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Abstract

The motivation of this study is to advance the aging society, Increase the

proportion of the elderly, if it can delay the degradation of the elderly, then our
game concept will be a very good design, The finished product will be
presented as a software game. The above motivation, In terms of game
concept, the game is mainly responsive, focused and cognitive, Allow older
people to entertain while, It can also delay the aging society, Degradation of
multiple capabilities. Themes are designed for the elderly, so there are many
retro vintage photo designs. The software used this time is roughly based on
Unity. with the C# program and 3Ds Max modeling, with a small artist and
online simple backs to complete the retro software design. Give home elders
and classmates and friends around under trial game feedback, there are
many configurations that are more cognitive and reactive, considering that
concentration is limited to the elderly.

The game is divided into main lines and five small levels, The main mission
is to hope that players can play from beginning to end, Ever since gave each
small game clue, Or give extra points. The main line is the "Roll game", with
glass marbles as the control element, and the physics engine uses the
keyboard to control the direction of rotation and encounters heavy difficulties
until the end of the game; Five of the small levels are (1) Gyro Games: Use
old tiles as background for hills and weeds, Then control our marbles, The
numerical order of the gyro heads from small to large all touched can be
cleared, In order to increase responsiveness and cognitive ability.(2) Divided
into 4 mini-games, some changes in gameplay are made to improve cognitive
ability.(3) Chess game: From black to red, choose from big to small until the
end of the game.(4) Guess the riddle game: Triggered by lanterns, each point
has a title to allow players to think and give players a brain teasers.(5) Picture
quiz game: Allows the player to identify the correctness of the options and
options in the diagram, giving the player the desired cognitive ability.

Keywords: Ageing society, Seniors, Degradation, Nostalgia, reaction,
cognitive ability, software, game
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Opublic class music : MonoBehaviour

public const string MusicPath aud1o

public static AudioSource InMusic = null

public static void PlayMusic string name

1t InMusic null

: i InMusic - Camera main gameObject. AddComponent AudioSource
InMusic. clip = Resources. Load AudioClip  MusicPath + name

! InMusic volume
InMusic. FPlay
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plaver
offset

offset - transform. position - player. transform. position

DontDestroyOnLoad game0bject
transform. position - player. transform. position + offset

GetkeyDown zZ

offset. x
offset. vy
offset. z

GetkeyDown X

offset x
offset. v
offset. z
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OnTriggerEnter

EEREATEAIBRFHFEHHRR

OnTriggerExit

EhifiEaR A MF L iR AR R AR S HE A

OnTriggerStay

EMERFEERERAES AR

16




3-1-5 Materials

Materialsit @M EHWER, ZEUNyF S YEREHERIIME, EEHE
EE7E3Ds MaxBEE T § L8, (BB EME S, SHEREE Unity
EEEERELEMERMES- 9, MAIBRNMERSREELN, WEREE
EE & WIEEhEAIbedoa B INER- 10 T LUBIES SR, BE2HA LT
MEREEME, ELNEAbedo EAR K EINEGE NE3- 11809,

Create >
Showin Explorer

Open

Delete

Rename

Open Scene Additive

Import New Asset

Import Package >
Export Package...

Find References In Scene

Select Dependencies

Refresh Cul+R

Reimport

Reimport Al

Run A ater...

Open C# Project

*| & Materials Oo—

Folder

C# Script

Shader

Testing

Playables

Assembly Defintion
Scene

Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Custom Render Texture
Sprite Atlas

Sprites

Tile

Animator Controller
Animation

Animator Override Controller
Avatar Mask
Timeline

Physic Material
Physics Material 2D
GUI Skin

Custom Fant
Legagy

UlElements View

. 07 - Default
Shader | Standard

Rendering Mode

[ Opague

Main Maps
@ Albedo

=7

@ Metallic Cr

Smoothness

Source

| Metallic Alpha

@ Normal Map
@ Height Map
© Occlusion

@ Detail Mask

13- 102 B B Bk

17




Select Texture n
@l )

NGITE

[E3- 1MEARSEME
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3-1-6 GameObject

GameObjectzt 2 UnityE F1 8949144, GameObjectra] LLZ{EmIA9%¥44, 15I40:
3Ds Maxt&E%! WEEAKFH. UlButtonEE , ERANEEEFHTHSZH
GameObject, 72X & E £ GameObject B IEFI Y th 2IFE HER, vTLIE
EMEZARKERFZHSEE CEEMNCRESZERERSEFRATE
K EEH|, LA E F Creat Empty 8L —EZ=#44, EBEZEWERT LA
WA RIAR L, NE3- 12813 % Ei& T8 AGameCtrlil B AN AT X A%
il B AP E 1A /) e 8,

ERFEEER = Hisrarchy JEER] © Irapectar

= ." o | Gare=Ctrl Btatic =
€3 paza -m | =
T Tow [Uncagged 1| Lagesr [Dofidr 1
[ L e ﬂ e
Ciractianal Light Pogition X -T5936[Y -6EA67 2|9, EE7
Rotation [0 Yoz
Soak =1 ¥l 2|1
-m | ¥ = o (Script) Wia
mf =t =] o
-m | Playarfind Wena (Gama Chject] &
-= | Cam Find Hene (Gama Chjest] &
*BTH
Ciractianal Light * Bazx
CrurkTama ( Taxt]| &
Evanis i gy
. nm"“" e Then [Tecty ]
Imegm
¥ Paral Fanama Wlmaga |1} L
¥ Buktan Cuslicats | e ————E—
] upl e comesrare
¥ Buttan (2] Culeta
¥ Buttan (]
¥ Buttan (4]
F Buttan (] Cranta Empzty
¥ Buttan (B _
¥ Butban (7] 30 Okjact
¥ Buttan (£] 20 Oject
¥ Buttan (F] Effmct
¥ Buktan (10}
FBuan {11y bghe
¥ Buttan (12} Audic
¥ Buttan (13} "
i Wideo
¥ Imagm (1] i
Sham Caman
Butkan
F BETRex
ﬂ (raat laeded -.
£ L -=
£ L -

[E3- 12 Create Empty
EMEEERERBEESYHREWNIER3I- 8, GameObjectAI LIE/E &
AL E&/HList, EMETEEEPHEFEAE, EEFLEETTEEMES- 13
, BEESEFA AT LUK IE R RIMA Y, iR ZListERE LR EXR/NMEBEHRA, E3-
138 P EMFRIRA T Button. Image. TextZi&EHY

] public GCamebrject Plaverfind
1 public G i t CamFind;

2 public = B, Isst,;

