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! import random

random_number = random.randint(1, 100)
print("/E A FEHLE S ", random_number)
X ERAF, FATEEF AT Python B9 random #3, 51 F randint
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class Character:
def __init__ (self, x, y):
self.x = x

selfy=y

def move(self, dx, dy):

self.x += dx

selfy +=dy
player = Character(0, 0)
' player.move(10, 5)

print(" 1 (12 T2 2, player.x, playery)
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2.1.3 :45: Unity FR{EF cHBIEE—/MEEREIFEIIR

' using UnityEngine;

' public class SimpleGameObject : MonoBehaviour

¥

public float speed = 5.0f;

void FixedUpdate()
{

float moveHorizontal = Input.GetAxis("Horizontal");

transform Translate(moveHorizontal * speed * Time.deltaTime, 0, 0);
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2.2.2 7=:f5: unity FREF cHBtiTIEREMML

i using UnityEngine;

i public class BatchRenderer : MonoBehaviour

¥

void Awake()

{

foreach (Renderer renderer in GetComponentsinChildren<Renderer>())

{

renderer.gameObject.layer = 8;
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2.2.475=5: unity FR{ERA coi TS &R

using UnityEngine;
' using System Threading;

' public class AsyncResourceloader : MonoBehaviour

X



void Start()

{
Thread loadThread = new Thread(LoadResources);
loadThread.Start();

/] IR 7%
void LoadResources()
{
/) TFEIE, AR g fd 78
Texture2D texture = Resources.Load<Texture2D>("MyTexture");
/) EFELFEF R U, BRI+
Invoke("UpdateUl", O, texture);

/] Ul 197772
void UpdateUl(Texture2D texture)
{
/) EF UL, PN I # IR PE
Image mylmage = GetComponent<image>();
mylmage.sprite = Sprite.Create(texture, new Rect(0, 0, texture.width, texture.height), new V
| ector2(0.5f, 0.5f));
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2.2.6 :f5l: Unity FRfEF cHBt TS RIE

L) CHICIG N P: fEH Unity HIPI25 e 1T 55 /7 - R 55 s A 1
: using UnityEngine;
i using UnityEngine.Networking;

public class NetworkClient : NetworkBehaviour
{
L B RE AR
public void SendMessageToServer(string message)

{

CmdSendMessage(message);



/) R # v, T ECE i e
[Command]

public void CmdSendMessage(string message)

{

Debug.Log("Server received message: " + message);
VR 0 k- ali
RpcReceiveMessage(message);

/] FE g %, TR S ) R

[ClientRpc]
public void RpcReceiveMessage(string message)
{
Debug.Log("Client received message: " + message);
}

X B RAD B T A AR Unity 4 F) CHIEAT B P s-MR & 2 15
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) CHICTI R ST — TG Al A
+ using UnityEngine;

public class SimpleAl : MonoBehaviour

{

| public float chaseDistance = 10.0f;
public float moveSpeed = 3.0f;
public Transform target;

void Update()
{
[/ 152 HFR A & B dr bl B
if (Vector3.Distance(target.position, transform.position) < chaseDistance)

{



transform.LookAt(target);

transform.Translate(Vector3.forward * moveSpeed * Time.deltaTime);

________________________________________________________________________________________________________________
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: using UnityEngine;

public class SimplePhysics : MonoBehaviour
f

public float jumpForce = 10.0f;

public LayerMask groundLayer;

void Update()
{

if (Input.GetKeyDown(KeyCode.Space))
{

if (IsGrounded())
{

GetComponent<Rigidbody>().AddForce(Vector3.up * jumpForce, ForceMode.Impulse);
}
}
}

bool IsGrounded()
{

RaycastHit hit;



if (Physics.Raycast(transform.position, Vector3.down, out hit, 1.0f, groundLayer))
{
return true;

}

return false;
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using UnityEngine;

public class DynamicLighting : MonoBehaviour
1

public Material material;

public Color lightColor = Color.white;

public float lightIntensity = 1.0f;

void Update()

{
/] EFHT I I HE 2 T
material.SetColor("_EmissionColor", lightColor);
material.SetFloat("_EmissionIntensity", lightintensity);
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' import pygame
! from pygame.locals import *

pygame.init()

screen_width = 800
screen_height = 600
screen = pygame.display.set_mode((screen_width, screen_height))

class Player(pygame.sprite.Sprite):
: def _init__ (self):
super().__init_ ()
self.image = pygame.Surface([50, 50])
self.image.fill((255, 0, 0))
self.rect = self.image.get_rect()
self.rect.x = 50
self.rect.y = 50
self.change_x=0



self.change_y =0

def update(self):
self.rect.x += self.change_x
self.rect.y += self.change_y

class Enemy(pygame.sprite.Sprite):

| def __init__ (self):
super().__init__()
self.image = pygame.Surface([30, 30])
self.image.fill((255, 255, 0))
self.rect = self.image.get_rect()
self.rect.x = 750
self.rect.y = 500

class Obstacle(pygame.sprite.Sprite):

L def __init__(self):
super().__init__()
self.image = pygame.Surface([100, 20])
self.image.fill((0, 255, 0))
self.rect = self.image.get_rect()
self.rect.x = 400
self.rect.y = 400

all_sprites = pygame.sprite.Group()
player = Player()

enemy = Enemy()

obstacle = Obstacle()
all_sprites.add(player)
all_sprites.add(enemy)
all_sprites.add(obstacle)

running = True
while running:
: for event in pygame.event.get():
if event.type == QUIT:
running = False

all_sprites.update()

10



PLEAB AR SRR TS, AW RSB —FEHNE.
BERRERER4A, BiH: https://d. book118. com/22812406602
7006127



https://d.book118.com/228124066027006127
https://d.book118.com/228124066027006127

