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ol SR AR BRI, X GORs BRI SR A [R] ) il e %

24 TR B LB A: MouseLook

N T 3 I A A M I BR A FR i N (B e 3% R0 B2 IX A A BRI 21 X R, 232
BRI ). X B J LD RS, BB AU Issge 1. B oK R e
M s B —id1, SRIGIUKBE L NI . B a B B s BT = 07 17 OK SV iehs 1) [A)
It E e ELIERS), IXAMT PR bR ML %2 (mouse-100k)

SR AR SRR AT NOKE. EH. KFPHER), HAKRSE CF
X =M AT AIAESE . B CHIIAS, Ay 4479 MouseLook, 45U 7E . 2.2
AR

>0 X
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using UnityEngine;
using System.Collections;

public class MouseLook : MonoBehaviour { E A B S5, K2 FR
public enum RotationAxes ({ F& B S BR de
MouseXAndY = 0O,
MouseX = 1,
MouseY = 2 FH— AR,
} PAMEE Unity 44528
public RotationAxes axes = RotatlionAxes.MouseXAndY,; «— FIEE

vold Update () {

1f (axes == RotationAxes.MouseX) ({ %ﬁ%ﬁﬂinghﬁ%
// horizontal rotation here 1KY

} —y= - .

else 1f (axes == RotationAxes.MouseY) { Mﬁ%ﬁﬂi%ifﬁh@%
// vertical rotation here ARG

} _-

else | I Ab i B KT B2 B
// both horizontal and vertical rotation here Jie % AR

}
}
}

T, A9 MouseLook A e 7K ¥ Bl Highs . & XAz E s 451 o
VHE AR B, A2 A ECT IF H 2R

‘ v || ¥ Mouse Look (Script) &,
16{4:@‘”1\%&?”@%)((?«%@%&?% 0ibhsae1? )e Script ll MouselLook @I
Axes MouseX E
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{t Inspector H¥F 27 N N Fi s HL. (W 2-16 iy —

), XA T EFERE -
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player X% I, f#H Inspector H11") Axes [HrzcH i @d% M /7. 4 | horizontal/
vertical JEXS W E Ja, BLEE N FIFIE R R 7 >CHEH A .
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N B B0 KV iEss . el SAAREE R 2.1 MR e a2 1b X4
RIeNsE . ANETSICABEL R F Y] — A28 5; 1F axes )i+ Update()Z il = B
e, JFZAREM AN sensitivityHor, BION—HW K Z iR, speed X NE HLK
TE | XX EIME NS 9, Foy—BACEHGE4a 8O K (W E 1), X
AME LR EE RO . TR e AR GRS TS 5 2.3 .

¥ MouseLook ZH1F [ Axes B B /K Ieds, FHistT A, Rz /55—
FENER: o N — 0 i e s W N, SRR A2 50, Bt LS 40— 81 77 72 : Input.GetAxis()s
Input 254 — K5 715 T AL B 5 N B & (B an 58bR), 110 7772 GetAxis()iR [A] H i bz iz 7))
FRMEL TR IR EUL 2 EL, BUR TR T 7). GetAxis()iq L5 B RE NS,
i1 7K~V 577 9 Mouse X

REGHS 23 kPiEss, MTEEMRRAT

FAEREEE AN A
d SR ARNT

public RotationAxes axes = RotationAxes.MouseXAndY, «— 53

public float sensitivityHor = 9.0f; D g e B (1 38 BF 75 RH —
. MEE
void Update() |
if (axes == RotationAxes.MouseX) {
transform.Rotate (0, sensitivityHor, 0); ZE I CE ek 4, B
i A ]
} REAERIUE AT

0 SR T e T RE 3R LA 1] [R0AEL, e B R AR A2 51« T B R AR 8 B b 1) 2 )
. 4i/hE o H 22 kA . Rotate g2 ILAE WACIETE . 2.4 Fis.

