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Abstract

In recent years, popular science games in the market have attracted
more and more attention from people. However, in the existing market,
firefighter games are generally based on 2D or 2.5d pictures, and players
simply operate the game characters to put out the fire. The popular science
effect is not significant. Therefore, it makes sense to develop a firefighter
role-playing game with the first person as the perspective and training
elements.

This project collects the daily training data of firefighters, the real
data of fire hazards and the data of rescue methods, and then conducts
research and discussion in combination with film and television works,
books and other directions, so as to make a certain authenticity of the game
level.

This topic research and development of the game is a based on
Unity3D game engine development firefighters role-playing games with a
first-person perspective, game first with the Terrain editor Terrain
landform, model making software 3 d Studio Max assist production and
modify the model, combined with the Unity engine controls own particle
effect, creating realistic fire scenarios. The character manipulation in the
game is to achieve the character movement control and perspective control
through the use of the CharacterController built into the Unity3D game
development engine. By means of ray detection collision, collision trigger
algorithm and Enum algorithm, different effects are achieved in different
states of the game, which further improves the playability and authenticity
of the game. Finally, combined with the set process, make the player better
into the fireman role.

To sum up, the game researched and developed in this project has
integrity and innovation, and has high research value, application value and
learning value.

Key words: Unity Firemen Role play Authentic Study
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1.1 FREHNHRERSEX

AV 57 238 P I gm A2 Unid ty3D JEk T & 51 %7 % . 3D Studio Max
TR 1A A 4 TS CAOR Y DA R v B L R T 7 S5 A DR R AR SE IR ) — N B BT
IR IR — NFRIE BT 03 AR I S LI sk I o el A Dol sk LA S i 5 > 5
SR HAFINEN 2 — 2R, S K KRS RIS, 1
IX 75 A FH 55— AFRBeAE 0 5 50 4 AR 2 s HORR I KA T FE
AT DIE S AR B R YIER DA R O R v B L% A 2% 50 31— 1) H o W B s
i, EIE B AR, S AR — BRI UL /NIRRT
FAOR LA R H RS i KA BB K K, B PEARAR 28 BRI DL 3 TP “9H
B SN “ B Se e S SRRE MR R, BRI, (H s Y B a2 2. 5D S,
PR AR N RS 2 o BRI, AR ORI FEAR G 3 A% = A AN {8 DL 2 T 34 A

1. 2 iERy G E NSRS
1. 2.1 iERI R E R R IR

TH B G H RTCE B Y IF NS BN, A2 R E 121G 21 e L B 03 itk
FEARBE NI TUNI R BLE AR RGBSR Rk, IR EAE
4399 TKTK 25 /NS 00 st S A A9 10X D0 /Nalie e, G o i i AR Dl flag 0 1) s il ok
ks S RIATK K, TERAT A KAGHR A& W LR ZKIEAT Kok o ARl o, (BRI
AR, T HLIEWR AT 2 KB AR AT BLH K BEAT K G — MR ™ R, fE L8y
RIS 2, A RIK R K KAR P RE & I8 BCE IR fa ke . IXARA 5 (153 E B
FELLM UK AT LUK TG K, 8 KR g i

PN FH N x5 5] 7 AR b g [T - B BT B 1 o Do A P SR s R A €
B s ol S B ) O b R BRI R R BEAT KK AT oA =, R PEARAR .
ARBTG5 BT 7 S i e B an R B 11 B
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1.3 FRREIMFTHER N LR H
1.3.1 Unity3D

TE 244 TR R A B AT E AL A 4L, Unity3D HECH T 48K 2 30t
R R FEIERIF R 3D 5%, BARZF RN 3D %, {H/Z Unity3D tH7E 2D
TR IR EAERFARTF LI, 2% Unity3D KA ALL IN ONE it ik,
S T R AT I R RIS R T (38, e T Mgmia 2t T — &, XnlRLik
PRXF R TR PR AR I H F EEf pa Fp AR . A B, SR R RS, SRS B
Ji, R, SEASEIETERAERI T, iR AT R R AR B . K Unity3D
REMTEgmEE J5 L 218 1T, BEICR, Wl DIEIEATRE SOk 25, mrLAsE
I BRI VE R, T 2SR RIS AT I, UREE SRk b AT Bl i S 5t B 2R 4
G RO R Sl H OB TR AT B IS8, Rz “Fr LRI FR R 7. &
Unity3D A M —JE =P KBTI — Asset Stone, FRATAT LAFEIX 7 i g S
B FAh T A 38 FF R BIAd AR, BT DAFH KA S 75 AT 1453 21 58 47 11 S8 LASR I >4 Wiy v
TN, X AE HAR R R 5 R A R IR 2 —

