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2.1 MAYA 2011 A &

MAYA B8/ 48:

MAYA A 5] 5y Alias Wavefront » 1 ARS8 A5G & S 145 T Rasa T H0E)
EFRAE AT - Maya FUHEH — 2R T = 4EEIEBEAIRCAR - £ Maya #iH >~
HIATPE 2 — 4B BUEALA 2 H SGI T{EnhAT Softimage #RAEFTHEET - Maya
A Windows NT 7E B EFE L 47 PC TAEUE » PR T Z0K o (R T =4E8)
= K > BEt% Softimage tFf4a[m PC P2 -

£ 2005 4F 10 B 4 H 47 3D Studio Max {1 Autodesk 2\ 5] & ffi 1F 74 21$1.82
{4 7 Maya 1y Alias » Z &0 T Mud box -

S4F 2008 4 Autodesk /> EEFE T HYPUERERAS 2 EIEET - LSRR
Autodesk Maya 2009 > Autodesk 3ds Max 2009 » Autodesk Motion Builder
2009 > Autodesk Mud Box 2009 - f# & Autodesk i Mg & 552 » 3%
etBASE A B A DURHEIRAVIB G RS B ES - W T BRI AR B TR E » BliE
GRS RAVIE A o

Maya {E3RAE B R U E R IEFIEE RS » EHA 2B AT ERL 2 PR A
Maya SUFEFRFRY - BEAMER TR A ~ BEAC A - R E - BREENS
IEFR R 2 EFETE S D AENRY Rt R F o

MAYA Tigeff 4L
LEARETIE AT ARG
1.1User Interface : Sy (EAHAV TR » G40 © Shelf MI=E#Meas - 0T
TAERAZ -
1.2Modeling : Polygons ~ NURBS A4/ T E -
1.3Brush-based Technology : Maya Artisan, Maya Paint Effects #1 3D
Paint $2fit=EERIVERTE - FHRE
5~ Bl AN = R DL R AT YIRS RIS
BRI -

2 FFRRE T 4H
1.Visual Effects : Fl[F¥/38 E A E HIBERS MRS HY = 28 ~ BhRGAH E1F
)EH o
2.Maya Fluid Effects : FIZREEEER TN ~ XSG H ~ K REE RS
SERER -
3.Maya Fur : 55{F NURBS =(E%EPHEM FAEERNER -
B FRME -



4.Maya Cloth = T DUSEHREE(TARRE > 40 © AT ~ 25 - TREZ - REESE -
5.Maya Live : EH “MEFHM 4T RESHIEZIUCE - Maya Live £
AP SIS - —(EBRRAY B R R B A —(E B
B OHAIRAERES - Maya Live I feaf (s F & Ta — 4k
YR E TR E T R I E N E AR -
6.Maya Hair : /£ NURBS =& ZiEPYME L eghie REZMAIENTER,
TH - {(EFTAHI NURBS figREIRE(L > ARS8t
FISSER » AT RIEREST 25 Hept T JRBHEE | HURCR

3 HAMFF 1 ThRE
1.Rendering : 4t—HYIE AL LA nl A L [E AV S ERA A Maya HYER
#& - fgS ~ mental rayR fI[a & 52%%s - Toon Shader B] L
PCEZRIE th4g SR - WS HEE AR 2D J8&E - R
HAOSERINE -
2.Maya API/SDK and MEL : i#i#ix A HIASE S M5 = ERER
et NE AT E TR EMEME GUI FlERE
Maya B#REGIIAE ©
3.Animation : £[a] - EZATRHIERE ~ JEGR N S @SR T - FHR
Al ~ BUE - SR E N SGET SRR RS A m -

R R
HERS RO i
CPU RAM Baom +
EEHES AMD Athlon Dual Core | 3.0GB ATI| Radeon HD 3200
Processor 4850e Graphics
B & AMD Athlon Dual Core | 2.0GB NVIDIA GeForce
Processor 5200+ 6600LE
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2.2 UNITY 3D 4 %:

Unity & —{BE R BTSN = e (AR RRK ~ A n (L ~ B = gEeE 55y
e &S B AI{E T H - Unity 3 {L 4 Director,Blender game
engine, Virtools = Torque Game Builder ZFI|fHA G AVEI A bS5 A E =
J7 = HVHRES
TEIEZEE AR > Unity 2&8REHY 2 HYBHEEFEE: - Gooball £ 2005 = H 2§41 »

T Unity FYTESE & ARG 3%

. 2005 75 H Unity1.0.1 &4
. 2009 =H Unity2.5 il A T ¥f Windows HyZ 7
. 2009 +H Unity2.6 17 iREH 4G50 E

H4gtE23#E{T/F Windows 1 Mac OS X | » B]#15 175 % Windows,Mac,Wii,
5 iPhone “F& o tE[ DI Unity web player SMEFE A4 H Iz, » SFF
Mac A1 Windows FY4EZIE - EHV4EE #EEs i Mac widgets fi 7§ -

ELHIA unity BHESHY %1% 1%E A Bionicle Glatorian Arena - a single player game
based on the Bionicle Glatorian line of 2009. - Cartoon Network Universe:
FusionFall ~ Foreign Legion: Buckets of Blood - GooBall - Global Conflicts:
Palestine ~ My Animal Centre - Off-Road Velociraptor Safari - Venus
Redemption ~ WolfQuest -~ Fatale ~ Tumbledrop
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& - Unity th i AR PR R AV U F s B & PRSI Bk A

