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Shortcuts

Shift

Control

Default Import

Category

All Unity Commands
Binding Conflicts
Main Menu

3D Viewport
Analysis

Animation

Camera

Curve Editor

Grid

£t 2ta|xt
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Command

3D Viewport/Fly Mode Backward
3D Viewport/Fly Mode Down

3D Viewport/Fly Mode Forward
3D Viewport/Fly Mode Left

3D Viewport/Fly Mode Right

3D Viewport/Fly Mode Up
Analysis/FrameDebugger/Enable
Animation/First Keyframe

Animation/Frame All

F10 F11 | F12 F13 F14

Ins  Hom

Context

Camera Fly Mode Context
Camera Fly Mode Context
Camera Fly Mode Context
Camera Fly Mode Context
Camera Fly Mode Context

Camera Fly Mode Context

Animation Window

Animation Window

ot= 7|25 BH=F| &2 HAEDRO| X6 |

E{E|S bl
A B0 EH27|S

717] Ztofl Et=7)

B X

Unassigned Key [ Assigned Key [l GlobalKey [l Mixed Key

: .
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Shift+,
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CHE2 Unity HIQ HIFoll A BHE7| 22| XHof| A M| ASH= A L|Ct.

—  Windows % Linux: Edit > Shortcuts A&t
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Windows

Mac
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Q ntroduction | Editor workflows | 2D |

Command Shortcut
View
Move
Rotate
Scale
Rect

Transform

Toggle Pivot Position

X N < 4 0 m s O

Toggle Pivot Orientation

2t ol|CE E=7)

58 2IAHE (Focused Inspector) Ol 8 Hojl of2] 70| QIAME| 22 EAIS] S8 AlY
QUEE, HEUE, o|}o| TRIEIS £ 4 YALITL HE AAHE &S Mol (2 ¥R Meteiets
Sy MeEl g=o| IRHEIS EAIRLIC

QEZX Z2I6l1 PropertiesE ME{BLICt, J2{H CIE &ANH X2
ot 4 Qe EZE QIAHE XO| LIEFEL|CH

Paste As Child

Rename
Duplicate
Delete

Select Children

Set as Default Parent

@ Inspector # Flz

. PlayerControllerFPS
Prefab > : e v & Timeline

igh : Tag Untagged ~ Layer Notin Reflection
Open Select Qverrides

Create Empty Transform

Position

Create Empty Parent
3D Object
Effects

Light

Audio

Video

ul

Visual Effects
Rendering
Volume
Camera

PlayerControllerFPS
 PlayerControllerFPS
T Tag |Untagged Layer Notin Reflection
Open Sele Overrides

Transform

Character Controller
ﬂ ~ Player Movem

Add Component

VVYVVYVYVYYVYYVYY

Properties... ‘ Nothing
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Q ntroduction | Editor workflows | 2D |
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Copy Component

Find References In Scene

Properties...

Copy Position
Copy Rotation
Copy Scale

Copy World Placement

o4l 712 HEHE FAE{DHO| =8t THALEE = AELICH
|51e] o1z M S .preset M2 KT BfLICE

Z2|ME A8t BE AHE ZHSH7LE MZ2 of|Mllof /sts 7|2 282 HET 4 JAFLILh Z2|US
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=)

L Transform

Position

Rotation
Scale

Z2| A OO 2 (7H X} HA|)
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Q ntroduction | Editor workflows | 2D |
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Save current to...E 22510 Z2[MZ oMo = K& CHS

ME Jtstt ZEME E8I5t0 2T

[y

xture 2D) Impo

Texture Type Default
Texture Shape 2D

SRGB (Color Texture) v

Alpha Sou Input Texture Alpha
Alpha Is Tran:

Ignore PNG fi

SeleCt Prese‘t Advanced

Wrap Mode Repeat
Filter Mode Trilinear
Aniso Level €

Default

1 Override For PC, Mac & Linux Standalone
1
—

wood_tiled_01_a

AlbedoTexture_D...

—_ —_
I |
—_ —_

2048x2048/RCB|COMpressediDXIISRCE 2.7 MB

Bundle None

L B Project
NormalTexture Utility Texture AL

wood_d
wood_n
wood_tiled_01_a
wood_tiled_01_n
wood_tiled_02_a
wood_t !I\ed 02.n

Save current to...

dE MM: 7| Z (Hierarchy) &0 = Il OlMlE Eef o EFotH off e
Jt Ze|M ZtoZ Oj2| MY MZ2 Al QEHEES MM 4 QI&L|CE

™ g¢a x2|Ml AA: Preset Manager(Project Settings > Preset Manager)0f| A R&%
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— HA

—  HEE M2510] of2] Z2|Ml F MEi: SUst A0 chall of2] 7ol Ze|MlE TS Preset
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Q ntroduction | Editor workflows | 2D |
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Q | Introduction | Editor workflows | 2D |
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@ | Introduction | Editor workflows | 2D |
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Q ntroduction | Editor workflows | 2D |

= Hierarchy
4+ v o
¥ v € SampleScene
D Lighting
0 Directional Light Sun
9 Volumes
@ Reflection Probes
0 Shadow Proxys
D Density Volumes
D Light Probe Group
D Props
@ Room 1
YA & Ball_PF
& Ball

) Base
@ Room 2

& Room 3
@ Structure
@ Decals
@ Room 1
79 FR_SectionA_01
7§ FR_Platform_01
& Room 2
@ Room 3
&) VFX
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Q | Introduction | Editor workflows | 2D |
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Q ntroduction | Editor workflows | 2D |
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@ | Editor workflows |
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@ | Editor workflows |

Narrow your search
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Find objects that refers to asset
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e Transform
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Rotation X0
Scale o
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Q ntroduction | Editor workflows | 2D |
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_—

© Inspector

~ "
S

v

v Cube

| I P B e |

o

Select Icon

S

¢ v 0 By v ¥ WM~ Gizmos ¥

O OllAloll A= ALEXE] MEo| et ASRETL 7| ZEE HAFBL|CH

© 2025 Unity Technologies

7| RE2} Of0| 2 AtE

Ol =30| B[=5 4 ROl AR = H|FE 2820 YL|Tt.

/AE AZeSh= o £9

v

Select

Persp

= - 1T

FEgLc.

RHEHEOQ| 00|22 Hots iz Y 4= AFLICH LIS O10|Z2S
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Overrides
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- Transform
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Position
Rotation
Scale

B  Relic (Script)
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Add Component
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# Scene :
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o= sto|Z2|2 ZAS MZret Ok LESol| 2| X ststH EL|Ct
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— 3D ZEY 2ZEYO{0f| M Unityet Yeko| LASt=E R-| I ZAEES HHSHMR. of2fi=
3ds MaxOllM ZES 9% Wt ZO= A% I|H ZIES HYFots YHS LB F= olAILIC

Before

Z is up axis Y is up axis

— UnityollM= ChS & HAISE Stll 229 WS +3Y += JAFUCH

a. AlE FZ0M 8l AY QEREZ ghEL|Ct

b. Ol Al QEHE Ljol DHS FHSD BE FO| 91X 0,0,092 HFSto] EY L OIS

SLICh
O] HHS AHESIH D-IO| B E 0| 00N ZEUECE 3|Hsh= B2 AU LEREN 1 EL/C
Z=0| HE Aot T DA WEo| SHIEA HTEH ZE H2| AAH2E 12 F US| FXIELICH

5 O

kA
rot

QIILE{0f| A Bake Axis Conversion SMS A8l 2 £ USLIC

—  HANES SR DU AIEO|HLL MRE LAS FLITH CIEY0| R0l HAKOE UV

= —_ 11—
IHES AHdt= 20| ZELICH Al M0|XQl ZHO| w2t PBR HIAX I HE £ AELICH

—  Unitye| PBR(Z2| 7|gh) MO|E{0fl= YHHO 2 & 74X £ HEHAETL IFEL|CH HIE2 HET|
A= AHEE FHE AIAZZ0ME 22 CHE ZHO| ME|2|E ZRHE|IS N[ Ct.
JFH ot O WAst D ASHRl AZE HaS FeI5te Unity 7|8H2] AIO|LE AlZ2f|0]H0iM

3D Wi QEMEO| AMMZS T 4= AFLICE
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2 AIEE MBI AR} Qi W2 Yo

fjo

fol

2ol = A4S HiAlo] E A

EZ AE5tM .

