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Add Modifier
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Normal Import Settings @

| Open
Default
Texture Type
Texture Shape Editor GUI and Legacy GLY
Sprite (2D and UI)
Create from Grayscale ST
¥ Advanced Cookie
Non Power of 2 Li.gi'ltmap
Read /Write Enabled __ Single Channel
Generate Mip Maps i~
Border Mip Maps
Mip Map Filtering Box ™
Mip Maps Preserve Coverage
Fadeout Mip Maps
Wrap Mode _Repeat .
Filter Mode Bilinear i
Aniso Level — 1
Default E ] E
Max Size 4096 ™
Compression Normal Quality &
Format
Use Crunch Compression
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- Normal Import Settings
[Open

&
#

Texture Type mal map

Create from Grayscale

Bumpiness 0.25

Filtering Sharp ™

Wrap Mode | Repeat .

Filter Mode | Trilinear :

Aniso Level — 1

| Default | @ | ! | D | L l
Max Size [ 4006 i
Format | Compressed &

(Revert) (Apai |
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Normal Import Settings

Texture Type
Create from Grayicale
Burmgdines &

Filtering

Wrap Mode
Filver Mode
Aniso Level

Max Size
Format
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Repeat
filefigd
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Render  Window
. Il New cri N
& Open.. crl O
I8 Open Recent.. Shift Ctrl O »
= Revert
"8 Recover Last Session
¥ Recover Auto Save...

c's
Shift Ctrl 5

crrl AltS

Bl User Preferences...  Ctd AltU

¥ save Startup File criu

& Load Factory Settings

A Link Ctrl Alt O
Ay Append
Data Previews

@ Import

=8 External Data

O Quit

(1) PlunderbussPete

E ] Detaunt 3| 33) il scene

Collada (Default) (.dae)
3D Studio (.3ds)

Stanford {.ply)
Wavefront {.obj)

D Extensible 3D (.x2d)
St (.st)

52 V277 | Verts:148,684 | Faces:297,339 | T
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Lines: 16
Scale: 1.000
Subdivisions: 10
Toggle Quad View

& 4 scene

@[ Z RenderLayers | 2

23 World
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57 & scene
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¥ Scene
Camera:

Background:
Active Clip:

[Lj Camera

(&

(¥

¥ Units

Nome

Scale: 1.000000 . Separate Units

¥ Keying Sets

£

> Color

= Audio

¥ 4 Gravity
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¥ Rigid Body World
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Add Rigid Body World

» Custom Properties.

v @ simplify




®& PhotoshopCC File Edit Image Layer

Type Select Filter 3D View Window Help
Adobe Photoshop CC 2015
BT Fether O : Mermal - &
% DryWithGrassPatches_S.png @ 100% (RGB/8#)
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PNG Options

Compression
Mone | Fast
D Smallest [ Slew

Intariace
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Open
Texture Type Texture N
Alpha from Grayscale
Wrap Mode Repeat :
Filter Made Bilinear [

Aniso Level — 1

Default

Max Size 512
Format Compressed

Rewert || Apply

512x512 RGE Compressed DXT1 170.7 KB

¢! [None
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ar

Texture Type Texture
Alpha from Grayscale ]
Wrap Mode Repeat

Filter Mode Bilinear
Aniso Level —")

Default I;":j
&1 M Override for Android

Max P 512

Format Compressed

Compression Quality Normal

Compress using ETCL (split alpha channel)

i Texiure Compression for Android Dol seiiings is

e Al
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Image Layer Type

* wvegetation_grass_card_03.png @ 200% (Layer 0, RGE/8)
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3 Project 0 console ® Animation i Audio Mixer
Create *
" Favorites Assels
All Materials
All Models
All Prefabs
All Scripts

ria

» Gl animation

&5 audio animation audio
& audiomixers
» (Gl Editor
&l Materials
&8l meshes
&l music
& prefabs
&l Resources
> &l scenes
G scripts
¥l Standard Assets
&l textures

prefabs Resources

Filter

3D View

audiomixers

scenes

Window Help

Adcbe Photoshop CC 2015

Editor

scripts

Materials

Standard Assets

meshes

textures

music

v
4
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Create *

All Prefabs
All Scripts

[ Assets

&4 animation

&l audio

& audiomixers
Editor
Gl Materials
&l meshes
&l music
&l prefabs
&l Resources
& scenes
& scripts

o Standard Assats

© Animation

& Assels

textures

ADMap

Audio Mixer

Arraw DiffuseBasePraps DiffuseCompasite

Normal

Zombie
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Create from Grayscale

Wrap Mode
Filter Mode
Aniso Level

Max Size
Format

Lighting 22 Navigation I Occlusion

Mormal Import Semngs
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"
GUI and Lc&]q GuI
Sprite (2D and L)

Cursar
Cubemap
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l DiffuseComposite Import Settings @
Open
Texture Type | Default N
Texture Shape | 20 &
sRGB (Color Texture) 4
Alpha Source | Input Texture Alpha &
Alpha Is Transparency

¥ Advanced
MNon Power oy 2
Read /Write Enabled
Generate Mip Maps

Wrap Mode | Clamp
Filter Mode | Bilinear m

Aniso Level 'S 1

Default ] E

Max Size 4096 ™
Compression Narmal Quality m
Format

Use Crunch Compression

DiffuseComposite
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l DiffuseComposite Import Settings

Texture Type | Default B
Texture Shape | 2D B
sRGB (Color Texture) 4

Alpha Source | Input Texture Alpha %

Alphals Transparency L

v Advanced

MNon Power of 2 iNearest

Generate Mip Maps
Wrap Mode

Aniso Level

Default 2 E

Max Size 4096 i
Compression Narmal Quality &
Farmat :

Use Crunch Compression

DiffuseComposite



Default G_J L D # E

Max Size 4096 S

Automatic Compressed
Revert| Apply

ar

Format

DiffuseComposite
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@ Arrow Import Settings

Texiure Type

Sprite Mode
Packing Tag
Pixels Per Unit
Pivat

Generate Mip Maps

Filter Mode

Max Size
Format

¥ Navigation B Occlusion

Dafaul:

Truscolor

- -

Sprite Edinor
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Create *

Favarites Assets » meshes
All Materials

All Models
All Prefabs
i 7 7 i £ £ f f f
All Scripts = = (O > > (= (= o=
L3 Assets
& animation

& audio lamp section_Corner section_Cross section_Curve section_End section_Straight section_T Zombie
il audiomixers
&l Editor

W Materials

& music
& prefabs

& Resources

& scenes

& scripts S
& Standard Assets

Wl textures

«m O inspector = Lighting ¥ Mavigaion K Occlusion A v
BT R | Animations
Meshes
Scale Factor 1
Mesh Compression an i
Read Write Enabled
Opimize Mesh 4

Impart BlendShapes
Generate Calliders
Keep Quads
Swap UVs
Generate Lightmap UVs
¥ Advanced
Hard Angle 88
Pack Margin —
Angle Error —Cr 8

Area Error ——eee 18 -

Normals & Tangents

Normals impar

Tangents cal gent Space v
Materials

Impart Materials
Material Naming
Material Search
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l section_T Import Settings ﬁ i,
Open
Model -m Animations
P
Legacy |
Generic
Humanoid I
© Inspector I: Lighting ¥ Navigation B Occlusion a -=|
: section_T Import Settings @ 2
| Open
odel R
Import Animation |:|h

| Revert || Apply
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Meshes

Scale Factor

= Persp

Mesh Compression
Read /Write Enabled
Dpumize Mesh
Imnport Blend5Shapes
Generate Calliders
Keep Quads

Swap UV

Normals & Tangenis

Normals

Tangents
Materials
Import Materials
Material Maming
Material Search

Lighting
t Zombie Import Settings

Cenerate Lightmap Uvs

o8 Mavigation By Occlusion

m Rig Animations

EEE
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t Zombie Import Settings D o,
Open
|  Model | Rig Animations
Import Animation ]
Ak Revert || Apply
O Inspector =% Lighting 24 Navigation B Occlusion o =
1— Zombie Import Settings D &,
Open
| Model -!_ Animations |
Animation Type Humanoid 4
Avatar Definition Create From This Model 3
The avatar can be configured after settings have been applied.
Configure...
Optimize Game Objects -
| Revert || Apply
© Inspector = Lighting 2 Navigation B Occlusion a -
T Zombie Import Settings D i
Open
Model -!_ Animations
Animation Type Humanoid 4

Avatar Definition Create Fram This Model 3

Optimize Game Objects -
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¢ ZombieAvatar )

L=

Gapmwi *

Muscles & Settings

Leh Hand
Eight Hand
Optional Bone

Body
(8) Hips “Lhip le
@ Spinc A stomach L]

Chest A chest Lol
Left Arm

Shoulder “Ashoulder.] ] e
(8) Upper arm L upperarm le
@ Lawwer Arrm A lowerarml o
(&) Hand A hand | o
Right &rm

Shoulder " A shoulder.r Ik
(8) Upper Arm A upperarm.r le
@ Laver Arrm "L lowerarmr * I:]
(&) Hand A hand.r ' o

secpon T Zombiee Left Leg B B
(®) Upper Leg Athighd -]
(8) Lower Leg “Ashinl le
(®) Foo L ankled 1o "
| Mapping '_ Pose "_
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@ ZombieAvatar (#
v

o —TTTT—

Preview | Muscle Group Preview

Reset Al Reset AN Preview Values
=== Open Close

pe Left Right

e Roll Lef1 Right
I Ol

e Roll In Out

o Finger Open Chose
= Finger In Out

1111 )

3

lew | Fer-Muscle Settings
» Bady
* Head
* Left Arm
= Left Fingers
Right Arm
Right Fingers
Left Leg
Right Leg

Settings
Upper Arm Twist
Lower Arm Twist
Upper Leg Twist
Lower Leg Twist
Arm Stretch - 0.05
Leg Stretch - 0.05
Feet Spacing 0
Translation DoF

.5
0.5
0.5

e
in

Muscles

Apply |[ Dene




Cizmos *

© Inspector

¥ ZombieAvatar

ighting =2 Navigation W Occlusion e

Mapping

| MusclesdSemngs |

Preview |Musdz Group Preview

Keser All Reset All Preview Values
= Open Close

X Lgft Right
sy Roll Left Right

In Qut

e Rl In Qut
e Finger Open Close
= Finger In Out

Preview Per-Muscle Settings

Body
Head

Left Arm

Left Fingers
Right Arm
Right Fingers.
Left Leg
Right Leg

| Additional Settings

Upper Arm Twist

Lower Arm Twist

Upper Leg Twist

Lower Leg Twist
Arm Stretch -
Leg Stretch -

Feet Spacing
Translatian DaF

Muscles
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-m O Inspector

ZombieAvatar

Mapping

| Muscle Group Preview
Reset All Preview Values
Open Close
Left Right
Roll Left Right
In Qut
Rall Ir Dot
Finger Oipen Close
Finger In Out

| Per-Muscle Settings
Body
Head
Left
Shoulder Down-Up

Shoulder Front-Back
Arm Down=Up

Arm Front-Back

A Twist In-Out

Forearm Strench
Forearm Twist In-Out
Hand Down-Up

— Harid In-Out

remr m;

Right Arm

Right Fingers

Left Leg

Right Leg

| Additional Settings.
Upper Arm Twist 05
Lower Asm Twise 05
Upper Leg Tesst 0.5
Lower Leg Twist 05
Arm Stretch - 005
Leg Strench - 0.05
Feet Spacing 0
| . . l ' -
-
| Muscles = |
| Done
#3 Animator «= O Inspector & Navigation B Occlusion
<) @ - Giamos *