3 poblic i L] BIs

= public G T []1 Boxs

5 poblic = i, [] BIsosall

#2x3- 8 public GameObject

19



Audio Source

) gamel (not loaded) =| ¥« Mctrl (Script) @ =
€ 0802 (not loaded) = Seript Ctrl 2|
€ 180305 (not loaded) = Playerfind MNone (Game Object| ©
v Q gameSort = Cam Find m @
Main Camera ¥B Ts
Cirectional Light Size 14
] Element 0 W Button ]
= i\;rltas:stem Element 1 WButton (1) @
Tmem Element 2 WButton (2) @
¥ Panel Element 3 WButton (3) @
» Button Element 4 WButton (4) @
- Button (1) Element 5 #Button (5) @
» Button (Z) Element 6 wButton (B) fo}
- Button (3) Element 7 W Button (7) @
¥ Button (4) Element 8 WButton (8) @
: ::;:: E:; Element 9 #Button (9) @
¥ Button (7) Element 10 WButton (10) (o]
» Button (8) Element 11 WButton (11) =]
» Button (2) Element 12 W Button (12) @
» Button (10) Element 13 [WButton (13) | @
b Button (11) » Boxs
¥ Button (12) Count Time [ 'CountTime (Text) @
> Button (13) Show Text [Show (Text) | ©
CountTime » B Tposall
B Image (1)
» BTpos Iset #Image (1) @
€ Levell (not loaded) =
€] Levell_2 (not loaded) = [ Add Component
€ Levell_3 (not loaded) =

[&3- 13 GameObiject[ ]+
FEBHB14EYDE, SA2IEYHREIHE EFRERMALE, TS

MR EXD, EEEPERERSEEERBUIEEZEN AR, EREENEE
BLULETA(0,0)B88R. A £ ARIEEIE A& (Screen.width,Screen.height)#n &l 3- 14,
HFIEX3- 9h FE17717REMfArandomPos— AR S ETE K/NNLLE, B LEif
F—EYHNLE, BB EMAZILstEF , BRIE—ERE#E b YEX
tb#&randomPos @& FEMLIstESd, MMRFEMEBRMG S —MEHE , XA
EMHCEERBRMALStE P, BRBTNES- 155 B EFRAK,

ED,Screen_heig ht) (Screen.width,Screen.height)

(0,0) (Screen.width,D)

[E3- 14 & FEF

20



174 B piblic void Blstart()

175 {

176 Cirlpoint = 0;

177 | randosPos = few Vector3(Random. Range(0, Screen.width), Random.Raage(0, Screen height), 0);
178 BTe[0]. transform. position = randomPos,

178 Blvector. Addr randomPos),

1501 H for {1at 1 =1; 1 «= 13, i)

1581 {

15| randonfos = new Vector3(Random Range(0, Screen.width), Random.Range(0, Screen.height), 0);
18 H while (BIvector.Contains(randoaPos))

154 {

15| randoaPos = new Vector3(Random.Range(0, Screen.width), Random Kange(0, Screen.height), 0);
156 | i

187

158 BTs[1]). transform. position = randonPos,

159 Blvector  Add( randomPos),

#23x(3- 9 BTStart

[E3- 155 H EEARRA
HES- 15FREAKSERLEH —MRTEEE FEOLTGRRE
EPAMRERTED MEMBEFSRELEMTEENY FRATH—EAEA
FRIR, ECSTASRE LERTAER ANMES- 16, B R AMAT AR AIR R E RS 1t B B ek
E23 (i Dk 3= e

21



[E3- 167AER &
ME3- 10 LIE ZEH F R ERTRAERMEXE, S BEMKEE177
fT8IrandomPosH & R ERR R MAR MU EARGE, Nitb—RRERM
FEERLTEREBHBITEAMRME,

174 B public void BTstart()

175 {

176 Cirlpoint = 0,

177 randonPos = BIpesall[Bandos Range(0, B9)].gamelObject.transform.position;

178 BI:[0].transform. position = randomPos,

179 BIvector. Addl randonPos ),

150 Bl for (int i =1; i == 13; i++)

181 {

152 randomPos = BIpozall[Eandom. Range(D, 89)].gamelbiect.transfom.position;
183 Bl while {BIvector.Contains(randomPos))

154 {

185 randeaPos = BIposal 1[Randem Rangs(0, 89)].gamelbject.transform. position,
186 | i

157

158 BIs[i].transform.position = randomPos;

159 BIvector . Add( randomPos ),

120

121 L H

FEx(3- 10 TEERYIH L E

FetR/ Nk E P AR AR EZRITRE T 24, (B7E2DEL3DEER
=il E, FATREIMFESHRE KR, BEE PERE 1010 IEh kB[R, S£FR
AT AR ELEPEIRIS i . TR 3- 11BEER/IMEB B 021 T B B L i — B FE
HAREETRER, EETEEAES, BEMAEERMERMNEHE, TEEEIE
BRBIHEE, F981TE AR T Vector3.Distanceig 2 Unity BIAPI 25 B @R & #4484
MBI HEHREYEREERE, F109TIREMIREEMICIRER, TAEHIR
FESR R ZEROAKS, FIRPEIREAR 2R, FE1169T#ENumberPos—{EI7E b R EE R Y
fEIR EAS25M=#HAE, F1191TRIEF £ R MFAERFNEFEME, Mk
REMEERNE3- 17,

22



91
92
3
24
93
96

-
[

98

258
100
101
102
103
104
103
106
107
108
108
111
111
112
113
114
113
118

118
11%
121

int randomlst = UnityEagine.Random. Benge(miofen, maxRan),;
crBoca[ randomInt], Setdctivel fals2);
setRandea. Add( readomlne) g

for (iat 1 =0; 1 < 3] i+8)

{

}

randeInt = UnicyEagine. Rando~. Range(mio®Ran, maxRan),
getRandom = setRandom[i];
diz = Vesrord. Distance(c:Boea] randoeInt]  transform. position, crBoomlgetRendon]. transform. position);
rhile (serReadan, Contains(randemlnt) &5 dis <= §)
{
readonlnt = UnitsEngine.Beandom Range(=inRan, mazRan);
}
crBooe[ raadonlnc] . SetActive{ false);
setRandoe, Add(randemInt);

for (iat 1 =0, 1 < 3; i+1)
{

SonusRandem = setRandcols2iRande=.Coant - 115

dis = Vectord. Distance{crBoaus [rendonlnc]. crénsfora. position, cr3onus[3onusRandes]. transform positionl;

vhile (setReadon.Centains(randealnt) &% dis <= §)

{
readomlnt = UnitsEngine.Readom Range(=inRan, mazRaa);

}

crBonus[rardealat]. Secdcrive(t e},

FembharPos = asw Veotoz3{erBenus[randealat]. trans forn position. x,
Convert. ToSingle{crBeans[randealat]. transform position. ¥ + 2.5},
cronns[rando=Iat] . transfozm.nositicn.z);

Instantiate{fukerTerc[i] NuoherPes Juateraion, idancityd;

setRandoe, Add(randemInt);

FRR3- 11 PRa/ Ntz
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3-1-7 GUI

BB # {35 FA & 4+ T (Graphical User Interface)

AXMABENNE, BEFERAGENXFNLERERRY RERBMME LE
% EEEERBEERSIA,

Copy
Paste
Rename Text
Duplicate Image
Delete Raw Image

Button
Select Prefab Toggle
Create Empty Slider
3D Object > Scrollbar
2D Object > Dropdown
Effects > Input Field
Light > Canvas
Audio > Panel
Video > Scroll View
ul > Event System
Camera

