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1.1.1 dataPath/@1%: BIESCHEE

HAiEi% public static string dataPath { get; }

ThEERE BRI A TR EIFR P SR S P eSO S Bt (R ). 1R B A AT B A,
AR 5 BB SR AR, BRI F PR

Q Unity Editor: < T2 3C{FJE FrfEfgAE>/Assets.
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Q iPhone player: <h FF2/F #1%>/<AppName.app>/Data,

O Win player: <& Al $AT 3R SO 2842 >/Data,

O Web player: #&ilasEdE U4 xt it (A SLRRrBEE U2 F5 ).
Q Flash: #EBABAESCHFJe iy 4 xt Bt (A SEPRIEHE 2K ).

B R LBRARIENEEA persistentDataPath, streamingAssetsPa‘chﬂ?\vtemporaryT
CachePath, &A1) Atk fede T FHTF

O persistentDataPath: it/& M T & & —ANF AALHIE A4k B Fed%42 ( Rik),
TAELBZET AR —LERANGHEI, S TR—F 6, EXRREAFTRAML
tent, RBASERAMEG, ERERRNEFFET, LEAMMELF—H#,



2 % 1% Application %

LHIE TR
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Q streamingAssetsPath: #t /&M A TERAMIENLE A B X, BB RAMTRBIZ,
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using UnityEngine;
using System.Collections;

public class DataPath_ts : MonoBehaviour

void Start()
{
/144 TR 8938 12, AR R ik
//dataPathf=streamingAssetsPathty 81212 § —fx R Ao s A2 A 09 R B K2R
//persistentDataPath#-temporaryCachePath#) 54 2{i 8 — B R A AL BRI E
Debug.lLog("dataPath:" + Application.dataPath);
Debug.Log("persistentDataPath:" + Application.persistentDataPath);
Debug. Log("streamingAssetsPath:" + Application.streamingAssetsPath);
Debug. Log("temporaryCachePath:" + Application.temporaryCachePath);

}

}

X BARSH, AETENH T AR R A, HrPdataPathFlistreamingAssets-
PathiX i1~ & M IR B {H —BORARXT TP 224 H RO E . th TRAIN IR, X
N RYEAE RS R TAEZ V- SRR P I BB U SRR SO 42 . ZES8 15T AR
A IpI, BB T dataPathiX > @ . TfipersistentDataPathfiltemporaryCachePath
XA YRR T — R T S EEE, M TARKTES, HAEER
—REH, GBS E TR A W — S S . B - R AR IR AR Y
EfTHm, R G5 AT IR 4R E M A R B AR IR IE

B 1-1 dataPathSZfl R HiEF 745 8-

1.1.2 loadedlLevel BM: XxFZE5|

HZAJE% public static int loadedlevel { get; }
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using UnityEngine;
using System.Collections;
public class LoadedLevel ts : MonoBehaviour

{
void Start()

{
/138 @ ST F k5]
Debug.Log("loadedLevel:" + Application.loadedLevel);
/e w A% F 68 F
Debug. Log("loadedLevelName:"
I REH 5% ELHME
// f=1% M Application £ #5# & 7 ik LoadLevel  LoadLevelAdditivesn & —/ #7 &9 3% F i,
HFFRERFHE—FBREA BT E, S FmELEN, isloadinglevelid mtrue,
/1% W) i& =) false
Debug.Log("isLoadinglLevel:" + Application.islLoadinglevel);
/13821 55 R F T A 409 3 T E
Debug.Log("levelCount:" + Application.levelCount);
/138 @ % AT 5 R AYEATT &
I1# RGBT EHARS A, BldoFhL, CR, HRNF, LEEUTEMEL
//RuntimePlatform¥ & 4&
Debug.Log("platform:" + Application.platform);
11 55 RATE L&A
Debug.Log("isPlaying:" + Application.isPlaying);
/7 57T % RA T & FUnity %48 X
Debug.Llog("isEditor:" + Application.isEditor);

+ Application.loadedLevelName);

