R—=r7xUF

MEFRE 2 —~v YT HT I —EER

T—LhlLyY TRTIT—FK 25

=H EE




e JO7 4 —JL

* UnityTEf
- Bl LTIars— LA
254y 2 OEESEOHE
B A N RE D EE
 REAB I BORY - B
CREICBRTEHAT
cFa—rUTIL

DR A—ILT I a v — A
EELNSTE L BEOER R
A VR—=T 2 —RERAWEA—VEHE
* XA MVBEATOIATESDT — LA X T
BRI D AUTIRIEANAE 12 75 B 1
“DEMDZAT 4T
-EEI7 7k

DY T o avhsy — A
e DirectX

e AnimatefFin
DA —T AT — LA
2DV a—T AT — L

2

© 00 N o !

+ 11

- 12
- 13
.14
- 15
- 16
.17

*+ 19

+ 22

+ 23

* 24




a7 44—

K% ElREE %Rl 5B
FWD 257K
HEEE oo o<v—

ATFF R F )L
— C/C++, C#, ActionScript3.0,
=k HTML /CSS, JavaScript

=15 Visual Studio 2022, Unity, GitHub

BRI Adobe Animate, Adobe illustrator,
S Office Word, Excel, PowerPoint

5 PR

KEF % 28 %%;ﬁﬁ%& CAFEL, T— LA
BEE 7007 iv a2 L TCEE LT
F—LEETIZEICAA VTR T —%
B, LW EIZHkE L DD, hhbik
WEZAIFEAAE T O THRER I
L7L'T/|5DDOD7TUT4 —mEICBOTEE
L7z,

IB7E (L. DirectXD iRz L IR Z £ D T L
9, 5%, DirectXx W=7 — LD
ERGICHEER L KD &EEZ X TWE T,

3




Unity 5l oL 77> 3 7 — LA

VER « A_— « \—E o

mx nonnnn,. . OFOOH n
o WUUUEIR — SEE)TTRER R s ) )

) A

=X + bh=E>T

4\

ETs ) R
= | &)
O &2 @ 20 T FAEE @ BFs g g
FIRIREE Unity 2022.3.19f1, GitHub
ERY —IL Microsoft Visual Studio 2022
RIS EE cit
BEERLS PC
HIVERAR 45 B (202438 ~6A1)
HIEAZL TovF—1AN, 7RI 7—3A,CGTHAF—3A
BHEAT D— K70 o<—

[REZ&IT AN, @FR%iH> X3
To—L] REARITOLSICU-H
DI DT EHREIZT S 5L T2
> a v —L,

T — LIE




Unitys| oL 77> 3 T — L
& X7 4 v OREEHREOYE

[E]&5 75 [ D HTE

O hkA—7—0
AT 4w 7 HEETEY D
KEFETEI Y A7 HET S
BEgE 2 1ERR L 7=,

BEDASTEEIRED A S
TEODAEDEZETE L. .87 LW AEE
BELZELYXKZTULD

INEWHTHIEZIT Do
TOMREAER LI EICEY 7L —rDIRY T3
DEEENIRERIC LA > 7=,
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Element 1 7 Sofa
Element 2 @ mikan
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Element 1 # Sofa (Rigidbody)
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Pick
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timer += Tine.deltalime;
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