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1 using UnityEngine;
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3 v public class RotateMonoBehaviourScript : MonoBehaviour 4
4

5 // Start is called once before the first execution of Update after the MonoBehaviour is created 5
6 v void Start()

7 {

8

9 }

10

1 // Update is called once per frame

12 v

v[roid Update ()

15 }
16 }
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using UnityEngine:

@Unity X217 k10 ENDSEE
v public class RotateMonoBehaviourScript : MonoBehaviour
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// Update is called once per frame
@ Unity A vtE—T10 EOSHE
void Update ()

{
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float rotationSpeed = 360.0f * Time.deltaTime / 10.0f;
| .transform. Rotate (0, rotationSpeed, 0);
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Object Space *~—0O Tangent(3)

Fragment

out(1) ® = @ Base Color(3)
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E2&ETHAMT5B

« WBINI—UERAET D
1. Gradient NodeZ{#E>
2. PT—TA ANV AZHIEBLUTES O BB ZE>TESD

HDR Gradient Editor (linear)

Blend (Classic)
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o Game E 2_6 gradient Shader Graph

2_6 gradient Shader Grapt
+

s Frequency

» Wave Number

4 »

E = (0’0’0_1) * Wave Number(3) ® L

Position

Dot Product

@ A(3) out(1) @ —

—_ _I_ @ B(3)
x out(3) @

World A
—
—_—
Subtract

——® A1)

— @ B(1)

w=1.0 EJ,HHlﬂ‘) —— Multiply

@ A1)

L
_I_ @ B(1)

K . E TOKYO POLYTECHNIC
UNIVERSITY

Time

t Time(1)

Sine Time(1)

Delta Time(1)

[C]
o
Cosine Time(1) ©
(o]
O

Smooth Delta(1)

Gradient

Fraction _/
Out(1) @

Oout(1) @ —=@ |n(1)

(E-f—a)t)modl

Vertex

Object Space *~—0O pgsition(3)
Object Space *~==O Normal(3)

Object Space *~=—O Tangent(3)

Sample Gradient Fragment

@ Gradient(G) Out(4) ®@= ® Base Color(3)

—@ Time(1)
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@ src - Scene_3_Mask - Windows, Mac, Linux - Unity 6.2 (6000.2.6f2) <DX12= — a X

File Edit Assets GameObject Component Services Jobs Window Help

@ Unity 6 @ Tl - E e Unity Version Control - > 1]

» Scene 3 Mask [at e Et it

+ -
# Favorites
Q Al .

4 All Pr

= Assets

R

M A on A 3 = None
¥
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Graph Inspector

Node Settings
Property: Frequency

Name
Reference
Precision
Scope

Show In Inspector
Read Only
Mode

Slider Type
Default Value
Min

Max

Custom Attributes

Graph Settings

Frequency
_Frequency
Inherit

Per Material
v

Slider

Default

X 1

X -1

X 100
Name

List is Empty

Graph Inspector

Node Settings Graph S

Property: Wave Number

Name

Reference
Precision

Scope

Show In Inspector

Paad Ninlv

Default Value

Custom Attributes

K® GE

Wave Number
_Wave_Number
Inherit

Per Material
v

X 005y O

Z 02

nName value

List is Empty

+

# Scene  owGame i 3 Shader Graph

3 Shader Graph

« Frequency

» Wave Number

k = (0.05,0,0.2)

« Wave Number(3) © k
@ A(3) Out(1) @
-_— " W
f @ B(3)
‘ out(3) @

Space World v

Position

N ki

w=1.0
(BEHA1#)

Multiply
« Frequency(l) ® Multiply

Subtract

L @ A1)
r @ B(1)

Time

e Tir
a Tim

Smooth Delta(1) O

TOKYO POLYTECHNIC
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k -

X

—w

t

Gradient

Sample Texture 2D

O Texture(T2) RGBA(4)

O Sampler(ss)

A(l) ®
Type Default v W

Space Tangent ¥

k Multiply
@ A(4)
( @ B(4)

Sample Gradient

® Gradient(G)

® Time(1)

