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using UnityEngine;
using System.Collections;
using UnityEditor;

[CustomEditor (typeof(AutoModel))]
public class AutoModelEditor : Editor {

public override void OnlnspectorGUI()

{
}

ZLEH Editor FRILVESIIAGIF "using UnityEditor; ; » 8 N RWVHE & iE(E Editor
&by T dmiRUbEIE R - S 2 R T 4RTE AutoModel JHA - RILAE class HY EJTA0A
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public override void OnlnspectorGUI()

{
GUILayout.BeginVertical();
GUILayout.Label(" AutoModel Ver.1.0");
GUILayout.Button("Hello");
GUILayout.EndVertical();

}

T2 =05
GUILayout.BeginVertical();

GUILayout.EndVertical();
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public override void OnInspectorGUI()

{
GUILayout.BeginHorizontal();
GUILayout.Label(" AutoModel Ver.1.0");
GUILayout.Button("Hello");
GUILayout.EndHorizontal();
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public override void OnlnspectorGUI()

{
GUILayout.BeginVertical();
GUILayout.Label(" AutoModel Ver.1.0");

GUILayout.BeginHorizontal();
GUILayout.Label("Creat Yuzu");
GUILayout.Button("Create", GUILayout.Width(50));
GUILayout.EndHorizontal();

GUILayout.EndVertical();
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using UnityEngine;
using System.Collections;

public class AutoModel : MonoBehaviour {
public float speed = 1.0f;
// Use this for initialization

void Start () {
Debug.Log("speed =" + speed.ToString());

}

// Update is called once per frame
void Update () {

}

R A5 Inspector & 28 TR gk BLE (E S 85 By public (BRZAN & HIRTE Inspector #11H] »
— HJERY; Editor 5[t — & &% 4 Editor K754 -

Unity 41# B 3% 16



O Ins |'11"1ff:x|
Y J MyEditor
-

Tag ' Unta i

) Transform
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v Auto Model (Script)

AutoModel Ver.1.0

Add Component

[[]F] T AutoModelEditor.cs | > {EIZFf2= A% -

using UnityEngine;
using System.Collections;
using UnityEditor;

[CustomEditor (typeof(AutoModel))]
public class AutoModelEditor : Editor {

AutoModel autoModel;
public void OnEnable()

{
autoModel = (AutoModel)target;

}

public override void OnlnspectorGUI()

{
GUILayout.BeginVertical();
GUILayout.Label(" AutoModel Ver.1.0");
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GUILayout.BeginHorizontal();

GUILayout.Label("Speed : ");

autoModel.speed = EditorGUILayout.FloatField(autoModel.speed, GUILayout.Width(50));
GUILayout.EndHorizontal();

GUILayout.EndVertical();
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using UnityEngine;
using System.Collections;
using UnityEditor;

public class ModelCreater : EditorWindow {

}
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"ModelCreaterMenu.cs | BAE&#E ALL T AYFEZCHE o

using UnityEngine;
using System.Collections;
using UnityEditor;

public class ModelCreaterMenu : EditorWindow {

[Menultem ("ModelCreaterMenu/Main Control Panel", false, 0)]
static void ModelCreater() {
EditorWindow.GetWindow(typeof(ModelCreater));

}
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public class ModelCreater : EditorWindow {

void OnGUI() {
GUILayout.BeginVertical();
GUILayout.Label(" AutoModel Ver.1.0");

GUILayout.BeginHorizontal();
GUILayout.Label("Create Yuzu ");
GUILayout.Button("Create", GUILayout.Width(50));
GUILayout.EndHorizontal();

GUILayout.EndVertical();

SRR B 1R (F 7] AR BIF MG BRI T -

Create Yuzu
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PR if FIETE S Ry true BT -

AT 52 1T Button FUFEZCHE - o A FIET= -

GUILayout.BeginHorizontal();
GUlLayout.Label("Create Yuzu ");
if(GUILayout.Button("Create", GUILayout.Width(50)))

