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BIE : oY Ca—27—LHRICENT, Fv I/ 2—0DREERHE, TZOHMLARARATE—
23 vEEDWVWDW 3 3C (Character, Controls, Camera) I XD %/87 X 2 ZAIHAEE THEE &€ 5
TR —LMEBROBEZR LERBDICHEELENTWVS. LM LENS/IST A ZOHRETYT — LMEHR
DRELSZET 2 T L2 BRI TE 28I DR, 22T 2D Vv 7 — LR e3T A 2

BIC T2 BT HEREH, [JumpLab ) ZFFE L.
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1 JumpLab FATREDT A7 w7 (#5) ORT. LfllnE
v ¥ . X Processing SaEDIATEREL.

1. [FC&IC

AV a—&—"—LEFICBWT, ‘pre-production’
T b BEHFEOVIHEREIC BT — LD L 5 51857
R TERRRANICHD B, Loh b e ZNZEDTHh L%
DI S Z EOHEEEDNLIEMENTYS. g
SHAFITMT TOBFETT 5 LIeHFRERIC DN TDEIE
MWADB EZNUCHDLETLANIVTY A VR BIET B8
HECTLRY, HRERLHROBEAKZHITHTHS.

pre-production 1ZBW T Z R TR E D, ]2 EAH
FTAREDEDVTRIERICHRBENTVSH, TR
F—=LBREL LT, ¥R —L707a—PY—¢ L%
BOT—LARZIATOTOT a—ABXTaAVyH)L7—
v a v ORI FFD Mark Cerny A 2002 O Tl
AT 45 [1] D5 BD“3C” ICHEET 5.

e 3C’s: character, camera, control

e game look

LOBRBRE
a)  kentaro@fukuchi.org
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e key technology

e holistic game design (if appropriate)

Cerny ¥ 3C, §7&bbFvy I3/ X — - AAZ - OV}
00—/l 7% pre-production I CEHANCH D HHITNE C
LD ICBIFTNS. 2T F¥I72—1 &, F
KT LAY—DRET DAV F YT 7 2—DRIZHRZ
DTS 2T, [HAT] BAATOHETHY, Th
BILAY—F¥ I 2—DNZES TLAV—IcHE
HZhEREUT, T—LZEMlZ T LAY —IcES5 RS Y5
MebENTS. ayba—)b] 37TLAv—IicEnk
INCF YT I X—EEEE, FNEZBUTT—LZ3L
FHBEDZRET HEETHS. Cerny XX 5IC, 3C &
Fyv oo 2=7 0 a7 —LRHEUTEBURICR A 0
ELNAEWVD, MMty 2 VOy —LICEEHAT
THLLTWVA.

3C OEFNMIG T — LERICBOWTLLE#HETN TV 5.
B ZET — LT A F—0dD Chris McEntee & Ubisoft
Montpellier 2% U7z “Rayman Origins” D BHFE#EE
R DK 5 L HH T “At Ubisoft, the three Cs of a
game (camera, character, and controls) are the most
important thing to define and maintain because they
determine the player’s experience throughout the en-
tire game” ERRTIFE D, Ubisoft W7 — LKER xS
HEREZFHEHELT 3C ZRATVSELTWVS [4].

—JiT, TNZHRRMNICBZ B8, ZOHEELL T
RBEHDPITNKH KT BNE. T—LARZHA S
BRHEDHETIZDZELANDNF Yy I X—DHFERZD
BERE, TN ATE—Y a3 VIKDVWTENSDEEN
ZHERFLTIEVWED, ZN52EDKSICFHETEMNICD
WTHAZ L ZERELTHED, ZOHIMEIEREZ
Po Tz DIFD7RL.
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ZDOLTEELHWRHITEC 20D, HBKICFZENMLT
D 3C Ol rEERzwEh L, ZOEEMIC DOV T OR#RE
BIAVETIT 4 TEMORENTHS. FHE LS
TEHRFEOZHETCRIAVE 2 —Z—F — LOREET
EEDNDIELIRL, ZOEZLHNHETOT — LOBAEICHE
g 2h, O —LEMRTZETAETHE—
WT, ZOFRBICHZMT ENEHIIHZASE LIV
V. RIS, BEARUZEEHT 3C O Z B LTV izTz
DITNT U AFFCE R Z L TWVBEBIFLERIZZRA
MTF 5.

