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// 000X 000045000000000
Vector3 axis = new Vector3(1, 0, 0); // [

float angle = 45; // [0
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transform.localRotation = Quaternion.AngleAxis(angle, axis);[0// 000000
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(T Unity DT Unity[T]
Quaternion [ITTTTTITITITITITIT] Quaternion [TTTTTTTIT]
transform.rotation [TTTIIIT] Quaternion [I]]

// Unity[00000000000QuaternionO0onn

Quaternion rot = transform.rotation;

Unity[TTTTTT1T] XYZ[IIT] Quaternion JTTITTITIIT]

// 000 Quaternion 0000000000

Quaternion rotA = transform.rotation;

// 00000000000000

Vector3 angles = rot.eulerAngles;

// 00000000000 Quaternion 0000000
Quaternion rotB = Quaternion.Euler(x, y, z); // x, y, z 000000000

// 00000000000000

transform.rotation = rotB;
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// OpO00q0000C00QuaternionO000

Quaternion gp = q * p;
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