’.

i)
-
_IT|_
i

g, 7HERtE|, B2l Sof thet EE

EZ AMEE3D 220 A JHEO| A== HAXE S
Dot CIE|&I0] Zetel T BlAXZ Y ELIT

il

EY AEE WS HY HANO| £8 FOIMAE AZHOR BESHD CYtt IRl DHo| 73E 4
OO Y M52 AMBSHE O AR E 4 UBLIC

ARSI VRAY A 3D &S| AILE Gl AF|LT

M=5h= DCCOlM E= o7 | X| 22| Xt ZEHEl ProBuilderE AFE3H0] Unityoll M % 3D HIAIE
IDZEE0|Y 3! RHYY + ASLICH 22 S¢S thS1, QEME AHUS ZHSHL, Unityol|l A
O{'g7| EO|=X| HIAESI D, AF||U0| SHIEH AAXETHCHZ FIIE £FT 2 CHA| Unity2 7IHE ¢

AL
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Unity2] £ AAL2 1R A2 Y=3] 10[E{0]| SiEst== AN 2 H7 =0 ASLICH JZEDH oAl
A LS FHESEH WOl RE AHY LEMEZS It mx1m37|2| O] FE= ofMlle] A
Yore wf ZZfEo| Feiet 7|F0| ELCt etFat TES HAY of M2 0|2 450 ZYS 0|FRE
ot1, RERRHUME S0|2R AR/VR ZEE #¥sh= AL

U C
[
)
=
3
>

=
o

Ju mjo

ProBuilderz 3#g =

=22 —

EEE|ZTt 2, FBX ExporterS A8l 3D ZHE AT EQIO{2 AT ESIO] O|M| ZHE & JAELICH
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URP % HDRP Z=ME & Shader Graph

Shader GraphZ & E& 13 MO|HE THE™ 0f|A1S URP 3! HDRP Z2ME AZ0f| M O ZHHSHA|
AEE £ A ELICE Shader Graphe OFAE L E0|A #IE IHO|X2tQlS HolstHA 222 =2
X £ 7| W20l ¢ mo|Zatlof M St MOIHE o &2 2HE 5 Y&LICH

Ol'_l

|>

Graph Inspector

Node Settings  Graph Settings
Precision Single

Vertex Target Settings

. Active Targets
Object Space =0 Position(3)

Universal

Object Space *~=—0 Normal(3)

Universal

Material Lit
Allow Material Override

Workflow Mode Metallic

Object Space *~—0 Tangent(3)

Surface Type Opaque

Fragment

Render Face Both

© Base Color(3) Depth Write Auto
Depth Test L Equal
Alpha Clipping v
Cast Shadows v
Receive Shadows v
Supports LOD Cross Fade

—O Metallic(1)

Smoothness(1)

Emission(3) - .
Additional Motion Vectors

) ) Alembic Motion Vectors
Ambient Occlusion(1)

OFAE] AE
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H|=& EﬂHiEJ £ AHEeh QIETH0[A T|Atel
A B2 AFESIR S5 ZRiLt uhZ 0l0|X] SIo1M 240 AEIAS AZketE 4 ALLICL AS
HOIA UXML THLE M50 A1 Ul OIEHo|AS BlA2 74{A B2 Mefshet Tl AE0] 2
AERY BB oz 4 AGLITH

ol
ok

®7tX 482 o33 Z2ELT

1
30
rir

ZHEH A HHZOl| At

—  Background Color: #|¢! &7 EX SHO|Lt MZEE LIEFHL|CE.
— Image: 2Z2I0|ELL BIAKME HIHCZ MEHSt = O, FQ SHHO|LL HZE OLEE ZAK of
FEYLICH

Camera: H{Z0f| &l | JZ20|7F EAIELICH AR A2 HHAAENM UIE 2 &= ASLICH
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Ul Builder

Inspector

v Fit Canvas Active Editor Theme v Preview Canvas Size

Match Game Vie

QT\

Canvas Background

Document Settings
Editor Extension Au

UXML 22| ZHHA: Color & Image SME ALEst0] o|2te ZFEfLICh

Photoshop oty &4 Al PSD Importer=
O = 8= =F

|_—| T ©

AFEZLZL EHS 210]0f PSD IH S MEE miotCh Unity= Z2MEO| s oS

PSD Importer% Soff ohof| ZeE ADZI0|EE S22 MZ DHBILIT, [t

OI5tBIA OIS HHe 2T 4 %

sto
E?j A E LYOJ|A ZHEE 20

=

W=7l BHS T |2l (Game) HOIlM 17 Alete
g HF‘FHI—f et Elglo] XS W o4
E32 £ + At

H=

Alel O|ZE|Z AE

2|X| IAE EfIE S3l| HAEO| O|ZE| 21 22 AX2}

vas to match the

YEESH= O AFEE
Salojlas
LIC}. oA StH

I5tH AlZhE Th=sta

|

)
m
i
P
N
ot
-|>
III?
-
_|T|_
o
i
E

AtEdt2AH J2|C|AE of| Mt RAFSH A [0 0| SIS ALE3HOF E“—IEL

o2 AZELO|E

E YEEY mj StLio| O S2tAZ HYSIH =2
OtSEtAQ| S M= Bt

Al EFZI S F 0 HgtsoF LT,

EEPOOSTEEDS
@O@@GG&@ 6@

sosspoocesed
eciess08sT8e
BESREESS.

AIZO|EE AXEsI Assets/ResourcesOf| AZ2t0|
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7171 0S| ZEQI O|ZE|Z AtE

iOSLt Androide}t 22 Ed ZEIY =
HEQI O|2E|R EEE AT 4 JELICE M H22|E HZE £ oM of
ofZz|AH|o| M1t A THZSHX| Qfot ElL|

IZZ=HEN M OS O|ZE[2S A5t H THE HAIE IEM K.
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EFZl A|ARIO| AL St= EEOIM EE o|MS MHBILICE i0S2| ZE &= Apple Emojil (0] GilA0IA
AH2), Android2| ZE = Noto Color Emoji2LICHFHZH COLRvODt X[ 2IE). ZE oMo RES
ColorZ MH3l1 Atlas Population ModeE Dynamic OSZ M s{of EHL|CE TJ2{H ofAllof] 24
ZEE motet 1Tt glo] 3zto| o &= EL|CH

ZE 0f|4lof| A Clean Dynamic Data On BuildS MEigtL|Ct,

Ul 20| A Parse Escape SequencesE &35t CHS, macOS = Windows?| O|2E|Z
F|2EE ME7LLUTF XSO R st= O|ZE|2E LHELICL o|E S0 A0 O|ZE[EZ2
\UOOO1F601L|Ct ZE of|Mle| Character Tabled A 2t O|2E|29| UTFE &olEt & UELICE

0S ZE0| [f2f macOSH|l M & S¢l =0 0| 2E[Z0] EA|EL|CY.

HAEOM 2H AHELE O|2E[Z ZEO| HS] HE I7|7t &2 RS AU £ UGLICH Mapy
Z2HEO O|2E|Z ZE7I ZYEX| FUASHE Hest O|2EIZS AHF ot ol MEEL USS
o & Ql&L|CH
2 T K= .
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Generation Settings

rce Font File
Face
s Population Mode
Atlas Render Mode
Sampling Point Size
Padding
Atlas Width
Atlas Height
i Atlas Textures
dth
Atlas Height
Multi Atlas Textures

cs and art assets | Ul Toolkit | Developer workflows

Aa Annle Cnlnr Fmnii
Static
Dynamic
v Dynamic OS
90
&

Clear Dynamic Data On Build

Font Features

OS Emoiji

e @

«D

emojioS_test
Modified: Today, 11.5

General:

© 2025 Unity Technologies

emojiOS_test Info o0 e

Focusable
Language Direction Inherit

Editor Binding Path

Text 0S Emoji font: \n \UOOO1F601 \UOOO1F973 \UOOO1F64A
Enable Rich Text v

Emoji Fallback Support v

Parse Escape Sequences v

Selectable

Double Click Selects Word

blank new

font:

®

i+ Apple Color Emoji.ttc Info

Apple Color Emoiji.ttc 188,56 MB

Modified: Saturday, 7 December 2024 at 09.11

127,7 MB

General:

Kind: TrueType® font collection
Size: 188.489.720 bytes (188,5 MB on disk)
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Ul Z2E0[M AlZf 249 =71 HE HA|

AZ Fx sHoM M2 BJHE()E 22510 Ul RQAE FIIE AlZetg & JAELICH

AE A= I{E0M @4 |9 Fol| 7t DEIF EAELICHL A5 ME{SIHH #options-bar 0| & MEH Xt}
.options-bar AEY SeiA MEIXITE HA|ELICE

¥ (lass List

v Attached StyleSheets

AE FEOIIM CHefsh MEiXS HEjZE 4 A& LT

.unity-=2 A|ESHs MEIXIE = 2 JOMH, 0|23t MEAXt= BE QA0 MEE|= 7|2 AEIYS LIEFHLICE
Ho| 5l MeX17} AOR 0] Zo] QBfOIELIC,
H e} ol= felire oFo Ct
—*—I_l-o-” OI_:|I|9|-E %I:Il-ol-oq I-_:I L5 1 Aljél- !
£7210| Localization THF|X|& ET6t0] HX|st TZMAE 7EADE 4= JUSLICE 0|2 Elf WYX=
Z0]0{7} ofC|of| RUE AEQio] XA L= X 2HXE Mg £+ A&LICH

Game View dropdown

Game View 2HY EECH2 SES AFEdt0] ®iX|et §M4S 0/2] FLch
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UIE 0|2| EH 2t 2EH YoM 245

O SHI=H| EA|=E=X|

English (en) ¥

Danish (da)
v English (en)
French (fr)

Spanish (es)
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JHC[AES AFSOr0] BT O] A& TR0 AR =7}

Ul 2210l M <gradient> Ef 25 AE3H0] T12{|CIAES MY 4= AFLICE 21X HJAET} 2dotEl LEfH
UI2H =AY ROllM HE Aol HEE As = = AsHIC

1. Create > Text Core > Gradient ColorE Sdl| J2|C|HE A2 oMl MAMTtL|Ct o] IS

Assets/Resources L} Resources Ot2{2| 52| EC{0]| LD0{OF BFL|Ct,

2. Panel SettingsOil A &ZE Text Settings 0412 HaefL|ch. sih of| ol Color Gradient
PresetsE &1 0f| 10| l= Resources Of22| EC{LL 5t9| Z2EHE X|FetL|Ct.

