iFXEIN Bl SCik% SCi%iR0

- IDEEIBRIEE2 R KB







| KR

#5311

1. BIJE—Plane, {&XScale’5100, 1, 100

2. S A06-Water.unitypackage

3. EE#FH#HEWater Type 1.matZlPlane

4. HFWater.cspiAZPlane

5 l_’fTX)Um—IZI%

6. =B Water.csHISENBHEINE, MWRERER







| YiKiEis

53]2-1:

& A\ Ship.unitypackagegkBoat.unitypackage
BUE—RYIR

NZXIGAEE— 1 Camera, IFREBCamera
B172{CAE, SCIHIWSADEEISTE/KEEEN

(& CameralIBENRAIE, EKCameraR{AaA

abkwd -~

if (Input.GetKey(KeyCode.W)){
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class MyLight : MonoBehaviour

{
public Light light;

// Start is called before the first frame update
void Start()
{

}

// Update is called once per frame
void Update()
{

}

public void TurnOn()

{
light.gameObject.SetActive(true);

public void TurnOff()

{
light.gameObject.SetActive(false);

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Game :

{

MonoBehaviour

public GameObject[] myCubes;
bool bLighting = false;
int activedLightCnt = 0;

// Start is called before the first frame update
void Start()

{

}

// Update is called once per frame
void Update()

{
if (Input.GetKey(KeyCode.M))
{
if (!bLighting)
{
for (int i = 0; i < myCubes.Length; i++)
{
myCubes [i].GetComponent<MyLight>().TurnOn();
bLighting = true;
}
}
}
if(Input.GetKey(KeyCode.N))
{
for (int i = @; i < myCubes.Length; i++)
{
myCubes [1].GetComponent<MyLight>().Turn0ff();
bLighting = false;
}
}
}
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