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gliE—1"Plane, {&XScale’5100, 1, 100

5 )\ 06-Water.unitypackage

M BEWater Type 1.matZlPlane

¥ Water.csilZA<ZPlane

BITUREGR

S Water.csBIZHRIRENNE, MRERE
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1. S AShip.unitypackageg{Boat.unitypackage

2. BIE—THEYIK

3. NZWREF—"TCamera, fiFFEECamera

4. QIEMRE, STIMWSADRERE/KETEE

5. fECameralIBENNUE, EKkCameraffiIHgiR

if (Input.GetKey(KeyCode W)}

}
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5 )\ 06-House.unitypackage
Directional LightBdMode[E £ 5% : Baked

1.
2.
3. RIE— " giPlane, HEIEE NS
A
5

WD, FHIRYIINMZENFRS
EFEWindow—->Rendering—>Scene—>Mixed Lighting,
1w B NBacked Indirect, A~4)iEEEBAIJAULO
Generate
#EIEWindow—>Rendering—>Environment
1% EBouncesH2-5 (#iA#EIE) | '
= Generate Lighting, Z&3RE&E&EBacked s

Lightmaps, HAXMERiHRFRIELER .
AR HEIEE SRR

==
-L-|_E-J'_'\/l \

0 N o

(4







| FAT

255.14-
BT AR EE ST

FHRET (RICR) BIRR

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

public class MyLight :

{
R ESE,
AH5 Ei iy
RIS 1TCI,

}

MonoBehaviour
public Light light;

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

by

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

}

public void TurnOn()

1
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 = @;

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

1

}

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

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