ZombieAvatar

\ Mapping | vuscesssewngs |
Preview | Muscle Group Preview
Resstall | Reset All Preview Values
i = Qpen Close
el Left Right
ey Rl Left Right
i In Out
i Roll In Out
i Finger Open Close
(= Finger In Out
Preview Per-Muscle Settings
Body
Head
—_—— Shoulder Down-Up

sS4

33.70

Arm Down-Up
Arm Front-Back

Arm Twist In-Out

Forearm Stretch

Forearm Twist In-Out

Hand Down-Up
Hand In-Out
Left Fingers
Right Arm
Right Fingers
Left Leg
Right Leg

| Additional Settings

Upper Arm Twist

05

Lower Arm Twist
Tl

0.5
ot
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W ZombieAvatar Q
o
I Mapping | Musclesasemings
Preview Muscle Group Preview
Reset All Reset All Preview Values
== Dpen Close
— e Lefi Right
s = Roll Left Right
m— 0 Out
sy R0l In Qi
s Finger Opén Close
e Finger In Out
Preview Per-Muscle Settings
Body
Head
Left Arm
— — Shoulder Down-Up
-51.4i 33.70
— — Shoulder Front-Back
— Arm Down-Lp
— — Arm Front-Back
S p— Arm Twist In-Cut
E——— Forearm Stretch
—_—— Forearm Twist In-Out
—— Hand Down-Up
— — Hand In-Out
Left Fingers
Right Arm
Right Fingers
Left Leg
Right Leg
Additional Settings
Upper Arm Twist 0.5
Lower Arm Twist 0.5
Upper Leg Twist 0.5
Lower Leg Twist 0.5
Arm Stretch = 0.05
Leg Stretch - 0.05
Feet Spacing o
Translation DoF
Mustles
section T Zomibie Revert || Apply
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07_03_walk Import Settings @ =

\l‘ Open

Model -m Animations
Animation Type | Humanaid |
Avatar Definition | Create From This Model ™|
+ | Configure... |
Optimize Game Objects N

Revert || Apply
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bl i

(200 2z poo

| {00 oz (100 Lz
Start 1 End 82
oop Fo L] loop march O
Cycle Offset 0
Root Transform Rotation
Bake Into Pose 4 loop match .
Based Upon * Body Orientaton :
Futs Ny 17
‘What the root rotation is based upnn.|
Root Transform Position (Y)
Bake Into Pose O loop march (@)
Based Upon Original 8
Offset 0
Root Transfarm Position (XZ)
Bake Into Pose L loop match '.
Based Upon Center of Mass 3
Mirrar O
Additive Reference Pose Ll

Average Velocity: (0,000, 0.023, 0.974)
Average Angular ¥ Speed: 0.0 deg/s

P Curves

F Events

b Mask

¥ Motion

¥ Import Messages
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oo,  geaz,  jheo jwiz,  jzen Lo, §
st 1| End 82
Loop Time i
Loop Pase - toop maich ()
Cycle Offser a
Root Transkorm Rotation
Bake Into Pose. I toop manh @
Based Upon Ry Oriemrsion L
Offset 0
Roat Transfarm Position (¥)
Bake Into Pose L toop maich )
Based Upon Orginal :
Offser 0
Root Transkarm Position (XZ)
Bake Into Pose - toap manch (@
Based Upon Cenes of Mass :
Mirror (m]
Additive Reference Pose o

* Curves

> Events

» Mask

> Mation

* Import Messages

29.7%) Frame 25




»= | © Inspector = Lighting 28 Navigation B Occlusion -
-
|,)UU . LRt [1:00 11z j200 iz poo  F
Start 1 End 82
Loop Time i
Loap Pose . toop match )
Cycle Offset 0
Root Transform Rotation
Bake Into Pose o loop match @
Based Upon Body Orientation #
Offset 0
Root Transform Position (Y)
Bake Into Pose [ ] loop match i)
Based Upon Original [
Offset 0
Root Transform Position (XZ)
Bake Into Pose | toop match
Based Upon Center of Mass &
Mirror )
Additive Reference Pose L
Pose Frame
verage Yelocity: (=0.02%, 0,023, 0.9713)
Awerage Angular ¥ Speed: 0.0 deg/s
= Cury
» Events
» Mask
» Maotion
¥ Import Messages "
-
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| ﬂ.ILIILI T L LTI Lo L [ L L 200 (£:22 o pEO0 p
Start 1 End 82
Loop Time [

Loop Pose W loop maich O

Cycle Dffset

Root Transform Rotation

Bake Into Pose il loop manch .
Based Upon Body Orientaton &
Offset [-1.69 ]

Bake Into Pose L
Based Upon Oviginal
Offset 0

loop maich '.

Root Transform Pasition (XZ)

Bake Into Pose W loop maitch '.
Based Upon Center of Mass $
Mirror O
Additive Reference Pose ]

Average Velocity: (0,000, 0,023, 0,974}
Average Angular ¥ Speed: 0.0 deg/s
F Curves
¥ Events L3
» Mask

* Mation

F Import Messages

| Revert || Apply | I




23 Project LI Console
LCreate *
Favorites
All Materials
All Models
All Prefabs
All Scripts

| Assels
| animation
! audio
J audiomixers
) Editor
i Materials
meshes

) prefabs

i Resources
scenes

SCripts
Standard Assets
textures

) Animation it Audio Mixer

Assefs ~ music

credits narrow_corridors_s. ..

- Lighting & Mavigation

& |nspector

narrow_corridors_short Import Settings

Force To Mono

Load In Background
Preload Audio Data

Default
Load Type
Compression Format Vorbls
Quality
Sample Rate Setting Preserve Sample Rate

Imported Object

narrow_corridors_short

B Occlusion

E L]

100




@ Project [ console © Animation it Audio Mixer
Create *
¥ Favorites Assets » Materials
All Materials
All Models
All Prefabs
All Scripts
Vi Assets
* & animation
& audio @D OiffuseBaseProps matLight matNight Zomibie. 000
Sl audiomixers
>l Editor
& meshes
 music
Wl prefabs
&l Resources
» & scenes
&l scripts
Standard Assets
= textures
O Inspector | = Lighting % Naviganon T Occlusion
. DiffuseBase
Shader | Standard (Specular setup} T
Rendering Mo Standard |
ard (Speculansetup)
Main Maps FX >
& o Albedo Gul >
©Specular  Mobile >
smot) Nature L |
Particles L
D oNermal N projector >
©Height M Skybox >
Eoccclusio Sprites Ll
©Emissiod Tessellation > =
Toon >
oDetail Ma >
Tiling Unlit >
Offset 1l
Legacy Shaders >
Secondary Maps




* Navigation K Occlusion

Rendering Mode

Main Maps

ibedo

o Specular -
smoothness

g

s Normal Wap.

o gt wsp

[ o occtusion o
oEmission - 0

o Decai sk

Tiing

Oftser

Secondary Maps

© Detail Albedo x2

© Normal Map

Tiing X1 D
Offset X 00
U ser 2

5 Animation 1 Audio Mixer

textures

evel Design and Structure



= Hierarchy
Craans = | (TeAl |

Camera
Directional Eght

@ Project

Creite

i animation
a audio
& audiomixers
& Edior
& Materials.
lal meshes
& music
&l prefabs
i Resources
& scenes
& scripes
» & Standard Assats

EI@EE Assels  GameODJect  Gomponent  Moblle Input  wWindow

Open Scene...

Save Scene

Save Scene as...

New Project...
Open Project...
Save Project

Build Settings...

Build & Run

Close All

&~ Assets -

animatisn

prefabs

Help

O1.unity - FirstPersonAttack - PC, Mac & Linux Standalone <OpenGL 4.1

#0 | > ] @ | Accoumt  + | [Layers  + | [Layour - |
#5 | € Game #E Animator o= | O Inspector | =
oS * || % Wi &0 | Cizmas )
v
r'-‘
i 1]

B
nEHwW

audin audiomesery Eslipar Matzrials e

Rezources senes scripes Standard Ass.. Textares




Zombie. 000

Render Texture

Reveal in Finder
Open
Delete

Import New Asset...
Import Package »

Folder

C# Script

Javascript
Shader
Testing
Playables

Scene

Prefab
Audio Mixer
Lens Flare

Lightmap Parameters
Custom Texture

Sprite Atlas
Sprites >

Animator Controller
Animation
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.= O nspector | o .=
matNight @
il Shader Standard .

¥ Standard

Rendering Moc

Standard (Specular setup}

Main Maps = [
@ Albeda GuUI -
@ Metallic Mobile >
cmoot Mature >
Particles [ 3
@Normal N projactar >

o Height 6 Sided

© Occlusip SPrites > e
. Tessellation > Procedural |
@ Emission ‘ﬁ S
Toon - .
@ Detail Ma Ul >
Tiling Unlit -
Dffset
Legacy Shaders b

Secondary Maps
@ Detail Albedo x2

@ Normal Map




| @ Inspector |
. matNight @ #.
Shader | Skybox/Procedural .|

sun | Mone &
Sun Size @ 0
Atmoshpere Thicknes = 043
Sky Tint I
Ground Ej
Exposure —) 13 |




@ Level_O1.unity - Fin  Add...
1 <+ ENEAin) .
— ects
= Hierarchy @ -= | #S5cene €c Physics
Create v | (Al Shaded ~ -
i Physics 2D
mar - Navigation
irectional LI i
9 Audio

Rendering
Layout
Miscellaneous
Event
Network

ul

Scripts

Image Effects

H console

13 Project

1 Unity File Edit Assets GameObject Mobile Input  Window Help

O H®A

Q

4 Assets » Materials

Y% Assets

» &5 animation
&5 audio
&5 audiomixers

w55 Editor
== Materials
&5 meshes
&8 music
&3 prefabs

11lel

DiffuseBase  DiffusefaceP... matLight mathight

Zombie. 000

lux Standalone <OpenGL 4.1>

@ [Account - | [Layers - | [Layour - |
e Inspector | MR
@ & Main Camera [Jstatic |
Tag | MainCamera 4 | Layer| Default L
¥ .~  Transform )
v[1 z/-10
¥o zo
v[1 z1
GUI Layer )
| Skybox s
Light L K
Light Probe Group | Everything [
Reflection Probe rm— .
. 60
Occlusion Area N -
. jear .
Occlusion Portal Far (1000
LOD Group xlo vl
. w1 H1
Sprite Renderer
Canvas Renderer -1
| Use Player Settings .
GUI Texture None (Render Texture) fa]
GUI Text g o
HDR O
Target Display | Display 1 n
' ¥ Gui Layer @ #
w ¥ Flare Layer (@ %)
@EAudio Listener [ #

I

Add Component |




.= © Inspector 3 Lighting | ;I

W) | bd 7| | Gizmos 7| (oAl
: omeu L|ghl:maps ﬁ*‘
¥  Environment Lig 'y
Skybox
Sun
Ambient Source | Skyhox il
Ambient Intensity = 1
Ambient Gl | Realtime +
Reflection Source | Skybox s
Resolution [128 $ |
Zamera Preview Compression | Auto ™
Reflection Intensity |1
Reflection Bounces () 1
¥ [ Precomputed Realtime Gl
Realtime Resolution 2 texels per unit |
a . CPU Usage | Low (default) &
| &% v [ Baked GI
Baked Resolution 40 texels per unit
Baked Padding 2 texels
Compressed [
Ambient Occlusion  (C» ] 1
Final Gather [] b
matMight Zombie.000
( r \ Baklng of lightmaps is automatic because the workflow mode is set
to o dte Tho lobiee-ao dats dr ricrod do dbho Tl cacbo




# Scene

.= ®© nspector | I Lighting | 4

Object ﬂi_ Lightmaps E

¥  Environment Lighting

Skybox & matMight Q

Sun None (Light) @

Ambient Source | Skybox s |

Ambient Intensity = ——— ] |

Ambient Gl [ Realtime t]

Reflection Source | Skybox s
Resolution | 128 a]
Compression | Auta s |

Reflection Intensity Ql—

Reflection Bounces (r 1

v [ Precomputed Realtime GI
Realtime Resolution (2 | texels per unit
CPU Usage | Low (default) 4
v [V Baked GI
Materials Baked Resolution [40 | texels per unit

Baked Padding [z texels

Compressed Vi)

Ambient Occlusion 0

Final Gather 1

sebase DiffuseBasef... matLight matMight Zombie 000
(17 Baking of lightmaps is automatic because the workflow made is =4
o 1o Aute’ The lightran data e ctoced io the Gi cachs
Assets - meshes

lamp

ection_End

u g’u u
L3 '

section_Corner section_Cross section_Curve

h

ection_Straight action_T



















@  Unity File Edit Assets erljae =8 Component Mobilelnput Window Help

€2 Create Empty

L Mac & Linux Standalone <OpenGL 4.1>

[
- ‘i” S | Al | E o1 Pivot g;gt:i;lptv Child -\ﬁf el @ [Account - | [ Layers - | [Layour -]
= Hierarchy B #scd  2p oboct , = O nspecror | 2
Create ~ | (@Al Shadeg Light > Sizmas | (GrAll '- M [root [Cstatic =
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Transition Duratior 0.1

Transition Offset 0
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External Tools

External Script Editar [ internal
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dd .unityproj's to .sln
External Ta___!s ’ itor Attaching o
L Image application | Open by file extension m
Keys Revision Control DifffMerge | Apple File Merge : |

Gl Cache Android

SDK Browse | | Download
° ok Browse | | Download
Cache Server NDK Browse | | Download

(1 ILZCPP requires that you have Android NDK r10e installed.
¢ Ifyou are not targeting IL2CPP you can leave this field empty.