2. AIBHEE{WER Microsoft Windows 71 Mac OS X HYR[HT M4 » fE4RINA (G
i Unity Web Player 4f # £ = I £ Internet
Explorer,Firefox,Safari,Mozilla,Netscape,Opera f1 Camino,Mac OS X Hy
Dashboard T E. - Wii f2Fz4 Iphone JEFHTERE. FA2% Wii 1 iPhone FE22H
FREE S MYRHE - TEER EA[E

3. HEEREA-THEFEFRGHEBIEA - WRERE RS H B85 -
BEAMR 2 TR = 4 EHEEEE & Unity FT SZ £ > ~ & 3ds
Max,Maya,Blender,Cinema 4D,f{1 Cheetah3D =] DA#; H {45 » W 45—
EE EL At Y = HERE =

4. EESIEFERANE Direct3D(Windows),OpenGL(Mac,Windows) 1 E A 1Y

APIs(Wii)
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http://zh.wikipedia.org/zh-tw/Microsoft_Windows
http://zh.wikipedia.org/zh-tw/Apple_Macintosh
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http://zh.wikipedia.org/w/index.php?title=WolfQuest&action=edit&redlink=1
http://zh.wikipedia.org/w/index.php?title=Fatale&action=edit&redlink=1
http://zh.wikipedia.org/w/index.php?title=Tumbledrop&action=edit&redlink=1
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http://zh.wikipedia.org/w/index.php?title=Blender_(software)&action=edit&redlink=1
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5. ¥ ¥¥ Bump mapping,Reflection mapping, Parallax mapping, Screen
Space Ambient Occlusion,EfFEf&s{H FAYE shadow map F1i7 @ 17 37 §F
Render-to-texutre f14:J5# post processing X5 -

6. shaders 4G75{Ef Shaderlab #7,[FIHFSZHRFEH TR T HIMRIZ T A
Cg.GLSL sE= w51y shader.—(# shder FJLLE &R —(HSH
M 0 R Unity ZHESERES HERIFTCFRLBICR B &S5 IH 2
FEEERY shader B DUER B RAYIEA M

7. NE¥ Nvidia's #J PhysX physics engine 7%

LI 225 Mono #9 Mono JIZK - {5 NET Framework (B35
» R FE = E S AT E] A JavaScript. C#gY Boo fbA4RE

0. The Unity Asset Server -— (B3 £ & S RIBIANIRT AR 5 2 » (87
PostgreSql {F Ry &

0. BERARGAN OpenAL [& - w1 LIFER Ogg Vorbis HYERHEZ 3L

11. HAHERERF Theora 4RTH

12. (IASHITE#ES (2 » TR A

2.3 FBX 4/ %:

H15Y 3D HREGHIRH AT UR S > AIRETHE ERA F R R EE — B e
AR o —Eaaly - fRr e SR BIE A U2 2R E D HIR G - T — (AR
IRBUE A FIARE - R G EEIRRY R TR T SR ] R PR AR « [N G Alias
fEft T ey FBX SNETERLE T EATA TRHY 3D BUREIIEIAS - AT LUk
P R BG 2 RIY R AEAE AR - e IERT DAEE S A FBX 2 A [RISHG
ZFEHIIEARS ~ Rl - ShE B8 Y ~ B R EE R BENZA R&D
HRFIEY A EIAGR - BRI S TR -

fbx 1= filmbox 2 E#XEaFr{dE FHAVAE = » FRAFIZFE Motionbuilder = Motionbuilder &
—EENEEFEENEERCOCH BB S mocap Z241) » s FAIAVE R o] AE4ERS /Y
&l > EEEEE IR T -

Motionbuilder #3E VBB ERUER S » B DUFE FTHY modeling #11& IEHY rendering
WA RN A EEAYEC & L Motionbuilder 1F 15 Z AV FHIR T T —&Lh
%

FBX A&t Quicktime6 1Y Plugin » & 5k EsR R B A 45 (T > siu]LE#E
1E Quicktime Player #HE &< FBX HYIEAS » Viewport HYE:{E 5 =1 Motionbuilder
HE > FBERELAEATIA -
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http://zh.wikipedia.org/zh-tw/Mono_(software)
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£ unity3D SREGHEE - FMIHAYE EE ERREES > st T CH o
JavaScript SEf2 G » iR JavaScript » i R 2 AT 1 A%
5 o B E AR AR BRI Z S En CHEA % BRUR E R Y
s BRGSE 2 A RERZ B (E A unity3D LR function » 2 EEUE S
HA— AR - HAEH unity3D B TS E Arie Sty Scripting Overview » 28—
(8P e A P PR ST AH B HERY function

