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Project Concept

1 You control a _inthis

Player [ /el e top Down / side view / isometric game
Control » . ' ‘
where . makes the player

user input !)-‘;f](” description of ;j‘,\lﬂ').’C,' movement

During the game, ~ from

types of objects appear areafs) of the screen

and the goal of the game is to

goal of the game

There will be sound effects

[optional] There will also be

description of any other expected special effects or animation in the project.

As the game progresses, ~ making it

description of gameplay mechanic effect of gameplay mechanic

[optional] There will also be

description of any other gameplay mechanic(s) and their effect on the game
‘
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~ Session 0 — Getting Started

* Introduction
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Main Interface

A 4

Hierarchy : L iaeue v i A e

Project : lzi&snaininualulnas

Scene : ﬁ'uﬁﬁ’muma_ .

Game : MNHIANITLAY (WUNADY)

Inspector:uammauﬁ‘ﬂﬁmaaﬁa%a% QQ

Console : laiaaaa , iWarning @19 )

ANlaa

Asset Store : ARNATAVILTUINTUEIRIU




Scene Navigation

: Hold Alt + LMB , MVMB

, RMB

Scroll

<+
Pl

*  Pan View : Ctr(dB) + Alt + LMB , Q
F

Hold RMB then WA$D




Object Manipulation

Q,W,E,R, T,Y

Delete (PC) , 2 3 + Backspace

(OSX)

. Qp
® Duplicate : Ctrl(gb) + D

: F2(PC) , Enter (OSX)

Qp

+
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Perspective/Ortho &§1%WIL Scene View
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€@ Unity 2017.3.013 Personal (64bit) - Untitled - FirstRunUnity - PC, Mac & Linux Standalone* <OpenGL 4.5> - m] *
Fde Edt Assets GameObject Component Window Help
O S XX L L ] & Collab » | & M Account  + Layers = [ Def,
= Hierarchy Scane O Inspector
|Crose ©| (ard Shaded © 20 N Giames | P
v € Untitled* &9 o Directonal Light -
Main Camera ML Y bl S—
YA fi
Cube Position X0 Y3 zo
Cube (1) Rotation XS0 ¥ -30 Zo
Scale X1 i zZ1
v Wfught Go.
Type | Duscvanal [
Color [ 12|
Mode Kealtme [}
Intensity 1
v tndrect Multipler 1
Shadow Type Soft Shadews 4
v Reatbme Shadows
Strength Qi1 ]
Resolution |_Use Qualey Setungs [
Bias - 0.05
Normal Bias e pr— O 4
Near Plane o 02
Cookie None (Texture) o
Cookis Size 10
Dram Halo J
Flare “None (Flare) °
Render Mode LAute 0
Culling Mask | Everythag '
| Add Component |
@ Project
Crame - e—— T
v ize Assets
AN Materialt
AN Models This folder is empty
" AN Prefabs
(AN Scrpts
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Empty Object and Component

+
* N9 134 Unity t13u8137n .
* usald szq%ﬁwﬁaﬂﬂ
*  Empty Object Henlsiiw Folder 1%AyU Scene
) Random script) )
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Playmode / Editmode

*  AALNEIULINN .

o nﬂmimﬁﬂmmaﬁwiﬁuﬁu DatdwnsiURuwLdasTiaIn

Assets Game

About Unity... -
Preferences... &, [ 8@ Center ||

Modules...
d  Manage License... & || Gizmo:

Services




Project ? Scene ?

Project Aalasaaw (1AN) , 1 LY fa 1 Project

Scene Aaandas g Melulasss , 1 1ny dlanae Scene
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PRESS START R S —————— e AND RESTORED
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Build Settings

Build Settings

Scenes In Build
® TiHeSe

® File -> Build Settings

e IFF15ULeTHUNNT Build thy aanuLd bWan-

[ Add Open Scenes |

. mmzﬁwmﬂm@m”'mm%%iuuqmawa

‘Compression Method

Learn about Unity Cloud Build

b
Switch Platform Ngs... Build And Run




Engine

eate Project --> Create Scene --> (871 Iaﬂ) --> (L‘ﬁ‘ £196

mJ -> bUllC




Project Folder




lWaLaasNaAty - Assets

1/5/2018 10:33 AM

* ITiAuTununinuali Project [ 0

1/5/2018 10:33 AM

1/5/2018 10:33 AM
1/5/2018 10:33 AM

I 6 A 0 t ) .
NaLABINFIAL - ProjectSettings
* lgiAuen Project Settings 211 Unity3D

® Edit -> Project Settings
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Background
T
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Sprite
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fIuilsenavuvay 3D Model

1. Mesh
° Vertex
- Position , Color , UV ,

2. Material
® Shader Program

"EES
%[1.058742 |¥[0.5016659 | Z(2.01152 |
X i zo ]

X|4.3785  [Y|4.3785  |Z|4.3785 |

¥ [ii) Cube (Mesh Filter)
Mesh

¥ i@ Mesh Renderer

¥ Lighting
Light Probes
Reflection Probes
Anchor Override
Cast Shadows
Ric v : & halows
Tiotion Veltors
Lightmap Static ]

@ To enable generation of lightmaps for this Mesh Renderer, please
enable the 'Lightmap Static' property.