{
Debug.Log("Button Click");

}
GUILayout.EndHorizontal();

BT TH#% > (#EEIH"Button Click"(y Log 7K -
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E Console

o Button Click
UnityEngine.Debug:Log(Object)
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"Handles.BeginGUI(); . . . . .. Handles. EndGUI(); ; {# 7] LAFEH AR —%HY GUI f5<
gFEROTIE -
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void OnGUI() {
GUILayout.BeginVertical();
GUILayout.Label(" AutoModel Ver.1.0");

GUILayout.BeginHorizontal();
GUlLayout.Label("Create Yuzu ");
if(GUILayout.Button("Create", GUILayout.Width(50)))

{
Debug.Log("Button Click");

}
GUILayout.EndHorizontal();

GUILayout.EndVertical();
Handles.BeginGUI();

GUI.Button(new Rect(Screen.width-110,Screen.height-60,100,20), "Create Bomb");
Handles.EndGUI();

Create Bomb
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DL TResources.Load() | SEHUE 5% FH | PrefabUtility. InstantiatePrefab() | o] DL E
WEI—(3FIEE > HT 1% DB transform 1B ME3 S (E Prefab W& IEHENIAL B
b B E AT (0, 0, 0) NI E L -

if(GUILayout.Button("Create", GUILayout.Width(50)))

{
GameObiject YuzuObj = (GameObject)Resources.Load("Yuzu", typeof(GameObject));

GameObiject obj = PrefabUtility.InstantiatePrefab(YuzuObj);
obj.transform.position = new Vector3(0f,0f,0f);

}

HRAEFA o] LUHE — ME=CHE » FERL EditorWindow 1% » By 17 7 (8 {# A o] LURF It Window
&£ fE Unity IV4REEFES (LR AV TT - (140 Inspector 5538 » ZA1%$% | Button (& {EE H
17 (0, 0, 0) FyHt 5 17 —REERES T - BEZARI DI—E T > NEER B IEBE —ILE A H K
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6 00 Untitled - PluginEdu - PC, Mac & Linux Standalone 2

rrrr

esources

FiE R —E/NRES - E TG T f A & BT Resources #EEEH—ZX Prefab
FRET RS BRESE A8 BRS—HS . SEEUAmEE gl A DREE - WA
JEZ AT — BRI ER BV E R R E0aEAE K - AR T R TS 2 RIC&EH
1r4H4#% Editor [iE FHY " OnEnable() { } ; ° £ EditorWindow —{E th 2 4F — i dGHG & Sy

IS (E k= > BT =] LAEF Resources.Load F2EiE#2K » Wbt A& — EEHEI T »

public class ModelCreater : EditorWindow {
GameObject YuzuObj;

public void OnEnable()

{
YuzuObj = (GameObiject)Resources.Load("Yuzu", typeof(GameObject));

}

void OnGUI() {
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GUILayout.BeginVertical();
GUILayout.Label(" AutoModel Ver.1.0");

GUILayout.BeginHorizontal();
GUILayout.Label("Create Yuzu ");
if(GUILayout.Button("Create", GUILayout.Width(50)))
{
GameObiject obj = PrefabUtility.InstantiatePrefab(YuzuObj);
obj.transform.position = new Vector3(0f,0f,0f);

}
GUILayout.EndHorizontal();

GUILayout.EndVertical();
Handles.BeginGUI();

GUI.Button(new Rect(Screen.width-110,Screen.height-60,100,20), "Create Bomb");
Handles.EndGUI();

driEas Y AR

WEFAEEHEN " Update() { } | {E4REEEs PO ISR E—(E 100 - SRR 7] DA
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HEE T " += | BIIFIREH " SceneView.onSceneGUIDelegate | - 41— 2k H B2
SceneView 7 #Ef TER4GIF(EEIPIFAMIAVE A= - BE B TR GIREE BRIV E
ff » £ EditorWindow ZE#7RHFARF &M " OnDisable() ; - A0 DAFE S A FERE T
"= BERTIRELM -
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public void OnEnable()