i) > PR _ERVEERR R AR I SRS (B AR 1Y (A RE (S A 5S
B> Z&A BRI E CEERAYR -

DUR &R M s e CHE:
3.1 A Fpeni & IN4L #2 ;%75 : ThirdPersonController

N HIRE S 2 E R TP i A &Y LR S A AnUisED - EhEn
el ~ SAEENE - IMFTRERENEES « KRBTy BIEEE D - —FGEES
T BB Rk — R EIE AR R S (L IR RR I AR
B NYIENERVENE (5 i SHIFT SERErE SRR EIRG & 85k idle ARES
—H L A EE HAYSEIIIRE - sE I A b N A RE SR A VIRV R
F1#E [ > function UpdateSmoothedMovementDirection () [t function EtELE T FfT
HREEIHER] > BFE T HIERERE 2B EE AR » FP PR ERS
BEEE o —H5yEEE function Update() i2 function 227~ 2 MEHs &1 F 5T
1 > _EINASENThRE & R R NYIREIHE B B O 2 8 RIGAYERAEAYR
SR EIE < BH 8 BEEEEF Ry - B R TIEIRM E IR —
G 5 MR A% EEMR » FEE—aE @R LT A
e BT EERMEE TR MEREEE A\ LEMNE &
M B HEAEE EF o B AR AR PR T IR ERAMIIIA T —LEef2
=5 - AV EIFIEREY BT REERY - Ak TE SR bug

3.2 & #:

3.2.1 # #: 2% o ¥Mix #2375 :elevator

BRI S CR RS o (E R b B - B A function Update() 2Kf#L
BEREERE L » FAYE IF HIE R TAG 8RS E BRI 2 R = ah
A TAG % 5% Finish » &~F5HY TAG #a%E K Finish I - HLAEMAIZ 1L -

if( targetA.gameObject.tag == "Finish" )



onelevator = false ; /] onelevator 5% /&y fals Rl 1FA5E)
targetA.gameObject.tag = "Untagged";  // targetA 25 S
IIEZ 11L& TAG 8% R g){E
}
HE BRI R el 0 (AR Es - BB R g es > AE
FEHY TAG #%05%% - function FixedUpdate () 12 W& 0% R BT AT SITHY
function * FAZRAGEEREFL BT > & onelevator == true B A & S EE 15 R -

3.2.2 R H: 7 ABHTH R

#2337 : trigger up down

fifg 5540 3.2.1 > ¥ AN A Trigeer( & 5% 28 ) 2K 12 1E & % - function
OnCollisionEnter(collision : Collision) [t function FZRHIFIE S A R IGTHEEF]
2t > FHAEREERS TAG 2K Finish Z2EAF 1 -

3.2.3 & ¥ :#efHI(T) #2357 : Text buttons Down

BT AR T Wit - FZRIEGI MR EADT - E0F RS St Fm
0 > R EHBEE &S - F function OnMouseUp() ZKH B (i FH & A5 ke 7%
§ft > F OnMouseUp() 142 OnMouseDown() & Fy i o (5 FH & BL S $T A 1
RS RR o BT EREER - g IEERERY TAG FX up or down ZR{E({# _E
it elevator Z A2 TEREHZH) -

3.3RET# #2 7% 75 :Windowl

BT AR R SR HITHEE - I AMTRERE B AR F L = AMATHY R
fE > Gk — A AR R R PR LB =

3.4F % M"ﬁ(ﬁ) #2775 : DragRigidbody

PEDRE IR n] DM A W E BT » A B B Smt v DAZE R
WA (TR YRR - F2FHEES /3@ 2% UNITY3D HY Scripting Overview ©

3.5 "B AN #% ;% 75 : Domywindow

EE R RS 25 1F ThirdPersonController F2=AE#HE » [ TAEFE
T —(EIRERE B T BV EIIRERIET 242 - 98 bR
=8 ST =N > BTSSP EE MRS - o] DUBLEE 8 H P
EEERZ U E - FEEEYREE RN -

Transform.position = Vector3(-314, 51, 140);



// Transform.position 73 AW = 4E A AE o
3.6 3+ 2\ #2 ;% 75 : BlobShadowController

AR =CHE P AR AR F-HYENM7EE projector AEREEAYARFAGERLRZ AR » HIY
HERZ THIEFRZEME PRO HYHHES » BT LR RIS 5 =W D
THTRR ©
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R SRR RIEZFIENE - ZS U ArREFIRYR/N CUBE

Mesh->Boolean->Difference

((f)i=i)

I
=0
o+

IR A AT

(b =)



YN

(Bl 1)

(Bl 1)

-13-



S AT

(Hf1EL7)
CPEE

(BfsF )

-14 -



g PC

'“
' f

(Bl /1)

UNURE

(P Bl L)

-15-



N7/ =t

(Bl )
N/

(PfSF il +—)

-16 -



4.2. ®=»:

UER L RS K THEOIRRE T fox 2 FEknYy, 7] 284 load ¢ auto
—ijtE3EE - auto FoR N BHEL maya & H B FE A~ FAE T8l load —2X -
WER 2. TIEEE export all RoRaZ G S RV EYIEERE H K fox 18 > 50
export selection 25 BEHUYIM: - 3% BEELMVESLEE P SR R E—HE R
—E @

FBX
e 25 (B O PR AR IR E P S A Z] UNITY3D > NR{E MAYA StittiE
i B F T IR A VB ERYEL i R E R LM E 2 FE AL -

4.3 R:EW:

B IS —E M E K (Material) » I AR R ZHIME OF - MR EEME (&
J& ~ RUH...etc) » AJLIFHEEE Z AV E A S BB - R U E e A E K
i ETH A BRI

Ex: FF:

(P =)
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door2-trimmaterial 1

Shader | Transparent/VertexLit

Main Colar
Spec Color :ﬁ
Emissive Color 5.@7
Shininess —a———
Base (RGB) Trans (&)
Tiling Offset
w1 |[o |
¥ 1 |[o | elect