3. U2 LHolA <color=white><gradient="testColorGradient”>Gradient Test</gradient></
color> 2|X| IAE EyIZ ZT}8tL|C}.

O Z{ EiO= O C|AUET o|=ot T2 HO|=8 ZE 2 E eMoz S35, o|uf F=E=
JCIAEE 1EHAO M St of 4l o| St X[3HOF LT, Rich Text7t &4 <t=|0{0F LTt

4, UM =

rr

A

115]

Hoj|lM HZ AtEo| HEE g =2

O Inspector

6> Test Color Gradient (Text Color Gradient)

Color Mode

Colors

Vertical Gradient
2 #FF1212FF

Bl ~ #FFriErF

Color Gradient Presets

Path: Resources/ myGradients/

Line Breaking for Asian languages

<color=white><gradient="testColorGradient"> Gralent

4
Graaient 1est

Ul 23l0IM <gradient> Ef T AFS

Editor Binding Path

Text
Enable Rich Text

Falllaaals

Fann i
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USS M2t AESH0 Ul Of L[| O]9t

Azt 2249| AR, QAL 22l A(active, :inactive, :hover S)7t XHH| MEHXIE JH&! 4= Qo O Z 7t I 10|
OfL|m[o|ME BT = USLICE RA AT AELY HAS E2|AHE miotC}, Ho|E M0| AISC =
st tHE Argof| ofL|mlo|ME HEFLICE

-

£ SH |31 ZELICh 0FRA HME S2|AL(thover) 22132 M(:active) HEO| HX| AL ZfOHE
0, AEX = ZHZ0|Lt 1 8ol O|HIE=Z QI8 247t H|O|E0FZE[HLE HO|X| A & & JA&LICH

O2{et &Ef Hot= B8 AFEAF SH 2 E2[E X2, At 222 :enabled ¥ :disabledE &o|=

[
HPSIO Sl FA S 20| HEE USSOHLIHO|HE =522 E2[HY £k JAFLICHL =, T=0|A
st CHZ OfL|HIo| S E2|AHY & U= AYULICH

Button Button

_g[’een—button ﬁ ,green—bu’[ton

Du ration Transition Animations

all 2s Ease Os

Property
Duration
Easing

Delay

USS Tt ofiL|of|o] 4 of| Al

HH2E YA S AHE5H0] 2|0[0t2 2RIt HElIHE 2HE MESIL of|TIE0|M 4= 282 Sl Ul #ZE
Ll g 4 ASLICH

Ul 232 AH83t0] 2| Z HIRY HIAE A|23tst2{H Window > Ul Toolkit > DebuggerZ 0|55t0{ UI
Toolkit Debugger £ ¢ C}3, Pick Element £ AHE310{ Ul RAE MEHSHT Show Layout 7SS
MoEtLIC ol M2 AIY FoilM Ul HEZ 2|of HH2Y 8fA St 2i|0jot2 HEE HAIEL|CH
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ol b |
—'CRASHERS

Ul ToolkitSample

[ ] Ul Toolkit Debugger

Ul Toolkit Debugger
MainMenuPanelSettingsLandscape v Pick Element = Show Layout Text Overlaysv | Texture Atlas Viewer
PanelRootElement #MainMenuPanelS4 ¥ Layout

TemplateContainer #UIViews-con
VisualElement #background-ti
VisualElement #background-cu border
VisualElement #background-gr

VisualElement #safe-area
TemplateContainer #HomeScr 0 1629 x 1243
VisualElement #home__scr
TemplateContainer #CharScr
TemplateContainer #InfoScr
TemplateContainer #MailScr
TemplateContainer #ShopScr
TemplateContainer #MenuBar ;g g %:0.00, y: ith:1629.09, height:12
TemplateContainer #0ptionsl g qy, %:0.00, y:0.00, width:1629.09, height:12

margin

padding 0

VisualElement #options-be g 0oy (x:0.00, y:0.00, width:1629.09, height:12
VisualElement #0ptions:., x:0.00, y:0.00, width:1629.09, height:12

>
Layout x:0.00, y:0.00, width:1629.09, height:12
> 4 >

Ul S22 CIHA0l= UIE T Zsths ol =30] &= o2 &3 7150] A&

UXMLIIE S HESICE MAIESIH YIAEE £ 5 24t
Tk

UXML Ot 2 T2 WA EH A 4 JASL|CH o
o

= £ 50| Z=HE0| stLte o= Ol0|2 Mt FIR2E 8 {=
UXML 2{|0]0F20] A1, QIHIER] Lol A of2] tH H-dlof o

Cta 7bget 2R&L T

UXMLE QEZ Z2/5H Create Template SHO| LIEFELICH O|H A WMot HIEEI2 AE 71X o 20
Q= AZHE QA0 EI18I7LE AEE S8 QAR AL & UAL|CH MABH HIZ2IL Library2| Project
HolM = 5= ASFLICH
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Hierarchy

test.uxml
W\ #button-accept

Standard Project

Q- Search...

Ul Documents (UXML)

Rename
Assets

Duplicate

button-accept.uxml

Delete

Create Template Custom Controls (C#)

E3 TabbedView
Ed TabButton

Add selector...

Library

Standard Project

HE32 WA 7kse UXMLE, Library TH'22 Project B0l A £ 4= U&LICH

aro
I:—I LS 11— |_E
Unity 60|AM Ul EZ12 ArEdH 2t 7tstt 1M s Ul BHE7| MAPHE CHREESHH CHFst 7] 7o) A
Ul E3ICE UIE TtE= WS XHAM|5| LotE N Q.

MR oA HE Z2HEE HSELICH Unity OlAl AEOOIM Ul E2] ME - =22 F2HE
KOIEMIR. Ul E2! MZ0| M= OHZE|AH 0| MM Ul S312 O{EA 28Y 4 Y=X| 20 FZLICL 0| HE=
HEIA0 Unity 6 Ul 23] QI3 EE2E A85HH, O|L| 2D RPG ZENE Eaf T2l UL E Soff atxst
7|58 #&E QBT 0|AE MEQLICE

o= X

Unity Ol 2AE0{2| QuizU Z=HEQt A EME 2olsh= AE UX| OHM K.

—  UIE2 8E Z2HE QuizU

—  QuizU: A E=E ¢leh SEi IH
—  QuizU: UI E2I0|M Olli7 2t 2k

—  QuizU: 22 5 T2|HEH -
—  QuizU: Ul E2!2| O|HIE 2|

—  QuizU:UIEZ ¥5 E
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Awaitable 222

Unity 60ll= UnityOllA C# async/await HAEZ2E X|JSIT=E HAE 7HH0 o2 20| gls Awaitable
AT YR AJSLICE 0] FHA= TREIQ I Ms A ZE MEY 4= USLICL 0] BHAE AHEsHH
|

Unity| 2|} 7|8t HOI0|E AtO| 21t HEsHA S&El= HIS7| 2EE O & ZEE & ASLICHL

using UnityEngine;

using System.Threading.Tasks;

public class LogWithDelay : MonoBehaviour

{
private async void Start()
{
Debug.Log(“Message 1");
await Task.Delay(1000); // 1Z=CH7|
Debug.Log(“Message 2");
await Task.Delay(1000); //LCtAl 1= CH7|
}
}
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Unityoll= 222, Z2IE|, st 2{0]] HiX|5t0] St 5

Cret £40] ASLICE

AE5H0] QIAHE] T

SH(QIAHE{ O A SlC, 2t

ih

el WE B157| 5)2

E} v Player Script (Script)

header

serialized fields —-|
ranged fields —|

space

Player attributes
Player Object
Player Rigio
Health attributes
Health

Armor

multi-line field

None (Game Object)
None (Rigidbody)

100
0.35

This example shows Attributes applied
to a typical script.

float L= int H4LE
ArggtLch HEE=
QIATIE O £2t0|H 2
HA|ELICE

2M Mo Ofl Al
SerializeField UnityZt HIZ74 HEE [SerializeField]
X255 0|2
Hgetotal 0[S private GameObject m_myObject;
QIATIE|0f A 2 4+ QU7
gucy.
Range EX U= Hste [Range(1,6)]

public int IntegerRange;

[Range(0.2f, 0.8f)]
public float m_floatRange;

AATE{0f| A

HidelnInspector 7t
I

4T} ol A
&7 1 S,

[HideInInspector]
public Int p= 5;
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RequireComponent

YX[LC.