}

X BRI, 43 BIFTERH T ApplicationZ i — 2t FH#R SR YE, BRI EEThfE
HSEREPRER, F1-22RBUTHm B4 %, HrhlevelCountfE B2, X2
H M 7EBuildSettings ( File—BuildSettings ) AP/ MR, BAER TRSES.

o

o
o
(1]
(1]
o
»

E1-2  J@EloadedLevel i SE R HIEA 745 5
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1.2 Application E7S75%

fEApplicationZérh, K (#5745 /7 4 CaptureScreenshot /7% . LoadLevelAdditiveAsync i /il
RegisterLogCallback /7%, FHITEAHA 43X 771k

1.2.1 CaptureScreenshot’5i%: &5

EXIFE

ThRELAA

g =

EHIET

(1) public static void CaptureScreenshot(string filename);

(2) public static void CaptureScreenshot(string filename, int superSize);
HrrZ4filename HERSE U2 FR, superSize I K REL, BRiIAHO0, BIARHOK.

I FE AR 24 i e 4 R Y L R PR AP I PNGHE X o kB I SCF 2 BRI R
FHEMRERT, WERERETFEEERS S, BagiE. YsuperSize KF 10T,
TR SO B4 T B A B[R] B B B K super Size i

O k4 Web X T ik,
O SHKFHCNT OB, BB 0 A, BB RAKLTS .

T3 A S R GnfeTfiE F CaptureScreenshot 77 B R #U5F

using UnityEngine;
using System.Collections;

public class CaptureScreenshot_ts : MonoBehaviour

{
int tp = -1;
void Update()
if (tp == 0)
{

[/BRAE, Tk
Application.CaptureScreenshot(“testo1.png", 0);

else if (tp == 1)

11K RBAL, AKX
Application.CaptureScreenshot("testo2.png", 1);

else

17K ¥ H2, Bk
Application.CaptureScreenshot("test03.png", 2);

tp++;
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TEXBARIS T, BT — A intR A Bl tp, SRJE7EUpdate s i PARSEA A 9
AR REA R T 3 A R KR BPNGE Fr . W AfTfTRF, RFRERXTESR
A BFIPNG U R/ . 1 FCaptureScreenshot 75 i 7E B HpAT—Ik, BrLATNSR
A FEATE, a4 —iKPNGE F, Hitest03.png:

using UnityEngine;

using System.Collections;

public class CaptureScreenshot_ts : MonoBehaviour

{
void Update() {
Application.CaptureScreenshot("testo1.png”, 0);
Application.CaptureScreenshot("testo2.png", 1);
Application.CaptureScreenshot("testo3.png", 2);

}

fEUpdate i, KUK T 3¥Kk CaptureScreenshot 7532, A= i3 A [l Kk R 48
B, ERAER—WiT, RARGE—KIAHA B4R, BULBRRFRiEfT45 R 1k
A —5KPNGE fi, Blitest03.png.

1 TCaptureScreenshot 5 ¥ A LA SEIHERIBURE 5 5 , PRLEG T LU AR P& i 6. 25 A B
—Se BN, TR

FEABIT, BLFE AT AR 72 Ll ) TextFieldfi AHE B AL O (IREARE T
MANERIIRCRTERE ) , Bl “Te” IHE A PIRE/NRAR T XF IR e
=4ezarh, FM1-B3EBRFEENERE, Bi1-428dE e FOBE, E1-527E
IAREPHA “BOEHK” AR BRI,

E1-3 BFEshE A
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F1-4 By “BhiE” %S R

F1-5 FERARETHEA “BDLHRX" fERECR

A fi| b ] B & B 4% 45 Capture Use ts.cs fl Capture Use Sub ts.cs , o 7 i Zﬁ
Capture_Use_Sub_ts.cs HRFE S/ NREGALE, HACNT

using UnityEngine;
using System.Collections;

public class Capture Use_Sub_ts : MonoBehaviour

{
144k 45 3 69 B 45 &