ZTTHALEZ 2D DRI a— Vv T T v a Y
77— L2 M, 3C O, RSy T v av e
ATE—T 3 NCFHE L7288 “JumpLab” Z{ER U 7z.
JumpLab (& Processing Saf CHFEE N, GNU General
Public License 3.0 DL TAMENTWV S, £z 2021
£ XD JumpLab @ Unity IROFAFEZBD TN 5.

ARFH TE JumpLab OF%FTEMS K UFEBEEIC DWW T
WEd 5. % JumpLab ZHWVWTOHEICOWTITER
FEFEFID RN T8, ARG TIERN TR,

e
2. BE

HiE Tk 7z &k 512, 3C (Character, Camera, Con-
trols) (&7 — LFHFED WIS T ARSI N B NE
EMARBEN TV S, mHRD McEntee (XD X 51BN
T35 [4].

The player mechanics were designed and im-
plemented iteratively, and the animations were
changed and tweaked and thrown away un-
til the three Cs felt perfect. Only once the
main character was finished and comfortably
fun to control did we begin working on level
and gameplay element design.

[AFd 9 d Ubisoft Montpellier H3Fd%E L7z PlayStation
3 A% — L “Rayman Origins” OFIFEBIRICIIT S pre-
production DEHEHEICDONWTE R LIZEDRED, ZOiE
FRICHEWNT 3C B “perfect” TH B LR END FETE
EEEDBROIRENTZE LTS, ZLTENDFEATH]
HT, LNV (Wb (| TAT—Y] DT L) ZD
MOBEROTH A VCEFLIZE LTV,

3C DHEEPET OV TH K XIS BV T, TREMRIIC
3C Z 2D XK ICHRFITRENT DOV TR 2R L
eHliE b, BZEEIFMALRDT—LTEDKS 77—
LR Z 5 MM K> T, FETANE 3C OHENZEN
TNRBRZTENZOERNTHAS. Fie, 17— LK)
ZDLON, WHEREREZGZ2DONREEL VS FELH
%. BHEREE LT ‘game feel! (F—LEKH, T AR

*1 https://fukuchi.org/works/jumplab/ X O HUFATHE.
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NHETFHENBH, THUTDWVTIE Steve Swink HVEH [6]
T, “real-time control of virtual objects in a simulated
space, with interactions emphasised by polish” & E#&%
HBZTWaH, R0 ThoEsEHEE 29 E e
BEIBTEDTIEE.

—77 T, 3C D& DEHRICDONTIEHA KL THE -
MAEDHED BN TS, T TEREHESHEICLIEEDICD
WTEMNTBZICEEDS. Martin HIZEFOY — L2 A
VDY v THEZ ST L, Vv Y THIEDOERE 21
KHBL T3 [2]. Summerville 5& T ORFHZESML
DD, 77 IV—aY¥a—X% (NES)iOY v T 75
¥ g v — L (“platform game”) Z#MIC, TNEDT—
LCBF %Yy T OWER T — LD T LA Hiiih 5 HE)
TS 282 L, LDy — LDV vy v THiiER
AL TW3 5. v T 7oy a vy — L ETRA
A=V —LDHATE—T 3 /ICDVTIE Karen H
IR REAS R 2 WS LTV [3]. JumpLab THRAL
TIRTARZZKE TN DFEATHEICM S 72.

3. JumpLab %5Hg8

3.1 ARBLUNRI—Y

JumpLab (&, 77— LBFEWIEARBSICE T % 3C OHEE
WEBZBT=DDEMME LTORRERE —ICRT LT
5. BURWNCIE, VY77 Uy a v — L EEMIC, FE
KX T 702 arBRUOAATE—YaVIckDb5
fiR OBEHEZFATRICREEREL LTED, VvV THYE
2 LI BRI T A 2GR 210 IR UsndIc TA % &
ICT BT LT, ST AZBICK > TT— LIEH (game
feel) MONCZ(LT B0 AP HFIHBREE, ZhzEl
T3C DHEEMZEHRLTCE5ITEEHNELTVS.