A0 HEUET} A
SR E| £7bE uar
(o]

// PlayerScripte A& QEHET}
RigidbodyE #EE 2+

[RequireComponent (typeof (Rigidbo
dy))]

public class PlayerScript:
Monobehaviour

{
private Rigidbody m_rBody;

void Start()

{
m_rBody =
GetComponent<Rigidbody>();

T8 M Hot==
RS HAEQ g

Z&UCH

public class PlayerScript:
Monobehaviour

}
Tooltip AHEXL7t QI AME 9| public class PlayerScript:
ZC Qof oA HME Monobehaviour
23EoH EE8 {
HEA|BLICE o
[Tooltip(“Health value between
0 and 100.")]
int m_health= 0;
}
Space FIHEAE Bl0] 2= [Space(10)] // 10T 24 %7}
Atolof| SHHE FI}5H0] ) .
o= A}O|Ei|ﬂﬂ0§ int p=5;
=— = =
T2 £ ASLICH
Header 5to] QIATIE{O|A HEE
i

{
[Header (“Health Settings”)]
private int m_health= 0;

private int m_maxHealth= 100;

[Header (“Shield Settings”)]
private int m_shield= 0;

private int m_maxShield= 0;
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Multiline

B RpO|LE CHE
ALEXtOfIAH El= HETt
As ATREY FMs S

o AHESHH Z5LIC

[Multiline]
public string textToEdit;

[Multiline(20)]

public string m_moreTextToEdit;

SelectionBase

Ao HIAIZF US4
A= gAY QEHES
Meig o RE&LICt.
= oBHEY]
ATUEN £42
gL ct. olC|E{ ol M
QENEE MEHS uj
[SelectionBase] £410|
TEE AY QENELE
XhAlo| Ofcl A @EREE
XpM| 74 MEHEIL|CE,

/7712 HY QEHE otz 7t
[SelectionBase]

public class PlayerScript:
Monobehaviour

{

ColorUsage

[ColorUsage] 48
AE5HH H| HEOo|A
MEi JtsTt HEE Mg
2 A&L|Ct, o2tolE o
2t HDRS & MatstALt
Lot kLS v Mo &

AL

public ColorUsageAttribute(bool
showAlpha, bool hdr, float
minBrightness, float
maxBrightness, float
minExposureValue, float
maxExposureValue) ;

© 2025 Unity Technologies

78 of 11| unity.com


https://unity.com/kr/releases/lts
https://docs.unity3d.com/6000.0/Documentation/ScriptReference/ColorUsageAttribute.html

Q Ul Toolkit | Developer workflows | IDEs and debugging

DT=NEJL ARt

o g7t XSO 2

ot Hok M3z 0{of
otCtH o] XM HMEE
[Runtimelnitialization]
=43t BHH Ar8 st
ElL|Ct QuizU ME9|
HESHH Us|M
DTZHE MY 2XIS

Mt o AR,

RunOnce

public RuntimeInitializeOnLoadMeth
odAttribute(RuntimeInitializeloadT
ype loadType);

flel olAl=
QEHMEES USX @10 2XS §§

i
2 Hogt 45 YALITL AT

_,_

=t S%HOICIE = Unityel 24X &
x

otz 7 M & oL
ul Toolklt I{7|X|E MEE 22 HETL|C

© Inspector

Ny

v

v |GameObject|

Tag Untagged v
- Transform
B v My Player (Script)
Damage
Damage

Armor

Armor

Gun Object

Add Component

FHAEH OICIE = MyPlayer AT E 7} QIAHEO| EAE = HAS 5

UI(AF8ZL 2IEfH[0] &) BHS A
XtMIS] ZOtE M| K. Ul S2U0f Tigt ZHES A0l =
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7L, XHH| PropertyAttributeE BHE
B APIOIM BE £4 SES =eld) EMlR.

PLHLICH AHAR Eap A

None (Game Object)

S

7|E X5 Ul E210[LE IMGUIZ HAH O|C[E A3
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StALE, B A

ASRE HE0f| HAH
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o
>
B
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Z2 OoIC/E UIE 2HEEH

Static v

Layer Default v

E
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IZ2MEO|M X AH8dHs g7t UCHH Him YR 2 74 = AFLICE 122{H SHLt2| PropertyAttribute
TEULE J|2 A X} QEI0[A S THY £ AFLICE

DIcle[INO - EICM Jobs Window Help

P

Take Screenshot

A HME(AIRIM NT))E HESH= 2kt QIEH0|AS 2tEE Menultem £
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=cl|0] 2= ZIY A7 B

Z2)0] DEO TS WESL SUsH T2t ABELIC Za0] REY 1 OICIEIA W ARIE
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|2!o] §i= &< Enter Play Mode Settings(Edit > Project Settmgs > Editor)S
Z40| Z&LIC} Unity= OOl 2|2EQH M B|2E F }Lt = T 71X

=
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Ciet ASEEES 7t2 HEY A|2l0[2tH ol 2|2=5 ME-dotolof ghLict. OrE7tX| 2 W A =&
L s W 2 ZEE MHEYosliof LI O™X| oo of|7|X| 852 SE0| gl = AFLIC
Domain reloading Scene reloading
enabled enabled
PlayModeStateChanged Backup open Backup, unload and PlayModeStateChanged
with ExitingEditMode H scenes recreate C# state Destroy and load scene Update with EnteredPlayMode
Domain reloading = Scene reloading
disabled disabled
PlayModeStateChanged Backup open (Simulate destroy and Und PlayModeStateChanged
with ExitingEditMode scenes L reset scene pdate with EnteredPlayMode

=oel 2|zeet M 2|2E 4 HIZYo| 0jX|= Zut

7|2 AT E HES HAEDNO|X

MASEES 28 o i1 S HE AL S HESIAILIR? oMM R HYAHO[AE =I5 Lt
YHI0|E OHIE 5 MASIAILIR? Rdh= AZFHO| et AT EE JESIS dT5IH I=E8 FIHEE
HAHsHX| 0 B HAQ YRHES RAIY = ASLICH

—  Windows: C:\Program Files\Unity\Editor\Data\Resources\ScriptTemplates

—  Mac: /Applications/Hub/Editor/[version]/Unity/Unity.app/Contents/Resources/
ScriptTemplates

MlolH, 7|ef & ASEE, OS2 Yol E flet HESE ASLICE

5t2™ Assets/ScriptTemplates 2HE OHE OFS, slii 2 ZC0]|
g 2ti2to| =5t EL|Ch

5 2502 Juols 2o BULIC 0/ T4s mse
ol Al melof A7t2t 4 ABLICH SN ES A |42
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ZE S AZ=Estn oMl HES 7Y, WA, 2ESH = 22{0[0{0|#| 2C|MEZ o+ AS
HEHME AAR2 oMl HES J[Htez TS| W20l S&5Y =elnt HE =220t IP%QE
Xe| Lo

Addressables Groups i OX

Create Addressables Settings

Click the "Create" button above or simply drag an asset
into this window to start using Addressables. Once you
begin, the Addressables system will save some assets to
your project to keep up with its data

Unity ZRRE0) M O{SaIAE AI2HS £7|2k517| H
OEHMES MS AHBSICHH Unity 7|& K=ol AIZ5HY| 10| X & EHZESHMIR.

zatEel of Al 22 &

[

HERE OEHMES MBI RE M HME 0 =222 STELICHL

—  olMle SEER He|sy| =0t B REED AR S WES J|Z0R ISkl 2S 2EE
| Stel et HZa| ARRFE WML RE AlZHS Esto] AntR oz Y
2|H M2 Sare & ABLICE

S 7hset o 2 HELICEL 22{H S5 KIS HESH HEIY KR AIBYE EY +
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L] ZZMM XAZE AHE0I0 08 E HOEE= 3=
A A

o O

ST A IS5 ALSSHH EFY BAE, Unity ¥, ATYY IS et IES FURE
HIAstD AR 4 YBLICH

Ol= A=A EME IEE FPst7iL, 717|E8 P30l 2 Hatstr L, T E APIE 22|
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30
ol
g
c
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OICIE{0 A EIAES mf 1R2| HAH #define XINEE MSE = ASLICL Player 42| Other
Settings Ii'22 Z 11 Scripting Define SymbolsZ 0| 53tM 2.