[E3- 18 GUI

INES3- 18 Fin, HMERBUIRIS AEHEHIE, EPtEZEE AR AText,
Image. Button, Toggle. Slider& Canvas,

24



¥.© Rect Transform o =
o, e XYZREMMMEBEANE
w o ||250 1] |
T 0| width  Height 2DAIUI BN & FHRIXY B
: 160 |30 |
b Anchors
Fivot H|0.5 EY;U.S
Rotation X0 |¥{o | Z|o
Scale 31 |2 l2[1 |
@ canvas Renderer a
¥ || [# Text (Script) g =
Text
Text(Script)
e . LBERNFHEEER
Font Style [ Marmal s
Font Size |36
Line Spacing 1
Rich Text [
Paragraph
Alignment | = E == E]
Align By Geometr[ |
Horizontal Overflol overflow 4|
Vertical Overflow | overflaw s
Best Fit Ll
Color I ¢
Material ‘Mone (Material) |-
Raycast Target [

[&3- 19 Text(Inspector)

Text 3XF MNE3- 197 LI ECImage B i FE Bl A &

IEE, BHEEBEIXE

#oit ; H A Horizontal Overflow XXX 2 E R HIF 2L, Vertical OverflowBI|2Y

HEEEHITH.
¥-5 Rect Transform Ll = %,
center Pos X Paos ¥ Pos £
= 0 0 1L
3| L | widh  Height Rect Tranform
E
B00 600 -
e BB EEA/ND
b anchors
Pivaot Xxi05 ;Y?U.E
Rotation X 0 [0 |2]0
Scale il i [Z]1
@ canvas Renderer & =t
v "y ¥ Image (Script) & 3

Source Image

|Mone (Sprite)

Image(Script)

Calar |

Material
Raycast Target [+

|None (Material)

0% o #lp

TERHE

[El3- 20 Image(Inspector)
Image [E /7 aNE]3- 20 #ESource Image AILIEB R EFHMB A M E, INE

25



RABE AR A EMEColorfaEEEE,
RERE FRUIE:

[E3- 21 B A& AUnity Asset&E #1358 A

8 Inspector
n Fi s Import Settings Gl 5! %,
Cipen
Texture Type | Default al
Texture Shape + Default
sRGB (Color Texture) Normal map
Alpha Source .
e —— Editor GUI and Legacy GUI
Sprite (2D and UI)
k- Advanced
Cursor
Wrap Mode .
Filter Mode Cookie
Aniso Level Lightmap
Single Channel
Max Size [ 2048 ™
Resize Algorithm [ Mitchell ™
Compression | rormal Quality s ]
Format Auta
Use Crunch Compression -
[E3- 22 B [&E 7 % #(Inspector)

v ¥, ¥ Image (Script) [ 5 %%
Source Image Mone (Sprite) | @
Color | | #
Material None (Material) o
Raycast Target [

[B3- 23 F#EE F % (Inspector Image(Script))
FREBMAMEEREERRES- 21 A TABEKERIRAE, KMAREHES- 22
Inspector->Texture Type -> Default 22X Sprite(2D and Ul) k8T LU 2| &l 3-

26



23Image->Source Image ##EEHR,

ng Rect Transform @ = %
center Pos X Pos ¥ Pos 2
1 400 1350 o |
= [] Width nght
F Anchors
pivot  x[05  |¥[05
Rotation X 0 | ¥{0 |Z]0
Scale ¥|1 L B 1zi1
(@ canwas Renderer G = e,
¥ s ¥ Image (Script) @ ! %,
Source Image |l UISprite | @ | ks L : =
: e R ol U8 b RETE EERV B R
Color | | 2
Material :None (Material) | B
Raycast Target
Image Type | Sliced &)
Fill Center [
¥ cor [ Button (Script) G &
Interactable o
Transition | Color Tint s |
Target Graphic |®sexitButton (Image © = 2 =n=
Highlighted Color | | #
Pressed Color | | #
Disabled Color | | #

Color Multiplier  Cre— 1
Fade Duration 0.1

Mavigation | Automatic s
| Visualize |

©n Click [}

a[IRuntlrnra Cir s H QAS Exlttogamei #I-'

l mvﬂuﬁ-—t“

[&3- 24 Button(Inspector)
Button i%z#h REM=xEAYE, NES3- 247, KEARTIEERIZO0nN Click(),
BB REXN P EFHIFunction , REBREREH,

Buttonz% & On Click Ed C# Scriptf# i

134 E public void Question()

135 {

136 1R AT LR 1R e A 1
37 | }

$£‘t3 12 EHAHEATE
mEX3- 12EBXANESE —ELA£EHAIvold EER() {§ . CRSBUEIERS
AXRFEIMAEE.

27



' on Click ()

« myButton {Q.l

[&3- 25 Button#Inspectord & AL e
7£Button->Inspector AR LA FI 40 B 3- 25, & S AF{RE 1FMscript BLE2H K
scripttI T hiZIE G E—F, 2RAEREDE L, EEMAEH —1T=Escript
A TE, BRREERFMFunction,

Toggle tI#2 AR RERTITA RAERELD , UIGERAEEESEESHSE. W
F23- 135543-4617, E Ttogglez %, BHEER A0,

42 nusic.volune = voice.value; /! (BIGREFE R/
43 =l 1f (toggle.is0n == tme)

a4 {

45 _ mylflusic.volume = 0;

49 }

F2x3- 13 Toggle & Slider:ZENFE R 75
Slider ;B fE BENROE1 , LEAEESTRNNNE | BEAX3- 1354217
MFREXIEREEsslideris FEEBTEM K/,

Canvas tlf1 MEAMERHE, TERRARIMFTBEUIMEGRI(FTH).
HohFaIEmtflgRaeBmErRMmMAEEm LMERE, NES3- 26, fFERAE
A Z#EHCanvas — & Zlinspector — Canvas Scaler(Script) — Ul Scale Mode
— B Scale With Screen Size , Z#%#§Reference Resolution X,Y LL{5IFT R%4:3
, N2 WNERIAFHTEE1024*768
(ZJR)

[El3- 26247 E &=l

28



© mnspector [ a s

O Mawas — [[Jstatic ¥
Tag |Untagged  #|layer|ur  #|

Constant Pixel Size

. Scale With Screen Size
Constant Physical Size

[&3- 28 Canvas (Inspectord i#J[Canvas Scaler(Script)])
MZEERERXANE, 2ABBEEFERIFIEESR). E5EE. FIEEE,
Bl B RE:
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114 Randonfumber = Random.Range(l, 24);/ /HEE52IER S8 8E -1

115 checkeq[count] = RandomBumber;

116 = if (count = 0)

117 {

112 - for (1nt 1 = 0; 1 < connt; 1H)
119 i

120 = if (RandonNunber == checkeq[i])
121 {

122 Randomcheck();

B3 14 HIEFRT R
S1R22t3- 14th B3 HORAMATEER, 7 LUEE & #2185 checkeq[0] BB 75 T
e
if(count) EEAMNREZFIE, SEEMERER,

