLE "setinterval 5 A&E#AT -

Z)FEMe setinterval ; BIENSEWERZEEZ "unit,
10 - MmegltmEy s -

10 #2] "intervalld , %% " setInterval . WBMRBELLE " clearlnterval 4 ERTLFLE "setinterval 4 -
CBREAHITIORZE - "Tny MERSB
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« [ hitTestObject | HYIS
B oA E—#E » 05
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8 hiiFE{EH] ' hitTestObject |

s G = EAWETTEE " mcA ) B T meB | >
w DA AN AR =R e 2 L T E
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1. if(mcA.hitTestObject(mcB)){
2. trace( "BWiE—E" ),

3. }elsef

4. trace( “2BME]" );

5.}

T8 | 2SRV

1~2 %R "mcAs & "meB, BRIEE—#E - hFE T BiE—#E, -
3~5 |#1R "mcA. B "mcB, RBMAE—IE - WihFs RBEME, -
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KEDER ! hitTestObject | FMIRYEEZICHRIGIEIE » A E

TLARRI BRI IR

HEZR "' mcA | B T mceB | HY[BEIEKE

(FRVEBTEC A e L 1 - EHF

"true | -
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( ) {4 " KeyboardEvent.KEY_UP | RFEHE ?

CA) S ARYHE

(B) @i ~op (C) SRz

W (D) g N 2R -
( )R "A; B "keyCode | 5 ?
(A)64 (B)65(C)66 (D) 67>

() Tsetinterval ; BRZCHAT{E RV EAL R 2
(A) # (B) 1/100%) ( C ) 1/1000F» (D ) 1/10FD -

( ) Tsetinterval | [=

BENSEHVERERRE 7

(A) int (B) String ( C) Number ( D) uint °

() T hitTestObject |

AR R 7

(A) MR A2 S EE (B HIETRET AN
(C) HETmIETAIEERE (D) HIEFmIETH-IEE -
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© B YA AFlashtEZE T W 774
1. EAHEAES
2. HEPHRELERE > EREDTIET -

B €EE WAV HAD B3V ITM &0 B0 BSED  BEW O — — —
Q; HHN)... ctrl+N TLiFE I i Bae I pAlE=
[ ERest(0)... Ctrl+0 20 25 30 35 40 45 50 -y o
anaq-1 v

N | = Bridge e Cirl+A41E+0 ESE lv|] & &

& B R AR HE () 8 N

L= RAEA(C) Cirl+ W

, AR s CrlbAlt 4

( ) TS Ctrl+S BEW0I 1 e4mfs 00s T —

L sesEe. Ctleshiftss
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4, =1

& EEELRRER @EE E
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7. EAQ , EAZHAD.. ctil+R .

& EE v BAEmRBO. music.mp3 2 -l

7, - . BSOS &), Crl+Shift+O -

& BIFREG).. Ctrl+Shift+F12 i ) e Shift &% music.mp3

. R R [ PRTE

4 BEE) AltShift+F12
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* TR EYANEE R E ' Sound | HHj1 -
EEH ZAIVAZ I E S HER TS
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iy | Sound | R M@ E S EEME
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SoundZ&3l
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musicZaRl
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' Sound | JHRIFEE LAY VAR BRI AE L -

-« EBEHVAHGE | Sound | JHAI - HEEERGBREIZ
1% > PR E EA—{E ' SoundChannel ; ¥4 > 151
Ve ARSI S IR RUERR - B AR E S
& DU RIE L - TEE ' Sound | ¥J{RAE
FRIBETER A —{ ' SoundChannel ; YHHIJE » 12585
&l ' SoundChannel | &#E3KFE = /@45 ' SoundMixer |

e ARt e > Hr e B2 T SgundChannel | #2714k FH AR
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Sound#p4

EBGS]
2l

SounaMixerthB8=EY
¥ {@SoundChanne |
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 F(#HFSoundChannell8 R A AMESEE ST
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var V{4 24%%: SoundChannel=new
SoundChannel();



10-5 B Z3BYE: T SoundChannel | JE ]
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var mySound:music=new music();
var SdCh: SoundChannel=new SoundChannel();
SdCh= mySound.play();

btn.addEventListener(MouseEvent.CLICK,btnf);
function btnf (event:MouseEvent) {
SdCh.stop();

90.\'.0“.“".-5.“”!\“—‘

i
il

%ae‘bﬁ%ﬁ’]l)]ﬁﬁ

=

BS mySoundJ & "music, BRINERS - MERMARIR M AURFIFIE L
182 - "music. $BRIZEE T "Sound s FBRAIPAFABRIBHEL A -

5% "SdCh, & "SoundChannel ; BRIV EEE -

WIN)

& "SAdCh, 15EREE "mySound ; MHRIIER ( B1@ "Sound , MH1EE
s EE—1& " SoundChannel ; ¥4¥FE ) -