WHRI—FIE, HZBBET 2K ICEEDO—ANK
TR TV 2 - 3 EALMT DR THNT S
TERAMNE LD, T—LERESA V2T a VK
FHCR D ZFFORE 2GR E LTS, LY —IVH
RITFHHERIECHA D K HIREI L TH B0, wH1—
PRAFEICFREENRV. XY — V2N TIThNh%
T8 PR 2 T DITIIEAR Y BES)IC B9 5 ARk
ROENB T8, REMWIIZBEZ S 324 LLED S
LixB1EAS.

3.2 2fkEREt

JumpLab DMHIAERIE, 2ITRT XA —LDS
LA T & Al 2R EER OGN & 2B S e Tna. T
DIRRETHEEHZX, F+ T 7 Z—O#EE L A ERDP
ERZHIFEDR LT, F—LEEOZ(L 2B L 3C O
FHEEICOVWTER, VS ONRANZMHEETSH 5.
TDEE, TLAY—F¥F 7 2—DEEEIF—F—FE
LRV aART 4w 7 &> T, MEBELEOEIEFEI
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2 JumpLab OB, 7 L M & T2 EHEOF AW
HICEREINTWV3.

U AR K > TITH*2

FAFEICIE Processing ZfVy, £/eF v Z 72—l
PR EY & OEZEHE R EGRHFOYT > Y V2 VT
I RTEHESE Lz, THEAY — IV — LBF %
B HEAFOFEHEM E LTRHGEIEN TV ED, 0D
TEY—AO—RILT 4 X EFITREEE N —IKELL T3
Processing 252 & T, IV —RAa—F2&
TBHIENTE, FLELBEISCTZOREERITORT L
THEELHNELTWERDTHS. iz, FHD 2D
DX VTT Iy T LATRIEENTO Y vy T D%
OS> BB T Y VAW TORENKEHTH -
‘TR E LTHETFONS. BARMICEY vy T ER
REDMZEHE DFRRI®, B2 EAH L TOY v T hi
WD, HIHEICDONTIE 4.2 HiTHART 5.

3.3 AXER

JumpLab MIFATREA]Z &9 % 3C DFERICDOVT,
DR BB EhAHRGHE 2R . BARNRERICDONT
BRETHGIZHEST LDDFEIT 5.

3.3.1 ¥vSU4%2—

Fy I 72— —L7ty hONTEIEHICEET,
RIS LAVY—DET S T LAY —Fr 57 2—] &
TLAVY—DEBRADMNRTHD, ZTOTHA VN RE
TWHIN TS, FHCARY =)V E LTW5 =AM
MO2D VYT T I a v =L BO TR T LAY —
Fr T U Z— 3R RIS s MBI UKD T
D, FOT7Ivaye L AVY—R T —L@ECTHICH
WK BT ks, AT, F—LHICEREZ D
FRETLANY—RZ T VAY—F¥ S I R—DT7 g
FR) T a B TRETRED 6, FvIY
=T A FHICAZHOME TR, ZhZ2@ElT
TLAY =D — LR ZEC 20 ORI1E 75>
TW5.

LD LEDNSF Y T 7 2—THA DT, FDOR
2 DT A RPPERIFIC OV TIEY 3 A AT ¢ v ZICEID 4T

BT LzuRRE LTWVBN, TSN ERLAMHID Y TS
EMTERVIOATRTOHHIIEET 5.
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Kl 3 JumpLab O V+ty FF¥ T 7 Z—DT7 Z A= 3 8% —
v @), B 3 -1 B -8 B F YT I/ X—DED.