General
Colors
Keys

Gl Cache
2D

Cache Server

Unity Preferences

External Tools

External Script Editor | internal

Add .unityproj's to .sln MonaDevelop (built-in)
Editor Attaching

Image application Open by file extension ]
Revision Control Difff/Merge | Apple File Merge ul
Android

SOk Browse | | Download
JOK Browse | [ Download

MDK Browse | | Download

(17 ILZCPP requires that you have Android NDE r10e installed,
i If you are not targeting IL2CPP you can leave this field empty.




& MonoDevelop-Unity File Edit View Search Project Build Run Version Control Tools Window Help
[ ] [ ] [ 3 O oebug » B Unity Editor a
Wl Navigatar. Gamehtan: KeryPressk UlScone.cs UlFader.cs UlHealhc: Typer.cs UlBenus.c: AlEnemy.c HerwBehan el
No selection 2
! g
returng ’(
}
If new, reat H
aThisInstance = value; g
} =4
¥ &
private static Navigator aThisInstance = null;
vold Awake() I g
f {
ThisInstance = this; g
ThisAnimator = GetComponent<Animators () =
NavigatorButton = GameObject.FindGameObjectWithTag (“Nav 1.GetComponent<Button={); E
NavigatorButten.gemelbject.SetActive (false); £]
} o
public void Next() b |
[=
. . =5
Typer.TypedWord = string.Empty; E
@
++CurrentNode:
ThisAnimator.SetInteger (AnimStateHash, CurrentMode);
public void Prev()
{
r-,-;:m'.Ty'pel-:lHnr-ﬂ = stiring.Empty;
—CurrentNode;
ThisAnimator.SetInteger (AnimStateHash, CurrentMode);
public \-D.u: Sl'lllﬁddau'eﬁutlbnt]
Debug.Log (AIEnemy.ActiveEnemies);
Errors Tasks
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¥ Environment

Author Information
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Name: alanthorn

(2] Author Information
71 Language

' Key Bindings

. Fonts Email:

) Updates Copyright: | alanthorn
Tasks
B External Tools
¥ Projects Trademark:
. Load/Save
|» Build
#* .NET Runtimes
<> Debugger
~ Text Editor
General

Company:

Markers and Rulers
» % Behavior
Code Completion
& Syntax Highlighting

Cancel

OK
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¥ Environment
Il Author Information
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Key Bindings
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Updates
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& External Tools
¥ Projects
Load/Save
|> Build
¥+ NET Runtimes
Debugger
¥ Text Editor
General
Markers and Rulers

> Behavior

Syntax Highlighting

Preferences
Syntax Highlighting

Color scheme

= I - I I
<] Oblivion - '...where the soul at last is lost in utter peace’

Nightshade - An inky scheme with vibrant highlights.
Solarized Dark - An artful, dark scheme that's easy on the e
Solarized Light - An artful, light scheme that's easy on the e
Tango - A light scheme using colors from the Tango Project.

Visual Studio Reminiscent of Microsoft Visual Studio's def:

Export

Cancel

New

OK




™3 MonoDevelop-Unity File Edit View Search Project Build Run Version Control Tools Window Help
® @ > O Debug » | Unity Editor
L4 qator Gamehlan KeyPrassE UlScore.ce UIFader.ct UlHeaith.c Typer.cs UlBonus.c AlEnamy.c HNewBehay e

Mavigator » Thisinstance

using UnityEngine;

using System.Collections;

using UnityEngine.UI;

using UnityEngine.EventSystems;
using UnityEngine.Events;

public class Navigator : MonoBehaviour
public int CurrentNode = @;

private Animator ThisAnimator = H
private int AnimStateHash = Animator.StringToHash("NavState");

T € ne tor butt
private Button MavigatorButton =

ton 1nsta

get

t or create s
if (mThisInstance
{

GameObject GO = new GameObject (“Navigator");
mThisInstance = GO.AddComponent<Navigator> ();

return mThisInstance;

p not null the
if (mThisInstance
{
iff t, t € 1 e ir
f(mThisInstance.GetInstanceID() value.GetInstancelID())
DestroyImmediate (value.gameObject);

Errors

Tasks
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¥ Navigator
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Scroll View
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Script EventSystem :
First Selected None (Game Object) o]
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Drag Threshold 5
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Script StandalonelnputModule @
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Submit Buttan Submit
Cancel Button Cancel
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Step
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v Rect Transform @ %
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1065 ] (4]

Width

» Anchors
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Rotation X0 Y 0 Z 0
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v |« Canvas & %,
Render Mode Screen Space - Overlay i
Pixel Perfect
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Target Display Display 1

 Canvas Scaler (Script)
Ul Scale Mode [ Scale With Screen Size

v

k

Reference Resolution
X 1920 Y 1080

Screen Match Mode March Width Or Height

Match
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v + Canvas Scaler (Script) =

Ul Scale Mode [ Scale with Screen Size
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Screen Match Mode | Match Width Or Height &
Match o o
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Ilgnore Reversed Grap [«
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Blocking Mask Everything
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v Rect Transform [V
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< Width Height
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= Anchors
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Rotation xo Y0 0
Scale X1 ¥l zZ1

- B o

E— L

Material

Raycast Target

Image Type
Preserve Aspect

¥ o o Button (Script)

Interactable

Transition
Targe: Graphic
Normal Color
Highlighted Color
Pressed Color
Dusabled Color
Color Multiplier
Fade Duration

Navigation

On Click ()
Button_Forwards ¢

Arrow § °
[ —
[

None (Material)

v

Sample '
Set Native Size

(VS

4
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" Button_Forwards (Image) -]
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&
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P
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Scale 1x Maximize on Play | Mute audio  Stats  Cizmos * o ‘Button_Forwards Static
|:{g Untagged # Layer u i
Rect Transform [wE-N
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3 Width Height
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Rotation X 0 Yo Zo
Scale X|[1 ¥l Z1
Canvas Renderer (w9
" ¥ Image (Seript) [FES
Source Image Arrow @
Color [ P
Material None (Material) =}
Raycast Target '
Image Type Simple i
Preserve Aspect . — - .
g— Set Native Size -
/ Button (Seript) . — s,
Interactable g
Transition Color Tint ]
Target Graphic "a Button_Forwards (Image) o
Normal Color [ P
Highlighted Color [ Pd
Pressed Color [ 12
Disabled Color [ F
Color Multiplier ., 1
Fade Duration 0.1
Navigation '

Wisualize

On Click ()




-= | @ Inspector | =

Mute audio  Stats  Gizmos ~ + Button_Forwards Static
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Transition
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Rect Transform Q) =
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3 ~EE» Width Height
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v Anchors
Min X 0.5 ¥ 0.5

Pivat X |05 Y |0.5 k

Rotation
Scale

Canvas Renderer
v %y ¥ Image (Script)
Source Image
Color
Material
Raycast Target
Image Type
Preserve Aspect

+ Button (Script)
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Transition
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X 1 ¥l Z|l
@ =,
Q) =
Arrow o
I A
None (Material) o
<
Simple
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'
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.= © Inspector =

Stats | Gizmos ~ ¥ Button_Forwards o Static w
T._1|:_:|[ MavigatorButton " #] Layer | W ¥
Rect Transform . L =
stretch Left Top Fos £
P 704 284 0
E E Right Bottom _
° - 704 284 Lis R
Anchors
Min X 0 ¥ 0O
Max Y
Pivat X 0.5 ¥ |0.5
Rotation X 0 Y 0 Z|0
Scale X1 Y1 r b1
Canvas Renderer 0 =
"4 ¥ Image (Seript) _ ) =
Source Image Arrow @
Color f 4
Material Maone (Material) @
Raycast Target o
Image Type Simple .

Preserve Aspect




' Button (Script) QG =
Interactahle o

Transition Color Tint 2
Target Graphic ®aButton_Forward: @
MNormal Color _ f
Highlighted Color f
Pressed Color | #
Disabled Colar | 2

Color Multiplier 1
Fade Duration 0.1
LR
Nauir__‘]atiun Automatic
Visualize
On Click ()

List is Empty




+ Button (Script)
Interactable

Transition

Target Graphic
Normal Colar
Highlighted Colar
Pressed Color
Disabled Color
Colar Multiplier
Fade Duration

MNavigation

On Click ()

Runtime Only

v

Color Tint

", Button_Forwards (Image)

Automatic

Visualize

- = | | Navigator. Next

Mavigator (Navigator) m{)

GameObject
Transform
Animator

bool enabled

string name

string tag

Mavigator Thisinstance
bool useGUILayout
BroadcastMessage (string)
Cancellnvoke (string)
Cancelinvoke ()

Prev () N
SendMessage (string)
SendMessageUpwards (string)
ShowMoveButton ()
StopAllCorautines ()
StopCoroutine (string)
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£3 Project iti Audio Mixer | 2 Animation [l Console
e | | M|D v | O 0:00 0:05 0:10 0
anim_Die # Samples G0
¥ . Flayer : Position = <
4 Position.x = <>
A Position.y = <>
-~ Position.z = <>
. Player : Rotation = L]
-~ Rotation.x = <>
A Rotation.y L= 3
-~ Rotation.z =1 <>
Add Property [ » - Transform
Mavigator (Script)
Player
Dhapes heet Curye Fe I —
e Tamom

.

W Capsule Callider L3

=~ Rigidbody
Main Camera
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Hierarchy W -m  #scene *3 Animator € Game
Creans ~ Display 1 #1693 Scabe Maximige on Play  Mute audio  Stats  Giemos *

) Level_01°
raot
£ project Animation | [] Console -
M m . . . .
anim_Die samaies 6 [} T
- 1 & A
¥ - Player : Position o < @
% 0 = & &
14336 o & ]
(] = & &
Playes - Rotation - o s
% o o & *
1 e & &
o 3 °
Add Property
Curves <& e
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IS 1 sy
American Expeditionary Forces
" American Indian
American Revised Version
‘ American Revolution

LB American Samoa

Vr [ ] American Standard Version
American Stock Exchange

American aloe
< Persp American chameleon
American cheese
American cloth
American eagle
American plan
American saddle horse
American trypanosomiasis
American water spaniel
Americana
Americanism
Americanist
Americanize
Americano
Amerigo Vespucei
Amerind
Amersfoort
Amhara
Amharic
Amherst
Amiens
Amis
Amish
Amman
Ammon
Amon
Amor
Amos

. Amoy
@ Animation [ Console - Amphitrite
1% Amphitryon
ssets - Resources Y Amritsar

Amsterdam

Amu Darya
Amundsen
Amur
Amytal
An

+ Scene #§ Animatar € Game == | 'O Inspector Z Lighting % Navigation B Occlusion

Anabaptist
Anacreon
Anacreontic
Anaheim
Anam
Ananias




® Code File

Edit

View Go

Window

Help

o

&

.O ‘ Replace
®
®

Aa BBl &

WordList

WordListtxt X

A battery
A horizon
A number 1
A-1
A-bomb
A-frame
A.

A.ALA.
A.B.
A.B.A.
A.C.

A.D.
A.D.C.
A.F.
A.F.A.M.
A.G.

A.H.

AL,

A.I.D.
A.L.

A.M.

txt

Ln1, Col1

Spaces:4 UTF-8 LF PlainText @




® Code File Edit

WordList.txt X
3-0
A
A&GR
A batte

'ICUH Go Window Help

Explorer
Search
Git
Debug

Output
Problems

Debug Console
Integrated Terminal

Command Palette...
Toggle Full Screen

Spilit Editor

Move Side Bar
Toggle Side Bar
Toggle Panel
Toggle Status Bar

Toggle Word Wrap
Toggle Render Whitespace
Toggle Centrol Characters

Zoom In
Zoom Out
Reset Zoom

WordList.txt

Ln2 Col2 Spaces:4 UTF-8 LF PlainText @




I Code File Edit View Go Window Help |

Extension: change-case

EXTENSIONS = e WordList.tx Extension: change-case X
Search Extensions in Marke

change-case
C# 141 changecase

C# for Visual Studio Code T P TP o
Uninstall CHANGE_CASE

change-case Quickly change the case (camelCase, CONSTANT_CASE, snake_case, etc) of the current selection or curr...
Uninstall
Uninstall h

Change Case Extension for Visual Studio Code

A wrapper around for Visual Studio Code. Quickly change the case of the current selection or current word.
Current version: 0.4.1. Please update to the latest version via the Extensions: Install Extension dropdown.