RELEE 24 KR FAFTIEEA Rotate #4

transform.Rotate (0, Input.GetAxis ("Mouse X") * sensitivityHor, 0); €—

FEMAH GetAxis() 3k HU R
AN TN

Hirlt Play #HIFPUACFE Bl 5bR o B A AR — 2B 7] o3 i, AR N —
ABERe R 73— IXFEARES ! MDA E R, A KT s
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HI THIRS Rotate() /7 H T /K- Ve, (H I B g 7R AR B J77% . )R Rotate()
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public float sensitivityHor = 9.0f;

ublic float sensivityVert = 9.0f; e
P ! | \ﬁﬁﬁ%%ﬁw
ol =

CEE

-45.0f;
45.01;

’ '|%ﬁﬁﬁﬁﬁw
_.,-‘""'-..-- | =N
vold Update() { MR ﬂ::‘;gﬁﬁﬂ

1f (axes == RotationAxes.MouseX) { -
transform.Rotate (0, Input.GetAxis("Mouse X") * sensitivityHor, 0);
}
else 1f (axes == RotationAxes.MouseY) {
_rotationX -= Input.GetAxils ("Mouse Y") * sensitivityVert; <+
|, rotationX = Mathf.Clamp( rotationX,minimumVert, maximumVert);

public float minimumVert
public float maximumVert

private float rotationX

—» float rotationY = transform.localEulerAngles.y;

transform. localEulerAngles = new vEEtDIB[_rDtatiﬂnX, rotationyY, 0); <

} {65 FH A [0 e
I ) 3 11 1)

il MouseLook ZA 1] Axes S HL U EH NTE B iEHs, s THiiA. HAMEAS
EPERs, B2 E TR RN e LR £ LR IRIA B 1R
X BARE AT JUAS BT & w e — R B9G, XIRBH A Rotate(), AT LA

P— M EOX N rotationX, KN
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Rotate(),
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PAE ClampO) 7 EFER, ol LA B4 ClampO —17; IAEBIRIASE L TR
fbfse ik, HEZ2 Rl LleiE 3| b 2R, ﬁlﬁ'U:Fﬁﬁﬁ'JxETﬁ BRI, BRG]
1 B e AT PR i) -

T transform 1) angles J& 147 Vector3, [KlI 7 ETEE@% I FEEAL 25 M 1E PR 2L
Al — M) Vector3. Rotate() /77454 HBNALIRIX —22, 1BEIG iess M B A —
M &

EN @i NEFHAEH—NET, #lde, Vectord3 A 3 MNEF A x,y, 2).

g4 ERAHZE—AFH) Vectord, 24152 transform P A e =14, B A
transform 49 AR B8 & R 8. X —ANE iU bg4EiE,

kX H7 A (Euler angle)#0 T jT #1(Quaternion)

A LN B4 % A localEulerAngles 7 A~ localRotation? & 76, ‘& & 7T MW T
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Bk, BRILA B A LA ) T VAR E B35k, Unity £/5 6 B HAL B FHEA,
Tl ) TEAFE,

MouseLook 47 — /M iekh W B 77 S dm 5 A0 . [RI 7K~ A3 B iEs -
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KR2;58 26 MouselLook FrY7KF B # B hEs:
delta /& fit ¥4
else { A4k &
_rotationX -= Input.GetAxis ("Mouse Y") * sensitivityVert;
i H delta _rotationX = Mathf.Clamp( rotationX, minimumVert, maximumVert);
{1115 float delta = Input.GetAxis ("Mouse X") * sensitivityHor; <+
e

—®» float rotationY = transform.localEulerAngles.y + delta;

transform.localEulerAngles = new Vector3( rotationX, rotationY, 0);
}

REFR rotationX AT LATACIEAACIEIEH 2.5 B4 —F. HEEidESN R X
il e % o2 T B e e o BRUNKP e AS Rl Rotate() T AALFE, /2K delta A
rotationY fUHSAT B, delta & —MHHMNEFARE, R “RUE”, K delta 1T 5H
[P IE 2 ies% A MU = . A TCIZREINB T ess AR L, 15351
JiE%% F o