(B =)
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4.4 RBIABRET

File Edit Search View Options Language Buffers Help ]
D EHR & 2R X[ | QN ._ﬂsmtii
1 DragRigidbody.js [Untagged ¢ |Layer

|var spring = 50.0;

var damper = 5.0;

var drag = 10.0;

var angularDrag = 5.0;

var distance = 0.2;

var attachToCenterOfMass = false;

private var springJoint : SpringJoint;

function Update ()
i

if (!Input.GetMouseButtonDown (0))
return;

jvar mainCamera = FindCamera();
var hit : RaycastHit;
if (!Physics.Raycast(mainCamera.ScreenPointToRay(Input.mouseF

return;

if (thit.rigidbody || hit.rigidbody.iskinematic)
 return;

lf (!springJoint)
{

var go = new GameObject("Rigidbody dragger");
body = go.AddComponent ("Rigidbody");
springJoint = go.AddComponent ("SpringJoint");
body.isKinematic = true;

(Bf 1)

-19 -
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5.1 ? ﬁ”ﬁ:‘%{:

FESLE MAYA FEREL UNITY3D #EEdzehilfvistzch - (eS8 B Eiaa 58k
{Edn - AT A IR EEARGEER - DU S R S 55

1L BINEEERAD > BRI S8 SR RS - S o
Bl AA — b > NI EB A SR E R MR S B TR 2
ARTRE - P BRI EFaENAYEFE - I’ MAYA YRR THRE RS T iGE 1% -
HEMAHBERE R 2EMHEERTT - MR-V ElEEE 2% >
UNITY3D B/ HATAAE — AP E R RN 2 & - 3 N Ak
F4EES_ERYBERRE R ARS8 S8 (e (8 AR SR R AF I REE T
AT E SR EIRAYRDY -

2. FREIERIEEDIARY - TR S LRI SEITAE S BRIy 3D R - FEEEI A
A E R L ERVRET) » AT R A 2BV RO HABAEERE > A DUy
NIRRT S ERVETR - HA SRy AR B A DR B SR 5E A -

3. WEdmiR e ArE S HpTEH A > NENVEAGESARTSHE - EXCH
Javascript ~ XML > FMIATEE A Y2 Javascript SRR - AlINRy 2 B PR AT
LIS RSt BRI - (EREAAH UNITY E48_EAY Scripting Overview ZR &R FTET
BHFINIEC AL HESR -

4. S HERE SRR > B0F 3D ShEFHE S EHIRERGRCH - Bk
ECHIT S - BUFELBNEEL A B S ZRN - WEERES - FERELEEt
JESFEERHVER S > CPU HYfE ARt e EHEAAYAIEUE BT iSRS HIETE
TAFARFAIGHRIL - BRAIIBIE - B g B FE AN S -

N B ER AR S > WiEESTF ST ERAERNEER > b ER
IREVER P BV HTE S SeplcE Se A - (FRERV D ETRHRE -

WEE R R RHROR M 3.4 MR A - SRFISRBEBRE T - MAYA &
B PR (E A S < L AR RN - At — AR G R ARG & -
RIR R S dC gk A MR T S BB ARV SRR > FTEME MAYA bl —55u LUE
PRIFE S48k - IS (EAYED(FRETR MR (R SR HG fE B A BB H TR - (HiE AR
PREAHIRE - N @SRRI E R TR KA S SR -
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5.2 LA 1F-5Ri %

B RO AR N R M AL RIS T R T Y
SRR (AR T > BRI T U RAVER B B ARG E#aE - B — KAV EE
s E G AT E Y/ NTENTT R $EEARTE I > 2 BT E AV
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it - . A Fehd B WAL 42355 s ThirdPersonControl ler

@script AddComponentMenu ("ThirdPersonController")

// Require a character controller to be attached to the same game object
@script RequireComponent(CharacterController)

var runaudio : AudioClip;

var windowRect : Rect ;
var Elevator :GameObject ;
var other : GameObject;
/Ivar ParticleEmitter.emit = false;
var target]l : GameObject;

public var radarObject : GameObject;
public var idleAnimation : AnimationClip;
public var walkAnimation : AnimationClip;
public var runAnimation : AnimationClip;
public var jumpPoseAnimation : AnimationClip;

public var walkMaxAnimationSpeed : float = 0.75;
public var trotMaxAnimationSpeed : float = 1.0;
public var runMaxAnimationSpeed : float = 1.0;
public var jumpAnimationSpeed : float = 1.15;
public var landAnimationSpeed : float = 1.0;
private var _animation;

//Moving Platform support

private var activePlatform : Transform;

private var activeLocalPlatformPoint : Vector3;
private var activeGlobalPlatformPoint : Vector3;
private var lastPlatformVelocity : Vector3;

enum CharacterState {
Idle =0,



Walking = 1,

Trotting = 2,
Running = 3,
Jumping = 4,

private var _characterState : CharacterState;

// The speed when walking

var walkSpeed = 2.0;

/] after trotAfterSeconds of walking we trot with trotSpeed
var trotSpeed = 4.0;

// when pressing "Fire3" button (cmd) we start running
var runSpeed = 6.0;

var inAirControlAcceleration = 3.0;

/ How high do we jump when pressing jump and letting go immediately
var jumpHeight = 0.5;

// The gravity for the character

var gravity = 20.0;