If only one word is selected, the extension.changeCase. commands command gives you a preview of each option:

change-case.ts

v fodBar - e;

lowerFirst
param G
pascal
path

snake

title
upper




[ & Code File Edit View Go Window Help ]

WordList.ixt

@ WordList.txt X >

3-0 Add Cursor Above

A

AER Add Cursor Below

A battery Add Line Comment

A horizon Add Selection To Next Find Match

A number 1 Add Selection To Previous Find Match
A-1

Change All Occurrences
A-bomb

Change Case camel
Change Case Commands
Change Case constant
Change Case dot
Change Case lower
Change Case lowerFirst

AF.AM.
A.G.
A.H.
AL
A.L.A.
A.L.D.
A.L.
A.L.P.
AM,
AM.AL
A.M.D.G.
AN,
AR.C.5.
AU
A.U.C.
AV,
A.W.0.L.
ASO

Al
AA
AAN

Ln 74269, Col 1 (728936 selected) Spaces:4 UTF-8 LF Plain Text 0_




@ Code File Edit View Go

Window Halp

-

WordListtxt @
3-d

battery

horizon
a number 1
a-1
a=bomb
a-frame
a.
B-8.8.
a.b.
a.b.a.
a.c.
a.d.
a.d.c.
a.f.
a.f.a.m.
a.g.
ash.
a.i.
a.1.8.
a.4i.d.
al
a.l.p.
a.m.
B.M.B.
a.m.d.g.
Bafia
AuF.CaSe

a
a&r
a
a

a.u.
BalsCa
BV
aawa0als
afo

al

aa

aam

3

Add Cursor Above

Add Cursor Below

Add Line Comment

Add Selection To Mext Find Match
Add Selection To Previous Find Match

Change All Occurrences
Change Case camel
Change Case Commands
Change Case constant
Change Case dot
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Search Team N Activity  Admin © | X Leave
Atharr

Find members by name..

Add Members

& Add by Name or Email

A Bulk Add Members

4d Members *
Emails or Usernames:

co@trello.com; chorizo@trello.com

Add to Team

Find boards by name...

£, Personal Boards
(@ Personal Boards +

Create new board... A

Always keep this menu open.

See closed boards. ..

Create a new team...




[ Boards yol

AlanCodeDeadKeys MyuUnityTeam 1y A Team Visible

Add a list...

AlanCodeDeadKeys MyunityTeam ¢ & Team Visibie

_ S o -




AlanCodeDeadKeys MyuUnityTeam ¢ & Team Visible

To-Do

In-Progress Completed

Code Enemy AI|

= -

AlanCodeDeadKeys MyUnityTeam < A& Team Visibie

To-Do In-Progress

Code Enemy Al




¢ Edit Labels

A (

Due Date

Time

12:00

Remove




_— ¢ Edit Labels
Code Enemy Al




Code Enemy Al

Al consists of Patrol, Chase, Attack and Dead

Add Comment

Activity
ﬂ Alan Thorn removed Checklist from this card
n Alan Thorn added Checklist to this card

E-] Alan Thorn added this card 1o To-Dao

Add

Members

Labels

[ Checklist
Due Date

Attachment

Actions
Maove

Copy

Subscribe

Archive




Code Enemy Al

Add

Labels

Al consists of Patrol, Chase, Attack and Dead .
Checklist

Al States Due Date

Patrol Attachment

Chase .
Actions
Attack

Move
Dead

Copy

Subscribe

Archive
Add Comment




! Code Enemy Al

in list To-Do

Labels Add
- + 2 Members
Description Edit < Labels
Al consists of Patrol, Chase, Attack and Dead -

i Checklist

| Al States Hide com

ed items Delete...

@) Due Date

© Attachment

Actions

-+ Move

& Copy

© Subscribe
=2 Add Comment

A & Archive
1 Write a comment..

@ @ = Share and more...




Al consists of Patrol, Chase, Attack and Dead Add
Members
Al States I .
Checklist
Due Date
o Attachment
Actions
Add Comment S

<@ Subscribe
i

Archive

Send

Share and more...

Activity

AlanCodeDeadKeys MyUniyTeam ¢ & Team Visible

To-Do In-Progress Completed Blocked

-_— Code Camera System Design Ul Code Score System
Code Enemy Al

Create Walk Animation Code Typing Functions




[D] odrive.cam

Unified Storage

Cloud storage is better when it's unified. odrive aggregates all your accounts into one
system. One password, one application.

4

2 I+
Q
m —$—e— FTP

SFTP v n ™M
P | ~




L
.> glt --everything-is-local -

Git is a free and open source distributed version control system
designed to handle everything from small to very large projects with
speed and efficiency.

Git is easy to learn and has a tiny footprint with lightning fast
performance. It outclasses SCM tools like Subversion, CVS, Perforce,
and ClearCase with features like cheap local branching, convenient
staging areas, and multiple workflows.

e Learn Git in your browser for free with Try Git.

g+ About Documentation M e
ﬁ The advantages of Git compared m Command reference pages, Pro 2 10 2
to other source control systems. Git book content, videos and * .
other material. d e es (2016-10-28)
Downloads for Mac
Downloads Community
* GUI clients and binary releases gj-'? Get involved! Bug reporting,
for all major platforms. mailing list, chat, development
and more.
R -
Git Pro Git by Scott Chacon and Ben Straub is available to read online for free. Dead ¥ MacGUIs WM Tarballs
a

tree versions are available on Amazon.com. ~
&g Windows Build E Source Code

Companies & Projects Using Git

Google Microsoft Linked [

* A O @ ¢ome @ B X

PostgreSCL

=




3 Exit

Open

Clone

Init

& Download GitKraken
MAC 05 10.8+ L3

We're hiring! Check out our current positions

Open a Repo

Recently opened repos

MyGameTest

All other repos




= Exit

Open a Repo
Open Browse for more Repos

Recently opened repos
Clone
MyGameTest

anthorn/

All other repos

Initialize a Repo
]

New repository path /Users/alanthorn/Desktop/DeadKeys_Development

k

.gitignore Template
(optional)

License

Create Repository

Initialize a Repo

O

New repository path fUsers/alanthorn/Desktop/DeadKeys_Development

.gitignore Template \
(optional) 1ypUS

License Umbraco
Uni .
Y
Vww
VisualStudio

Waf




Q - =

(] DeadKeys_Development ~

[} viewing 1/1 Show Al |3 master| §)| Initial commit
) 5 Initial commit

0 LocAL 1

Ym ' Alan Thom commit: ¢21253
g-, authored 11/19/2016 @ 2:43PM parent:

© b master ™
& REMOTE
[¥] 2 added
® TAGS
Name & Full Path =

@ SUBMODULES
[¥] gitignore

[#] READMEmd

Update Ready (Restart GitKraken)

(| DeadKeys_Development ~

(<] Viewing 1/1 ShowAll |5 master '§ Initial commit
Q

O LocaL 11

2 b master

& REMOTE
W TAGS

@ SUBMODULES




Favorites

CO odrive

@ AirDrop

[ Desktop
EI OneDrive

m alanthorn

Devices

EJ Macinto...

O Remaote...

] ciMp... =

(13

Q Instal...

Tags
@ Red

Orange

E Al My Fi...
¢ iCloud D...
#2 Applicati...

@ Docume...

0 Downloa...

3 cassand...

I = 00 10l

g

README.md

g

Assembly-
CSharp.csproj

FirstPersonAttack
.userprefs

ProjectSettings

& Macintosh HD »

DeadKeys_Development

DeadKeys_Development

>J >

Assembly- Assembly-

CSharp-..resproj  CSharp-..s.csproj

Assets FirstPersonAttack
.sln
k
Library obj

o Users » < alantharn » =0 Desktop » DeadKeys_Development

10 items, 958.28 GB available




DeadKeys_Development ~

master -

Viewing 1/1 Show All WIP: master

Q L master
-

I+ master

& REMOTE

W TAGS

@ SUBMODULES

(] DeadKeys_Development - master -

<]

®)| MAia comimit
O LocaL
& b master
& REMOTE
W T1AGS

@ SUBMODULES

&

Initial commit

Name

[¥ .05 Store

Staged Files (0)

Name

Unstaged Files (1024)

[¥] Assels/.DS Store

[3] Assets/animation.meta

[F] Assets/animation/.DS. Store

[#] Assets/animation/07_03 walkfbx

[#] Assets/animation/07_03 walk fox meta

%] Assets/animation/14_01_fight fbx

Stage files/changes to commit

Full Path




Discard all changes

Unstaged Files (1024)
Name &
[+] .DS_Store
Assets/.DS_Store

Assets/animation.meta

Assets/animation/07_03_walk.fbx
Assets/animation/07_03_walk.fox.meta

Assets/animation/14_01_fight fbx

Discard all changes

Unstaged Files (0)

Full Path

Staged Files (1024)

Name = Full Path

[¥] .DS_Store

‘animation/07_03_walk fox
ssets/animation/07_03_walk fox.meta

ssets/animation/14. ht.fbx

Commit Message




Staged Files (1024) Unstage all changes
Name a Full Path =

[¥] .DS_Store

[¥] Assets/.DS_Store

[¥] Assets/animation.meta

[¥] Assets/animation/.DS_Store

[¥] Assets/animation/07_03_walk.fbx

[¥] Assets/animation/07_03_walk.fbx.meta

[¥] Assets/animation/14_01_fight.fbx

Commit Message

First Commit

Initial State of Unity Project. This is our starting point

'§) First Commit N

'®)| Initial commit




First Commit

Initia

¥mm " Alan Thorn
4. authored 11/19/2016 @ 4:36 PM

[¥] 1024 added

Name =

[+] .DS_Store

[¥] Assets/.DS_Store

[¥] Assets/Editor.meta

Full Path =

Favorites

cO odrive

@ AirDrop

All My Fi...
&7 iCloud D...

7}5.; Applicati...

] Desktop

[ Docume...

= OneDrive

0 Downloa...

m alanthorn

Devices

[ cassand...

E__j Macinto...

C_) Remote...

L] emp... =

5 Instal... =

00 ol B v

>

README.md

>

Assembly-
CSharp-...r.csproj

>J

Assembly- Assets
CSharp.csproj
FirstPersonAttack Library
.userprefs
ProjectSettings

UEBEKE?S_D evelopment

DeadKeys_Development

>

Assembly-
CSharp-...s.csproj

FirstPersonAttack

.sln (Y

obj




'§) | First Comgs
Pull (fast-forward if possible)

'B)| Initial QPN
Set Upstream

Create branch here
Cherrypick commit

Reset master to this commit
Edit commit message
Revert commit

Delete master

Create tag here

Do you want to immediately commit the reverted changes? | “t} No

0 master '®)| First Commit

'®)| Initial commit

(| DeadKeys_Development ~ master ~ o~
Undo Redo

[<] Viewing 1/1 Show All | 0 master Revert "First Commit”
Filter (38 + shift + ) Q ¥

ormaes
O LocAL 1 “®)| Initial commit

® SUBMODULES




O

(<] Viewing 1/1
Filter (3 + shift + f)

0 LocaL
& b master
& REMOTE

W TAGS

© SUBMODULES

Show All

DeadKeys_Development ~

L0 master

" ~
Redo

4

Pul

Undo
Revert "Revert "First Commit™
Revert "First Commit"
First Commit

Initial commit

&l Resources

§ Unity File IEII Assets GameObject Component Mobile input Window Help

[ ] Undo Selection Change #2Z  eys Development - PC, Mac & Linux Standalone (Personal) <OpenGL 4.1>
S X m O | | Account - | Layers - [{Layour - |
= Hierarchy | or | € Came =m Inspector | Lighting  Mavigatic  Occlusio g -of
Creae * * Scale r—— 1x Maximeze on Play  Mute sudio | St | G Editor Svttlll'lu! ¢
e} Level_01
* root
Unity Remote
Device Mone P
Compression JFEC :
Frame Selected F Resalution Marmal ¥
Lock View to Selected {F Joystick Source Remote :
Select All A Version Control
Mode Hislden Méta Files. ¥
Play =P
Pause o HP WWW Security Emulation
Step LHEP Enable Webplayer Sect
Host URL http:/ fwww.mydomain o
Signin...
Assel Serialization
. Mode Mindd $
Selection 4
Default Behavior Mode
& Project |t Project Settings [ Input | R wode - n
Create * _ ) Tags and Layers r &
Graphics Emulapon > Audio Sprite Packer
All Seripts. e Time Mode Atways Enabled s
= Snap Settings... Player Padding Pawer 1 §
, O N N
&l animation - - l thsics 20 C# Praject Generation
= audiu ; R andia A Quality hix T i Additional extensions txtxmlfrtod
el audiomixers . ROOT namespace
il Editor Graphics
aal Marerials E— _ Metwork —
= | e —
i e Script Execution Order
al prefabs prefabs REsources s o aanmard AL .. DENEATES