EEEHE:
141 = switch (RandomNumber)
142 {
143 case 1:
144 Text_text.text = "FafM B HHADE-STEU TR ;
143 nybutton.image.overrideSprite = Camera;
146 REEutton_text.text = "IRE ",
147 LButton_text.text = "FH{E":
148 break;
149 case 2:
150 Text_text.text = "5EMHE B R HAIEFITEET;
151 nyhutton.image .overrideSprite = threejoin;
152 RButton_text.text = "=&bR";
153 LButton_text.text = "BHEXE";
124 break;
155 case 3:
156 Tent_text.text = "FAMERTPAEEERTEMNESEST";
157 nybutton.image.overrideSprite = boodiesee;
158 RButton_text.text = "FRIFBE";
150 LButton_text.text = "FRLGEEE";
160 break;
161 case 4:
162 Text_text.text = "FAM B R HEREREBEERE T ;
163 nybutton.image.overrideSprite = jph;
164 REButton text.text = "HE";
165 LEutton_text.text = "S=@";
166 break;
167 case 5:
168 Text_text.text = "REMBEHHAIREEMAT";
169 nybutton.image.overrideSprite = gerzaisee;
170 FEutton_text.text = "TREZEL";
171 LButton_text.text = "FRIFEL";
172 break;
173 case 5.'

EX3- 15 EHES (SW|tch case)

ZIIJE‘%- 15 switch case BRI EEMIRREZ, MNRAMABEIETFEREE, M
ERERAS—EREEXREME,



FETE =

HEIRTHERMS R L ERBRFEIE A SelectTrueAnsE 8 —EEE , 1 BER ,
0A&tEFR,

[RERRT 2R kA 1% {E R Fswitch case T ERZE, BE2ER KA
HRENAXHEE, RitiEEFLERXE,

BLERE R &3 EnE, LIRS FEEESelectTrueAns=1, R 2 HIREREE
SelectTrueAns=0,

BEREBAIRZ,

ZBZETRREMEL, BIeLLIET S SelectTrueAnstIE1E , IEEE count
FHE BcountER108F, KRBEEMT108E, FEFEBRAME, ML RME
TR RIIR R

B Tz iR SN ER AT

BABZEIERIMKAENN, F—KENEHTERN, H—KERH2EXZFE,
PR —H. R, =% BE. 8. KiRE,

BXHENEX. IBEF

5
BERE—EHFHESMN—, —HEE, mEEH2, ZHETHS, HETHY,
3 FH 86, KimBE&T2010,

B FFEA:

183% 2 ARSI A000000% 123456, tNREFEEHEMES|FEE |, HEHE
BROTR A1 , &% #EF0 000000 Y1 , EEETRS , RRUEMRREIHRIET , &
®BAELIE, IRFIESERREEA0 REREIEF ReAEX,

HAoaRIeFibii g, B UEEARRMERXS- 16,

278 - public woid Yroll()

279 {

220 ran = Random.Bange{3.1f, 6.9f);
221 th . AddTorque(0, ran, 0):

282 |

ST

#23:(3- 16 I PR FHEE D
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3-1-8 Light

Unity$T 2 £ & PP E E 1% 785% —@Main CamerakiDirectional
Light, Directlonal Light2 —E£ 15 01E S, E3DERMK A TEEMEELE
R, TREAEMEBRAUNtyHEHEE LB, BEEXEZRTSEREME
*JJEEIJB’J*%%&EI& 29,

&3- 29 Umty"?ﬁ
EEEXENEER , EWMAT LBEUETHRERROMEL R B IBER B
MeRARREZEMRRT . LLEFEMRE T LUINAUNtyE fiLight, thig#tT
T RIMESRINE3- 30, HfEA T M{Epoint lightanE3- 31, KEBHME
TR, £MBRHEASEBENMERR, HZ—EAKRERTTAH BELEREE
ERVEREE, WEF R FEFAERREFEMBREINE, RBRAEZHERNEM
B3- 3218 MIREIREE,

Copy
Pata
Rename
Dupbcans
Dezlete

Calect Prefab
Creste Empty
20 Ot
funle 1
Efecis

Dérectional Lighi
Poire: Light
Eecedight

Ares Lighe
Redestion Prokes
Light Frobe Group

Bl3- 30 LightiZ {2
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W4

FERIBRE T

LAVt LA | N VAR Tl
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3-1-9 Scenes

Unity—BtR RIS SR A MG SR EERRMEFREZEEE LR |, £HET
SRERMEER, S, Y8, EXHE—EMERIE B ERIFMiES, BT
LUE Y4 R R IS S IR R e MIBR N FE2 X 3- 17, HFEE FPlayerfiMain
CamerafE¥ 4R A A ek MIBR, EMREER/ B LEEFERN R —
BEFEE, EMEE—HAMSRTESEREYH, FTLERE S S HEHMBRE R
T/ EEEEE 2R EE — R, RMELEMBRYE FTAEEE—FBLR T ME
Playerfdiki .

65 DentDes troviuload{ gamedbject b,
2 3- 17 BISAMIBR
BiEK3- 18F 3, E Mk E&PlayerFindEiCamFind, (EE2ERNMEE

hif ;2 B ATERR Y, Rt FEMEEXEmEIMENIER3- 1855471TEL5548
11, cigPlayertiCamerap i Tagik ESE Rk, EREXE P FLEER| ATag=E K E
M, ESATH BN TIRGENE, SEIFTSREMERAEME, £55/THES61T
Destroy il fx E M Tagi ¥t , anitk —R{IB M EMIBRZEIEE —F, A SHAEFR
LB E It R IR E 2R @ 2= HI N B Al RIAK 5

45 g veid Srarcl)

46 [

47 Plaverfind = Gamslbject TindbemeOhi eciWithTag("Plaves"),;
43 Carmind = Gemeloiect FindGemalni ectWithTas( "Mairlamera™),
49 Eard(};

=0 Eansstarti];

51 }

2 H pblic void back()

53 [ B

54 Application. Loedlevel ("=amel”);

53 Dzztrov(Flaverfind),

56 Destrovi{CamFind),

=7 PlaverCrrl.kall = 3;

38 }

F2x3- 18 TagEafifR
AEUnity R 208 BRTETRIHES R, AT AEEARXEZIMEE A
BIIER, SRAUAERMERZBIRSR, AR/ DNESETR RS ZEHE,
ATl EH#EMEFHREX LT ENERFRETIIMNE, BEIRHMXERITUHE
SO IR IERTBALR, FrLlsiEE AR T a2 X 3- 19MEIS R A5 250882511T#5
—EFSIISRMEE BETERGR.