1% Je A5 FH Gk ~F il A i B 30 e 5 I A BEAEL G — MM &, #E K e e 22
e H A1 A R B A

"EFJJ:TH}E?RL; THIIRhes%
B XXX B LERE Z, 25K ZHINKFPS XY, A— NI LMmEH

ﬁ-’%“%”ﬁ% = T OV AT R, FEXT ZAFEIT Fakfp], Lﬁiﬁka@iéﬁﬁ'ﬁ A AR A,
RIESK S HAT R, 2K eshE 2 h SAFE RIS, R ZmEm A%
E b, RARHE A AR I K 49 Rigidbody _t‘f&ﬁ freezeRotation 2% . «‘l%'l‘-ﬁi

&9 Start()7 7742 %] MouseLook A A ¥

void Start () {
Rigidbody body = GetComponent<Rigidbody> () ;
if (body '= null) — REXMHFREFE

body. freezeRotation = true
}

Rigidbody(R4R)Z % F 430 H 09—/ NN, 2245 BAE A T Rigidbody, JF
2RI A B 63T £,

AT IETSIC R A AT ) S A B s I N s, PR —F, AAUEiEE
zath 1 e B AR, WAl LU #izonfilm H .

o
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RREEE 2.7 SERiAY Mouselook Bz

using UnityEngine;
using System.Collections;
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public class MouseLook

MouseXAndY = 0,
MouseX = 1,
MouseY = 2

}

MonoBehaviour {
public enum RotationAxes ({

public RotationAxes axes

public float sensitivityHor

RotatilonAxes.MouseXAndY;

= 9.0f;

public float sensitivityVert = 9.0f;

public float minimumVert

public float maximumVert

private float rotationX

vold Start () {

Rigidbody body =
1f (body != null)
body.freezeRotation

vold Update () {

—-45_.01;
45.0f;
0;

true;

1if (axes == RotationAxes.MouseX) {

Lransform.Rotate (0,

}

else 1f (axes ==
Input.GetAxis ("Mouse Y") * sensitivityVert;
_rotationX = Mathf.Clamp( rotationX, minimumVert, maximumVert);

_rotationX -=

float rotation

Y

transform.localEulerAngles.y;

RotationAxes.MouseY) {

GetComponent<Rigidbody> () ;

Input.GetAxis ("Mouse X") * sensitivityHor, 0);

transform.localkEulerAngles = new VectorB{_rDtationX, rotationY, 0);
}
else |
_rotationX -= Input.GetAxis("Mouse Y") * sensitivityVert;
_rotationX = Mathf.Clamp( rotationX, minimumVert, maximumVert);

float delta =

Input.GetAxis ("Mouse X") * sensitivityHor;

float rotationyY

transform.localEulerAngles.y + delta;

transform.localEulerAngles = new UectorB{_rDtationX,

}

YR E Axes K IFIZAT

IR RAE—HTT, IR

HACILES, ALPLA

R B RIS W

i k

rotationyY, 0);
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iRk TR ERE D), RN . NS I A 78 WA AR AT #r
i — MR 9 FPSInput [ CEEIA, FFE N2t (£ MouseLook A 5517).
H Al MouseLook ZH 15 1% & 4 R AMKFigd .

R X IR e SATIE A B B AR eg e R P . T VA A :jtlﬂzr KL L2A
B, PR M 54T eLE|—/> player controls p AW, {232 68405 AN )
AF T, LAMF R S(if4e Unity 89204 2 ) B R A E . 53K,

Al — 1 gm 5 PACHS R 2 e fs, A ZSCEN R E. FEAAEFER 2.1 A
FPSInput ', {H" RotateOEX N Translate(). 4H.il7 Play %418, B < A mAZ
iess . ZBENSENIE, &Fiasl2 W Rl 2 2l 588 E — M AE A4S
20); 7 ERscE s, 4RSS A A AR . WARASE L 2.8 s

REBFHR 28 ERANRBEFE 2.1 fhessE, FHEiFSeg

using UnityEngine;
using System.Collections;

l . DJ‘\ 1. . ‘:E‘}#
public class FPSInput : MonoBehaviour { ZT‘:TEE T, {Hn]geAH B hg
public float speed = 6.0f; JINE S5

vold Update () {

transform.Translate (0, speed, 0); “— 4 Rotate() 25~ Translate()
}

}

251 MMM TRYHE

WRAEF N 8RR sh KACIS (ARS8 2.9 FT7) L TR 48 BUbs e (14 RS
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