// The gravity in controlled descent mode
var speedSmoothing = 10.0;

var rotateSpeed = 500.0;

var trotAfterSeconds = 3.0;

var canJump = true;

private var jumpRepeatTime = 0.05;

private var jumpTimeout = 0.15;

private var groundedTimeout = 0.25;

/I The camera doesnt start following the target immediately but waits for a split
second to avoid too much waving around.

private var lockCameraTimer = 0.0;

// The current move direction in X-z
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private var moveDirection = Vector3.zero;
/[ The current vertical speed

private var verticalSpeed = 0.0;

// The current x-z move speed

private var moveSpeed = 0.0;

// The last collision flags returned from controller.Move
private var collisionFlags : CollisionFlags;

/I Are we jumping? (Initiated with jump button and not grounded yet)
private var jumping = false;
private var jumpingReachedApex = false;

/I Are we moving backwards (This locks the camera to not do a 180 degree spin)
private var movingBack = false;

/[ Is the user pressing any keys?

private var 1sMoving = false;

// When did the user start walking (Used for going into trot after a while)

private var walk TimeStart = 0.0;

// Last time the jump button was clicked down

private var lastlumpButtonTime = -10.0;

/[ Last time we performed a jump

private var lastlumpTime = -1.0;

// the height we jumped from (Used to determine for how long to apply extra jump
power after jumping.)
private var lastlumpStartHeight = 0.0;

private var inAirVelocity = Vector3.zero;

private var lastGroundedTime = 0.0;

var 1sControllable:boolean = true;

function Awake ()
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moveDirection = transform.TransformDirection(Vector3.forward);

_animation = GetComponent(Animation);
if(!_animation)
Debug.Log("The character you would like to control doesn't have
animations. Moving her might look weird.");

/>I<
public var idleAnimation : AnimationClip;
public var walkAnimation : AnimationClip;
public var runAnimation : AnimationClip;
public var jumpPoseAnimation : AnimationClip;
*®/
if("idleAnimation) {
_animation = null;
Debug.Log("No 1dle animation found. Turning off animations.");
}
1f('walkAnimation) {
_animation = null;
Debug.Log("No walk animation found. Turning off animations.");
}
1f('runAnimation) {
_animation = null;
Debug.Log("No run animation found. Turning off animations.");
}
1f(!jumpPose Animation && canJump) {
_animation = null;
Debug.Log("No jump animation found and the character has canJump
enabled. Turning off animations.");

}
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function UpdateSmoothedMovementDirection ()

{
var cameraTransform = Camera.main.transform;
var grounded = IsGrounded();

/l Forward vector relative to the camera along the x-z plane

var forward = cameraTransform.TransformDirection(Vector3.forward);
forward.y = 0;

forward = forward.normalized,;

/I Right vector relative to the camera
/I Always orthogonal to the forward vector
var right = Vector3(forward.z, 0, -forward.x);

var v =Input.GetAxisRaw("Vertical");
var h =Input.GetAxisRaw("Horizontal");

/*
if( !'=0)I!=0)1  (ammation.IsPlaying("run")) )
{

/[ Debug.Log("1");
SendMessage("OnFootStrike", SendMessageOptions.DontRequireReceiver);
]

*/

[*1f ( I (Input.GetButton("Vertical"))
(Input.GetButton("Horizontal")) )

{

Debug.Log("1");
SendMessage("OnFootStrike", SendMessageOptions.DontRequireReceiver);

}
*/
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/I Are we moving backwards or looking backwards
if (v<-0.2)

movingBack = true;
else

movingBack = false;

var wasMoving = 1sMoving;
1sMoving = Mathf.Abs (h) > 0.1 Il Mathf.Abs (v) > 0.1;

/I Target direction relative to the camera
var targetDirection = h * right + v * forward;

// Grounded controls
if (grounded)
{

/I Lock camera for short period when transitioning moving & standing still
lockCameraTimer += Time.deltaTime;
if (isMoving !'= wasMoving)

lockCameraTimer = 0.0;

/Il We store speed and direction seperately,
/I so that when the character stands still we still have a valid forward
direction
/I moveDirection 1s always normalized, and we only update it if there 1s
user input.
if (targetDirection != Vector3.zero)
{
// If we are really slow, just snap to the target direction
if (moveSpeed < walkSpeed * 0.9 && grounded)

{
moveDirection = targetDirection.normalized;
}
// Otherwise smoothly turn towards it
else
{

moveDirection =  Vector3.RotateTowards(moveDirection,
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targetDirection, rotateSpeed * Mathf.Deg2Rad * Time.deltaTime, 1000);

moveDirection = moveDirection.normalized;

/I Smooth the speed based on the current target direction
var curSmooth = speedSmoothing * Time.deltaTime;

/I Choose target speed

/¥ We want to support analog input but make sure you cant walk faster
diagonally than just forward or sideways

var targetSpeed = Mathf.Min(targetDirection.magnitude, 1.0);

_characterState = CharacterState.Idle;

/I Pick speed modifier
if (Input.GetKey (KeyCode.LeftShift) Input.GetKey
(KeyCode.RightShift))
{
/ltransform.tag = "move" ;
/ltarget1.audio.Play();
other.particleEmitter.emit = true;
targetSpeed *= runSpeed;
_characterState = CharacterState. Running;