{
YuzuObj = (GameObject)Resources.Load("Yuzu", typeof(GameObject));

SceneView.onSceneGUIDelegate += OnSceneGUI,;

}

public void OnDisable()
{

SceneView.onSceneGUIDelegate -= OnSceneGUI;

}

public void OnSceneGUI( SceneView sceneView )

{
}
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public void OnSceneGUI( SceneView sceneView )

{

Event e = Event.current;
if(! e.alt)

{
if( e.type == EventType.MouseDown && e.button == 1)

{
e.Use();

// Painting something

}
}
if( e.type == EventType.MouseUp )
{
// release painting
}

}

EHMEAEE ERGEIRRRE R - nIDEEEEE T EventType. MouseUp | AGET TREES
fE -
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(B 5 4R AT TSR (xz P ECEAS i (xy “Fif) » FELLEUS 3D drEymEmesE -

Unity 41# B 3% 33



B ARG A A Ray &5 mayE R B RT T H— B4R - 8 NARHETN G y (H0FR
/IR 0 RN 0 R @ A FTEEE L > # T 2KH origin #ARRY xz “FHIVEEEE « Bi&(E
[ REAERE B T PrefabUtility. InstantiatePrefab() | 4@E 474 -

if( e.type == EventType.MouseDown && e.button == 1)

{
e.Use();

Ray mouseRay = Camera.current.ScreenPointToRay(new Vector3(e.mousePosition.x, Camera
.current.pixelHeight - e.mousePosition.y, 0.0f));

if (mouseRay.direction.y <= 0.0f)

{
float t = -mouseRay.origin.y / mouseRay.direction.y;
Vector3 mouseWorldPos = mouseRay.origin + t * mouseRay.direction;
mouseWorldPos.y = 0.0f;

GameObiject obj = (GameObject)PrefabUltility.InstantiatePrefab(YuzuObj);
obj.transform.position = mouseWorldPos;
}
}

& LHEEAE x,y Vil E4wiE s U S AR =S

if( e.type == EventType.MouseDown && e.button == 1)

{
e.Use();

Ray mouseRay = Camera.current.ScreenPointToRay(new Vector3(e.mousePosition.x, Camer
a.current.pixelHeight - e.mousePosition.y, 0.0f));

if (mouseRay.direction.z >= 0.0f)

{

float t = -mouseRay.origin.z / mouseRay.direction.z;
Vector3 mouseWorldPos = mouseRay.origin + t * mouseRay.direction;
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mouseWorldPos.z = 0.0f;

GameObiject obj = (GameObject)PrefabUltility.InstantiatePrefab(YuzuObj);
obj.transform.position = mouseWorldPos;

® 0 0 Untitled - PluginEdu - PC, Mac & Linux Standalone "
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BEoTrErT PAE B — P T OREEGIRRR A2 - f YA A EFHE ASCF %] - Unity §H
BhE Ry -

public class ModelCreater : EditorWindow {

GameObiject YuzuObj;
private static int selltem = 0;

void OnGUI() {
GUILayout.BeginVertical();
GUILayout.Label(" AutoModel Ver.1.0");

string[] ObjNameArray = new string[3] {"none", "prefab1", "prefab2"};
selltem = GUILayout.SelectionGrid(selltem, ObjNameArray, 3, GUILayout.Width(290));

GUILayout.EndVertical();

Handles.BeginGUI();
GUI.Button(new Rect(Screen.width-110,Screen.height-60,100,20), "Create Bomb");
Handles.EndGUI();
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if (mouseRay.direction.y <= 0.0f)