1.3.2 3D Studio Max

3ds MAX B2 Discreet 2 RIJF AR MM FITiE =4Esh miE Qe 0Bt Ja
SRAR 2 N RO A LR S SR AN AT AT M 3 U o AS R FE T
R ALRE A Bl T 3ds MAX 9K H. R 3% RIS R 11 58 7, X i 3k b Y B e s
Yy rPRIR I it LR AR OGO T B I o S R AT FA 2

1.3.3 Microsoft Visual Studio

RUGR B T R B R 2 3 T CHIE S B &8y, R F I & L B4
AR A F JF & Visual Studio. Visual Studio FEC& Unity AR5 2T & EXR
M B AERERY, BEMS A A 53 K A Th RE K 15 BhAd 3 438 Uni ty WExk Bk &
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2. 1.1 IIEREBKRD

AN IERIVEFR, AT BUR SEAR KK A R A B, B AR AR L
KRR AT UL BT R AR ARG B SRR gl A im0 B BiRE, PR
K B AR Rt A2 A B L. B DL BRI A 1. il 507 (8 B R A A5 X
2. JSEH ORISR 3. AT P PER R R o R RA RES b e T i B T
%, MAZFBMIE.

2.1.2 ThREFT KRR

AR AL A RS — AR, SEE B SO — Wb, 75 B Bu oKl A T
X IRAER) H SR AGE, R S8 “ B RS R A B A
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R BN _EBUA BRI — AR DL R A, X AR 2 R B A R
o BUEATIE - ADNETEBEFRE TN, eI IRT IR LS

ZREPTE, AR ERIT A& T R 0 Bh e 7 SRR LR LA Bk



I ARAREEEBEAR A LT GBSO

(1) AWLAZH: Brgdimid {5 B4 10 WSAD DUBRAZ M ANYIRE ), sz
il NBRER , FEE I ) LA 150 L )% SRR AT Al BERE 4 ORI, « BB P AL A
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(1) AWLAZ ERLHS ek b i 2 L R AR S T DA R xR 47 B UT
S5 H Uni ty3D ek & 51 2 H H w5 1 UGUT Lk e it, fd A CRIFIAS K ia Wy
WRAIBLREEAE, FRERE UT 7810 25 A e K e VR Xl Xy R i, BAE5E
FR— RN B ERH G, A% CRINAR A e i 0 1R 3 Be K 1Y)
BRI N BCE BUAR T S, 8 UT BB AR B TEOR AR /N X B UT Bt ik
85 7 RS BT 28 B, A0 4 Te 5K sl i AR AT 55 424 vT DOs i 4240 (0 A8 Ak ok
TP G O & i BHZ A MR RN ZRC R, & PL—#05 07 20
BEDLA .

(2) PR IhRErEEe: Hirtdn st 3ds MAX i £ BAB PRl X i A
B, BeA Unity Wk PR 518 B3 (10 Terrain i gnR 20 A 94 £ 56 B . TERERIN
Yy HUAR B, G U TR ) R T A e A ORERE 1 AR DL RO ZhE 1 RICR T ] A
SER R AMEDIA R o AELEFTNFRARH A, [FRE 2 S I KRR 1 ROR BLR I S5 hE T
ROR S [FIRFFIIA Unity Sisx T 5 51 29 B A7 (1) Fog Light BERE KGNS B
Brak Al LR R . MBS N E X2 5, AR B ECE SR RIE 2K
P RAR R S B AL X R AR BE A A A S S s o I Bl s 44 2
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BZE IFFERRIT Sl

3.1 AEEHIRR

3.1.1 AGRENTH

FEAR DGR FUT R IR 2, A BRSO E — AR o 280
KIRATE T KNSR S 3028 DL 4R A LA S SR B A D A\ T RN T xR 2B AF
BEAT Al 5 DL R B . DURAE AT R, AR5 a2 L WSAD #= ATt JRiB. A
VLA, ARG H B .