(E-f—wt)modl

Out(4) @ I

Color Mode <None>

Vertex

Jbject Space e-=—O Position(3)
Object Space *-—0O Normal(3)

Object Space *-—O Tangent(3)

Fragment

@ Base Color(3)
ngent Space e-—0O Normal (Tangent Space)(3)
O Metallic(1)

O Smoothness(1)

—O Ambient Occlusion(1)
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xt Window Ctrl+Tab

HX[T: Unity Recorder | =

-

T — LDENBEHRRS |
« 12 AL—Jl: Package Manager

Package Manager
My Assets

Services Ctrl+0

Sequencing

Asset Store

‘Packages)&lUnity RegistrylICZE [ =

'ReCITIRERI D& EDAZ1—"TUnity
Recorderii%sd

3. Unity RecorderziR
4. 1A=

Text
TextMeshPro
Ul Toolkit

Version Control

1
2

WO W W W

Visual Scripting

Recorder
5.1.3 - September 19, 2025

From Unity Registry by
( 1 ) L Unit}l‘ e Y SO ° : com.unit

Built=in

Install
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Unity Recorder OfEL\VA

* N

O 5]
« Window XZ1—

« General - Recorder - Recorder Window

.2.6f2) <DX12>

Layouts >
Panels >

Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

General

2D
Accessibility
Al

Analysis
Animation
Audio
Multiplayer
Package Management
Rendering
Search
Sequencing
Text
TextMeshPro
Ul Toolkit

Version Control

R A " R VA VL Vv [V

Visual Scripting

v
Manual

Scene Ctrl+1

Game Ctrl+2

Inspector Ctrl+3

Hierarchy Ctri+4

Project Ctrl+5

Console Ctrl+Shift+C

Undo History Ctrl+U

Progress

Test Runner

Performance Test Report

Recorder Recorder Window

Device Simulator
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+ Add Recorder

Animation Clip

Movie M p4

Image Sequence

Audio

“ Mo active recorder with no errors.

UNIVER

& Recorder

Recorder

START RECORDING

’ Exit Play Mode

Recording Mode

+ Add Recorder

v [ Movie

W'

Manual -
Manual ™Y 3(E
Single Frame X 7Y 723

Ready to start recording

Output Resolution
Output Format

Encoder

Codec

Encoding quality

nclude Audio
Output File

File Mame

Path

Take Number

Frame Rate

Playback Constant v
Target FPS 30 v
Cap FPS v
vie Recorder Settings o
Game View v

Use Game View Resolution (1920x1080) -

Unity Media Encoder v

H.264 MP4 v

High v

v

<Recorder>_<Take> + Wildcards =

Project w Recordings
D:\GitHub\tpu-game )

2025\PGWS4_7_time\src\Recordi
ngs\Movie_001.mp4

|I_ & C.

XL CELEx A HE
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%6 Recorder ,
Recordings

é

START RECORDING Frame Rate
Exit Play Mode Playback Constant —~ .
Recording Mode Frame Interval Target FPS 30 (&) #RFR - (D 7Lk

Start 0 End 30 Cap FPS v _
PGWS4_7_time

+ Add Recorder : Movie Recorder Settings

v [f] Movie Input

-

Source Game View b Vs Movie_001.gif
Output Resolution Use Game View Resolution (1920x1080)

Output Format
Library
Encoder GIF Encoder
Quality 9( Logs
Qop
: obj
Output File

- — - Packages
File Name <Recorder>_<Take> + Wildcards =

Path Project * Recordings ProjectSettings |

D:\GitHub\tpu-game i —_—
2025\PGWS4_7 _time\src\Recordi ‘ ‘
ngs\Movie_003._gif

Temp

Take Numbei

UserSettings

Ready to start recording 1 ENEE
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. f%%ﬁgi(z) (s .gitignore
.gitignore C[3

EBiTNTL3

.utmp/
/[L1l]ibrary/
/[Tt]emp/
/[00]bj/

/[BbJuild/
/[BbJuilds/
/[L1l]ogs/
/[Uul]ser[Ss]ettings/
/[Rr]ecordings/

*.log
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