{

float t = -mouseRay.origin.y / mouseRay.direction.y;
Vector3 mouseWorldPos = mouseRay.origin + t * mouseRay.direction;

mouseWorldPos.y = 0.0f;

if( selltem == 1)
{
GameObiject obj = (GameObject)PrefabUtility.InstantiatePrefab(YuzuObj);

obj.transform.position = mouseWorldPos;

}
}
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FFH " GameObject. FindGameObjectsWithTag | Hif5:% Tag BNFTEYITAIZE » TR E
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public class ModelCreater : EditorWindow {

GameObject YuzuObj;
private static int selltem = 0;
private static GameObject mapManager = null;

public void OnEnable()

{
mapManager = GameObject.Find("MapManager");

if( ImapManager )

{

mapManager = new GameObiject();
mapManager.name = "MapManager";

}

YuzuObj = (GameObject)Resources.Load("Yuzu", typeof(GameObject));

SceneView.onSceneGUIDelegate += OnSceneGUI,;
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if (mouseRay.direction.y <= 0.0f)

{
float t = -mouseRay.origin.y / mouseRay.direction.y;
Vector3 mouseWorldPos = mouseRay.origin + t * mouseRay.direction;
mouseWorldPos.y = 0.0f;

if( selltem == 1)
{
GameObject obj = (GameObject)PrefabUltility.InstantiatePrefab(YuzuObj);
obj.transform.position = mouseWorldPos;
obj.transform.parent = mapManager.transform;
}
}
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using UnityEngine;
using System.Collections;

public class GetEditorComponent : MonoBehaviour {

private GameObject mapManager = null;
// Use this for initialization
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void Start () {
mapManager = GameObject.Find("MapManager");

}

// Update is called once per frame
void Update () {

}

void OnGUI () {
if( GUI.Button(new Rect(10,10,100,20), "GetComponent"))
{
if( mapManager != null)
{
Component[] editorObj = mapManager.GetComponentsinChildren<Transform>();
foreach( Component eo in editorObj)
{
if( eo.name == "Yuzu" )
{
Debug.Log(string.Format("Yuzu ({0},{1},{2})",eo.transform.position.x, eo.transform.position
.y, eo.transform.position.z));
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e 00 (1] Gizmos -

(g2 | =l m] (=) (2] (8] (2] (o] »
i ’ life.png
’ monster.png

(1] Unity Extension
(L1 UnityProj

Q All Script
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BETAR[EF] T Scripts | BRI > BETL—{##rHY C# Script i 5 " MonsterPoint.cs | > §T
S (ERIARE > TIA LU T AYRE =S -

using UnityEngine;
using System.Collections;

public class MonsterPoint : MonoBehaviour {

// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {
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}

void OnDrawGizmos () {
Gizmos.Drawlcon (this.transform.position, );

}
}

(FAERIAAINZ > A —{E OnDrawGizmosORy 57k » iE{EE Unity NEEAYGAZ —
HAF IR rT DURF Z 4G BUAE SceneView HINEYIFAEEME - I HISEAVPIFA & fsg ]
WwEE T TSN R EELEDR -

£ OnDrawGizmos()# (M A B I 17— {4 % icon HYFE S -

Gizmos.Drawlcon (this.transform.position, "monster.png");
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void OnGUI() {
GUILayout.BeginVertical();
GUILayout.Label(" AutoModel Ver.1.0 ");

string[] ObjNameArray = new string[4] {"none", "prefab1", "MonsterPoint", "LifePoint"};
selltem = GUILayout.SelectionGrid(selltem, ObjNameArray, 3, GUILayout.Width(290));

GUILayout.EndVertical();

Handles.BeginGUI();
if( GUI.Button(new Rect(Screen.width-110,Screen.height-60,100,20), "Create Bomb"));
Handles.EndGUI();

BT AR N RAE R 51 Fs GameObject HYRY E %%, " MonsterPointObj ; 1 " LifePointObj ; »
A 7E OnEnable()¥ 33 /i {E L & F Resources.Load & AMH %} EY Prefab o

public class ModelCreater : EditorWindow {

GameObject YuzuObj;
GameObject MonsterPointObj;
GameObiject LifePointObj;

private static int selltem = 0;
private static GameObject mapManager = null;

public void OnEnable()