FEHET Unity3D sk & 51 TF R ek 4 i, o DL s i/ i 3l 7
JUFh . 28— 7k e BB A (AR transform. position J@VE, TTLAFIF if i
s B0 2R )RR AR S N SRAS SR RS R T [R] ) transform. position J&%, LUAH|
BB HF, HXFEEANEA, P2 A eIk ANE —M-Rb
S 58 AR A IR Rigidbody 414, dask 7EAE XTSI J7 it g (R4 F 2%
Wl M RIRE Bl , SR IX b 7708 B ERE I 1Y), RRAE 24 R b T 428 P e %,
AOAZILMET, MRS EIFE)— I ER R 58 =2 AEH Unity3D kIt
K51 E A ) 28 CharacterController, i H Move J5 it I LASEEL A
R B LS BRER . EA IR 5T R Bl A, O T i RIS R &, R
ATIR A 268 =M RS A a8 3l . A A8 Sh% il B AAZ ARG an 1 1 3-1
PR
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b Slpublic class Move : MonoBehawiour

[ {

T

8 public float speed = 6. 0F;

a public float jumpSpeed = 8.0F:

10 public float gravity = 20.0F;

11 private Vector3 moveDirection = Vectord. zero:

12

13 = woid Start ()

14 {

16 Cursor. lockState = Cursorlocklode, Locked:

16 H

17

13 = void Updatet)

19 {

20

21 CharacterController controller = GetComponent<CharacterController>(};
22 2 if (comtroller.isGrounded)

23 {

24 movelirection = new Vector3(Input.Getixis{"Horizontal”), 0, Input.Getixis("Vertical”)):
25 movelirection = transform Transformlirection(moveDirection):
26 movelirection *= speed;

27 if (Input. GetButton” Jump” )

28 movelirectiom ¥y = jumpSpeed:;

29 1

an movelirection. ¥ —= gravity * Time.deltaTime:

31 controller, Move (moveDirection # Time.deltalime):

3z

33 i

34 '

K 3-1 Stk shiz il A

3.1.2 AEmAiEH

FEAST R, AR AL SE 72 58 2 ol Rb 5E 1, A P BRbf2 i B 5 gt
J7 T VAR B R AR AR R, 5 B3T3, 101 [RIBE, AR A A T RO AR £
AU /2 Unity3D JHERIT A 51 8 H i ) MouseLook IS o ff (L P 1 I A%
AR & 3-2 PR

i = public emum Fotationizes

a {

10 MouszeXand¥ = 0,

11 Mousel = 1,

1z Mouse¥ = 2

13 1

14

15 public Eotationfwes axes = Fotationdzes. MouseXandY:

16 public float sensitivityHor = 8.0f;

17 public float sensivityVert = 9. 0f;

18 public float minimum¥ert = —30,0f;

19 public float maximumVert = 90, 0f;

20 public bool mouselock = true:

21

22 public float _rotationX = 0;

23

24 = void Update ()

25 {

26 E if (awes == Rotationizes. Mousel)

27 {

28 transform. Rotate (0, Input.Getixis ("Mouse X)) # sensitivityHor, 0);
29 '

a0 E else if (axes == Rotationizes.Mouse¥)

31 {

32 _rotationX —= Input.Getizizs("Mouse T") * sensivityVert;

33 _rotationX = Mathf.Clamp(_rotationd, minimum¥ert, maximumVert);
34

35 float rotation¥ = transform. localEulerdngles.y:

36

a7 transform. localEulerfngles = new Vector3{_rotation¥, rotation¥, 0):
38 t

249 E elsze

40 {

41 _rotationX -= Input.Getixis({"Mouse T") # sensiwityVert:

42 _rotation¥ = Mathf.Clamp(_rotation¥. minimum¥Vert, maximmVert):
43

44 float delta = Input.Getixis("Mouse X7) * zensitivityHor;

45 float rotation¥ = transform. localEulerdngles.y + delta;

46

47 transform. lacalEulerdngles = new Vector3(_rotationX, rotation¥, 0):
48 i

K 3-2 A O s A
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3.1. 3 RARHE SR

5 F& BB SR A IR 75 B BUBR I T % R ELREAT A » 110 BRbs S A
AP 2% Tt 75 ZEI I — AR AT LUK SRS AR B LR R, A5 B n] DLk
A7 R T A B UL, BENBCE S BEAT A

S8R A Bool {H N BARMIBRUCIRZS, FHEA 1 f TE AR BT ) B bw A
BERAF, XA Bool H, AR E s oK, HIuHIRIEEM LG, fRIE Bool
(ECAEE NN Y Y