LT
| 5 . . - e
247 I if (plaver. gamelbiect.CompereTagl "Oarside" )
149 )
Fry i) 1
240 I Apalication.Loadleveli"Lavell™);
250 Srring newhesne = Apalication. loadedlevela~e,
251 Armlicarion. Loadlevelinowacsne] ;
257 ¥

FEX3- 19SS

Unity®] LIB335 2 RO R EdScenes, ifi B AT LA E L5 S EE HEAFE A , T
Mttt A EERERMEEN S, T L, EXTAERLETESFHMMEE
SEREEIEE FREEECZNITE, ETHMREARES S EERHEIRTE

34



RMAERTEX, INE3- 33F FEEExport Packageih 2 1T 15 = E H A ENE
EMZ BRI UBREMEEL NG, MEARIEEZEELE Import Package
-> Custom Package, fitt—R REMIFEE/NMESZBETESERZUAILSE
X

) Unigy 2018.1 062 Perscnad (02ket] - 0323,y - U1 - FL. Mt B Linus Siendelone® <0112
File Edi JSamaty Gemelbjet Componant Micbilainput Window  Help

Crasta H
Shewin Explorer

Cigaan

Culata

Fanama

Dz B Aok thes

Irmport M Axvat_.
Imgeort: Packmza H] Cumiom Packmga_.
Esport Puckage.. -
Firacd Flminemrscom [y Ecarn
ind Redare .:..n..-:-:..c Fr—on
Selwct Dapend mcian Cha ~
Fafresh Cird+R CromPlatomhpis
Rawmpart EHacis
Faimpart &l TR
: PartideSysienms
From
Extreect From Prefan o i
Fun AR Updatar Lkikty
Cigeen 0 Froject ehides

[B3- 33 ScenesEE HEE A
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3-1-10 Transform

¥ .~ Transform i -
Position X0 Y 0.75 2 0
Rotation Xo Yo 20

Scale X 0.5 Y 0.5 £ 0.5

[E3- 34 Transform4 &

HE3- 34 AT LIF FI, Transform4y 3l B8 = K ¥8RT#H B 53 Al ‘& Position.,
Rotation, Scale, ;& =IE##H| T E PHYHAE. KA. K/, E=ZERALE
Rt T EERt AT LUERARR KX E, Scalefk EX/MEEER T SEER S
MR TERBEEHR/D, FTUEREEFLUREXEETNMSEHERRIE,

K &% —FTERMPlayerfil & B TR E, EXRTHRMEA/NEEE
E|E— SRR EPlayerfl ETL € R B2 R, LAFRL EE R EPlayer$T L
B, MixEFMNEFEHE, REEZ—ITEXBER T LUAEZR, NFEXK3- 205
100fTREEZERECLEMYYE, It BERTE —EFTHIVector3=# EEAZ{a 4, £
IDEREHEXT, RAEEEAMKRET, EEYEHMNGELZE TN, MEIDIE
X TIZBEEERET2DRYEERE, LB B H MR /INERL, B —ELIUIYHEERET 2R
Rk, B —EAKXREIECameraEE £ — &K A LUE3DER T EEH2DHIZK
£,

E if (bell = 2]

gameCbi ect. transfor=.position = new Vector3(8, 2, 200;
bzll = 3;

13 1

oo I

- if (=0t = 20

gemelivject. rreasfor=. position = asw Veotor3{12, 2, 47},

T - P —_ —_— 1Tt eld AD - .
gamslni ect. transforz.position = asw Veotor3(48, 1, 7o),
d

gamslbj ect. transfor=.position = nsw Vector2(75, 3, T2);
FE3- 2014 T EEAR
3D E P R E Camera# Eh 2| T R A ERLAEE M4 T B A E RO 4L
&, ERMAEEZFCameraX BEFIMHTRMAE, FFHETE3Ds MaxiE
IR N R A B Unity st R EEAR —HAIEEANE3- 35, Ff@iAELIRotationZk
EERAZNERS- 21, MEHMEREMEXRE/NE, HMRAFHRotationzR E
HIEEAR L REN R A
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B3 35 BFRARR

transform. Botate(new Vector3(-45, 223, 0));

[

F2X3- 21 BEYHEER
AT EMRAER R LRI ETRHRAZNR, R MhiGFeE R /ER T sedE
B, IR TR FHETLEE R Z 2N B HEITICIRM R, BIE3- 227 LIE
2, JMEUpdate A AZICIZ B A S E EZ8r0 A REET), MZ8ERERER
MM RUHREREEESHNAXENH,
13 E void Update () {
14 transform.Rotate(new Vector3(0, 0, 20) * Time.deltalime * 23,

FE3- 22 [EHREEE)
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3-1-11 PlayerPrefs
A E =BG L HITRankStart(), E£HMIROBETHEE A UNitysd
PlayerPrefs, PlayerPrefsal LLjis il 2k & 1 i & U F 2 AW S & AR BEEF
FEEmMBTIEE, TEERMIERERETEAREEETEE. BFEX3- 23fF R, $F21117
BAtRif(IPlayerPrefs.HasKey(“RankBall’))in &2 HRankBaliE £ &%, KEEL
—{ERankBall, i B 7£ % —{EFloatfy E! 4E & 5% B ARankBallAZRMEEE Z WHA
B0, MMNEENFERETERESEHERTL , WEASNESWERELSES |, 5
2331TIEFT B IR TE 77 57
s = void BankStart()
{

if {!PlaverPrefs HasKew{ "RankBall"))

FlaverPrafs Serdtringl "RankBall™, "7);
for {ist i=1"0; i = 3; it
I

rarkstring 4= "[7 + (1 + 1).ToScringl) + "] " + fRankli].ToScring{"F17) + "a"
showlern. text = zankstring,
FlaverFrefs. 3etFloat(i + "RenkBalla", 0);

print"ne key™),

I
if (PlayesPrefs HasEey("RankBall™})
ankstriag = "FHTE W,
of {int 1 = < 3, 1+)
ck = tFlo + "RankB eif
Bank[:] = fuck
arkst += + + 1) ToSeriagld + "] + fRank ToString{"F1l7) +
owlent. texl = ranksizing
printi IH
laverPrefz. Save( ),

#23(3- 23 IS FERBF TS

ERMERREF AR , JRENRRREEES B , AEN3- 245169
TERMAERELSHBE. H, IEFHBESFNERStrue , X ARSERIHT
FEHEDRNOE, BEERSBURFERAREHF AR LRSS LT
PHTIE B, 55188 1TRALAITLL RS HHT A TF [ M BIRankBallA, FEHRFEFT
1EMA—{EStringE h, E1951TRAMRHIET L R DB ERAEABTE, FHIEE
MBI RS BHIGE, M5 BUHRRHI R URIIREE B Ol REITAHE R
= 3- 36,
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15% E 1f (Numbezi.SequenceEqual vumberB) && Crrlpoint = 0)

170 {

171 Iser.gamelhicct. Setdctive(rnel,

172 Crrlpoint += 1,

173 countRank = (1 / LevellTi=e) * 300,

174 fRark[3] = countRank;

173 El for {int 1 =0, 1 « fRaak.Length; i++)

176 | f

177 = for (int j = 1, j < fRank.leagth, j++)

175 | [

179 B if (fRank[j - 1] < fRaak[i]}

180 i

181 tenprank = fRankli - 11,

152 fRank[j - 1] = fRank[ji];

183 fRank[j] = tezprenk;

154 H

185 }

186 i

157 reakstriag = "FHTE ",

188 E for {izt i =0, i < 3, i+

159 {

120 setfl = fRank[il;