{
mapManager = GameObject.Find("MapManager");

if( ImapManager )

{
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mapManager = new GameObject();
mapManager.name = "MapManager";

}

YuzuObj = (GameObject)Resources.Load("Yuzu", typeof(GameObject));
MonsterPointObj = (GameObject)Resources.Load("MonsterPoint", typeof(GameObject));
LifePointObj = (GameObject)Resources.Load("LifePoint", typeof(GameObiject));

SceneView.onSceneGUIDelegate += OnSceneGUI;

&2 OnSceneGUI » ¥HEAN if( selltem == 1) |, 2 5{FHR "switch () . . . casse | HYEE >
ERER L E R » AR Z gr K E/NE > R BN AEEY) B MonsterPointObj A1
LifePointObj 3= iR & -

public void OnSceneGUI( SceneView sceneView )
{
Event e = Event.current;
if(!e.alt)
{
if( e.type == EventType.MouseDown && e.button == 1)

{
e.Use();

Ray mouseRay = Camera.current.ScreenPointToRay(new Vector3(e.mousePosition.x, Camera
.current.pixelHeight - e.mousePosition.y, 0.0f));

if (mouseRay.direction.y <= 0.0f)

{
float t = -mouseRay.origin.y / mouseRay.direction.y;
Vector3 mouseWorldPos = mouseRay.origin + t * mouseRay.direction;
mouseWorldPos.y = 0.0f;

switch( selltem )
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case 1:

{
GameObiject obj = (GameObject)PrefabUltility.InstantiatePrefab(YuzuObj);

obj.transform.position = mouseWorldPos;
obj.transform.parent = mapManager.transform;

break;
}
case 2:
{
GameObject obj = (GameObject)PrefabUltility.InstantiatePrefab(MonsterPointObj);
obj.transform.position = mouseWorldPos;
obj.transform.parent = mapManager.transform;
break;
}
case 3:
{
GameObject obj = (GameObject)PrefabUltility.InstantiatePrefab(LifePointObj);
obj.transform.position = mouseWorldPos;
obj.transform.parent = mapManager.transform;
break;
}
}
}
}
}
if( e.type == EventType.MouseUp )
{
// release painting
}
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using UnityEngine;
using System.Collections;

public class Grid : MonoBehaviour {

public bool displayGrid = true;

public int gridLeft = -3;

public int gridRight = 3;

public int gridFront = -3;

public int gridBack = 3;

public Color gridLineColor = new Color(0.71,0.7f,0.7f);

// Use this for initialization
void Start () {

}

// Update is called once per frame
void Update () {

}

void OnDrawGizmos()

{
if( displayGrid )

{

if( gridBack < gridFront || gridLeft > gridRight )

{
Debug.Log("Grid Limit Error!!");

return;

}

float coordinateBack = (float)gridBack + 0.5f;
float coordinateFront = (float)gridFront - 0.5f;

float coordinateLeft = (float)gridLeft - 0.5f;
float coordinateRight = (float)gridRight + 0.5f;

Gizmos.color = gridLineColor;

// DrawLine from back to front
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for (float z = coordinateBack; z >= coordinateFront; z-= 1)

{

Gizmos.DrawLine(new Vector3(coordinateLeft, 0.0f, z),
new Vector3(coordinateRight, 0.0f, z));

for (float x = coordinateLeft; x <= coordinateRight; x+= 1)