5 |#iHREE Tbtn, MASHER  RECHZMEMBERZEF - MERNSEHZE
B =S - BHITHEFRIZ "btnf, -

6~8 | 2B AR "btnf, F - FILEEFRIER -




10-6 B S IEETE | SoundTransform |

e I SoundTransform | JEHFI1E 5 S ERL O]

IV YNGR

R NE » B
(TE-1%11 7 [efHys

FEAA R E AR

FRTL lﬁ%m}{

= HIRERUZH
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e

var mySound:music=new music();
. var SdCh: SoundChannel=new SoundChannel();
. SdCh= mySound.play();

. function btnf (event:MouseEvent) {
SdCh.soundTransform=new SoundTransform(0.5);

)

1.
2
3
4.
5. btn.addEventListener(MouseEvent.CLICK,btnf);
6
7
8

T8 | RESUERII A

1 |E& "mySound. % "musicy FERINERE - MERERIFRR 7RIS 8
22 . "music, $B8RI4EE T "Sound, AR ENBIEESE -

2 |EESdChASoundChannelf8RINEEE -
3 | BSAChigERBE EmySoundHrIFEI ( & " Sound  ¥HTE 1B MLRFED
B—1@ "SoundChannel ; ¥#4¥FE ) -

5 Hﬂﬁﬂ "btn, MASHER  RECHBRMEMBEREF - MERNSEH
= BEmmEST yﬁﬂﬁE’J%}JT’Eu_b "btnf, -

6~8 |EBAFIRR binf, 5 BEERER—F -
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| SoundMixer | JERHITEFEHEIA T EZILE S » BIRFEH
& B[ SWFFE i o

o M—AEu]LliE 48 T SoundTransform | 28 Bl 4o iFE% &
H[a{F3] " SoundMixer | ZH%] " soundTransform | [&f o

» TR DA MR AR PR SR S E A NGOE B

SoundMixer.soundTransform=new SoundTransform(0.5);
B%T?%%H%%Z% s BffH A DUEE NYIRE AERE R AT
HHIERUFE 1I-FEIT
SoundMixer.stopAll();
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1. var SoundURL:URLRequest=new URLRequest( “music.mp);
2. var mySound:Sound=new Sound(SoundURL);

T8 | BzURSRYTO A

1 |E%E "SoundURL, &FrE1zAY "URLRequest s ¥ - MEREHHERRN
SMNEREASES1EA " musicmp3 s (ERER—REERRE F - HMoJLUER
MHE R ) -

2 |B%E "mySound . &—{EHEY "Sound . ¥ - WHEA "SoundURL ., o
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v 1Fag-1

Crl+Alt+K

Ctrl+Al+T

Ctrl+F2
Ctrl+F3
Ctrl+L

Shift+F8

F9

Shift+F3
Alt+F2

Alt+F3
F2

Ctrl+K.
Alt+Shift+F9
Ctrl+1
Ctrl+F9
Ctel+T

Ctrl+F7
Shift+F7
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MNumericStepper
0 ProgressBar
[®] radioButton
@ scrollPane

—~ Slider

. TextArea

TextInput

Eﬁ TileList

E_] UlLoader
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« 'Slider | ¢H{AFLEE A
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. i‘% EW%F‘%H rSllder .J ZHRRT > FRAFTA

|mport fI.events.SIiderEvent;
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* EIURHHFRA S T SLD -

 !Slider | 40 EENE MRS B iR E
I e i AMERZY /) » DL R
riENN /I ME:

SLD.maximum=100;
SLD.minimum=0;
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. import fl.events.SliderEvent;
SLD.maximum=100;
SLD.minimum=0;
SLD.addEventListener(SliderEvent. CHANGE,SLDf);
function SLDf(event:Event) {

trace(SLD.value);

|
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USRI A

(& A "Slider s BHEHERBENESR -

s EAMF "SLD ) RIERAERL00 -

EMAM "SLD ) F&/IVMERO -
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() Flash>Z#2 M7 —iE = SErE= ?
(A) midi(B)wma (C) mp3 (D) mda-

() FrEtE#EFlashiVETE - FRE K2 —EXR] ?
( A ) MovieClip ( B) Sprite ( C ) Math (D ) Sound -

() BEMZEZEHEAGFlashiVE & » 7 DER T HRERE ] ?
( A ) SoundMixer ( B ) SoundChannel ( C ) Sound (D) DL |
] e

C ) TR —ESEREATZER ?

( A ) Event.CANGE ( B ) Event.COMPLETE ( C )

Event.CONNECT ( D ) Event.ENTER_FRAME -

() Tslider , $HHEMY > XEXNENBER ?
( A) minimum ( B ) enabled ( C ) value ( D) maximum -