}
else if (Time.time - trotAfterSeconds > walk TimeStart)
{
/ltarget].audio.Stop();
other.particleEmitter.emit = false;
targetSpeed *= trotSpeed;
_characterState = CharacterState. Trotting;
}
else
{

targetSpeed *= walkSpeed;
_characterState = CharacterState. Walking;
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moveSpeed = Mathf.Lerp(moveSpeed, targetSpeed, curSmooth);

// Reset walk time start when we slow down
if (moveSpeed < walkSpeed * 0.3)
walkTimeStart = Time.time;

}

// In air controls
else

{

other.particleEmitter.emit = true;

/I Lock camera while 1n air
if GQumping)
lockCameraTimer = 0.0;

if 1IsMoving)

mAirVelocity += targetDirection.normalized * Time.deltaTime *
mnAirControlAcceleration;

function ApplyJumping ()
{

// Prevent jumping too fast after each other
if (lastJumpTime + jumpRepeatTime > Time.time)
return;
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if (IsGrounded()) {
/[ Tump
/I - Only when pressing the button down
/I - With a timeout so you can press the button slightly before landing

if (canJump && Time.time < lastJumpButtonTime + jumpTimeout) {
verticalSpeed = CalculateJumpVerticalSpeed (jumpHeight);
SendMessage("DidJump",
SendMessageOptions.DontRequireReceiver);

}

function ApplyGravity ()
{

if (1sControllable)  // don't move player at all if not controllable.
{

/I Apply gravity

var jumpButton = Input.GetButton("Jump");

/I When we reach the apex of the jump we send out a message
if Qumping && !jumpingReachedApex && verticalSpeed <= 0.0)
{
jumpingReachedApex = true;
SendMessage("DidJumpReachApex",
SendMessageOptions.DontRequireReceiver);

}

if (IsGrounded ())
verticalSpeed = 0.0;
else
verticalSpeed -= gravity * Time.deltaTime;

function CalculateJumpVerticalSpeed (targetJumpHeight : float)
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// From the jump height and gravity we deduce the upwards speed
// for the character to reach at the apex.
return Mathf.Sqrt(2 * targetlumpHeight * gravity);

function DidJump ()

{
other.particleEmitter.emit = true;
jumping = true;
jumpingReachedApex = false;
lastJumpTime = Time.time;
lastlumpStartHeight = transform.position.y;
lastJumpButtonTime = -10;

_characterState = CharacterState.Jumping;

function OnGUI() {

// Register the window. Notice the 3rd parameter
windowRect = Rect(10, 10, 130, 200 );
windowRect = GUL.Window (0, windowRect, DoMyWindow, "Where To GO?");

}

/] Make the contents of the window
function DoMyWindow (windowID : 1nt) {
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if (Elevator.gameObject.tag== "up" )

{
GUILLabel  (Rect (10,100,200,50), " Going Up...");

if (Elevator.gameObject.tag== "down" )

{
GUILLabel (Rect (10,100,200,50), " Going Down...");

if (GUIL Button (Rect (20,20,90,20), "Elevator"))

{
transform.position = Vector3(-314, 51, 140); /&AL

}
if (GULButton (Rect (20,40,90,20), "Office"))

{
transform.position = Vector3(-88, 51, 214); //ZHit

}
if (GULButton (Rect (20,60,90,20), "Class338"))

{

transform.position = Vector3(-275, 51 ,194); //338
}

if (GUILButton (Rect (20,80,90,20),"Labtory"))

{
transform.position = Vector3(-390, 51, 137); //EEx=E

}

if (GUILButton (Rect (20,160,90,20),"Reset™))
{



Application.LoadLevel(0); /Ireset
}

//Application.LoadLevel(0);

}
function OnEnable()
{
1f(radarObject != null)
{
radarObject.SetActiveRecursively(true);
}
}
function Update()
{
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if (Input.GetButtonDown ("Jump"))
{

/ltarget].audio.Pause();

lastlumpButtonTime = Time.time;
other.particleEmitter.emit = true;

UpdateSmoothedMovementDirection();

/I Apply gravity

/I - extra power jump modifies gravity

/I - controlledDescent mode modifies gravity
ApplyGravity ();

/I Apply jumping logic
ApplyJumping ();

/I Moving platform support
if (activePlatform != null) {
var newGlobalPlatformPoint
activePlatform. TransformPoint(activeLocalPlatformPoint);
var moveDistance = (newGlobalPlatformPoint
activeGlobalPlatformPoint);
transform.position = transform.position + moveDistance;
lastPlatformVelocity = (newGlobalPlatformPoint
activeGlobalPlatformPoint) / Time.deltaTime;
}else {
lastPlatformVelocity = Vector3.zero;

-37 -



/I Save lastPosition for velocity calculation.
lastPosition = transform.position;

// Calculate actual motion

var movement = moveDirection * moveSpeed + Vector3 (0, verticalSpeed, 0) +
mAirVelocity;
movement *= Time.deltaTime;

/I Move the controller
var controller : CharacterController = GetComponent(CharacterController);
collisionFlags = controller.Move(movement);

/Il ANIMATION sector
1f(_animation) {
1f(_characterState == CharacterState.Jumping)