Script Compilation

Scripting Define Symbols

CUSTOM_DEFINE|

+ -
Copy Defines Revert Apply

Script Compilation®| Scripting Define Symbols

AAEEHS QEHEZS AESI0] H0|HE 2A M ZE

ASEE S QEMES MESH HIO|HE ZH0|M 2[5t 2= ZESHA| 2tde 4= AFLICH 2 =X
U2 FAES LHAIF|X| RN HE ArtS 2| MY =+ A0 HAE ZFA] 40| O[S ELIC
TEE +FOIK| gtk A HO|E S HEE 4= U0 OtE[AE, C|XIO|L § Tz 27} Ofl Atz St
e i RELICHL

Dragon Crashers= MEHQl AL AlHIE 20 FLICE UnitinfoData 22{2A = ScriptableObjectol| A
MLELICH ZE JARAN = RK2| 0|F, AZEI0|E, H[H HH0| ZHE|0] L&LICE 0] HIOo|E= A Z2]|0]

=, ——

S0l LA RX|=|7| W20l £E5] AFEES LEME LR MFs7| EELIC

ATZEE QENEL 0|5 HH 0| QEMES Mo|FtL|C}.
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o Game

I Project
+ -
s Fonts

aQ ¢ ¢

@@ Gameplay
@@ Data
@@ Heroes

@@ Knight
&, UnitData_Knight_Ability_BasicAttack
&, UnitData_Knight_Ability_SpecialAttack
&7 UnitData_Knight_Info_Jarek
&7 UnitData_Knight_SFX

(s Witch
&7 UnitData_Witch_Ability_BasicAttack
&7 UnitData_Witch_Ability_SpecialAtta
&7, UnitData_Witch_Info_Giorgia
&, UnitData_Witch_SFX

@ Wolfman
&, UnitData_Wolfman_Ability_BasicAtt;
&, UnitData_Wolfman_Ability_SpecialA

Create

Reveal in Finder
Open

Delete

Rename

Copy Path

CreateAssetMenu £ 42 AIZEES QEME of4ll
%7t A3ElEE QEHET}

=

=3

&, UnitData_Dragon_SFX
(@@ Skeletons

[ Damak
&, UnitData_Skeleton_Ability_BasicAttack_A
&, UnitData_Skeleton_Info_Damak

= Jabban
&7 UnitData_Skeleton_Ability_BasicAttack_B
&%, UnitData_Skeleton_Info_Jabban

i Shared

[a® Yuanxing
&7 UnitData_Skeleton_Ability_BasicAttack_C
&, UnitData_Skeleton_Info_Yuanxing

3 i
% 30

S dYst= ol =380 == HHAE OR

Utilities
Dragon Crashers Info Data
SFX Data

Ability Data

»
Folder

C# Script

2D

Shader

Testing

Playables

Assembly Definition

Assembly Definition Reference
TextMeshPro >

a

Scene
Scene Template

Post-processing Profile
Volume Profile
Prefab

Audio Mixer
Rendering

Material
Lens Flare
Render Texture

© Inspector
6> Unit Data_Skeleton_Info_Jabban (Unit Info Data)

Display Infos
Unit Name
Unit Avatar

Skele Jabban

None (Sprite)

Health Settings

W Prefabs Total Health 235

i Scripts
QIAHIE|S ALRS0] ATZE|S QEHE of Mof Ch3t 2tS U{BILICE 0] ghe AU S| o] Zofl HaHA| Q&LICH
J3{H AU QENE (67| M= UnitController)= ATRIEE QERE oM &ZxE 4= UZLICE MO
UX7| RUOE MKl HR, ATEES QENE of|Mlo| H|O|E 7t EX|E[X| o0 2 {22 E Hoke &
UELICH
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(@@ Skeletons
[a@ Damak
&, UnitData_Skeleton_Ability_BasicAttack_A
&, UnitData_Skeleton_Info_Damak
[ Jabban
& UnitData_Skeleton_Ability_BasicAttack_B
&, UnitData_Skeleton_Info_Jabban
B Shared
@ Yuanxing
&2, UnitData_Skeleton_Ability_BasicAttack_C.
&, UnitData_Skeleton_Info_Yuanxing
Prefabs
B Managers
i Ul
(@@ Units
§# Unit_Base
%@ Unit_Dragon_Rustum
7@ Unit Knight_Jarek
7@ Unit_Skeleton_Damak Variant
79 Unit_Skeleton_Damak
7# Unit_Skeleton_Jabban
%@ Unit_Skeleton_Yuanxing
7@ Unit_Witch_Giorgia
729 Unit_Wolfman_Oriz
e Scripts
e Help
e Presets
B8 RenderPipeline
B Scenes
e ShaderGraphs
e Sprite Atlases
Bm TextMesh Pro
B ThirdPartyAssets
B Tilemaps
s Timeline
M VFX
e VolumeProfile
[a@ Packages
B8 2D Animation
e 2D Common
Bm 2D Path
= 2D PSD Importer
B 2D Sprite
Bm 2D SpriteShape
B8 2D Tilemap Editor
B 2D Tilemap Extras
i Burst

® Inspector
g Unit_Skeleton_Jabban (Prefab Asset)

g

Open Prefab

Q Open Prefab for full editing support.

Root in Prefab Asset

b
78,
Tag Untagged v

Staticv

Layer Default v

pU Transform

v Unit Controller (Script)

Data
Data & UnitData_Skeleton_Info_Jabban (U ©

Health Settings

Health Behaviour Unit_Skeleton_Jabban (Unit Health E®

Target Settings

Targets Behaviour Unit_Skeleton_Jabban (Unit Targets ©@

Ability Settings

Abilities Behaviour Unit_Skeleton_Jabban (Unit Abilities ®
Animation Settinas

Unit_Skeleton_Jabban

D2MEQ| ATZEE QEHE O|0|E of| 1S & ZESH= Monobehaviour 2EH E (22| UnitController)

Project

ScriptableObject asset

ASYHE QEHER (|22|S Hofstn ASYES YEE YEHZ [T £ ASLICHL AY QLEHETL Y2 Z0i|c Z2HEof of Aol = G o|E{et A
S o
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—  A3EEHE QEHEE AMETI0 UnitydlA ZEA A Ol7|=IN THET|
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—  ASZIEHE QHHNE J|& K2
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AEOZ 715|X| QD] HHAY 4 Y= ATYEES FBLICH
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Name

General Options

Assembly Definition References
List is Em

Platforms
Platform
Exclude Platforms

ndroid
E
Embedded Linux

ws Platform

Xbox S

Select all Deselect all

Define Constraints

Version Defines

List is Empty

RES CEEECECREE
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Input System@ 2 ¢ 18{|0|=

OF&! Input System IH7|X|2 ¥ 20| E6FX| AUACHH A 20| =EE {3 EMIK. Input Manager=2Ct
Foiet o] M I7|XE AE5IH 2= R Y& J|7|E AHE5IH Unity 2HIXE Mo = UASLICL
0] A|AEIS ‘Input System I7| X’ EE= ‘Input System’0|2}11 AlBtL|Ct, S 2|HIQIE M5 HEZE Tt
UH S o|MS K|S, UH T ALY EL 0| 2Xg B L2 = A E [HA| A|AH0]| H|3H

gt ojgE HE + USHC

ChE Zt2E X5 AR 2AMR.

—  Unity 62 Input SystemS AtE3t0] Of @2 A 2utY A T2 EELO|LSL7| | RLIOIE 2024(H0H)
—  Input System A|Z3}7]

—  Unity Input System Zt& 77§ SE4 SE2|Y Al2|=(F0])

Demedd =

Memory Profilerg Al2st0| HI22| 45 X3}

Memory Profilerg AH8dtH Z2ME Q| H|22| ALSZE XS 250 HZ 2| £+5 AESH,
022 258 £0|1, HEIY 458 Ao 5 JUSLICEL B8 7Ho: M 2, 71 20| MM = S)of
o 22| AAS QS HIWoto, SHIEH| S| X| b= QLEMEES Aot = O| AFE5HM K.
TEO|M 2[AAE BHE M= Memory ProfilerOllA siE 2|AAQ| O|EE KW= S8 S0|= A0|
ZSLICE ot M| 22| £ YRS H HZ22|E 2t ZE QEMEE ¢H|s{of &L|Ct.

