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v Display1 ¥ Full HD (1920x1080) v
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BlOGameObjectz=89 %155, SETE7AYF(Unity L TRSY)
LCTWELIED, O30S TERINDGameObjectzZ=B 9 34N
HRABTcs. CCTIEFZDPOAZBITULTWEE T,
=>TestGetObject.cszERkL. LA TFTOOMSEE&HZHFELLET
ZZMGameObjectzfER L. LEEDAIIT N7 AvF U TLIZEL,

y OUnity L T7AvF
/“ > AT RN TPublicEUL(ESerializeFieldz&EZU. Unity_Eh5
V4 PAYFIDFE.

public class TestGetObject : MonoBehaviour

{

v Test Get Object (Script)

[SerializeField] private GameObject GetObject 1; § cetobject
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QAR TIRR
D>AIVTMATEIZILF— _E(CHDGameObjectz &l CHEZRL., —E
9 35GameObjecth®hdImE(CT7IVFI B E.

GameObject obj = GameObject.Find("Square");

RH THRZR (B{K)
=>GameObjectACEXTEL CL\Dtag TIHRREZMNT B35,
BHEHZHEE. EITIINF-—D EHS1DEOHZEIST B,

GameObject obj2 = GameObject.FindGameObjectWithTag("Player");
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@A THRZR(1EER)
=>GameObjectANCEXTEL TL\Dtag TIHRREZMNT B35,
B HBI5ETH. JIBCHY(CARIAEND.

GameObject[] obj3 = GameObject.FindGameObjectsWithTag("Player");

®FAYFENTVWBRIIN—RD NTHRR
=>Rigidbody2DH ML\ TLV3GameObjectziEd . REFTZSEIN TS
D e S N E AL Y s b

GameObject obj4 = FindObjectOfType<Rigidbody2D>().gameObject;
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<pEE>
TOKRIESquare®GameObject(cidd, TagbDFRVEWTRVLD T,
[ Finish JICGEZEL THS (AITHARILKTI .00 )

0 Inspector
.” v Square Static ¥
Tag Finish ¥ Layer Default v

Transform 0 i :

GameObject obj = GameObject.Find("Square");

obj.GetComponent<SpriteRenderer>().color = Color.black ;

GameObject obj2 = GameObject.FindGameObjectWithTag("Finish");
obj2.GetComponent<SpriteRenderer>().color = Color.black ;
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Unity CIET>45 ©AMEZ G EE (CEUE I AENHRET |
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FEVAEFELLTFOEDTY,
int rnd = Random.Range(0,10);
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Unity(CBR59 03 LDFT(FTEE
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SEINS> A MEERIUT. seedfiBEWVBEZEEE(CT Y MBEIESNT

AESP

SeedfEh BV IciHE . T4 LB

int value;

Random.InitState(10);

for(int i = 0; i < 5; i++)

{
value = Random.Range(0, 10);
Debug.Log(value);
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INT, FINIDENMBEMEZ LI ENHRDEBNET,
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Random.InitState(System.DateTime.Now.Millisecond);
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O80/\—1> hDIERTI HIZD | EFRRU. ENLAIME 4N 1EDebug.
LoglcH & TEE0N,

@0.01/N-t> bOIERTI HZD JEFRRL. ENLIMITFIMN JEDebug.
LoglcHEETEE0N,

@30/\—t> hOMERTI HIZD JEFRRU. 20.5/V\-t> MOWESRT,
[, 49.5)\—-1> bR TIH51[0] |£Debug.Log(CH AEHEHT
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int value = Random.Range(®, 100); int value = Random.Range(0, 10000) int value = Random.Range(0, 1000);

if (value < 80) if (value < 1)

{ {
Debug.Log("¥%/=h"); Debug.Log("¥7=hH");

if (value < 300)
{
Debug.Log("7f=H");
y
else if (value < 505)

Debug.Log("An"); Debug.Log("#Nn"); {

Debug.Log("# ") ;

Debug.Log("H>1E");