{

Gizmos.DrawLine(new Vector3(x, 0.0f, coordinateBack),
new Vector3(x, 0.0f, coordinateFront));
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MR E#ELE " ModelCreater | # - [flj /2 FF ZE 1L S (BT HIRIA - R FAMT & B A A
public 5 AR GFHY ST DI Inspector #4RER(GEIRAVEEAE Ly public {H SR AEAE
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[B]%1] " ModelCreater.cs ;| > {F OnEnable()7E 17 mapManager HY | ;1A —EFEEE » ot
FJ " GetComponent<Grid>() | #IEf mapManager {2774 Grid fil » ZHAEI &
il null > B EFIREF | AddComponent<Grid>() | WA E% + 401 FEZE -

public void OnEnable()

{
mapManager = GameObject.Find("MapManager");

if( ImapManager )

{

mapManager = new GameObiject();
mapManager.name = "MapManager";

}

if( mapManager.GetComponent<Grid>() == null )

{
mapManager.AddComponent<Grid>();

HAE > H BRI mapManager g H EIBURELR T - EEHELIG H S5 H mapManager
PIERL el DGR 28 EE AR ARIE | Display Grid | 1 2) 2 (E G IR Rits 4R o
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1E SceneView ZH T~ GUI

HfFifR T dm i 2 (6 FHEY UL 48 24E Inspector BUBITZAVHIET YN » Al UE#ERF UL 48%8UE
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= HE R —HEHAIE SceneView LRIFEEATE » TMI2KE — Mg~ Ul 12
SceneView [ -

{5 " ModelCreater.cs | fillAS » #%] " OnSceneGUI( SceneView sceneView ) | J57% » ig
@2 M E @ ILY SceneView 4g #8411y 7J77% » ZLAE SceneView 4&#1 UI LLJH{HE A
" Handles.BeginGUI(); . . . . . Handles.EndGUI(); ; - #F GUI BY$5<EAF /i B $ 5
ERfE] -

public void OnSceneGUI( SceneView sceneView )
Handles.BeginGUI();
GUl.Label( new Rect(10,10,400,20), "AutoModel Ver.1.0 ");

Handles.EndGUI();
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1% SceneView #E /N ES

AT LALE SceneView #LE &R/ MR - ik GUI BUHEREN » T EVEFLEIIA—EE

[ERIREREEEE VAt s iy

Handles.BeginGUI();

GUl.Label( new Rect(10,10,400,20), "AutoModel Ver.1.0 ");

GUILayout.Window(2, new Rect(Screen.width-110, Screen.height-130, 100, 100), (id)=> {
/N EEREE
GUILayout.Button("Create Yuzu");

}, "CreateActor");

Handles.EndGUI();
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A A AT B M B {5 %] Asset Store

BB — (B ML — £ 3D SRS - BLFRSNE ~ B ~ R~ B
fig ~ WhlEESE > (E{TEL Unity ARIRVEIR > #0 A LURE] Asset Store FANE S RE T
AR B AR E TR E] Asset Store | »

S=BARL Asset Store 17 °

Window > Asset Store

HiE] Asset Store WWENHAE S » BHEAGEFHE M LA "Log In, WEA -
T HaA 552 | Create Account | 77 —{E¥rEg & > @@Eﬁéﬂ A ICHEE ST > DL
HNE 2 R AR ZE > IIAE BB —1E BN Log In #EITEA -
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Vertex Painter 2 for Texture ...

Editor Extensions/Painting
Andrew Grant
* %k kk ok
75 $37.50

This tool allows you to blend multiple textures
on meshes.

Select a texture and paint! The tool will apply a
blend shader for you based on your selections.

Shaders work on Mobile and Desktop, and will
allow up to 4 textures for blending.

Paint directly or randomize the textures.

Q

YYYVYVYYVYVYVYVYDS

Categories

Home

3D Models
Animation

Audio

Complete Projects
Editor Extensions
Particle Systems
Scripting

Services

Shaders

BASER R > Asset Store {E A RESERG S4B FAUKE Asset Store fEGEER
[ » H—{& " Public your stuff! | {7 » FEBELEE T2

Daikon Forge GUI Library

GUI Library RS S & S 3
for Unity $75

SoundManagerPro : Next-{

* kK k ok
$15

Terms of Service and EULA Cookies

UFPS : Ultimate FPS

* %k kK
$20

Skyshop: Image-Based Lic

%k Kk ok
$95

)\ Unity Labs 01: Robot Lab

* ok ko ok

N Free

Complete Physics Platforn

%k Kk ok
$25

Publish your stuff!