191 FleverFrefs . SetFloan(i + "Ran¥Balla", serif);

192 rankstriag += "[7 + (1 + 1).ToStriag() + "] " + fRank[i].ToSrriag{"F17) + "a";
133 sowTexn. 1ext = Zankstring,

124 1

133 =l if {razkstring.Contzins(countRank. ToString("F1" 313

196 {

127 firsikey = rankstring. IndexOf(countRank. ToString("F17));
125 setrark = ranksteing. Inseso{firsthey - 3, "<oolor=reds"},
124 setrark = setzaok, Insert(firstkey + 13, "</colos="),
00 showText. text = setzank,

201 1

n2 PlavesPrefs.Save();

03 H

13- 24 BT

14t
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3-1-12 Terrain

ERTETIEARN SERGEMMEZEIRBIER, ATEHREERE
REEE, ATLMERUNity A2 A9 2 sk A2 dzisi R R AL [E

_ LRaise/lower Terrain«

- . 2.Paint Height

_ " . ighte
‘ & Terrain | & static v omegth Height
b —
T Unt. d i L - |-Default— | .
2 (Uzutggs aver LBefaues < 4 pajnt Texture.
¥ o~ Transform e /ﬂ - e
o — .
Position X 234,250 Y 0 ~1Z|0 _ 5 Paint Trees.
Rotation X0 AY [0~ Z0
Scale /></1 <~ brll z[L —
v up ¥ Terrai " /”” e ~ _— @™
r a——
|ad | ad &l | 7] W[ 65| 3|

No tool selected

Please select a tool

—_ e +

[&3- 37 Terrain/™ @

[@3.37-1 Raise/Lower Terrain
SEIEDIRE R AT LATE #o[E] B 2 LU R FERSERMIFE, BITHRARERMERIR.
FRIK/NRERFERAYRSE

[E3.37-2 Paint Height
EIEVIHE K ER 4 EiRaise/Lower TerraintBfE, B2 2 T — BRI LR HI S E/
ThEE,

[E3.37-3 Smooth Height
E Y EE R AT LU Raise/Lower TerrainEdPaint Height#& &L H sk i b iz 44 F
B, EtHETFEEFRERBEEZEZAHM,

[@3.37-4 Paint Texture

ESEVREERUEE LHE, LGB AT P, B EERER
=]

<0

[813.37-5 Paint Trees
EEINBER LU EIFHIS R LU R EME, BREHE LM,

H&BESARTHS EMPEEKN, SNRMIHACBDERMBEMAR, U
AREHRHRE A —LME, F1an%E —RRE ZFEIRTR AT — K INES-
40, BEHMECAGMEHE A MR REZEE, BRBEAREYMG —KERE
e s R T M, anR e AedErEE R B a0 2 4nE3- 38 & he s Al
[E3- 394 ek,
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[E3- 39t fiz BEAR e # 1%

B13- 404 B EEX He S 5 1

41



[E3- 41EEA S EB 2 R it

EFFEFAE[E FAHeight mapZREE S EES- 42, HASEBRHHFER,

i LA 2B {8 FAPhotoshopZR £ 4T84 W], Exportz £ 8\ 2 % B Import#E &0
B3- 43, M SREEME TES- 41, AEMBRERANMMESRE
ﬁﬁiil’ﬁub'ﬁiﬁ?t@
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@ Inspector

Import Heightmap H

Depth

Width

Height

Byte Order
Flip Vertically
Terrain Size

X vl 2

[E3- 43 Import Heightmap
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3-2 3Ds Max

3Ds MaxZ—EEFEKRIAEMERTE, ALIEIFEERMIDELRE
FYE TENMNERIVETRBANGAE, FTUEERE AR AERIER
RE, EHELFHSHARIEHE, ARFRE . BE. MELEHRSHE
AREFEETEZHRATIDER, HEFA3Ds Maxzk RAFEEHISDHH

3-2-1 IREEER

[E3- 45fF EEAtuviE R

ABTEEESRNMNZEYERTEK FH3Ds Max ke EMEERE IS, ¥
BhAEHZYHAEREcEERREE K MABEEATI3Ds MaxR &S LK% H1E
WA [FFH3Ds MaxBEEREER 2%, W AEEYH LEEME, LBREHLUR
ZHEMIYME B EERu, JOER—EE T LEEMIEERL A S EE L\,

RELUE—FENEERESR, NMREREMERCEEYHNGE BRFLEHF
MEELEEMHIREREY L, FrLUREERuvz R NE3- 44BER
PhotoshopZRBE#4 &, SERTERL[EIE3Ds Max t, FARILLZE R B B T INE3- 45,
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3-2-2 Al{REE ZiE T

F R P A &
IME IR, A~ wlHE L6 SN
HAEE, ELNE. EES
%, AirkLin REF
_Ref515153077 'h [i3- 46i5 1
Lhie 3= F LR A5 A vl iR g
PR 2% ] AR R R R,
PRI R RIAT I Thig, H{E
il HE A TR s L R R, 3]
FikmEsE hn-B5 . #, mbLE &8,

* TR

[E3- 46 Rl #mEE %2

E3- 471884
INE3- 47TERA AT RSB E S F & ERARAIERE RS, AT LLER—EE 2 {E
TBR, AHEEREER MKMW R EEDGEEREREIM, ththal LEHZE
ZIEMERAIE E FAIME, REEREMZZRNEFRESE,

[E3- 48:2
INES- 488 A LLEIZE—(EEE 2188, HifFEAZENAXBEMM, S/
BER LRV AT, BERAEEBBEH —EHRMERtL 25 EMN,
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[E13- 49T #REE %2 2 Th &k
B #REE 22 TR E A —EThaEL NMREY) 1 0EI3- 49, M AE R L2
BHthE LSRR, EERETLUHEEN S 2 AGETRE RS- 50
KU RTH LB M7 A PGERY) R INES- 514V A R I%:81T, E3- 52
#H%EME.

[&3- 50i# R Y] AT %2 72

E3- 51 F iR 2587

W\

Bl3- 52% ;2%
B - P -

w BE - & JlfEEnkE

mEA - k3

[B3- 53% &M InEE
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LEMALURE—(EHESHNE, ETHRREE, heRETA —EMEE
M T H 10 E3- 53, HAEMBHRMEHEREEEEATNEETE, GEERREE
FIZEE, PR LRI ERSGRHEH BB, SthERRAERYIRSINE
3- 54,

[E3- 54 H ik %2
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3-2-3 EIE

EEEhRE P LR £ (6 %8
TTHEL AR A R — {145
{4l REF Ref515153354
\h [#3- 55, & #) € 2
it (I Shiae J& LK) 2 i e fl s
FETR iR, e BLHE A E
Unity #1f1 2%, fEUnityhi B
Wtk o S 7 HH 2 (M A o
REF Ref515153438h [t] 3-
56, A~ B @i A IR TEHEEL,
o e s P A [A] S G
- BREENE AGEm B ES e,