Memory Profilere| AHAk
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ProfilerMarkerE Al85t0{ 450 SR8t I = MM mjo}

BehaviourUpdate 22 2&HEQl OpHE FAE HEHA O|o|E{2t 2ol

Yotot Mel AZhE 22|ote] Z™HE 2 YQELICL ProfilerMarker2 A3YUE A= 2EE 0t3YsHH
DRSS O CIE|YsHH AsE 4 QI&LICH 2T El "MES CPU Profilerdl EAIE|H Unity Recorder
B WY 2 ASLICL 0|E Sl AlZt0] ARE= §EF TE MMoj| Cioh MMt 2MS HIEOE O A

2t ct.
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M
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J
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using UnityEngine;
using Unity.Profiling;
public class UnityTips : MonoBehaviour {

private static readonly ProfileMarker SetupProfileMarker =new Pro-
fileMarker(“Setup”);

private static readonly ProfileMarker ExpensiveProfileMarker =new
ProfileMarker (“Expensive”);

public void UpdateLogic()
SetupProfileMarker.Begin();
/] 450l B2 F= 224, O[L|H2t0|H & 4H

SetupProfileMarker.End();

using (ExpensiveProfileMarker.Auto()) { // X2
/ H80ll BHO| == 24 7t

Unity 6.101M TH7|X|2 =& Project Auditorg AtE30] Z2HME 453 245110, HIAE TAHE|AS
HEot1, A EX2t = S Aot +~ ASLIC

S FHoZ I2HE HHE AWM CHZ, Beot ATEE &, AFEE|X| o= o4, XILEX[A| B2
AEIE| = Z2 HIZSHQ XIFH TSt HAMst EOME 2S5 ASFLIT
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OfiL|H|Old HE

HAH lerp &2 AHE510] HZH H[of

Mathf.Lerp(a, b, t)= 712X OE EH7F A= tE 02 1 ALO|2 S IBILICL F, a2t b Alo|2] HLIE
Bl0jLH= 242 QretstX] ELICH QA E(t>1) 20ILE AT HE(t<0) 20| ZRSICHH Al Mathf.
LerpUnclamped(a, b, t)& AFE3HM|R. 0= A 5tH H7t2 ASh= tHE Moot 2| 40|t EHIE 7|4t
DN Z2 ENE HEY & JUSLICH

using UnityEngine;

public class LerpComparison : MonoBehaviour

{
[SerializeField] private float start= 0f;
[SerializeField] private float end= 10f;
[SerializeField] private float t= 1.5f;
private void Start()
{
//tE [0, 1]2 3YD
float clamped=Mathf.Lerp(start, end, t);
/7 TA t gk A8
float unclamped =Mathf.LerpUnclamped(start, end, t);
// 10 &
Debug.Log($"Mathf.Lerp: {clamped} (t= {t})");
// 15 &4
Debug.Log($"Mathf.LerpUnclamped: {unclamped} (t= {t})");
}
}

UnityOll Al 7AE lerpE AHBSH= OllAl

OHLImMIO|M o] C}E 8= OfL|H|0| M HE AL

OfL|Ho|M HEE FZ AnimationClipd|M component Z2HE| Zt2 OHL|H|0| M3tstE o AL | X2t

float 242 SHCZ H0{St= E-Z MEY & UASLICH

OHL|mio]d HEE HE2]| He2 MAMS WL XZt=AS mf AAHEO|M HEYY + ASLICE 0| B2
E,2Cg £ AGLICHL MY 758t tangentE AFZSIH 7| Ato] FZHoilM

M BE T ek
7eie] Ho|ZE Fofzt
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GameObject
Untagged v Layer Default

b Transform
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X 0
® X1 ¢ 7 Presets
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Add Component
Add new preset
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QUHE E2/02 T2 MAl M ZtE
QEME Z22 CPU7} Create 3 Destroy &2 HH=sh= O 220t T2 MY HHE £0{ 452
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QEHE F2 A8st= LA 2 oiZ2(A 0 Mol w2t HEFHLICH GC AMo| 37 &t 4~ QOO = L9
QEHEE QIAHASY w0ttt IES T2OAYSH= 20| FELICH

AYZ0l2l FYdS WA F=o Bfrish ALt0| 37t AR EICHH QEME E5 A3 EMQ. B, 2QEHE
EY2 £ 0{2{ 2H0|ZALO|2 S HE|SHOF S22 TEH|O| AT SEEHE 4 AUCh= HS 7|HsHok gLicth
Lot {7 B2 oflH| 23 Y85t ALS[0|o BRSIK| @S + U= HEZ2|E Yo 2 + USLICH
CIZFel mE SISOLID #A o= 3 A2 708|0|= HAPH It Unity o4 AE0{S] B2 HME Z=HE0M
LEHME Z0j| CioH XM|3| Lot M K.
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Unityoll  ASZIEE QBRER D54 4|2 OF7|ElX BHS7|

Unityoll i OS2I M 22 ALRSI0] HatE o= of 4l Balsty|
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https://unity.com/kr/resources/c-sharp-style-guide-unity-6?isGated=false
https://unity.com/kr/resources/game-designer-playbook?isGated=false
https://unity.com/kr/resources/create-modular-game-architecture-with-scriptable-objects-ebook?isGated=false
https://discussions.unity.com/t/effective-asset-management-in-unity-with-addressables/1621379
https://discussions.unity.com/t/what-you-need-to-know-about-build-profiles-in-unity-6/1605803

IDE 8! C[HZ

QI5t2™ Debug.BreakE&

Debug.Assert= ZIEIU0| =215 HAMSIO] A=ist Z0| falseE
E2eL|Ct. g M3E| = Debug.Log®t H2| THAE2 o 7| X| g
Foof A= 7HEel frdE A= o O oA L|C

Uikl 220 23 HAIXES
S MES Yols 8= AgE D,

o

if (health > maxhealth)
{

Debug.LogError(“Current health is greater than maxhealth!”,

}

Debug.Assert(health < maxhealth, “Current health is greater than maxhealth!”,
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Debug.lLogE ZHEIAER & AL

Debug.LogE AHESHH QEME(FZ Y QEHE = HARHE)E £ HM Ti2f0[H 2 MEE + JASLICH
J2{H &0 23 HAXZL oY LEME| HZELICL HAIXIE S2I51H AS ZollM dZ2E LERET}
Bz EAELIL

Debug.Log(“Enemy spawned”, gameObject);
S|X| HIAE S AFESIY 52 HIAIX] Z =

Unity 2&2 Debug.Log HIAIX|OA Y& 2[X| ElA E(<b>, <i> <color> §)5 X|BtLICt, 2|X| HIAES
A5t 23 39| UHES ZX HA[SHL, 22 FEst7L, BEsHe Y 0| S23 HAIXIE
NZHoZ RS 4 QUALIC

Debug.Log(“<b><color=red>Error:</color></b>Player health is critically
low!”);

B Console :
Clear ollapse Error Pause Editorv «a Q'l A1 Q0

[09:28:12] Player health is critically low!
UnityEngine.Debug:Log (object)
Test:Start () (at Assets/Unity6ProtoypeSamples/_CoreSystems/Test.cs:8)

S C|lH 1 27 H|A

Unity= HIZH ZEOM CIH1 22 APIE S22 HAH5HK| SELICHL OO 2O 5 E8 HAH
HIMEZ 2iZ3t1 [Conditional] £488 37160k ELICH

Player SettingsOil A siEot= AIEUE M| 7|z E MAHSHH C|HT 237} o Hof| HAOELICE o=
ClHO 2 E #if... #endif Z2| TZHN SECZ eUst= Ziat SLEHL|C

Ol"l= 2Er £[=|ef 710| =8 FHZASHAIZ| HHEHL| T,

2fOIFHA—E S AlZ=rort] =2| 2 28| of 2

E2|ot 2# = 2H|E o2 F0[2tH Debug.DrawlLined}t Debug.DrawRayZ X|HEl A|ZtE 0t 2H
Atolofl M2 21 glo|FHAEIS AlZtete & JAGLICEH

void Start()
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7§l =0 Debug.isDebugBuild AFHE

if (Debug.isDebugBuild)

Debug.Log(“Running in Development Build mode.”);

Application.SetStackTraceLogType &%

Application.SetStackTraceLogType& Ar85t7Lt Player SettingsOll X die SMS X3 5H0] AEM
FHg Zote 20 HAIX] RS ZFYLICL A X2 8 o UK LTt 2|10 JH|X|E
MMtL|Ct

Stack Trace*
Log Type ScriptOnly  Full
Error 4

Assert

Warning

Log

Exception

OflC|E{ &ojl EAIE! PlayerSettings®| Stack Trace

2 HAEDOIY

Logger APIZ AFB3IH T3 = BEA 222 98 HAE 27 JAHAES T PHE 4 YL}
WEQl Debug.unityloggerS AFBSHE SIX2H 2HE XH 0HSW 20 T XN, UEY, 53 HIS

MZSHA Mo & AELICH

var logger =new Logger(Debug.unitylLogger.logHandler);
logger.Log(LogType.Log, “Custom log message”);

Visual Code EF=7|E A0 @222 £ Sy
Visual Code® IDEZ AR 2 Of2HolM 7Heks £1578 SB3PH A8 4 YLtk

—  Windows

— Mac
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7t=4 =2 Console Log Entry 7+

7|28 OZ Console Log Entry= & £Z HEA|ELICEH 712l

M=o met ot £ = 6 & YAz Hit
HESHA #8510 TtsdE =Y —1‘— ASLICHOr2H ofofx] F=).