{
1f("jumpingReached Apex) {
_animation[jumpPose Animation.name].speed =
jumpAnimationSpeed;
_animation[jumpPose Animation.name].wrapMode =
WrapMode.ClampForever;
_animation.CrossFade(jumpPose Animation.name);
}else {
_animation[jumpPose Animation.name].speed =
-landAnimationSpeed;
_animation[jumpPose Animation.name].wrapMode =
WrapMode.ClampForever;
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_animation.CrossFade(jumpPose Animation.name);

else

if(controller.velocity.sqrMagnitude < 0.1) {
_animation.CrossFade(idleAnimation.name);

else

1f(_characterState == CharacterState.Running) {
_animation[runAnimation.name].speed =
Mathf.Clamp(controller.velocity.magnitude, 0.0, runMaxAnimationSpeed);
_animation.CrossFade(runAnimation.name);

]
else 1f(_characterState == CharacterState. Trotting) {

_animation[walkAnimation.name].speed =
Mathf.Clamp(controller.velocity.magnitude, 0.0, trotMaxAnimationSpeed);
_animation.CrossFade(walk Animation.name);

/Itarget1.audio.Play();

]
else 1f(_characterState == CharacterState.Walking) {

_animation[walkAnimation.name].speed =
Mathf.Clamp(controller.velocity.magnitude, 0.0, walkMaxAnimationSpeed);
_animation.CrossFade(walk Animation.name);
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}
/I ANIMATION sector

/>I<
1f( Input.GetButton("Vertical"))

{
targetl.audio.PlayOneShot(runaudio);

]
/lelsef

/laudio.Pause() ;
I}
*/

/% 1f(  (Input.GetButton("Vertical")) && (Input.GetButton("Horizontal")) )
{

target1l.audio.Play();

*/

// Moving platforms support
if (activePlatform != null) {
activeGlobalPlatformPoint = transform.position;
activeLocalPlatformPoint = activePlatform.InverseTransformPoint
(transform.position);

}
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/I Set rotation to the move direction
if (IsGrounded())

{

else

transform.rotation = Quaternion.LookRotation(moveDirection);

var xzMove = movement;
xzMove.y = 0;

if (xzMove.sqrMagnitude > 0.001)
{

transform.rotation = Quaternion.LookRotation(xzMove);

/l We are 1in jump mode but just became grounded
if (IsGrounded())

{

lastGroundedTime = Time.time;
mAirVelocity = Vector3.zero;

if (jumping)

{
Jjumping = false;
SendMessage("DidLand",

SendMessageOptions.DontRequireReceiver);

other.particleEmitter.emit = true;

}

function OnControllerColliderHit (hit : ControllerColliderHit )

{

//[Debug.Log("t");

-41 -



/l Debug.DrawRay(hit.point, hit.normal);
if (hit.moveDirection.y > 0.01)
return;

/] Make sure we are really standing on a straight platform
// Not on the underside of one and not falling down from it either!

if (hit.moveDirection.y < -0.9 && hit.normal.y > 0.9) {
activePlatform = hit.collider.transform;

function GetSpeed () {
return moveSpeed;

function IsJumping () {
return jumping;

function IsGrounded () {
return (collisionFlags & CollisionFlags.CollidedBelow) = 0;

function GetDirection () {
return moveDirection;

function IsMovingBackwards () {
return movingBack;

function GetLockCameraTimer ()
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return lockCameraTimer;

function IsMoving () : boolean

{

return Mathf. Abs(Input.GetAxisRaw("Vertical"))
Mathf.Abs(Input.GetAxisRaw("Horizontal")) > 0.5;
}

function HasJumpReachedApex ()
{

return jumpingReachedApex;

function IsGroundedWithTimeout ()
{

return lastGroundedTime + groundedTimeout > Time.time;

function Reset ()

{
gameObject.tag = "Player";
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Z . T EE SR A celevator

var targetA : GameObject;

var targetB : GameObject;

var attach : GameObject;

var position : Vector3;

var speed : Vector3;

var onelevator = false;

var elevator : AudioClip ;

var elevatorring : AudioClip ;

function Update(){

1f( targetA. gameObject. tag == "Finish" )
{

onelevator = false ;
targetA. gameObject. tag = "Untagged" ;

if(targetA. gameObject. tag == "up")
{

onelevator = true ;
speed = Vector3(0, 3,0);

1f( targetA. gameObject. tag == "down" )
{
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onelevator = true ;
speed = Vector3(0,-3,0);

function OnCollisionEnter(collision : Collision)

{

onelevator = false ;

targetA. gameObject. tag = "Finish";

Debug. Log("2");

function FixedUpdate () {

if (onelevator)
rigidbody. MovePosition(rigidbody. position
*Time. deltaTime);

speed
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var Elevator : GameObject;
var Doorl:GameObject;
var Door?2:GameObject;

trigger up down

function OnCollisionEnter(collision : Collision) {

Elevator. gameObject. tag = "Finish";

function OnTriggerEnter (other : Collider) {

Elevator. gameObject. tag = "Finish";
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it . BP0 e PI(AT )2 2575 (Text buttons Down

var elevatorring : AudioClip ;
var Elevator : GameObject ;
var doorl : GameObject;

var door?2 : GameObject;

var speed :Vector3;

function OnMouseEnter()

{

renderer. material. color = Color. green ;

function OnMouseExit ()

{

renderer. material. color = Color. yellow;

function OnMouseUp()
{

1f( Elevator. transform. position.y > 66.2)