3. 2 R IESHURIELR

3.2.1 KIaEhE

TR, BATHEARERER KGR T, HUEIKREEER, HAEAR
J2 T B KR T HE IS R ik 5 A, KRR IR A BER SR R T Gk
MBRL 2R, DR RATT 75 A ) — S8 7 A e me i e Ar il 21 o 72 AR BRI 7
FER IR G H, BAVEATE—A Cube, RTEARIEIRATHT = HE K JEm g 5=AL
BB TRIIRKA, 85 RA T 7 ZA0H I KIERL T IIN 2 Cube 2 {EN
Hr3E, ¥ Cube 1 Layer EEBCNIRATANT B K Skl )=, a2 7K
K KIGIRIEFE R “WaterColl”, JNR3C 3. 3. 1 K KT RESKBUAR I KA
R, SRJIGBUN A% Cube ) Mesh Renderer FHLLSZHIRRNE, /o fE R ERm
30301 Rk TR BLSEE KK ROR ARG R ] . X RE—ok, FRATTRERS
B A B K AR TE R T B R S s R AT . A AR an N & 3-3 e

12
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3-3 ¥ Cube ¥ E =
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3.2.2 RNINBESEIR

FEPLSEATE T, B RSB K6, AR 8 RENE KK, H5H
DRI KNG LA Z K8 K [FIBE, LRI TR anit, BAIsE Y ACKL 7 ROR “ 5
B KR T RCR A R BORAR18 H AT K B K IR K SE 8 AR X L5
BUK KPR DI RE RT3 AT IR, 28— Pl b 1Rk 8 2%, 458 P /AR 5 25 Al )R
FRAEAL CH A g B A R ] CHIAIAS 2521 JORERE 1 ) A= i o) 0 B H A = S g 1
PN AR O T SRR KRR, o 55 — o i 3 e A el A 0 B X oy (DA 2 15 Dk
FERL T, RS T CRIAIAS G SRR BR U ) CRIAIAS 2542 SO 7 I H b — A
JETESH RN 5 0 T SEBLICK AR, AR B s AN JERL T, WA
AR . 28— R iR, i AR 7Rl 45 203G AL A% 1 BE KR AR AE, 1
S5 AT AT DS G X R I R A o AEA IR I ST R TR 2 T, AT
I PEREALATT T 1E, FRATPREGEREE — A J7ik, DLMSRIB/N O Bl s e
R FE .

FEWE R B SEIUK K RER 7 BB SRARHEC 458 70 K e, FLGRAZ T s c
SRS K JGH K6, i KGR “ 5K K I AR A R BEAIT T T R
PR SEBUK K D RE BTG T

(D) REFRCRM IS R SR K, HSEEUAE 2 Tk XA KR
ROR “HR7, MREREZ AR RBOERE R, JATAT EME SRR 1) — 488
2 %, i “ Start Lifetime ”. “ Simulation Speed ” DL F “ Max
Particles ” , M 7€ A JiF % 1, ATk £ 48 e fL 1 2% 2R )8 M 2 “ Max
Particles”. B 5E—A> CHIIA AT 44 FirePoint, F LAFEHilJi#xk 4 50 E 1K
Yk, M ParticleSystem[]J77¥5&E L — 44 Partical Arr F DL BERL ¥
BH, HIRFEE X — int {8 ReduceRate A PA¥E IR T/ NAE R, /51 H
G5 I 18] Z2 (8 5 R0 7 ek /N 2 R S AR ——Time. time * ReduceRate SRiZ 41
MR “Max Particles” M. BHARR LIRS FirePoint 417F:

/ IRERLFE 2

public ParticleSystem[] ParticalArr;
/ /RIERL TN ZR

public int ReduceRate = 3;

private void Start() {}
private void Update() {}

13
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[/ ZUE R ) KIERT,  KIGTF IR )N
public void ReduceScale() {
ParticalArr[0]. maxParticles —= (int) (Time. time * ReduceRate) ;

}

(2) i FH S LRt B A +LayerMask W F FirePoint JIAE H K@k 7 3K
IR — 250 2k, AT 2enil 4 2| IR Layer ER AT € 11 B 5 Layer |2
i, A — R CRIIARBAT AR . AEATER A, RATR PSR B ek
T2 &% 3 & KK g E & 7 MR K Layer B, AT H
Camera. main. ScreenPointToRay 77V M BF %% 1043 SRR 48 1] B 77 Im) R 5 — 2% 4
2%, FSRBHATREREAR I HoE X — int &% layerMask, RIS HEFRAIA T E
(1) Layer /= Pl E#ERSERE, AT LMEA Physics. Raycast J7i%2 3R
WEAEYIAAR, IR IBMEBE N bool KM, MU 4% AR 2358 XN A, 15
MR . FARRCR SCI AR an