{
v
L

H, flzEXBIRLabg0naEzgdcagiclTtnl &,
BT F ORI H ORI HREL FICREMITLUE
IRNNDHB. ABEMTIE, 2EDEHD T LhDiane
EbLNBEO ZDOBEHEICDWTHZ B EEEHT ST
b, Fv¥ I I R—FTHYAL T ONTIIMN A EEE D
{FBTLELT.

Z T T JumpLab T, BHHDEZ 3O T
Fry oo x—Fiftdzic il B3
KEF YT I R—DT A= 3 V2=V UOR
. BERZHEEDOF v I/ 2—Z2ARELUHER, Fv5
Ja—E—a YOBR®RNEDREROONZMNE, Z
OHEEICIR HEEING, DEVHEEOENF Y7 X—
THNIBEDOBFENE DN, HEDKF ¥ T
Z—THNEZ I HhSHNTZEON, ZNENHNLNP
TWHEAND D EEZT IO TH5. ERITITT— LD
BREICE L mL, flAETHIEE Th IS
DEVFY T 7 Z2—TEHIEK LOEDLIZHZZ Y Y TS
HOEDNHWSENS T 2Nz, hEEE X 5ICBH%RT
B, TNEHEBRT ST LEPIED 3C DD DD
BEANOENZIAET 570, KY—IUANEDATDIER
wHcre L.

3.3.2 AXAZ

NATE—a Vi, 2D BRI/ u—)VY v T 7 7 3
IT=LRCBVTE, Fy I 7 Z—0EEIGERL TOD
ICA A S ZNHEREE 50, ZOEHOLUHNNRERS.

JumpLab THMEd 2REHEZ [3] 28&IC, 10 O
FHEEAEEL L. T TRZOMEERNS.

41, JumpLab WRHLIEHATE—2 3 VDET
JV%E/RY. Center marker (35 X OHPOIET, 7
LA BEHOHDCHEICNET 22 & &b, — il
ANV—FX T I R—TEBOTHATREBHTEC LIS
M, TDLETLAY—Fv T Z—& center marker &
MEEZXICH DT ERL, TLAV—Frv T 7 &2—
OHEFTH AN LS NG 2B > T THE1H %
(‘forward focus’). TDE&E, AATHLZERTTZNZED
&% C T Tld target focal point &FER. Fiz, SL
AV —Fv T 7 Z=D)T M2 T BFE, 2D 7= LTR
FY IV 2—DHRFICEDHEZEZONZEDHEZL
target focal point DEMEBE ZH< T L &%, EHD
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Camera window

Center marker

Current focal point

B4 AAXASE—T 3 VT 2558E 2 UL L7E D, JumpLab
FEITHRHC R B I TN RN LIz 5 T LA ATEE.

RMEZeZs | FEC LAawy. TTTHEREDT—LT
TNz STz, focal point OBENIIE SHMIITHN
5. TDEEOHRRZ focal point % Z T Tl current
focal point £M-5. Camera window (&4 X ZHILD
FFNCARENCERIE S NI T A RUT, AAXATHES XN
% (LAY —F+¥ T Z—= current focal point) MNT
DAY RUNICH BT AT IEEH Tz,

CDETIVOREIST A X, il 21X target focal point £ T
DEFEESD current focal point OFENHEE, camera window
DREEIZE, % JumpLab TIIAIEHEE & U CilFRTEE
ELTWVW3. TNSICMAT, BEmEEHROZ(bICKERE
BrH525BRAL LT, Fvy o7 2—EEYNEEIN
Tehismihle, TmERDBEHMEET NS T RIBE TAY
O—)V#EZ R R 585 2 L TRzt d % ‘parallax
scrolling’” IZDWTDINT X 2 EF#EEATREL L7z, parallax
scrolling ZERM T % & I SEROH) & 3 FT I T >
KOLIEEDERDIED, HisilOERDDENT—LT
A AT EZZRICED L TE T LAY —OH BN EHENE
HEND T EDRBRNICHISENTNS.