Open Player Log

Open Editor Log

Show Timestamp

Log Entry 1 Line

Stack Trace Logging 2 Lines

3 Lines

4 Lines

5 Lines

6 Lines

7 Lines

Ul Toolkit Debugger 8 Lines
9 Lines
10 Lines

Maximize
Close Tab

Add Tab

Console Log Entry M8 AH8Sto 219 £ 5 HFY =+ Y&LICH

o e X2

— Roslyn 2M7|2 ZE E&1t %] 22

42 BF5= YWY

—  Unity Test FrameworkE S8 XI5 2 | HAEE A= LY

—  Microsoft Visual Studio ZEZ C|HHZ YIAZEE & SFAH
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Unity Version Control &

UVCS(Unity Version Control)= 2= 22| A e ARCIQ0H A FHEHE 2Had A1 AlElof|
TLOHEFX] b= T e W AA FE 2| EYLCH

Unity 60llA Unity Version Control2 AFE3tal QUCHH ofz{oll A LAl ZH]of| RE3HA| AFEE = U=

A4 A0 EL B S 2l EMKR.

Shelve2t SwitchE ArEs}o] ZHed &4 glo| of2| HiX|S HEE XY

UVCS THZ|X| BT 2.7. 15 Ef 0f2{ HEHX| Zhoj| Tetet i shelvesetsE AFESH0] HM HE A S A2

Mg & A2, olof| 2t T Sl 2P S HHSHA| MEst &A M2 £ ASLICE

r+
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Unity Version Control #0j| M H&tel2i= S BHX|E REZR 226t Switch workspace to this
branch& ME{giL|C

Handle pending changes

Handle pending changes

You have ding cha ) Ice | C to handle them?

® |eave changes on main

Your changes will be saved on a shelve. You can apply or discard them later

Bring changes to FixChairsLocation

Your changes will be applied automatically on the destination. You will be notified if
any conflicts need to be resolved

Cancel Switch

Handle pending changes %

I Project B Console Unity Version Control

Pending Changes Incoming Changes Changesets Shelves Branches File locks \ My Shelves

5/13/2025 9:44:0¢ Automatic shelve created during switch operation (from @ manuel.lucio@u uanged

4/7/2025 5:28:16  Highlighted the change @ manuel.lucio@u B /Assembly-CSharp-Editor.csproj

2/5/2025 12:16:42 usage update @ el /Assets/HappyHarvest/Art/Interior/Chair/Prefab_Chair.prefab

/Assets/HappyHarvest/Scenes/House_Interior.unity
/asset-store-tools-editor.csproj
/Packages/manifest.json

/Packages/packages-lock.json

4

Show Notification M Shelved changes | View ¥ S /main@Cloud Repo

Unity Version Control 2| Shelves
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B Project

Pending Chani

/main

/main/F 0
/main/FR0023
/main/FixNorthMap
/main/FRO034
/main 210
/main/FIx229
/main/FRO019

/main/Fix23

B Con

| DevOps workflows

Hide/Unhide 7|22 Branches & H&|

FHEHIAE

ZZHEQ| Branches 7} S X|H HEIAE 0 70A Y Hide/Unhide 7|52 AE3st0] 22X E
A ENQ. J2{H My B2 ez BE UVCS E3E(Unity 2121, Unity Dashboard, QA3 E

91,
OHZ2|AH0|M)0IM Bl EHXIE =2 5 ASLICH

SAT HHMX| S CHA| BAISHEAH ‘AHd0] 20{E =’ 00| 20|Lt A
AtEstH EL|CHot2 0|0 x| &Z).

°% Unity Version Control

Incoming Cha Cha Branches

o Al Time

manuel.lucio@unity3d.com 7/17/2024 12:20:26 PM

1/2024 5:34:00 PM

¢

D)

Cloud Reposits main branch

manu

(D)

Cloud Repositc Fix chicken movement

Cloud Repositc

manu 9/11/2024 6:13:07 PM Add more pigs!

Cloud Repos manu 2/2024 1:00:07 PM Fix the north area of the map

(DX DX D)

manu 24 2:46:37 PM Make the map slightly bigger

manu 2:54:41 PM Improve test coverage

manu :24:18 PM

) © €

9/12/2024 Improve mem management.

manu

<@
5

9/12/2024 5:42:28 PM Implement grass movement

Cloud Repositc manu

9/12/2024 5:43:27 PM Change cow size

Show Notification A Shelved changes = View ¥

HHELS 33

Unity Version Control2| At

rzx

0] 20{%! = oto|Z

Create child branch...

Switch workspace to this branch

Merge from this branch...

Rename...
Unhide

Delete

New code review for this branch...

HEIAE 0|559] ‘Unhide’ 84

b=

Ha MR oAl HIojE &4 ¥X|

Unity OfIE|E{2] UVCS E21¢21S S8l CHE AL 0| HIME +F3tX| ZoI=E E= & ASLIC O|FA|
St 20| T Sl H|0|E{2] £40] AX| =1 Held + gl= Thdofl thioh Eeh =0l MAE L.
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E2E 4t ™ File locks B2l Configure rulesZ 0| S&LICt,

File locks B2 Configure rules 4

O7|0ll M ME 4, SEH BHMA|(F2 U H3K|), o= ot SYXE 7850 H32 SFLI

Create Lock Rule

These rules do not apply to your local repositories or to on-premise servers.
This rule will override the organization and project lock rules for the specified
repository.

Repository

my-farm-session-test

Lock destinations (branches)

R Min branch

Files must be checked into the Lock destinations (branches) to remove lock. Lock owners or
admins can bypass this rule by manually removing lock.

File extensions

*unity, *prefab, *png

Lock files matching these extensions. Example: *.xIs, *jpg

Generate common rules

Branch prefixes to exclude
experimental-

Comma separated list of branch prefixes marked for testing purposes (e.g. test branches) or
edge cases in any organization/repository lock rule. Asterisk (*) can be used as a wildcard to
match any branch.

Cancel Save

Unity Version Control2| Create Lock Rule
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Create

Reveal in Finder
Open

Delete

Rename
Copy Path

Import New Asset...
Import Package
Export Package...

Find References In Scene
Find References In Project
Select Dependencies

Refresh Show pending changes view

Reimport

Reimport All Checkout

Unity Version Control
Copy path

Update UXML Schema Copy relative path

Open C# Project

Unity Version Control AE|A E Bf|%72] Checkout &4

ADLE F3 AAE0)| CHal XhM|S| ZotE2{™ A0LE &= HIO|X|E FHZESHMIR.

‘Enable manual checkout for Unity Assets’2 HZ Algt HS

AFEXI7L e 27HOIME 7 8 MESHH UVCS Unity E2{1210| (iS22 MU S A
O AIZZZ sl ALEXte| HE AMY0| MBE|X| ¢i2 S LIUS CHE AEHO| H2
AT

O|E #X|st{H FL|HIR ofo|22 226
checkout for Unity Assets M2 M

—

r
EyBHL|Ct,

=

Open in Desktop App
Open in Unity Cloud

Settings

Enable Manual Checkout for Unity Assets

Enable Manual Checkout for Unity Assets &4

© 2025 Unity Technologies
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o] S8 MESIH of|Allo] BAIHZ MIOIRE Wintx| 7| HE2Z RX|ELICH QUAHE{0f A
Checkout S92 S2/5tH THU0| Y JHSIX[ 1, AFEXTL HHEH O = 5 S HFoto Iieds HEY &

AL

© Profiler © Inspector

Open
Checkout

Default

QIAHE| 9| Checkout &4

Asset Manager

S HEAN, 2L IiY S| o MS 22| O
A8l EMR. o2 Z2HEQ| ofMiS HESt
= T Zoio] X|FELIC

IN
I

ZQoj w2t @ AEHO|A = O|CIE S TS Sl Asset ManagerS ALE3HM| Q.

© 2025 Unity Technologies

| of| Al 22| A|ARIO| BRSHTHH Unity2| Asset Managers
A& TES, Fal, WA, Ar8st= ol =20| =25 707[A| 7t
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EHE| DE YT AR M2 HIS7|ANOR B £ ABLICL
MY 8 BRlstn, WM EE ZRHE ZHo] ofAS 0|Sstn, M ojoE

o el

2 ZA MM E S 1Y off StLt ool IS S Y= ESHe ZHHSHA o ME Y5t HE S
S A= S IHME 4= ASLICE o Mlof| HA™ HEIE0HE $7ise* = AFLICH 22X}, AR LI =
HAE 22, 2%t 2E | Z2 M HEICI0[E 2EE Folgh £+ A1, BE A= O 2atHQl 228
LI Al =M Bl S HIRSHE QS It £ ASLIC

2 Cloud @ Asset Manager @) U Timi - Skidloader -

All 2 s » U Timi - Skidloader > B

Dashboard All Assets

) Projects Favourites ®@| Models

Products

Administration <+ Filters Name .