{
audio. PlayOneShot(elevatorring);
Elevator. gameObject. tag = "down" ;

doorl. gameObject. tag

Il
o=
(=]

door?2. gameOb ject. tag
}

Il
o=
(=]
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function FixedUpdate () {

if (Elevator. gameObject. tag == "up")

{
speed = Vector3(0,3,0);

rigidbody. MovePosition(rigidbody. position + speed
*Time. deltaTime);

J

if (Elevator. gameObject. tag == "down" )

{
speed = Vector3(0,-3,0);

rigidbody. MovePosition(rigidbody. position + speed

XTime. deltaTime);
}
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WitT . ARE #2255 48 (Windowl

var doWindowl : boolean = false;

var stringToEdit : String = "Hello World\nI’ ve got 2 lines...";
var texture : Texture2D;

var con : GameObject ;

function OnMouseEnter()

{

con. renderer. enabled = true;

function OnMouseExit ()

{

con. renderer. enabled = false;

function OnMouseUp()
{

doWindowl = true;

function DoWindowl(windowID : int) {

}
function OnGUI () {

if(doWindowl)
{
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GUI. Window (1, Rect (400, 200, 300, 150), DoWindowl, "Guide : ");

1f( GUI.Button (Rect (620,350, 80,20), "Close!"))

{
doWindowl

}

false;

GUI. color = Color. cyan ;

GUI.Label  (Rect (400,220, 300,150), " Here is the office of
Professor Chung-Chi Lin\n The expertise of Professor is\n Image
processing\n Interface technology\n Micro-computer systems\n VLSI

")
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i . R k(M )2 #2555 ; DragRigidbody

50.0;
5.0;
var drag = 10.0;

var spring

var damper

var angularDrag = 5.0;
var distance = 0. 2;
var attachToCenterOfMass = false;

private var springJoint : Springloint;

function Update ()

{
if (!Input. GetMouseButtonDown (0))
return;

var mainCamera = FindCamera();

var hit : RaycastHit;
if
(!Physics. Raycast(mainCamera. ScreenPointToRay(Input. mousePositio
n), hit, 100))
return;

if (thit.rigidbody || hit.rigidbody. isKinematic)
return;

if (!springJoint)

{
var go = new GameObject("Rigidbody dragger");
body = go. AddComponent ("Rigidbody");
springJoint = go. AddComponent ("Springloint");
body. isKinematic = true;

springJoint. transform. position = hit.point;
if (attachToCenterOfMass)
{
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var anchor =
transform. TransformDirection(hit. rigidbody. centerOfMass) +
hit. rigidbody. transform. position;

anchor =
springJoint. transform. InverseTransformPoint(anchor);

springJoint. anchor = anchor;

J

else

{

springJoint. anchor = Vector3. zero;

springJoint. spring = spring;
damper ;

springJoint. damper
springJoint. maxDistance = distance;
springJoint. connectedBody = hit. rigidbody;

StartCoroutine ("DragObject", hit.distance);

function DragObject (distance : float)
{
var oldDrag = springJoint. connectedBody. drag;
var oldAngularDrag = springJoint. connectedBody. angularDrag;
springJoint. connectedBody. drag = drag;
springJoint. connectedBody. angularDrag = angularDrag;
var mainCamera = FindCamera();
while (Input.GetMouseButton (0))
{
var ray = mainCamera. ScreenPointToRay

(Input. mousePosition);
springJoint. transform. position = ray. GetPoint(distance);

yield;
}
if (springloint. connectedBody)

{

springJoint. connectedBody. drag = oldDrag;

springJoint. connectedBody. angularDrag = oldAngularDrag;
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springJoint. connectedBody = null;

function FindCamera ()
if (camera)
return camera;
else
return Camera.main;
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R B A5 B 342 4% 7N 45 : Domywindow
function OnGUI() {

// Register the window. Notice the 3rd parameter

windowRect = Rect(10 , 10, 130 , 200 );
windowRect = GUI. Window (0, windowRect, DoMyWindow, "Where To GO?");
}

// Make the contents of the window
function DoMyWindow (windowID : int) {

if (Elevator. gameObject. tag== "up" )

{
GUI.Label (Rect (10,100, 200,50), " Going Up...");

if (Elevator. gameObject. tag== "down" )

{
GUI.Label (Rect (10,100, 200,50), " Going Down...");

if (GUI.Button (Rect (20, 20, 90,20), "Elevator"))

{
transform. position = Vector3(-314, 51, 140); //& # =&+

}
if (GUL. Button (Rect (20,40, 90,20), "Office"))

{
transform. position = Vector3(-88, 51, 214); // )« %
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if (GUIL. Button (Rect (20,60, 90,20), "Class338"))
{

transform. position = Vector3(-275, 51 ,194); //338
}

if (GUI.Button (Rect (20, 80,90, 20), "Labtory"))

{
transform. position = Vector3(-390, 51, 137); //§ %

J

s

if (GUI.Button (Rect (20,160, 90, 20), "Reset"))

{
Application. LoadLevel (0); //reset

J

//Application. LoadLevel (0);
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it~ . B3 24254 ¢ BlobShadowController

using UnityEngine;
using System. Collections;

public class BlobShadowController : MonoBehaviour

{
void Update()
{

transform. position = transform. parent. position + Vector3. up
X 8. 2469651 ;

transform. rotation = Quaternion. LookRotation(-Vector3. up,
transform. parent. forward);

J
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