R —

Inspect0|| -Lighting Nawvigatic

Occlusio g .=

Play | Mute audio | Stats

A Editor Settings

%

Unity Remote
Device
Compression
Resolution
Joystick Source

Version Control
Mode

WWW Security Em

Enahle Webplayer
Host UEL

Asset Serializatio
Mode

&,

A

| Mone
| 1PEC

| Mormal

ar

Ak

A

| Remote

| Visible Meta Files

Hidden Meta Files

a + Visible Meta Files k

Asszet Server
Perforce
PlasticSCM

A

| Mixed

Asset Serialization
Mode

Force Text

Mixed
Default Behavior

Mode

Sprite Packer

Force Binary

Mode

Padding Power |2

| Always Enabled &




& Level 01.unity

- 4: {fileID: 4758184}
m_Layer: @
m_Name: Waypoint_C
m_Tag5tring: Untagged
m_Icon: {fileID: 5228299130450103585, guid: , type: B}
m_NavMeshLayer: @
m_StaticEditorFlags: @
m_IshActive: 1

---— lu'4 54758154

Transform:
m_ObjectHideFlags: @
m_PrefabParentObject: {fileID: 8}
m_PrefabInternal: {fileID: 0}
m_GameObject: {fileID: 4758183}
m_LocalRotation: {x: B, y: B, z: B, w: 1}
m_LocalPositio {x: 4.53, 2.837, z: 12.93}
m_LocalScale: {x: 1, w: 1, 1}
m_LocalEulerAnglesHint: {x: @, y: ®, z: @8}
m_Children: []
m_Father: {fileID: 1148567218}
m_RootOrder: 2

--- 'u!l &61B@366

GameObject:
m_ObjectHideFlags: @
m_PrefabParentObject: {fileID: 138734, guid: 7B6ef40503dec4B80@94c37bd77cbdlde, type: 2}
m_PrefabInternal: {filelD: 855551323}

4

- 4: {fileID: 61BB367}
m_Layer: @
m_Name: ankle.r
m_TagS5tring: Untagged
m_Icon: {fileID: @}
m_NavMeshLayer: @
m_StaticEditorFlags: B
m_IsActive: 1

——— lul4 &61BO367

Transform:
m_ObjectHideFlags: @
m_PrefabParentObject: {fileID: 487358, guid: 7BEef495¢30ec4B0B04c37boT77chedde, type: 2}
m_PrefabInternal: {filelD: 855551323}
m_GameObject: {fileID: 618@366}
m_LocalRotation: {x: -8.@861458862, y: B.0866M0612, z: B.23318521, w: B.9704851}
m_LocalPositio {x: 4.387367e-11, y: D.0B4532709, z: B8.657465e-12}
m_LocalScale: {x: 1, y: 1, z: B,99000004}
m_LocalEulerAnglesHint: {x: @, y: 8, z: 0}
m_Children:
- {fileID: 1199648754}
m_Father: {fileID: 116B85942}
m_RootOrder: @

DeadKeys_Developme n :1
Undo !

Viewing 1/1 Show All | | o master '®)| Updates Unity Configuration

(38 + shift + 1) Q Revert *Revert *First Commit™

0 LocaL Revert "First Commit™

g
3

s master '®)| First Commit
3

& REMOTE Initial commit
® TAGS

@ SUBMODULES




(| DeadKeys_Development ~

(<] Viewing 1/1 ShowAll |5 master

Q

0 LocaL
I+ master

& REMOTE
W TAGS

@ SUBMODULES

Revert "Revert "First Commit™

Revert "First Commit"

Revert "Revert "First Commit
Revert "First Commit"

A& B Create branch here
Cherrypick commit

Reset master to this commit

Revert commit
Create tag here

Initig cf

>

FirstPersonAttack

Assembly- Assembly- Assembly- FirstPersonAttack FirstPersonAttack Library
CSharp-...rcsproj CSharp-..s.csproj  CSharp.csproj .sln .userprefs
FirstPersonAttack
A bl A bl A bl FirstPersonAttack FirstPersonAttack Library Assets obj

¥

CSharp-..recsproj CSharp-..s.csproj  CSharp.csproj

ProjectSettings

.sln

.userprefs




Viewing 1/

0 ocal

@ b master
& REMOTE
» TAGS

@ SUBMODULES

(.} DeadKeys_Development ~

Q Viewing 1/1 ShowAll |5 master

0 LocAL

& b master
& REMOTE
W TAGS

@ SUBMODULES

master

Unstaged Files (8)

[=] FirstPersonAttack/Assets/Editor/.
[5] FirstPersonAttack/Assets/scenes/.DS,_Store

[5] FirstPersonAtack/Assets/Standard Assets.DS_Store

Staged Files (0)

Name

Discard all chlwvs
Unstaged Files (8) | stage all changes

Name - Full Path
[=] .DS_Store

[=] FirstPersonAttack/.DS_Store

[=] FirstPersonAttack/Assets/.DS_Store

[=] FirstPersonAttack/Assets/animation/.DS_Store
[=] FirstPersonAttack/Assets/Editor/.DS_Store

[=] FirstPersonAttack/Assets/scenes/.DS_Store

[=] FirstPersonAttack/Assets/Standard Assets/.DS_Store

Revert "Revert “First Commit™
Pull (fast-forward if possible)
Push
Set Upstream

Create branch here [

Reset master to this commit
Edit commit message
Revert commit

Delete master

)

vert "First Commit™

Create tag here




IdeaPlayGround Revert "Revert "First Commit""

e

Revert "First Commit"

o

Rewvert "Revert "First Commit™

e

Revert "First Commit"

e

Revert "Revert "First Commit

e

Revert "First Commit"

o

First Commit

o=

Initial commit

e

DeadKeys_Development ~ IdeaPlayground_01 ~

O IdeaPl.. - 2 master Revert "Revert "First Commit""

i

Revert "First Commit"

£l

=1 LOCAL Revert "Revert "First Commit™

i

4 I+ IdeaPlayground_01 Revert "First Commit"

i

* ¥ master Revert "Revert "First Commit™

e

& REMOTE Revert "First Commit"

.

W TAGS First Commit

-

@ SUBMODULES Initial commit

]

o e |
Undo Redo

01 DeadKeys_Development ~ IdeaPlayground_01 ~

<] Viewing 2/2 ShowAll | o IdeaPlayground_01 "% | Testwith Red Lights
Filter (38 + shift +f)

O master "®)| Updates Unity Configuration
O LocAL f -'®)| Revert "Revert "Hrst Commit™
@ s IdeaPlayground_01 "®)| Revert "First Commit"

b master '8) | First Commit
& REMOTE

Initial commit

@ TAGS

@ SUBMODULES




O DeadKeys_Development ~ IdeaPlayground_01 ~

o Viewing 1/2 ShowAll | o ideaPlayground_01
Filter (38 + shift + ) Q

Test with Red Lights

Updates Unity Configuration

Revert "Hrst Commit"

& s ideaPlayground_01

m First Commit

2
#
O LocAL &) | Revert "Revert "First Commit™"
L
§
2

ol
& REMOTE Initial commit
® TAGS

@ SUBMODULES

| DeadKeys_Development - master -~

o Viewing 2/2 ShowAll | o |deaplayground 01 '®/| Testwith Red Lights
Fiter (3§ + shift + 1) Q|2 master *8)| Updates Unity Configuration
O LOCAL . X Revert "Revert "First Commit™
[P T R & Revert "First Commit"
%2 ' master i X First Commit
- REWiE u & Initial commit
¥ TAGS

® SUBMODULES




= DeadKeys_Development - master -

[ Viewing 2/2 ShowAll | O |geapiayground 01 Test with Red Lights

(3¢ + shift

0O LocaL

= |+ ideaPld
b

& REMOTE

Q O master Updates Unity Configuration

2/2 Revert "Revert "First Commit™
Pull (fast-forward if possible) R
Push ‘®)| First commit

Set Upstream
initial commit

Fast-forward master tn IdeaPlavarnund 01
01 into master

Checkout IdeaPlayground_01
Create branch here
Cherrypick commit

Reset master to this commit
Revert commit

Delete IdeaPlayground_01

Hide
Solo

Create tag here

2 master

Merged branch IdeaPlayground_01 into master

0 IdeaPlayground_01 %) || Test with Red Lights

Updates Unity Configuration
Revert "Revert "Hrst Commit™
Revert "First Commit"

First Commit

Initial commit




o 0] o TextFile
Y~  Helvetica & || Regular 12 v B X

¥

| 0 I 2 ! I 4 I 6 lH
This is a test file demonstrating Git Conflicts

On this line a name is specified. The name is: Alan Thorn




[‘D DeadKeys_Development ~ Name 02 ~ Ph = | h .;t h E
us! rancn Stash 'op
(<] Viewing 3/3 ShowAll ||| o 0 N ‘Added Text Document

Filter (3 + shift + f) Q Merged branch IdeaPlayground_01 into master

Test with Red Lights
Updates Unity Configuration

Revert "Revert "FHrst Commit™

# Inasier Revert "First Commit"

& REMOTE First Commit

® Taes Initial commit

@ SUBMODULES

Added Text Document
Added Sample Document

DeadKeys_Development ~ master ~

Viewing 4/4 Show All Adds Jane Doodle
Adds John Doe
Adds TextFile
IdeaPlayground_01 0 IdeaPlayground_01 Revert "Revert "First Commit™
Name_01
Name_02
& v master

Revert "First Commit"

o

Revert "Revert "First Commit™

)

Revert "First Commit”

w

& REMOTE
Revert "Revert "First Commit™

® TAGS ~
Revert "First Commit"

® SUBMODULES

)

First Commit

Initial commit

)




DeadKeys_Development ~

Viewing 4/4 Show All 'O Name_02
2 Name_01
0 master

0 IdeaPlayground_01

& REMOTE
® TAGS

@ SUBMODULES

DeadKeys_Development ~

Viewing 4/4 Show All | | o master

0 IdeaPlayground_01

& I* master

& REMOTE
% TAGS

@ SUBMODULES

- - - - e

| Adds Jane Doodle

Adds John Doe

Adds TextFile

Revert "Revert "First Commit™
Revert "First Commit"

Revert "Revert "First Comm
Revert "First Commit"

Revert "Revert "First Commit™
Revert "First Commit"

First Commit

Initial commit

Merged branch Nam

Aads Jane Doodle

Adds John Doe

Adds TextFile

Revert "Revert "First Commit™
Revert "First Commit"

Revert "Revert "First Commit™
Revert "First Commit"

Revert "Revert "First Commit™
Revert "First Commit*

First Commit

Initial commit




DeadKeys_Development ~

Viewing 4/4 ShowAll | o master Merged branch Name_01 into maste

Q 0 Name_02 % Adds Jane Doodle

0 MName_01 Adds John Doe

I IdeaPlayground_01 Adds TextFile

o,

I+ Name_01 Revert "Revert "First Commit™

@

O IdeaPlayground_01

Pull (fast-forward if possible) Revert "First Commit”
Push

Set Upstream

o,

Revert "Revert "First Commit

&

Revert "First Commit"

&

Revert "Revert "First Commit

o

Revert "First Commit"

&

Checkout Name_02

Create branch here
Cherrypick commit

Reset master to this commit
Revert commit

Delete Name_02

First Commit

@

Initial commit

P

Hide
Solo

Create tag here

Q 0 master Merged branch Name_01 into master

0O LocaL 0 Mame_02 Adds Jane Doodle
I IdeaPlayground_01 0 Name_01 Adds John Doe

I Name 01 Adds TextFile

o

Revert "Revert "First Commit

o

O |deaPlayground_01

Revert "First Commit"

W

Revert "Revert "First Commi

o

Revert "First Commit"

o

@ SUBMODULES

Revert "Revert "First Commi

o

Revert "First Commit"

o

First Commit

Initial commit

)