— MR A TRERL A A, (B

__ a2 AR A, B
SRTE3IDs Max# i HU i {1 [E
HE—ET, HEREAS
Unity #8 i — 4 & B~ 2
Wi, AT Lk e ¥ $icE5E 1@
B

sTEE 0

g 0.8

[E3- 55:E #5115k
E3- 57 2 A EEYMMERAREYMYE, MREE TSR —EYH40

[E3- 58, :ERERHEER, hFSASEMHIME HEMAMUIELT, 7]
2REESEAMHARNRE, FRAEEMNEERS,
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R

[E3- 572 B EEMYMHE

[E3- 58 E &R MM itE

3-2-4 FiE
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04100

1) A

[E3- 591 R B2 RS

100/ 100
a5 100

[E3- 6ORA B ELEE

44 4l }‘Ilb ] + Baimid
@, N pEegs

[E3- 615% & FA B2,

EEBFANGENMA—EHE, BNERERE REFNBEMRZEA
IExE R R R RAFENENES- 61, BEARZE AleEaE T REMISEER
FREYRR |, Hlan:FAF. TR S8 LA 28N,
FRRIE2RZ 100, AJLIFE0-1002 5% & B O E IR B2 RLINE3- 59 & in B
Bh. E3- 60 4RAREHEE, RNE—EZDEB T RIALE ] LIE0-20.
20-40. 40-60:X EFEIMENE, M EKRFHIBE, —EAREEEEARES YN
#Rk, ATLGEZEYMHRRSY, EBEFERESE.
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3-2-5 Loft

LoftR —fER4F FARThRE, —FIREAE S — LR MR, EHEET —EREAR
REGREE, Flan—LHERAMGRER RERERNEMREEFEIMEE, 0
RERAMMHFEESERIMDAERSRER, MAXBTRER RERAEHEBLS
HEBHBRIAEET REE@AE BEEERE —ERCAERH — @,
RS EERETEERMATUT  (EE8HR>ME)INES- 62,

[&3- 627 4x

LoftE mig A X — 2R ERE R IRIMERIXEINES- 63, mEHN Al LU
B, AR RRLIE.
* HEHNAE

Loft001

[E3- 634k ThaE
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[El3- 64#R LAl m
Loft E SThg H — IR EREERERE, REXFEE—RER, EERFRED
RIRE, RARZEEREMERE, RABE, FTUEERR BRENKENES-
64, BEURINFAE INES- 65—4%.
* BRHEE

Laft001 .
aEhE
E? FEHETENE

]|

[E3- 65 B B iz
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3-2-6 MMETEIEF

—FRERAERT MR, A3 —ERRE, EZEEILYERLE —EE
R, BV SEFEANETRRFHURIEMRABREERE, ma LUSEYE
B, HESRERNEER, EYHESSREMNRRENFHRER tH, BF5E
R,

B L — (B AR ER EHH, 1 AARR ABMES- 66, BEMS
(RS (A+B) T LU REI3- 68, AILIFAIE SN, &R EMEERT B
8T AR MLIFES- 67,

[E3- 66EfiZALLB

E3- 6725%
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[E3- 683 &
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3-2-7 M B imeE s
= #){E F3Ds MaxHIBHE, %#E’Jﬁﬁéﬁﬂzﬁﬁﬁrﬁkﬁﬂ’lﬁékté #hi

BRERSE RARFTEM—LEHEHE ERARRKE BREEM—Lith
w®.BF. BN NERRERMNEEBAENR, FE%E’]EHD%EFH@
HAEERR LA, EROIEEAUNtyEAMERRRAEE, MEEHMIR
B, EREMERNRE, EEFUNtyER LG, FEMME, RRHLEK
BEEMRR MBEERANET, MERTLUEEMMER EREE E, AT i

AFE R 2R, AIEHRRFEIIEIDs MaxtEE L RIEF IR RS, EUnity#2 @
#HEEHET, ERMEEI T UIERRETRH, FTUREMKE, MEEASEE)
AEAN[E3- 69,

3 HERESE - 01 - Default ¥ —
BRD) HEM SHN) ERHO ZFEEL

v BN RS
(BIElinn

* Blinn HAHE

[§3- 70z B M Bk

130 REF Ref514965057 \h [f]3- 6906 EiiREE 25, A 2 thise B
AN 78 EIAP R ER, B8R e i S S AP T G, s 5 M R
BRI A A B, SBR[y [ )40 REF  Ref514971823 \h [E3- 70, i
B H Y [ G A B ER R AR |,
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3 HEHEE-01- Default * - e
ERD #EM SEN) ERO ZREEL)

REF Ref514971525 \*

MERGEFORMAT [&3- 71
i A S T R AL 0 FE PR I
o ATELRET At L e B
(] 5 3 A e, AT LA e
40T EL ] sl 5 BB o 8 Sl R
FLA B L ] 355940, 4n 3
B[] 44 E A A BT LA e
iR A I B A R

Bitmap

g THE:  RRDEELEE
MEERSE: 1

B Bt R L
T iE =i HE =ETE Hi=
U 0.0 o g : v U 0.0
Y. 0.0 «+ 1.0 B v .00
WUV VW W W. 0.0

R 10 « HENRTE: oo - bESE

[E3- 711" EE

EE A EERERMER, EfbxEAUnty B R4 BME MBETFEEE
FERHMEERERLEER REEIUNtyIIEREYHHRIRAECH, ZEEAM
MEELE, RRMBERAENZEEDVEFREEMERAMER], TR
—Efom S BLE & # 5 E Unity, FARTEUnity L EEFHELM E EREIE!

£ EIOERIE AUnity & ARBmaxiE =S 85 B, ArLIE&E R Unity
Al LB AR M fox A8 = (> B H>E H 3 i) i@l 3- 72, W&k A IR RS 4n[E 3-
73, FEUNityFRAT AIEEHER T o
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3 E4FE - Autodesk 3ds Max 2018

ChltO r'a|

BHE..
EEERE

EWE| DWF...

3 FBX S (BEE: 2018.1)

[E3- 738k A KRS 252
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3-3 B 5 R IR P ank M i

EEREHBRMEEARECHET AN BRA TS BEIHHE B
FHEHXFELAS S H BV LB, AT ARFEEEE R ERKER
e, RAENZEERFHAAILIIEE, WAppleFHRISIr, Android FAERIEE
H.WindowsiEE %, MBS YHEHMNERE, RMERAETREN NG
kg licd A== sy 1 Bricd ] R
3-3-1 A B His

Google Cloud Speech RecognitionZUnity s & 555 o S% EL it
HAVEMH, XiEAndroid. i0S. Windows. Mac. LinuxZ, B ESHEFAPIAY
SE B MRIFE E B\ A M 2k, HMERGoogle Cloud Speech RecognitionE
i BB MEEERMEBSRER, NE3- 745EHEHIFER, ATLLEES
CERMESMETHHERXE, NES- 75AEH MR MEETHEMEIE
ZEFRNKF FEPFERHESENREMANRTE, WEERAIEA
HFENBATE, HHEAEXWLEERFER LR TStart RUITIRE, KTE
£ B T StopZR = L Y F T %38

. Voice Detection Enabled?
Start Record

Context phrases...
Stop Record

Ready to use

[&3- 74E 4 &5

. Voice Detection Enabled?
Start Record .
Context phrases...
Recor
Stop Record ZH TW