3.3.3 arro—-Jb

JumpLab TiE 3C ODND Tary bra—)b] iZDONWT,
Dy VITHRERE I NEE R E Y v VT HEIC T S E
R, BIUENLICERICEET S, TLAVY—FvF 7
2 —DOBERFIC BT B IR 3 E LR E2 G397, 20
fEDOERZNZ L Uz,

ZTT, BIEOYY VT TRIRC LD ROYLEEN S
MVEB K CHEIIGEENZ OFEZ ZIFEST DM, TV
o —2—7—LTRIECRT IO AT — LEROR
M LZHNE LT, B BYsiiuEIc Bl S Lok
Vv ITHHNLNTVS. BIAIER 5 ITRTOE, Tv
VT K o THNTZIGINC D 2 BIGAN\EBEIT % T Ak
HHND ‘platform game’ ICK S ASNBZHLHET, AR
W B EIINEED FRERFCHODNZ ZFNE D E/NEW.
T 9 LIEHEN W SN2 B 2 ICEHIH & N 5 H iRd
ICE, @EWIEICH 2 BHIFENWE T AKX D E/NENT
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rising

falling
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K5 799 bhI4—LT—LICELAENE Yy T HE. FEE
&R e TEAOIEEN RS> THO, ERIChMBREXD
& RERIC D B R DDV

EMNZNTz8, TNV Y VT TRENT S BII R ERE
T BRETORMNRHE LA VY—Ic5256N5C L,
WIS ZTHSRED 2 & ST T ORI TRV 28
KRB SN REER R Z T LA VI ERE 8
FIKFL T BT ENS.

Fiz, Vv THOBENY ¥V THEICHEER 5 X %
TF— L& ZBEMAT 28, 5 LIHEREET 5728
DEZRZRMIL TS, HIZIEY v Tho kAo
T, Fldr T RE BT 2 A IV TIC K BHEDOE
taEnH%.

3.4 Fyv—brXRR

JumpLab Tlfic, F'LAVY—F+ 57 2—DfIEL
HE, A ATONELEEZRERY TR RS 5F v —
FEREREZREBELTVS (B 6). 3C DIBAATE
a2 ba—UcDONT, LAY —IC KB BIEORENE
DEIIKMENZ DN, ZORERIZE(LE 280 7 L—L
4.67TH) SAERTSB. TLAY—F+T5 I X—PhA
FOHFEOEDWENE, E£hF v T 7 2—0OBHICE
OREEORRLENZ & > TH A TBEMERM L TV 5D
ZXODOMORTIMRTHTENTES.

3.5 BRERGEESIUTV LY MgE

PR B U T I, AR DT TIHRIET %
TENTE, FBTENZHAHT T EHNTHETH S.
F - OBAREEFIH LT, JumpLab Tldd 5h COHITER
TNz, BHEOFERL S — LD v THEZ IR L= 7
tw hF=EZBPRBEEINTVSE. oSy hTF—&IE,
SCHR 5] IciBE Tz, BT — LDV Y Y THED TS
TEBIRL, £REHEEOTF—LOT LA HiEziFEL, 3
RIED TY Y VT HEE DD RN S EE DD TIEE T
U7z
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JUHP | CAMERA | JoveTick [EHART Hise

SHOW YELOCITY

Be6 Fv—hERKE CITRILAV—F¥rITI7X2—LAA
FDENTND X JEEE - Y BIENERRENTVS. TV
AV FEECE o T, ZNETNORED X 57 - Y D&
MYz 5N%.

4. JumpLab TERTER I+ T7 0 3
Ve hAATE—Y 3 DH
AREETIE JumpLab Dt 2L ERZIIET S &
THRLNZMA T 3C IKDWTHIRL, ZOMfETc—Ho
AIAERICOWTHIRT 5. AR TidI N TuvangE
FIZOWVTIX, JumpLab BAAY A N TREGFIAZ LT
WBHDTELELZZIRENTZ .