¥ Materials
Size pn_——— 1]
Element 0 W Default-Material (o]

Dynamic Occluded

v |2l ¥ Mesh Collider
Convex
Is Trigger
Cooking Options
Material
Mesh

Default-Material
Shader | Standard
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- Position

- UV

- Normal

m.ﬂ‘ﬁﬁﬁmﬁ‘




SLORE 000000 HISCORE 0516
W

] CHARGE @



Vertex data : Position + Color
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Texture Mapping
—Wm’ﬂfwm—uv-mm—iﬂmw (Texture) e\

RIUUAI Model laass
nalulad Mapping 3U6UAN Texture Mapping
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~ Texture Mapping

?ﬁﬁf_hﬂ‘fi .3 @02304.5
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Vertex data : Position + UV

Mapping : Texture Mapping
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I Maggmg aurg. Emission Mapping

Displacement Mapping...




Bell Tower

Vertex data : Position + UV + Normal

Mapping : Texture Mapping , Normal

A




" Material
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1. atl_é@a@ru_sh

v/

*  guaanhani1IzINd Vertex Position . Vertex
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Normal




2. ol UV (UV Mapping)

* 1n&az Export an waanbiiidunlasy snsuniIszune
] Texture PAANORRI
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5. Export Lutaaaanunidi FBX
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Unity3D




Layer
IFANEVSEIRE Layer 5 Unity3D

* - lslums Wa/da MIuaaInaLaznIIREA 289707
13 Scene View

o o laln Physic Simulation U

o _lalums Setup Multiple Car




I Prefab
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~ Session 1 — Player Control

® Driving Simulator
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A Home Work : Week 2




project

1.Click to download the Prototype 1 Starter Files, then
extract the compressed folder. f
. Right-click on the file > Extract All
: Double-click on the file

2+ From the top menu in Unity, select Assets : 2

3 , then navigate f{« ~_
you extracted and select the | : —
Prototype-1_Starter-Files.unitypackage file.
3. In the window that pops up, select

and wait for the assets to import.

4. In the window, in Assets > Scenes > double-click on

the to open it

L —) |



Step 2 : Add your vehlcle to the scene

D add our own vehicle to

the scene.

1. In the , open Assets > Course Libraryges

Vehicles, then drag a vehlcle into the —
2. to fly to the vehicle, then try < 3

rqtate around it
3. With the vehicle selected and your mouse in the FErT—
view, to focus on it =
4. then use the to zoom in and out and hol&=rre
to pan
9. to rotate around the focal point or
to zoom in and out

. - y | M be i
6. If anything goes wrong, press to Undo until fPan9: Mouse needs to be in
fixed scene view for F/focus to work

: Hierarchy
- New: Undo (Cmd/Ctrl + Z) and
Redo (Cmd+Shift+Z / Ctrl+Y)

- New Technique: Scroll Wheel

for Zoom and Pan



position it in front of

the vehicle.

1. Go to Course Library > Obstacles and drag an o
directly into the Scene view

2. In the Inspector for your obstacle, in the top-right _
Tfansform component, click the more options buttol

qg’i"“:-‘

Reset Position

Note: The more options button may appear as thre: N

vertical dots or a gear icon, depending on your version of

Unity - New Concept: XYZ location,
3. In the Inspector, change the XYZ Location to x=0, y=(ptation and scale

2>=25 - New Concept: Inspector

4. In the Hierarchy, Right-click > Rename your two objects as
“Vehicle” and “Obstacle”



the camera.

1. Select the Camera in the hierarchy, then press F to focus
on it - New Concept: Game View vs

2 Press the Play button to run your Game, then press PlaySCeIne sy

- New Technique: Stop/Play

' it
a%aln to stop | el

T

€ Game |08




vehicle

and angle the
camera in a

good spot behind the vehicle
ﬁew Technique:

applng (Cmd/Ctrl +
vehicle looking down on it Drag)

- New Concept: Rotation
on the XYZ Axes

1. Use the Move and Rotate tools to move the camera behlg

2*Hqld Ctrl/Cmd to move the camera by whole units