/I PEAS B A, R IRERT R K A e A il
int layerMask = 1<< LayerMask. NameToLayer ("WaterColl”) ;
/| B v R S &

Ray ray = Camera.main. ScreenPointToRay (Input. mousePosition) ;
/ /IREXM BT T v U B HE PR 5 28 2 A5 Al 2 2R P
if (Physics. Raycast (ray, out hit, 30f, layerMask)) {
J/URER T K HE, BUEREL FirePoint 44
if ('hit.collider. gameObject. GetComponent<FirePoint>()) {
/ /A0 FARAS B 22 At (1) A2 R

CurFirePoint =

hit. collider. transform. parent. gameOb ject. GetComponent<FirePoint> () ;

I
//INRAE T E SR FirePoint
elsef{
CurFirePoint =
hit. collider. gameObject. GetComponent<FirePoint> () ;
}
//BRBNAAE 2 JEFFUEE A FirePoint 1 ReduceScale PAEGEAT K Kk
CurFirePoint. ReduceScale() ;
I
[/ EEF WL T

Debug. DrawRay (ray. origin, ray.direction);

14
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3.3 HEHRIRHR

FEARURGERT FUT A I T, 0% OR EBAT PR, 28— R 2 3 2
BRI K Z a2 8 B S 55 A 55 ORI = R I 22
18] N 78 7 K R A T 7 A B R 55 o i AT T DAE AR 7 R8O SEL, M=
H AU AT LA Uni ty3D s xkIT A 51 3 i H 4 (1) FogLight RSEHL.

B —PhHH 55 S B 1 5, A8 16 ) AT S H KRR Max Particles
B0 BT, BERME] Max Particles {HCVEW/INE 0, A48T M 34
R Y Max Particles AN 0 B, THHZ R TR R BRIN KA . SEBARIS a0 T -

foreach (var item in ParticalArr) {
item. maxParticles —= (int) (Time. time * ReduceRate) ;
//*4 maxParticles &1 0 B 5T 5 Ml 25 K1
if (item. maxParticles == 0) {
f (Fog != null) ;
Fog. SetActive (true) ;
}

B MR B R SRS FE U PR B, T e AT S X A R T il
i, R BT B b T — AR B X, RAZ IR S R, AR ET R
Al ULEE, $EEER I S

fill 2 A M F AT TR PL#FH OnTriggerEnter () J57vEY5 OnTriggerExit () J5
ESLI, SEENZTIEA AR R, BN SRR AR S A 2 il A
Collider ZHfF; 2 AR H A — RIS Collider 2R
isTrigger JBMEAINA) L =K MR REEN—NKME, Hh— Mk
W5 A WA Rigidbody 2044, 1 HAX AN & K ARG I 344 . AN 21X
SANKAE, BRI AN TV . 15 BARSEIU VAW R

(1) B Cube, B8 HR/ME 2 SIATEH NI ZEAZ KA,
HIR KA Cube [ Mesh Renderer, AikH isTrigger B, B AMKEH FO&
A T WIE Rigidbody 44, HIuFd KA F 44, K% Cube A 7RI
JnNIfA Rigidbody ZH#F. % Cube JE& M & 3-4 FiR:
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-r. < Box Collider o= — |
—— A vE  MeshRenderer (> L
15 Trigger IR
Material Mone (Physic Material) © ¥ Materlals
Center Size 1
s yl -U Element 0 |Q@Default-Material @/

K] 3-4 Cube M@ ME

(2) 7E Cube FAH—> Box Collider Wi 23201, fEILFK H LA Character
Controller filf 2 &5 4%, WAl 2| Boax & Al &5 3E N 7 1% Cube HUAlHE 25,
MIA A OnTriggerEnter () J7v%, WA B Bu oK & b (16l #5452 1032 i% Cube
PnEfE RS, WA OnTriggerExit () k. EIXPNTIEHFAER if 8 5] A Wit
R il 1)l A 2 A 15 R BRATTHE T B IR il &k R, iR a2, WIS Foglight,
WERA AR . B A% h Al & 4%, WISCH] FogLight. B ARSZIHIAR
M an
WETE SN LY &
private void OnTriggerEnter (Collider hit) {

/ /A 1) A BE I I Fog iR 2%
if (hit. gameObject == fog) {

RenderSettings. fog = true;
}

}
[/ BUF AT 1B %
private void OnTriggerExit(Collider hit) {
if (hit. gameObject == fog) {
RenderSettings. fog = false;

}

FoglLight R G 5w T &l 3-5 Fios:
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Kl 3-5 Jf )& Foglight