(¥ | agree to the Unity Privacy
Policy and the processing and
use of my information

Y

e T M A -
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Q

Categories

s A Home
Rating * Kk ok
> 3D Models
Your Rating
> Animation

> Audio

n ) > Complete Projects
Submit your content to the Unity Asset Store
Whether you're a programmer, game designer, * Editor Extensions
texture artist or 3D modeler, the Unity Asset Store > Particle Systems
is a great place to share and sell your creations
with the growing Unity developer community! We > Scripting
gladly invite you to send us your submissions be it > Services
a simple collection of 3D models, a fully functional
game with source assets, or anything in between > Shaders

we'd love to see what you've got. Textures & Materials

For more information on publishing content on the
asset store see the Asset Store Submission

Guidelines and the Asset Store Provider Agreement 24 FIOUR
located here DEALS
01 8 :06
Vertex Painter 2 for Text..
Version: 3.2.9 (Sep 05, 2013)  Size: 253.4 kB Visit Publisher's Website
Package Contents Eipand Top Paid

There are no packages under

(&3 AssetStoreTools this category

Editor

Top Free
[ AssetStoreToolsExtra.dll

A DroidsansMono.ttf Top Grossing

[ icon.png

Latest
My Stuff

8 .00 Importing package

Items to Import

vV & AssetStoreTc Editor [NEW
eTools/Editor /AssetStoreTools.dll NEm
eTools/Editor /AssetStoreTools Extrimeml
eTools/Editor/DroidSan no.ttf  WeEw

eTools/Editor ficon.png NEW

None Import
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PEASERZ » FHRYEEREE & 25— " Asset Store Tools | » 5530{T " Package Manager | -

erMenu RLGSESIGICRGHIEE Window  Help

Package Manager Standal:
Mass Labeler

Publisher Adminstration

Cuidelines

Key Image Templates
Asset Store Logout

58 AssetStoreMgr RE % > L L ABEEIET " Package | - $ T 2KEEHL " [Create
new] ; > EH4RIEEE]— #T#\%iéléégéﬁﬁa N ARG E CEYATE EEHE > i
%EJ:@EZ%J%EEP  JEFETT(E -

ssetStoreMagr

KyokuTileMapEditor

[Create new]
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HREEREHINARS - EEFUEATEML ——RH - B LRy " Package
title ; > FFEAREZLE Asset Store BURHYAME > 1] DUR IR T E A4 BRI A (Y4

P A e

FEE

T %Y Description 3% html #&={UE A fGZERIASC > (HAZFTA R html fEZHEE
HE[DIA T <em><strong><a><br> ;| > HEE » BH{T5H<br>FZEHH</br> -

F§ T HHY Version changes s5H ARA TN E R

AssetStoreMagr

Package draft o EZE_?T Asset Store EI/\j

Changing the fields below and clickir preview' will store the info on the asse

I
1 draft for you to preview. When the package is ready for publishing click the 'subr hit+ :%%
1 je will be reviewed and put to the live asset store if accepted /\ 'Fg‘
1

L html 54 5 @RS/ 57 EH
X HEfFEH <em>

<strong> <a> <br>

SENEE ¢

FE 2K NI Category ZLEEHUHYE#~{E Asset Store #RHYT5H » SE RN IEIZHEN 7T
¥H o
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@& Unity File " - AR o T \rea
Audio A
Audio > Ambient
Audio > Ambient > Fantasy
Audio > Ambient > Nature
Audio > Ambient > Noise
Audio > Ambient > Sci-Fi
Audio > Ambient > Urban
Audio > Music
Audio > Music > Electronic
Audio > Music > Electronic > 8bit

 and put to the live

Audio > Sound FX > Transportation
Audio > Sound FX > Voices.