Speech Recognition succeeded!
Detected Most useful: ¥R1E B0
Detected alternative: YRTE B ¥,
{RIERE, {RIEEM, YRIE RIS,

[&3- 758053438
B H3- 27 A AR AT EARIE, 5£71~7817 4 StartfIi2 1B, =
80~851T ZsstopRIR2 1B, FiIE A MIZ3- 28 559817 LUR BEF32RIZ HlIFE
B, BREFSAILUMEMAZETMENME, F104THREFIAZILMAZE.
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71 ; i private void StartRecordButtonOnClickHandler

2
3 i i ' _startRecordButton. interactable - false
T4 i i . _stopRecordButton. interactable - true
™ ! ! i _speechRecognitionState. color - Color. red
6 i i i _speechRecognitionResult. text - string Empty
7 ! ! . _speechRecognition. StartRecord _isRuntimeDetectionToggle. 1s0n
78 P )
9 ! !
30 .| private void StopRecordButtonOnClickHandler
81 ! :
82 i i ! _stopRecordButton. interactable - false
85 E E é _speechRecognitionState color = Color. yellow
84 i i E _speechRecognition StopRecord
85 : :
BAX3- 27FEREEX

98 5 5 v 1f GetKeyDown F3

9 i i

100 Lo Log

101 A é _speechRecognitionResult. text = string. Empty
102 é i E . _speechRecognition StartRecord _isRuntimeDetectionToggle. isOn
03 b

104 P11 else if GetKeylUp F3

105 |1 0

106 i i i i _speechRecognition StopRecord

107 oo

#23(3- 281B ik Bk

HMEsZRBEARRE AR FRERRAETETHBRENTS, AT EH
THERRERMT S, NERI- 204 AR F RERERXIEE124~1251T
EEFRRMARETS, H13717 EET_I EEBRTFER, F1411TAPHEERKHN
F&, HMERAINERS- 30 5E EEE%*E‘&‘JZH:.'H—FE’]%% 84T
E R F R R T &,
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114
115
116
117
118
119
120
121
122
123
124
125
126
127
128
129
130
131
132
133
134
135
136
137
138
139
140
141
142
143

rivate void SpeechRecognizedSuccessEventHandler RecognitionResponse obj long requestlndex
_isRuntimeDetectionToggle. is0n
_startRecordButton interactable - frue
_speechRecognitionState. color - Color. green
f obj obj. results. Length

_sbeechRecognitionResult. text
obj. results alternatives transcript

ring other
foreach var result in obj. results
foreach wvar alternative in result alternmatives
1f obj. results alternatives alternative

other alternative. transcript

_speechRecognitionResult. text other

_speechRecognitionResult. text

6
T
8
79
80
81
82
83
84
8
86

HAFIAE
EEIE

F233- 29F REER

ivate void SpeechRecognizedSuccessEventHandler ob] long requestIndex
f obj null obj. results Length

_speechRecognitionResult. text obj. results alternatives transcript

_speechRecognitionResult. text

2:3- J0EHERFRET

EEWHAHEMERARE —RARE ZFAERME D, MES- 762
FEPETAREXFEEETF AT ABRRETTS, MES-772E

RITF3MH EFERARSREE, AIFIEMRE BEBEMRRFS , ME3- 78R ER

H R0
$ il B iR

BEE ISR , AL T ey YeAT ok
FEREHIEET,
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Count:0
it

e e -

ZE R BIREFIRE TZRREIPI
[&3- 76 AR #1RE

Count:0

-

-\ 4

[E3- 77 HALh
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W

I

HEPIFT R AR RIEF3ERE TE MBI
[E3- 78 H AR E

AFE AR R EAE S AT EE R IR+, MES- 79R MU HRN AR
e Egs, BB R REL HEREEEFRETNEATRTFHE, WEX
3- 31 5E35~401T A B FHMES, F41~461TAZEFHRMMES|, BRES
—EEEM SR E EIER NENS- 32, TEFEERHR —KHNE
B R A=,

AEfiG 2R
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35
36
37
38
39
40
41
42
43
44
45
46

250
256
257
258
259
260
261
262
263
264
262
266
267
268

BE3- 79% —FE

2X3- I1EREEMES

player. gameObject. name

InvokeRepeating
int randomlInt Range
while RandomlList. Contains randomInt

randomInt Range

RandomList. Add randomInt
NowText. text - title randomlnt
Ans text = Ansl randomlnt
Checkpoint

timmer_1

#23(3- 32 B BER
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3-3-2 BB

#EGoogleFIZEREX FHEHETMIEE, HMERLEEAXME XFERE
BHIThEE, [RARTEGooglefd ARMELL A 1NE3- 80, H1TAEX ALY, EAE
HIR[FERMOEREZIER, |, BUAE21TE N Cclient=tw-obs BIRIEA , EHMU
e E—EER,

M 3- 26520175 Google translatef#i HH A E SHEEE271TRE R
AudioSource.clip, £ 35{THEM LR, {BEUnityZE WindowsHI#E =
GetAudioClip A~ X EMPEGHE & X, #ios. AndroidtE X #117 7] LUK Dh N [E 3-
81, FEAndroidiE X BT A 53RN, BEREWindowsEXBITEE L XZIEMN
R R anE3- 82,

1 httpz://translate.google.con/tranzlate tte?ie=UTE-8kt|=zh&q=%B4A%ED%A0%E %4 SHED
2 https://translate.google.com/translate_tts?ie=UTF-8&t]1=zh&cl ient=tw- obkq=%E4%ED%A0%E 5% SHED
BEESRTEEARIS e=ut -8 FEStl=zh FEFWClilent=tw-ob [IFq={FF

[E3- 80 Google translate tts 31t

10 url
11 source

14 . source - gameObject. GetComponent
15 i StartCoroutine DownloadTheAudio

17 DownloadTheAudio

[xe)
=]
([l

22 i url ATHRER
24 i WWW url
25 WWW

27 source. clip - www. GetAudioClip MPEG
28 source. clip - www. GetAudioClip WAV

33 : GetKeyDown F10
u ||
35 : E source. Play

F2: 3- 26 Text to speech
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El Conscle

E3- 81 andriodf&E =,

o Streaming of " on this platform is not supported @
UnityEngine WWW: GetAudioClip(Boolean, Boolean, AudioType)

E3- 82 Windows &=

B MEABEMAMAPIFER th EWindowsiE X R X IEMPEGHIFE =K X, 1nEl
3- 83 LAWindowsiE R #1T, th B R ZIEMIER, EE3- 845 AndroidiZE = F1 7]
LEEHT, SEEXTLEAEMEERXRT BERNEEERE, T
ZMTEA.
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Chinese_Taiwan ~

[E3- 84 H {th & 5| FE2 K android &= =

wxEBEMAEHAText to Speech, LIEMHZREZE THMPIEEREZENAR
REHRH, A4 L5IMRE, EEMEXERET LUEEERMPEGEEINES- 85,

[&3- 85 Google tts mp3t&
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