(3) 7£ Unity3D Jif Xk JT A& 51 % B i 1) FogLight 1, Fog A =ML,
43 752 Linear 2845, Exponential $8%0# 7L & Exponential Squared 48
AP R = MBI 2 5, &%+ 1 Exponential 5%
B, ZEH Density ZHERTRE IR, BRI EZBIK. 202 )
NG, %k E Fog M) Density 2 $({E 7 0.05, Fog i th ik #
134/134/134/255. KT Fog IZH E QT Kl 3-6 JiR:

K 3-6 Fog ZHNE
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3.4 TKERHRIR

3.4.1 RNFBRANGE

FEARUR R FETF R IR, DX e 1) KK 23S 4, 43 0K
FERKER TR R KA WK KA LR A8 A K K 3% K8 3ds MAX A
TR R K KRR N Unity W5, JRATTHRZON A INNIA Rigidbody 4+ il
fEK Mesh Collider ZHA%, (i HAFEVIBIACE, H IR 4 PR K231 Tag 18
BUNASRIK KL JE Tag, DARERSSCIN T 3C 3. 4. 4 R IhEE. 5 AA K K4S
Je& 1t B R 1 36 F

@ Inspector | a i
ﬁ ¥ _co2 Extinguisher Static =
| ' Tag COZextinguish~ | Layer Default v
Prefab Open | Select Overrides v
b J.  Transform e
» HH Fire Extinguisher (Mesh Filter) e 3+
» f5 ~ Mesh Renderer @ i !
F % rigidbody @ T+ |
b B ~ Mesh Collider @
- fire_extinguisher_tank LR
> Shader Standard -

Kl 3-6 —F MK KA ENE
3.4.2 RANZF/BEHFTRAFITHRESLIN

FEBLSEAE BL, RO AE IR H R OLERAN & B SR KGR, 75 BN REAT
—RINRA frbifRE 22, XHEKIR, RIS, RBK G BATER R
TSPIL i, ANBEUFEAC IR e H SRS KGR, IR Fdts 7 sk, H
AT EE BRI R B SR A LS. R, FEAS BB T A 1
R, FAE AR KA NI, s ATRA T BbR 2 SRR AR (7 A 3% T 1 B 2
FEATFIRA TFIH B 4 R 4T

E RN — A LSBT KBS, R e 2 A TE I 5 I E KK
FPRLFROR 2, £ Start O JrikHd, BOAKHI AR RCR, HIRAE Update
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O k5, A i BRI AR, At B4E T s A SR,

{#iFH ParticleSystem H'H GetComponent<ParticleSystem> () J5VEFT HHi TR0 5

R I B FATE FRbR A BRI, R ERAE F T VA SR R R . BARSEHIARES 4 R
void Start() {
//ERINK A

Water. gameOb ject. GetComponent<ParticleSystem> (). Stop() ;

}

void Update() {
/4T BRbR A
if (Input. GetMouseButton(0)) {
Water. gameOb ject. GetComponent<ParticleSystem> (). Play() ;

}
/ /RATF B b
if (Input. GetMouseButtonUp(0)) {
Water. gameOb ject. GetComponent<ParticleSystem> (). Stop() ;

}

3.4.3 AR N EFE]RR

FE IS A I o AT TR TE KK A5 AS L — T, AR 22 I R HR A A 2K K f8 AN — 8
3K IRAT K ASFIRPSR A KRR 2 RIS FRIA SR K ok g, BRI TR
BUa O Pk HSEE BV IRAZ , BAT T R W R AR B X — e AS—HF I K 7 22
AR L (R 2K K25 A REME R o

FEA R SO R MR A, KK AR SRAT 4 B, FEREAT R HUERAE I
I BRAR AT RE 2 PR D K K45 2 B0 B R T3 BUCTRR B, SCEE A KK I i A
NRKKASSHUEN IR FBOCIE KK Bt BATEZ B EEAE M Unity3D ik
TR G B d B AR enum BEATHRAE . 24— ANFRINAT 2 R ] RS S
{5, Mt enum 2 — MO EATH0A BN TR, En] DIBE SR CHRIAS R v A 7
DL AR ol T 2K )38 SHEARAE

HAEAM A enum 28, FIRAFTBOITA UK KRR, B X MEMH LAF
UK K R o AR RITURIT, B TR BAT K KA, i UK K AR BRI Rl
RAE XN None,  BEI R TCVEBEAT K K IGERAE,  thIVEHT KK HAE
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