Audio > Sound FX > Weapons.
Complete Projects.

Complete Projects > Packs
Complete Projects > Systems
Complete Projects > Templates

Complete Projects > Tutorials
Complete Projects > Unity Tech Demos

Editor Extensions

Editor Extensions > 20 and Sprite Management
Editor Extensions > Animation

Editor Extensions > Game Toolkits
Editor Extensions > Game Toolkits > RPG Toolkits
Editor Extensions > Game Toolkits > Shooters
Editor Extensions > Game Toolkits > Visual Novels
Editor Extensions > GUI

Editor Extensions > Language

Editor Extensions > Painting

Editor Extensions > System

Editor Extensions > Terrain

Editor Extensions > Utlities

Editor Extensions > Version Control
Editor Extensions > Visual Scripting
Particle Systems

Particle Systems > Fire

Particle Systems > Magic

P T EMY Price BB EE o

ackage draft
ing th Il store the info on the a
or publishing click th

king 'previe
the package i
| put to the live
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PENAGE T T Assets Folder j (YZSHI[ Select ... | - fE# HAVIEZESEh 2 B2 IH 2 LAY
BRI 24&TE T [Choose] °

Untitled - PluginEdu - PC, Mac & Linux Standalone

0.0.6 Select root folder of package

\Z -m\\z\ (] Assets i (Q
FAVORITES
(Z] Dropbox
2 ammatE
= %= AssetStoreTools GetEditorCompone
5} kyoku ht.cs
¥y ERER
H x#

DEVICES

Cancel |

Main Assets & & IR % g2 LA - SLRMEMECR EEAEE - SEIERLE X
FR R DAAS F 884

N Key images S {(cfE i A/ NEMREIF B ZEME R FOofE2S - 78 T small 200x258 1y
ESEIE T 5 50%M9 1 - ifii " big 860x389 | SE1E/LIEEY 50%A [ » 1S Lb e (1 R B A
BT SO ER s LA DURE G LB NS -

F N J3#Y Screenshots #] LS A SR FIHNE - K/INGATRA] - {H 5 Edr A 2R 800
DLt — Ry FE BB A F 2 hE] -
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Key images
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Screenshots
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FEFE AV BT B ABRS E A/ A E A FEER - TR SERURTE T [Save] °

8 0.0 Store Account

Publisher Account Fﬁé&k%\//&a%$ﬁ

Change fields below to setup yol

Publisher URL

B B A B/ /A EI48HE

fAZ N B/ A E]

Kyoku Tlle Map Editor
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RPE B SERR A DA% | | Preview | ME{TTHER > 02 FREREE T " Submit | 25 -
N2 Unity A GH#ETHEY > Fioa A MEG LEFRAES - Al LR T -

FEHEEGAHENE - 2R MAEME] " Gizmos | Bkl » {H [{# Asset Store Ff R 71,
SR E R - R MEE HEEEERE » HELFFF 34 A F] icon HYEE
72 (R RE Ao se ARIE!? (K —REHVRER T /A 2 B L Asset B (@R H &% > WIL(FrIDLE&
FRAFIBEAZE IS NE DL, Gizmos ERIFE » T T Asset Store Tools | (NS Unity /) 5] 851405
FHETEBRMERENS -
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ABEREMBEREE R - A2 EIS > FRIEGEIEE AR AT RE - 2%
WFMEATENRI S BT E T B2 H - E SR - RS [T TAE - 21k
WE R AR -

REEEPFRAR - SCEBEELL I R Unity A5 R HMAERIATITE » 22 T
(B  p EEE 2  » ZR A MNPRRR R R I S a4 E -

fE& © &LlilgM.K.)

Email : mkkii@ms49.hinet.net

HomePage : http://www.digiart.com.tw
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