4.1 Forward focusing

Forward focusing (32 <D 2D XA7u—)L7 73
T—=LTHEHAETNTWAEHASE—a VOFETHS.
[FRED 7 — LB TEHEIT D S BEEFEY) M v 2
IR =R —IVGCTHHEHT A2 M2, 2ok
=, EMHRLEZFNSGA T V2 e LAY —F v T
U 2—L OFEENEMEES &, TNEAOMLETTS Z
ORISR T LAY —Ic 52 6NT, TLAY—Ic
Riizszbd. ZTTTLAY—F v T 7 X—DHif
HAZIL LBTDICHATHLE S LAY —F v T
Z—INBHEFTTIANC S 5T DA forward focusing TH 5.
JumpLab Tl& target focal point £ TOHif% ‘focus
distance’ ZE{CHEETZ 5.

Forward focusing ZfH L7SICHEE K2 D&, 7
LAY —F v T 7 2—N2cET M2 ZE A T3
target focal point MELHICAEZZEZ % T LIR2T9,
A ATNENZRCEET BT LIchB. HATEDRA
W ZLE T LAV —=IC & > TR EERBORK E 72D 5
%. RSB IARIC X o TEE RSN T 5 5 A,
Wbib B THERR | 2829 T EAHIBNS T2 [7],
MhTNEMZ20ERD 5.

SR A S MEE LRI Z B ik L UCHRIR AL,
A A THENZE easing SHZEDT, JumpLab Tld easing
DIRENAIE LTS TVEDTINIEBNAELTHS.
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ol U SE SE K SE SE UE SE SE LE

B 7 Forward focusing Dfl. FLAY—F ¥ 57 2—hm 5T/
[\ 200 ¥ 7 )VEEN T fEFTIC target focal point MECIE &
NTWV%. FITHAZERTEZHATE—Ta .

U LHAIIC easing ZW T 72856, A AT target
focal point h'5 LAY —F v T 7 Z—DEI 15D
fIicTNB T L EixD, easing DIMIICK > TEHATH
DT LAY —F¥y I 7 2—KDEBENTLES T LK
D, forward focusing ZHEK TER. £ T, K4 TR
L7z current focal point 7%, target focal point Z3EW 7
F2EIICHEOEMNCENETES T & T, forward focusing
EHFFT 52 &M TES. JumpLab T current focal
point OBENHE 2N ZICT % T & TT ORROEES %
Bulge L L.

Forward focusing Z T, mi/5#H5Z T IC RS
lz0iiE, TLAY—Fv T Z2—DKVROBELE
FERNHE &S HEBERT 5. o< b BN TORELH
DeR27—LThNE, WiitHRZIAL & BB
<, HESTBHT 27— LThNERTTHIIIAL &
Dz, Fiz, Wi SHBIUEEYZ Y v > T Tk
2EETHNX, Ty EERE LT NIRRT ST
B, RIEOHTSEAOFEE Yy T ENEGRT ST &
5%, INbDT e D, 3C OFERIMHHEICEKRL
BV, TNSZFERICTRET 2 08hH 5 Ehbhd.

4.2 Iy 7 EREOEIHIEDREN

Ty T A —LT—=LDI>E, [R—=N—=<UX TS
Y= ) IRESNB KIS, BOBFTICEE SNz el
DYy T TBHTEENKRDENS XS T — L
ICBVT, B 8ICRT STy ZOTIHEEEY v/
T TR LR T ENH 5. EhSBIEEDIT TR
WKIY T TRONEAIZELTE, EAOBEYIDHE
WKE>TWeD, EVENEDY ¥ VTR LDH %
BERET, T LRERPELRT L.

TDLE, TLAVY—F¥S5rx=LTay 7LDz
HEICB N THWENMEZRE L 2RI Y v > T O LR EE
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E 8 HISHEDEAMOMTF. ERTEEMEZLTESY, Yy
LTI VLAY —Fv 57 Z—0ENEH o7 ry ZIcHzE L
BRc Ty U MEIEL, BRI TRZHBLTVS. AT
o7 my JIcEZS, TRy VBB X SIS LAY —
F¥ 77 Z—WECIEBEI S E 5Nk, EADIREL T
5. TOBRTLAYV—ICLBEHRECTHF v T 7 Z—DEick
L, HEchboTmy D AL LS ELTWna.