Shortcuts
ﬁ Unity Source Code
© Asset Manager

DevOps Demo - Appli...

» Analytics Feature Demos »
- Use Case Demos » A Ski i ali
@ Cloud Save DataPrep i HH Skid Loader ST... ® HH Materialised Sk... @
Player . Demo - Data » 2 m ) 20 ] L]

g Management [ Demo - Media »

Player 2) Sandbox »
Authentication
& U - Capgemin... »
Pixyz
’ @ uractory »

L IHTECE @ v Japanese Office

Cloud Content B U Offices »
~ Delivery

Asset Manager2| @ QIE{H|0| A0 A of A 2t2]

Dependency Viewer= 04l 2

o
L i = =
Dependency ViewerOll o HAEZ Z&XMut [IRAER B4 8 BT gfole &~ JUGLCH
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adam-arms Ver.3 X

Add reference

adam-body-metal

Stable

Latest

adam-ma: . P H Character-Pack

Stable s versi Lates

hed-ma

Stable

Stable

Dependency Viewer2| of Al Z&4 oflA|

OlIC|E{oi| A STt 81| of| 4 2t2]

Unity Asset Manager If7|X| = Unity OIC|E{2t E&=|0] YCEE IEEE FLGHK| 21 o|MS

#alg = ASLICH 2X[et 2 Unity Clouddf| o M1E H2ESHALE Unity CloudoljM JEZES 4 O,
OCIE{S| AM QIETO|AE S3ll ZE ZE2HEQ| ofAlof AMAT £ UELICE

OICIE] Lf S2MS Soff T2|B, ASYE U 7|6 IRA DRHE YEUES ZHBISH A sto], h2
£E2 0|1 S0l o Zatxiol YA B2ot A|xet| WEGETE AU 4 YL

Skid Loader [Ver.1) 07

2 Updote All
Vedate, Details

D
‘Skid Loader

Projact

URP

Tags
shadergrapn

Status
Asset Type
Total Fil
Files Size
Upload date
Created by
Last modified

Last edit by

Reimport

Show In Project

Unity OICIE{0fl A Asset ManagerOfl A&
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EF oME a8z Hoo{H UhE A, dH, R, YH0IE AI?_*, YZE HEE 7|E2= LEYSHMR.
S2{3¢10| ZE oMo RS2 ZHHS ARIYLILEL HE o42] 7ol Z2[Ho| SUT HE|Z|ES

AtESICHH oie ME|2|Zof AR A SR 2 EEL|CE EE}EW AEE[X|7) 2| HotE[D 2 HRT S=0|
XLt

Unity Asset ManagerOil CHall XtM|S] 2Ot 2{H CtZ X2 S 5N K.

—  Sd4 EEZ|Y: Unity2| Asset Managerof| CH$t ZHEHSH 710 =(FOf)

—  Unity Learn: Unity Asset Manager: 2 A[Z} 7t0| =

0>

i

—  2AM:Unity Asset Managerg &&%t 8%

Unity Build Automatio

n
Unity DevOps Build Automation(0|X A Cloud Build)2 S2t2E0|M HEE Matista B ESH=
E17|4] CI/CD(RI&N S X HiE) 2R MQYLICL O] ERMS AFBSHH O Xj= LSt &
SHo| Aol YB|AE MEY = ASLICH

=
Build Automation2 2st= A A 2E| MELAN H &2 ool HEE £~ oM, HAE 2| ArEo|
HUUE|H LUET} 5 E= NSO E MHEEE S 4 QJELICL Build Automation i0S, Android,

Windows, Unity Web$ HI 23t Cieit BHES XUciD2 BYBHUR UC Qlmats 22fsts 408 Y
+ st

Unity 6.12 Build AutomationO| Of| C|E{0f| 23] Set=|0 0 Build Automation BH0|M 2Z HHX| |

OB M A HEE w2 A Al & QlAL|C}

ElojlM HE MES 37 U MAIR
Build Automation I 7| X| = Build Profiles & L= IH7|X| 22| XI0f| A MX|E 4 QJUELICE

I§7|X|E MEX|5tH MEdSt 20 of2ofl Build Automation Settings2t= ME2 M| M0| LIEFEL|CE
CE
—_=

o] @82 Sdll Unity?t EEE AtS3tsts WAS Folg 5= ASLICH
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Android, i0S & xt#
ME2 XA 5H2 ttE2H

J2{H Build Automation CHA|EEO| MZ2 X2 ZE HNEZE MM
SHt W MHol| cHol| XEM[S| o™ Unity Build Automation 7|

2Cloud

(%) Dashboard

) Projects

B Products

& Administration

Shorteuts i

® Devops

@ Leaderboards

® toer
Authentication

P
Management

D Accelerator

€ Game Overrides

@ Analytics

$ Cloud Code.

J Cloud Diagnostics
® Matchmaker

@ Asset Manager
@ Multiplay Hosting.

P :.l.nlly
Unity-

e

| DevOps workflows

@ i
D

@ Overview =
Project
Organization
4% Explore repositories
“2 Version Control +

© New
experience

Repositories
Seats
Permissions
Settings

C UVeS O »

& ::I::mmlon y
Build history
Configurations
Service updates.
Settings

& Unity Cloud Drive

7 Usage

(@ Help and support

Unity Dashboard®| Xt 5% M8 &

© 2025 Unity Technologies

Credentials EECI2

Build Profiles

Default

t Z2E 9| AL Unity Dashboardd|A XtH ZHS
Fo| New HHES S=itLIC

st
=

e player settings

r @
¥ New Refresh List

Switch Profile

A

HFsHof FLCt.

= A= FO| M= ZEILIC X
= AM=2E HZTOM K.

= 9 K& B8 [ iy 1n08ECES690... [0}
® Wy ¢ Addnew credentials - i0S See the linked Discussions post for more information. ~ Learn more Dismiss ]
Build £  Provide the information you got when you created your mobile provison and p12
files:
Name *
Generall | For your new set of credentials Credentials
Nam als 50 you can re-use it again later on ot ar
Mobile provision file *
crodons .
S
Mobile provision fle mobileprovision
 Platforn
This s the mobileprovision fie that you made on the Apple [0S developer por
Warning: 1 you upload an App store mobile provision file, you wil ot be able to test builds
o of this project on your device el
p12 file *
>
Certifcate file (p12)
Made from the Apple Certificate you downloaded.
P12 password
Enter your p12 password
The password you assigned to the p12 file you created
yet

Cancel  Save

3Up & build target.
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Xt Z3HE MFe 20ll= Build Profiles 22 E0t7tM Refresh listS 22IgL|CH EECHR =50
A ZHO| EAIE Lt 2le MYe X502 we T2t of| XZHELICE O|MEH Bl 2=
HEE ARSI 3R = JASLITH

MES AN D UEE MY FH(Jt £QICHH YE T200| A Cloud Build HEES S2/fL|Ct O™

Build Profiles

Customize player settings

Mew Refresh List

Cloud Build Switch Profile

4c T2mA9| Cloud Build &
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You have some pending changes. Before
starting a Cloud Build, we'll create a new
shelve with your outstanding changes,
and build that shelveset.
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https://assetstore.unity.com/packages/essentials/tutorial-projects/happy-harvest-2d-sample-project-259218
https://assetstore.unity.com/packages/essentials/tutorial-projects/gem-hunter-match-2d-sample-project-278941
https://assetstore.unity.com/packages/essentials/tutorial-projects/dragon-crashers-ui-toolkit-sample-project-231178
https://assetstore.unity.com/packages/essentials/tutorial-projects/quizu-a-ui-toolkit-sample-268492?target=_blank
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https://assetstore.unity.com/packages/essentials/tutorial-projects/level-up-your-code-with-design-patterns-and-solid-289616
https://github.com/thomasjacobsen-unity/Unity-Code-Style-Guide
https://unity.com/kr/demos/fantasy-kingdom
https://docs.unity3d.com/Packages/com.unity.shadergraph@latest
https://docs.unity3d.com/Packages/com.unity.visualeffectgraph@latest
https://unity.com/kr/demos/urp-3d-sample
https://docs.unity3d.com/Packages/com.unity.render-pipelines.high-definition@latest
https://unity.com/kr/demos/time-ghost
https://docs.unity3d.com/Packages/com.unity.template.vr-multiplayer@latest
https://docs.unity3d.com/Packages/com.unity.template.mr-multiplayer@1.0/manual/index.html
https://docs.unity.com/ugs/ko-kr/solutions/manual/Welcome
https://unity.com/kr/how-to
https://unity.com/kr/blog
https://discussions.unity.com/
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