DeadKeys_Development ~
Viewing 4/4 Show Al
Q
O oca ara
¥ ideaPlayground 01 Adds john Doe
I Name_01 Adds TextFile
I Name 02
B 1 master
& REMOTE
® TAGS
@ SUBMODULES

master -
FirstPersonAttack/.DS_Store (1 conflict)

Commit f47da2 on

Binary File
8,196 bytes

Output

8,196 bytes

Commit eSec2c.on Name_02

Binary File
81

D5 _Store

FirstPersonAttack/Assets/TextFile.htmi

Full Path

Full Path

sve B




FirstPersonAttack/.DS_Store (1 conflict)

Commit fA7da2 on master L B | commit e5ec2c on Name_02

Binary Flle
8,196 bytes

Qutput

Binary File
8,196 bytes

Open in external merge tool

Commit e5ec2c on Neme_02

Binary File
8,196 bytes




e e i e e

Merge Conflicts
Merging Name

Conflicted Files (1)

Name = Full Path

FirstPersonAttack/Assets/TextFile.html

Resolved Files (1)
Name & Full Path

@ FirstPersonAttack/.DS_Store




Merge Conflicts
Merging Name_02 into master

Conflicted Files (1)

Name & Full Path

FirstPersonAttack/Assets/TextFile, html L\e

Resolved Files (1)

Name = Full Path =

& FirstPersonAttack/.DS_Store

FirstPersonAttack/Assets/TextFile html (1 confler) Open in external merge tool 7 [Save

Commit f47da2 on Commit eSec2c on Nome_02
<IDOCTYPE htsl PUBLIC "-//W3C//DTD HTML 4.Q1L//EN" "http://ww.w3.org/TR/html4/strict.dtd"> <IDOCTYPE html PUBLIC *-//W3C//DTD HTML 4.0L//EN" "http://wws.w3.org/TR/htnl4/strict.dtd">

"Content-T: ter 1; charset=utf-8">

1

H

3

4 Content-Type" contenta"text/html; chorset. . P - ml;

5 ameta http-ec Content-Style-Type" enta"text/css"> tp-equiv="Content-Style-Type" contents"text/css
6 t F

?

8

me-"Generator t="Cocoa HTML Writer™> meta name-"Generator” content="Cocoa HTML Writer™>
CocoaVersion”™ content="1584.6" ta names"CocoaVersion™ contents"1594.6'
: text.

p.p1 {margin: 0.9px B.9px .0px 0.0px; line-height: 14.0px; font: 12.8px Helvetica; color: #00000 p.pl {margin: ©.0px 0.0px 0.0px 9.0px; line-height: 14.8px; font: 12.0px He ca; color: #0000
span {font-kerning: n span.sl {font-kerning:
style 2 st

>This is o test file demonstrating Git Conflicts</spors</p» p cl "><span s1%-This is o test file demonstrating Git Conflicts</
b 517> <b

“>0n this line a name is specified. The name is: John Doe an></f *><span ¢ “51%:0n this line o name is specified. The nome is: Jane Doodle<

iv="Content-Type" content="text/html; charset=utf-3"
Content-Style-Type" .

ent="Cocoa HTML Writer™:
t="1504,6"

line-height: 14.8px; font: 12.0px Helvetico; color: #00D060; -webkit-text-stroke:
span.s1 {font-kerning: nc

-This is a test file demonstrating Git Conflicts

On this line o name is specified. The nome is: Alan Thorn




FrstPersonAttack/Assets/TextFlehtml (1 conflicr)

Comenit 147422 on #|B | Con mitesec2c on Name_02
<!DOCTYPE html PUBLIC *-// s L J 3 & ] TR v i : : 1 <|FCTYPE himl PUBLIC *-//W3C

) 3 ® Line-height: 14.0gx; font: d
span. 51 {font-kerning: none spon 51 {fort-kerning: ©

This i a test file desonstrating Git Conflicts. P " ">Thiz is o test File demonstroting Git Conflicts

“»0n this line o name is specified. The name is: John Doe 1 1 155="5170n this line o name is specified. The nome is: Jane Doodle

1 <IDOCTYPE html PUBLIC

“te
p.p1 {margin 2.8px 9.0 ©.000; Line-height: 14.0px; font: 12.0px Helvetica; OOObSY: | mabit-ca-atroh
span. 1 {fort-kers

This is o test file demonstrating Git Conflictss

="51%0n this lire o nome is specified. The nome is: Jome Doodle</sp

Resolved Files (2)

Name & Full Path

@ FirstPersonAttack/.DS_Store

@ FirstPersonAttack/Assets/TextFile.html

Commit Message

Merge branch 'Name_02'

Conflicts:
FirstPersonAttack/.DS_Store
FirstPersonAttack/Assets/TextFile.html

| CommitandMerge [\ Abort Merge
—




Aassan
9 Bitbucket Fostrss  itegmors S OwaCemar  Prcng  Logh

Code, Manage, Collaborate

Bitbucket is the Git solution for professional teams

Hast it yoursei with Btbucket Server

Built for professional teams

Distributed version control systen
‘The only collabx

kes it easy for you to collaborate with your team.
Git solution that massively scales.

Code collaberation on steroids
Approva code reviaw morm eficentsy with pul requests. Hoid
discussions right I the source cods with g commants.
Git that massively scales

Have uninterupted access with Bitbuckst Data Center. Fast
perdormance wherever you arein the world,

Flexible deployment models |

File Edit View Window Help
About GitKraken

View Release Notes
Check for Update
Merge branch 'Name_02"'

Merged branch Name_01 into master

Services Adds Jane Doodle

Hide GitKraken Adds John Doe

Hide Others
Show All

Adds TextFile

G

G

Revert "Revert "First Commit’
Quit GitKraken
& REMOTE

Revert "First Commit"

@

Revert "Revert "First Commit’

w3

W TAGS

Revert "First Commit"

s

@ SUBMODULES

Revert "Revert "First Commit’

s

Revert "First Commit"

o

First Commit

o

Initial commit

)




[ Exit Preferences

Default Profile

General
Profiles

uthentication
Git Flow

Ul Preferences

[= Exit

Open

Clone

Authentication

Set up SSH and stay logged In to streamline your experience. Gitkraken can even use a different SSH key for each service.

Initialize a Repo

Account

Name

Description

Access

Clone after init

New repository path

gitignore Template (optional)

License




Initialize a Repo

Bitbucket.org

Account

Name:

Description

Access

'l alan_thom
Mastering Unity Git Repo
Book Files for Managing Dead Keys

Private

Clone after init

MNew repository path

Eitignore Template (optional)

License

Account

Name

Description

Access

'® alan_thorn
Mastering Unity Git Repo
Book Files for Managing Dead Keys

Private

Clone after init

N

New repository path

.gitignore Template (optional)

License

‘ Create Repository and Clone




Account ® alan_thomn

Name
Description
Access Private
Clone after init
New repository path
gitignore Template (optional) Unity

License

@ Bitbucket Teams -

RECENTLY VIEWED

Dashboard

Overview Repositories Pull request RECENTLY UPDATED

5

Everything's awesome!

All your pull requests and reviews are done
and dusted.

Create repository

View all pull requests Import repository
QO™ Lastupdated Dec 102015




(] Mastering Unity ~ master -

(<] Viewing 2/2 ShowAll |0 @ master '®)| Adds Binary Files
*® J Q '®)| Initial commit
0 LocaL
b master
& REMOTE
'@ origin
P master
h PULL REQUESTS
® 1AGS

® SUBMODULES

(| Mastering Unity - master -

<] Viewing 2/2 ShowAll | o @ master " Adds Binary Files
Iter (3 + sh ) Q )| Initial commit

O LocaL 71
B 1 master
& REMOTE
@ origin
H master
h PULL REQUESTS
% TAGS

@ SUBMODULES

Pull (fast-forward if possibla)




2 Exit

Open
Clone

Init

Clone a Repo

Bitbucket.org

Where to clone to /Users/alanthorn/Desktop

P mastering-unity

Full path /Users/alanthorn/Desktop/

Clone the EE}QI |

Project Management and Version Control



4[ DEAD KEYS ]7

Y A A A

[ DEVELOPMENT ][ ART & DESIGN ] [ SOUND & MUSIC ]

Task: Create Brick Texture
Date: 19" Sep
Assignee: Thomas B

Task: Code Character Al
Date: 23" Sep
Assignee: Sarah A

Task: Create Sword
Date: 29™ Sep
Assignee: Thomas B

Task: Create Flame PS
Date: 5™ Oct
Assignee: Thomas B

Task: Code IK Handles
Date: 3" Oct
Assignee: Sarah A

Task: Code Spline Paths
Date: 20t Oct
Assignee: Sarah A




TO-DO In Progress Completed

s ™ s ™
Task: Create Flame PS Task: Create Sword Task: Create Brick Texture
Date: 5™ Oct Date: 29 Sep Date: 15" Sep
Assignee: Thomas B Assignee: Thomas B Assignee: Thomas B
e v e A
4 ™y 4 ™
Task: Create fxe Task: Create Wood Texture
Date: 30" Sep Date: 18" Sep
Assignee: Thomas B Assignee: Thomas B
b A b A
-
Task: Create Shield
Date: 2 Dct
Azsignee: Thomas B

Trello lets you work more
collaboratively and get more done.

prioritize

Sign Up - It's Free.

wse Tre

rdate meetings

Code Aeview
Lnieatiad it Astacherat Doy lcon Phagn anabiadeatin scsons

Fin skt kg Den't Diaglary Préviste Documents To Lat the server choase
Tmarn fuarme when creaing

“ Em




o)

£, Personal Boards

Create a new team...

Create new board...

W relr

Create Team

Name

My Unity Team

Description (opticnal)

Team Project for Dead Keys

74}

A team is a group of boards and people. It
helps keep your company, team, or family
organized.

Business Class gives your team more
security, administrative controls, and
superpowers. Learn More,




My Unity Team & e
\ Team Project for Dead Keys.

# Edit Team Profile

Boards Members Settings 1@ Business Class

Alan Thorn

Search Team N Activity  Admin © | X Leave
Atharr

Find members by name..

Add Members

& Add by Name or Email

A Bulk Add Members

4d Members *
Emails or Usernames:

co@trello.com; chorizo@trello.com

Add to Team

Find boards by name...

£, Personal Boards
(@ Personal Boards +

Create new board... A

Always keep this menu open.

See closed boards. ..

Create a new team...




[ Boards yol

AlanCodeDeadKeys MyuUnityTeam 1y A Team Visible

Add a list...

AlanCodeDeadKeys MyunityTeam ¢ & Team Visibie

_ S o -




AlanCodeDeadKeys MyuUnityTeam ¢ & Team Visible

To-Do

In-Progress Completed

Code Enemy AI|

= -

AlanCodeDeadKeys MyUnityTeam < A& Team Visibie

To-Do In-Progress

Code Enemy Al




¢ Edit Labels

A (

Due Date

Time

12:00

Remove




_— ¢ Edit Labels
Code Enemy Al




Code Enemy Al

Al consists of Patrol, Chase, Attack and Dead

Add Comment

Activity
ﬂ Alan Thorn removed Checklist from this card
n Alan Thorn added Checklist to this card

E-] Alan Thorn added this card 1o To-Dao

Add

Members

Labels

[ Checklist
Due Date

Attachment

Actions
Maove

Copy

Subscribe

Archive




Code Enemy Al

Add

Labels

Al consists of Patrol, Chase, Attack and Dead .
Checklist

Al States Due Date

Patrol Attachment

Chase .
Actions
Attack

Move
Dead

Copy

Subscribe

Archive
Add Comment




! Code Enemy Al

in list To-Do

Labels Add
- + 2 Members
Description Edit < Labels
Al consists of Patrol, Chase, Attack and Dead -

i Checklist

| Al States Hide com

ed items Delete...

@) Due Date

© Attachment

Actions

-+ Move

& Copy

© Subscribe
=2 Add Comment

A & Archive
1 Write a comment..

@ @ = Share and more...




Al consists of Patrol, Chase, Attack and Dead Add
Members
Al States I .
Checklist
Due Date
o Attachment
Actions
Add Comment S

<@ Subscribe
i

Archive

Send

Share and more...

Activity

AlanCodeDeadKeys MyUniyTeam ¢ & Team Visible

To-Do In-Progress Completed Blocked

-_— Code Camera System Design Ul Code Score System
Code Enemy Al

Create Walk Animation Code Typing Functions




[D] odrive.cam

Unified Storage

Cloud storage is better when it's unified. odrive aggregates all your accounts into one
system. One password, one application.