LU FRERHBHE L5 57NV XL (K8KE) B,
Dy VTR T LAY —F v T 7 Z—DNE & #EI 5
T2LENDS.

TCTT, WERICT LAY —F% 57 Z—DEZEKF
ArNcHiEL T ay Z 2zl L, HD EHEfEz kX
BFBLIICTBE ®WsH), FLAVY—F+rI 72U
BOWGREPALETH D, Flezokicyay 7 LA
IO ERD. DX S EHEILHEDFENIZZ
DI % VT TF—=LTHRHEN TV 3.

T ORRFNLIE I, ¥y THRICZERTOT LAY —F ¥
Z 0 Z—DIKENE DWERERE 23 F T e £y R TITH £
WD 5. ZHTOBIHREEISEOHBICITAS KD
EBETOY v THEN B RE GENT2EDERDT20,
TLAY—F ¥ T 2—DEHHGDE, BIFEOZEHIE
FEMRDEND L5 T v o7 Z—DFHIIEHE DY
RELGNENDDHD. — /T, FHOENFY T I Z—D
TIRZ, —fRICHEZRHERICHVWSNZEIEOINT VT o
VIR I REREL AEIRD T8, TOFRMUEN N E
RIZHIIE S DD > TOERWEEDIC S D> Ty T
M ENZEIICHATLE S HEEH5. The Xk
3C DB HEEMNHEICER LD S BHDO—DTH 5.

5. Unity lRDBIH

JumpLab & Processing THFE L& DN, 77— LA
PR EBZ B TIIFEL DO — LFER O VUM
ILAHAVWSENTED, £FNSIEERDT — LFOH
BTEHOONTWE YD, £5 LIS =LY YV ET
ET 2E8MOFEOEBNT ENTFHEINS.

Lo EFNSF =LY YT, JumpLab BHEMHE
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B 9 Unity ik JumpLab DOFIFEHOHIH.

LTWB X2 LAHDINT X R FIFMERE 7 FEUE T
LTHED, HRBICENE TCHONIRFICHHDY —)VNx
&% 3C OFEEICIO BT LIIEF .

—HT, WIFBHCE->TRTH LTS —LI VI UIET
EHTEDRIIMNEEZRT, 3C ICER U222 RIC
BHEERNZNEEEZONS. HIE, EELHHET
B TR — LT Y D Unity & HWTH —LB%
ICH D FHT ANV I IR0, 3C DFFEELIRTIC, Unity
EHONTOTO TS IV 7K %7 — LBFEO 2R IR
ZEZBRAL, RO ZHERLEY, HEHNETER
WHADRZIT BN S.

% CCBIE, JumpLab % Unity THIZEL, Unity O
EiiZiGhLDD, 3C O FHICERTEERI %Y —)V
DOFIFICHO ATV S, TTTERZFNUTDWTHHICHR
59 5.

9 ICFAFEH D Unity hx JumpLab OEEZ/RS . [H
HIRERIE Unity T—MNZRBHFEHBIHEICAILzE D L 75>
TV, XT ARZOEEICOWVTIX, Processing Tl
IS GUI ZREEE U CTHRE LAY, Unity ICBWTIE T —
LFATHOINT X ZBAECIHHERMICHAV 5N % inspector
ERHOTHELTWS Y, Unity TORIRREBEAS DL
TR TES K ICE>TED, FMBIOSNTAXR
BN Uz E Z D GUI % inspector BN 3T &
WRS L%, Flz, Processing MUCIZLNIVIT ¢ 2
MELTE5T, ATF—JYOBIRIGEHRIC CSV 771
U BEHIAENTAREE & 7> TWizAY, Unity fR Tl
RO EETRIEEINTVDE LNIVIZ T ¢ 22V THSE
THIENTESERD, HIZREY Y Tz L%Ic
ZOYVY YTHICHES KK AT—VBIRERET S,
EWV S T HENEEEE D ATREL 75 5.

—7j, Processing i CIEMEAICHFEL TV z¥ v Tl
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