4

2 I+
Q
m —$—e— FTP

SFTP v n ™M
P | ~




L
.> glt --everything-is-local -

Git is a free and open source distributed version control system
designed to handle everything from small to very large projects with
speed and efficiency.

Git is easy to learn and has a tiny footprint with lightning fast
performance. It outclasses SCM tools like Subversion, CVS, Perforce,
and ClearCase with features like cheap local branching, convenient
staging areas, and multiple workflows.

e Learn Git in your browser for free with Try Git.

g+ About Documentation M e
ﬁ The advantages of Git compared m Command reference pages, Pro 2 10 2
to other source control systems. Git book content, videos and * .
other material. d e es (2016-10-28)
Downloads for Mac
Downloads Community
* GUI clients and binary releases gj-'? Get involved! Bug reporting,
for all major platforms. mailing list, chat, development
and more.
R -
Git Pro Git by Scott Chacon and Ben Straub is available to read online for free. Dead ¥ MacGUIs WM Tarballs
a

tree versions are available on Amazon.com. ~
&g Windows Build E Source Code

Companies & Projects Using Git

Google Microsoft Linked [

* A O @ ¢ome @ B X

PostgreSCL

=




3 Exit

Open

Clone

Init

& Download GitKraken
MAC 05 10.8+ L3

We're hiring! Check out our current positions

Open a Repo

Recently opened repos

MyGameTest

All other repos




= Exit

Open a Repo
Open Browse for more Repos

Recently opened repos
Clone
MyGameTest

anthorn/

All other repos

Initialize a Repo
]

New repository path /Users/alanthorn/Desktop/DeadKeys_Development

k

.gitignore Template
(optional)

License

Create Repository

Initialize a Repo

O

New repository path fUsers/alanthorn/Desktop/DeadKeys_Development

.gitignore Template \
(optional) 1ypUS

License Umbraco
Uni .
Y
Vww
VisualStudio

Waf




Q - =

(] DeadKeys_Development ~

[} viewing 1/1 Show Al |3 master| §)| Initial commit
) 5 Initial commit

0 LocAL 1

Ym ' Alan Thom commit: ¢21253
g-, authored 11/19/2016 @ 2:43PM parent:

© b master ™
& REMOTE
[¥] 2 added
® TAGS
Name & Full Path =

@ SUBMODULES
[¥] gitignore

[#] READMEmd

Update Ready (Restart GitKraken)

(| DeadKeys_Development ~

(<] Viewing 1/1 ShowAll |5 master '§ Initial commit
Q

O LocaL 11

2 b master

& REMOTE
W TAGS

@ SUBMODULES




Favorites

CO odrive

@ AirDrop

[ Desktop
EI OneDrive

m alanthorn

Devices

EJ Macinto...

O Remaote...

] ciMp... =

(13

Q Instal...

Tags
@ Red

Orange

E Al My Fi...
¢ iCloud D...
#2 Applicati...

@ Docume...

0 Downloa...

3 cassand...

I = 00 10l

g

README.md

g

Assembly-
CSharp.csproj

FirstPersonAttack
.userprefs

ProjectSettings

& Macintosh HD »

DeadKeys_Development

DeadKeys_Development

>J >

Assembly- Assembly-

CSharp-..resproj  CSharp-..s.csproj

Assets FirstPersonAttack
.sln
k
Library obj

o Users » < alantharn » =0 Desktop » DeadKeys_Development

10 items, 958.28 GB available




DeadKeys_Development ~

master -

Viewing 1/1 Show All WIP: master

Q L master
-

I+ master

& REMOTE

W TAGS

@ SUBMODULES

(] DeadKeys_Development - master -

<]

®)| MAia comimit
O LocaL
& b master
& REMOTE
W T1AGS

@ SUBMODULES

&

Initial commit

Name

[¥ .05 Store

Staged Files (0)

Name

Unstaged Files (1024)

[¥] Assels/.DS Store

[3] Assets/animation.meta

[F] Assets/animation/.DS. Store

[#] Assets/animation/07_03 walkfbx

[#] Assets/animation/07_03 walk fox meta

%] Assets/animation/14_01_fight fbx

Stage files/changes to commit

Full Path




Discard all changes

Unstaged Files (1024)
Name &
[+] .DS_Store
Assets/.DS_Store

Assets/animation.meta

Assets/animation/07_03_walk.fbx
Assets/animation/07_03_walk.fox.meta

Assets/animation/14_01_fight fbx

Discard all changes

Unstaged Files (0)

Full Path

Staged Files (1024)

Name = Full Path

[¥] .DS_Store

‘animation/07_03_walk fox
ssets/animation/07_03_walk fox.meta

ssets/animation/14. ht.fbx

Commit Message




Staged Files (1024) Unstage all changes
Name a Full Path =

[¥] .DS_Store

[¥] Assets/.DS_Store

[¥] Assets/animation.meta

[¥] Assets/animation/.DS_Store

[¥] Assets/animation/07_03_walk.fbx

[¥] Assets/animation/07_03_walk.fbx.meta

[¥] Assets/animation/14_01_fight.fbx

Commit Message

First Commit

Initial State of Unity Project. This is our starting point

'§) First Commit N

'®)| Initial commit




First Commit

Initia

¥mm " Alan Thorn
4. authored 11/19/2016 @ 4:36 PM

[¥] 1024 added

Name =

[+] .DS_Store

[¥] Assets/.DS_Store

[¥] Assets/Editor.meta

Full Path =

Favorites

cO odrive

@ AirDrop

All My Fi...
&7 iCloud D...

7}5.; Applicati...

] Desktop

[ Docume...

= OneDrive

0 Downloa...

m alanthorn

Devices

[ cassand...

E__j Macinto...

C_) Remote...

L] emp... =

5 Instal... =

00 ol B v

>

README.md

>

Assembly-
CSharp-...r.csproj

>J

Assembly- Assets
CSharp.csproj
FirstPersonAttack Library
.userprefs
ProjectSettings

UEBEKE?S_D evelopment

DeadKeys_Development

>

Assembly-
CSharp-...s.csproj

FirstPersonAttack

.sln (Y

obj




'§) | First Comgs
Pull (fast-forward if possible)

'B)| Initial QPN
Set Upstream

Create branch here
Cherrypick commit

Reset master to this commit
Edit commit message
Revert commit

Delete master

Create tag here

Do you want to immediately commit the reverted changes? | “t} No

0 master '®)| First Commit

'®)| Initial commit

(| DeadKeys_Development ~ master ~ o~
Undo Redo

[<] Viewing 1/1 Show All | 0 master Revert "First Commit”
Filter (38 + shift + ) Q ¥

ormaes
O LocAL 1 “®)| Initial commit

® SUBMODULES




O

(<] Viewing 1/1
Filter (3 + shift + f)

0 LocaL
& b master
& REMOTE

W TAGS

© SUBMODULES

Show All

DeadKeys_Development ~

L0 master

" ~
Redo

4

Pul

Undo
Revert "Revert "First Commit™
Revert "First Commit"
First Commit

Initial commit

&l Resources

§ Unity File IEII Assets GameObject Component Mobile input Window Help

[ ] Undo Selection Change #2Z  eys Development - PC, Mac & Linux Standalone (Personal) <OpenGL 4.1>
S X m O | | Account - | Layers - [{Layour - |
= Hierarchy | or | € Came =m Inspector | Lighting  Mavigatic  Occlusio g -of
Creae * * Scale r—— 1x Maximeze on Play  Mute sudio | St | G Editor Svttlll'lu! ¢
e} Level_01
* root
Unity Remote
Device Mone P
Compression JFEC :
Frame Selected F Resalution Marmal ¥
Lock View to Selected {F Joystick Source Remote :
Select All A Version Control
Mode Hislden Méta Files. ¥
Play =P
Pause o HP WWW Security Emulation
Step LHEP Enable Webplayer Sect
Host URL http:/ fwww.mydomain o
Signin...
Assel Serialization
. Mode Mindd $
Selection 4
Default Behavior Mode
& Project |t Project Settings [ Input | R wode - n
Create * _ ) Tags and Layers r &
Graphics Emulapon > Audio Sprite Packer
All Seripts. e Time Mode Atways Enabled s
= Snap Settings... Player Padding Pawer 1 §
, O N N
&l animation - - l thsics 20 C# Praject Generation
= audiu ; R andia A Quality hix T i Additional extensions txtxmlfrtod
el audiomixers . ROOT namespace
il Editor Graphics
aal Marerials E— _ Metwork —
= | e —
i e Script Execution Order
al prefabs prefabs REsources s o aanmard AL .. DENEATES




R —

Inspect0|| -Lighting Nawvigatic

Occlusio g .=

Play | Mute audio | Stats

A Editor Settings

%

Unity Remote
Device
Compression
Resolution
Joystick Source

Version Control
Mode

WWW Security Em

Enahle Webplayer
Host UEL

Asset Serializatio
Mode

&,

A

| Mone
| 1PEC

| Mormal

ar

Ak

A

| Remote

| Visible Meta Files

Hidden Meta Files

a + Visible Meta Files k

Asszet Server
Perforce
PlasticSCM

A

| Mixed

Asset Serialization
Mode

Force Text

Mixed
Default Behavior

Mode

Sprite Packer

Force Binary

Mode

Padding Power |2

| Always Enabled &




& Level 01.unity

- 4: {fileID: 4758184}
m_Layer: @
m_Name: Waypoint_C
m_Tag5tring: Untagged
m_Icon: {fileID: 5228299130450103585, guid: , type: B}
m_NavMeshLayer: @
m_StaticEditorFlags: @
m_IshActive: 1

---— lu'4 54758154

Transform:
m_ObjectHideFlags: @
m_PrefabParentObject: {fileID: 8}
m_PrefabInternal: {fileID: 0}
m_GameObject: {fileID: 4758183}
m_LocalRotation: {x: B, y: B, z: B, w: 1}
m_LocalPositio {x: 4.53, 2.837, z: 12.93}
m_LocalScale: {x: 1, w: 1, 1}
m_LocalEulerAnglesHint: {x: @, y: ®, z: @8}
m_Children: []
m_Father: {fileID: 1148567218}
m_RootOrder: 2

--- 'u!l &61B@366

GameObject:
m_ObjectHideFlags: @
m_PrefabParentObject: {fileID: 138734, guid: 7B6ef40503dec4B80@94c37bd77cbdlde, type: 2}
m_PrefabInternal: {filelD: 855551323}

4

- 4: {fileID: 61BB367}
m_Layer: @
m_Name: ankle.r
m_TagS5tring: Untagged
m_Icon: {fileID: @}
m_NavMeshLayer: @
m_StaticEditorFlags: B
m_IsActive: 1

——— lul4 &61BO367

Transform:
m_ObjectHideFlags: @
m_PrefabParentObject: {fileID: 487358, guid: 7BEef495¢30ec4B0B04c37boT77chedde, type: 2}
m_PrefabInternal: {filelD: 855551323}
m_GameObject: {fileID: 618@366}
m_LocalRotation: {x: -8.@861458862, y: B.0866M0612, z: B.23318521, w: B.9704851}
m_LocalPositio {x: 4.387367e-11, y: D.0B4532709, z: B8.657465e-12}
m_LocalScale: {x: 1, y: 1, z: B,99000004}
m_LocalEulerAnglesHint: {x: @, y: 8, z: 0}
m_Children:
- {fileID: 1199648754}
m_Father: {fileID: 116B85942}
m_RootOrder: @

DeadKeys_Developme n :1
Undo !

Viewing 1/1 Show All | | o master '®)| Updates Unity Configuration

(38 + shift + 1) Q Revert *Revert *First Commit™

0 LocaL Revert "First Commit™

g
3

s master '®)| First Commit
3

& REMOTE Initial commit
® TAGS

@ SUBMODULES




(| DeadKeys_Development ~

(<] Viewing 1/1 ShowAll |5 master

Q

0 LocaL
I+ master

& REMOTE
W TAGS

@ SUBMODULES

Revert "Revert "First Commit™

Revert "First Commit"

Revert "Revert "First Commit
Revert "First Commit"

A& B Create branch here
Cherrypick commit

Reset master to this commit

Revert commit
Create tag here

Initig cf

>

FirstPersonAttack

Assembly- Assembly- Assembly- FirstPersonAttack FirstPersonAttack Library
CSharp-...rcsproj CSharp-..s.csproj  CSharp.csproj .sln .userprefs
FirstPersonAttack
A bl A bl A bl FirstPersonAttack FirstPersonAttack Library Assets obj

¥

CSharp-..recsproj CSharp-..s.csproj  CSharp.csproj

ProjectSettings

.sln

.userprefs




Viewing 1/

0 ocal

@ b master
& REMOTE
» TAGS

@ SUBMODULES

(.} DeadKeys_Development ~

Q Viewing 1/1 ShowAll |5 master

0 LocAL

& b master
& REMOTE
W TAGS

@ SUBMODULES

master

Unstaged Files (8)

[=] FirstPersonAttack/Assets/Editor/.
[5] FirstPersonAttack/Assets/scenes/.DS,_Store

[5] FirstPersonAtack/Assets/Standard Assets.DS_Store

Staged Files (0)

Name

Discard all chlwvs
Unstaged Files (8) | stage all changes

Name - Full Path
[=] .DS_Store

[=] FirstPersonAttack/.DS_Store

[=] FirstPersonAttack/Assets/.DS_Store

[=] FirstPersonAttack/Assets/animation/.DS_Store
[=] FirstPersonAttack/Assets/Editor/.DS_Store

[=] FirstPersonAttack/Assets/scenes/.DS_Store

[=] FirstPersonAttack/Assets/Standard Assets/.DS_Store

Revert "Revert “First Commit™
Pull (fast-forward if possible)
Push
Set Upstream

Create branch here [

Reset master to this commit
Edit commit message
Revert commit

Delete master

)

vert "First Commit™

Create tag here




IdeaPlayGround Revert "Revert "First Commit""

e

Revert "First Commit"

o

Rewvert "Revert "First Commit™

e

Revert "First Commit"

e

Revert "Revert "First Commit

e

Revert "First Commit"

o

First Commit

o=

Initial commit

e

DeadKeys_Development ~ IdeaPlayground_01 ~

O IdeaPl.. - 2 master Revert "Revert "First Commit""

i

Revert "First Commit"

£l

=1 LOCAL Revert "Revert "First Commit™

i

4 I+ IdeaPlayground_01 Revert "First Commit"

i

* ¥ master Revert "Revert "First Commit™

e

& REMOTE Revert "First Commit"

.

W TAGS First Commit

-

@ SUBMODULES Initial commit

]

o e |
Undo Redo

01 DeadKeys_Development ~ IdeaPlayground_01 ~

<] Viewing 2/2 ShowAll | o IdeaPlayground_01 "% | Testwith Red Lights
Filter (38 + shift +f)

O master "®)| Updates Unity Configuration
O LocAL f -'®)| Revert "Revert "Hrst Commit™
@ s IdeaPlayground_01 "®)| Revert "First Commit"

b master '8) | First Commit
& REMOTE

Initial commit

@ TAGS

@ SUBMODULES




O DeadKeys_Development ~ IdeaPlayground_01 ~

o Viewing 1/2 ShowAll | o ideaPlayground_01
Filter (38 + shift + ) Q

Test with Red Lights

Updates Unity Configuration

Revert "Hrst Commit"

& s ideaPlayground_01

m First Commit

2
#
O LocAL &) | Revert "Revert "First Commit™"
L
§
2

ol
& REMOTE Initial commit
® TAGS

@ SUBMODULES

| DeadKeys_Development - master -~

o Viewing 2/2 ShowAll | o |deaplayground 01 '®/| Testwith Red Lights
Fiter (3§ + shift + 1) Q|2 master *8)| Updates Unity Configuration
O LOCAL . X Revert "Revert "First Commit™
[P T R & Revert "First Commit"
%2 ' master i X First Commit
- REWiE u & Initial commit
¥ TAGS

® SUBMODULES




= DeadKeys_Development - master -

[ Viewing 2/2 ShowAll | O |geapiayground 01 Test with Red Lights

(3¢ + shift

0O LocaL

= |+ ideaPld
b

& REMOTE

Q O master Updates Unity Configuration

2/2 Revert "Revert "First Commit™
Pull (fast-forward if possible) R
Push ‘®)| First commit

Set Upstream
initial commit

Fast-forward master tn IdeaPlavarnund 01
01 into master

Checkout IdeaPlayground_01
Create branch here
Cherrypick commit

Reset master to this commit
Revert commit

Delete IdeaPlayground_01

Hide
Solo

Create tag here

2 master

Merged branch IdeaPlayground_01 into master

0 IdeaPlayground_01 %) || Test with Red Lights

Updates Unity Configuration
Revert "Revert "Hrst Commit™
Revert "First Commit"

First Commit

Initial commit




o 0] o TextFile
Y~  Helvetica & || Regular 12 v B X

¥

| 0 I 2 ! I 4 I 6 lH
This is a test file demonstrating Git Conflicts

On this line a name is specified. The name is: Alan Thorn




[‘D DeadKeys_Development ~ Name 02 ~ Ph = | h .;t h E
us! rancn Stash 'op
(<] Viewing 3/3 ShowAll ||| o 0 N ‘Added Text Document

Filter (3 + shift + f) Q Merged branch IdeaPlayground_01 into master

Test with Red Lights
Updates Unity Configuration

Revert "Revert "FHrst Commit™

# Inasier Revert "First Commit"

& REMOTE First Commit

® Taes Initial commit

@ SUBMODULES

Added Text Document
Added Sample Document

DeadKeys_Development ~ master ~

Viewing 4/4 Show All Adds Jane Doodle
Adds John Doe
Adds TextFile
IdeaPlayground_01 0 IdeaPlayground_01 Revert "Revert "First Commit™
Name_01
Name_02
& v master

Revert "First Commit"

o

Revert "Revert "First Commit™

)

Revert "First Commit”

w

& REMOTE
Revert "Revert "First Commit™

® TAGS ~
Revert "First Commit"

® SUBMODULES

)

First Commit

Initial commit

)




DeadKeys_Development ~

Viewing 4/4 Show All 'O Name_02
2 Name_01
0 master

0 IdeaPlayground_01

& REMOTE
® TAGS

@ SUBMODULES

DeadKeys_Development ~

Viewing 4/4 Show All | | o master

0 IdeaPlayground_01

& I* master

& REMOTE
% TAGS

@ SUBMODULES

- - - - e

| Adds Jane Doodle

Adds John Doe

Adds TextFile

Revert "Revert "First Commit™
Revert "First Commit"

Revert "Revert "First Comm
Revert "First Commit"

Revert "Revert "First Commit™
Revert "First Commit"

First Commit

Initial commit

Merged branch Nam

Aads Jane Doodle

Adds John Doe

Adds TextFile

Revert "Revert "First Commit™
Revert "First Commit"

Revert "Revert "First Commit™
Revert "First Commit"

Revert "Revert "First Commit™
Revert "First Commit*

First Commit

Initial commit




DeadKeys_Development ~

Viewing 4/4 ShowAll | o master Merged branch Name_01 into maste

Q 0 Name_02 % Adds Jane Doodle

0 MName_01 Adds John Doe

I IdeaPlayground_01 Adds TextFile

o,

I+ Name_01 Revert "Revert "First Commit™

@

O IdeaPlayground_01

Pull (fast-forward if possible) Revert "First Commit”
Push

Set Upstream

o,

Revert "Revert "First Commit

&

Revert "First Commit"

&

Revert "Revert "First Commit

o

Revert "First Commit"

&

Checkout Name_02

Create branch here
Cherrypick commit

Reset master to this commit
Revert commit

Delete Name_02

First Commit

@

Initial commit

P

Hide
Solo

Create tag here

Q 0 master Merged branch Name_01 into master

0O LocaL 0 Mame_02 Adds Jane Doodle
I IdeaPlayground_01 0 Name_01 Adds John Doe

I Name 01 Adds TextFile

o

Revert "Revert "First Commit

o

O |deaPlayground_01

Revert "First Commit"

W

Revert "Revert "First Commi

o

Revert "First Commit"

o

@ SUBMODULES

Revert "Revert "First Commi

o

Revert "First Commit"

o

First Commit

Initial commit

)




DeadKeys_Development ~
Viewing 4/4 Show Al
Q
O oca ara
¥ ideaPlayground 01 Adds john Doe
I Name_01 Adds TextFile
I Name 02
B 1 master
& REMOTE
® TAGS
@ SUBMODULES

master -
FirstPersonAttack/.DS_Store (1 conflict)

Commit f47da2 on

Binary File
8,196 bytes

Output

8,196 bytes

Commit eSec2c.on Name_02

Binary File
81

D5 _Store

FirstPersonAttack/Assets/TextFile.htmi

Full Path

Full Path

sve B




FirstPersonAttack/.DS_Store (1 conflict)

Commit fA7da2 on master L B | commit e5ec2c on Name_02

Binary Flle
8,196 bytes

Qutput

Binary File
8,196 bytes

Open in external merge tool

Commit e5ec2c on Neme_02

Binary File
8,196 bytes




e e i e e

Merge Conflicts
Merging Name

Conflicted Files (1)

Name = Full Path

FirstPersonAttack/Assets/TextFile.html

Resolved Files (1)
Name & Full Path

@ FirstPersonAttack/.DS_Store




Merge Conflicts
Merging Name_02 into master

Conflicted Files (1)

Name & Full Path

FirstPersonAttack/Assets/TextFile, html L\e

Resolved Files (1)

Name = Full Path =

& FirstPersonAttack/.DS_Store

FirstPersonAttack/Assets/TextFile html (1 confler) Open in external merge tool 7 [Save

Commit f47da2 on Commit eSec2c on Nome_02
<IDOCTYPE htsl PUBLIC "-//W3C//DTD HTML 4.Q1L//EN" "http://ww.w3.org/TR/html4/strict.dtd"> <IDOCTYPE html PUBLIC *-//W3C//DTD HTML 4.0L//EN" "http://wws.w3.org/TR/htnl4/strict.dtd">

"Content-T: ter 1; charset=utf-8">

1

H

3

4 Content-Type" contenta"text/html; chorset. . P - ml;

5 ameta http-ec Content-Style-Type" enta"text/css"> tp-equiv="Content-Style-Type" contents"text/css
6 t F

?

8

me-"Generator t="Cocoa HTML Writer™> meta name-"Generator” content="Cocoa HTML Writer™>
CocoaVersion”™ content="1584.6" ta names"CocoaVersion™ contents"1594.6'
: text.

p.p1 {margin: 0.9px B.9px .0px 0.0px; line-height: 14.0px; font: 12.8px Helvetica; color: #00000 p.pl {margin: ©.0px 0.0px 0.0px 9.0px; line-height: 14.8px; font: 12.0px He ca; color: #0000
span {font-kerning: n span.sl {font-kerning:
style 2 st

>This is o test file demonstrating Git Conflicts</spors</p» p cl "><span s1%-This is o test file demonstrating Git Conflicts</
b 517> <b

“>0n this line a name is specified. The name is: John Doe an></f *><span ¢ “51%:0n this line o name is specified. The nome is: Jane Doodle<

iv="Content-Type" content="text/html; charset=utf-3"
Content-Style-Type" .

ent="Cocoa HTML Writer™:
t="1504,6"

line-height: 14.8px; font: 12.0px Helvetico; color: #00D060; -webkit-text-stroke:
span.s1 {font-kerning: nc

-This is a test file demonstrating Git Conflicts

On this line o name is specified. The nome is: Alan Thorn




FrstPersonAttack/Assets/TextFlehtml (1 conflicr)

Comenit 147422 on #|B | Con mitesec2c on Name_02
<!DOCTYPE html PUBLIC *-// s L J 3 & ] TR v i : : 1 <|FCTYPE himl PUBLIC *-//W3C

) 3 ® Line-height: 14.0gx; font: d
span. 51 {font-kerning: none spon 51 {fort-kerning: ©

This i a test file desonstrating Git Conflicts. P " ">Thiz is o test File demonstroting Git Conflicts

“»0n this line o name is specified. The name is: John Doe 1 1 155="5170n this line o name is specified. The nome is: Jane Doodle

1 <IDOCTYPE html PUBLIC

“te
p.p1 {margin 2.8px 9.0 ©.000; Line-height: 14.0px; font: 12.0px Helvetica; OOObSY: | mabit-ca-atroh
span. 1 {fort-kers

This is o test file demonstrating Git Conflictss

="51%0n this lire o nome is specified. The nome is: Jome Doodle</sp

Resolved Files (2)

Name & Full Path

@ FirstPersonAttack/.DS_Store

@ FirstPersonAttack/Assets/TextFile.html

Commit Message

Merge branch 'Name_02'

Conflicts:
FirstPersonAttack/.DS_Store
FirstPersonAttack/Assets/TextFile.html

| CommitandMerge [\ Abort Merge
—




Aassan
9 Bitbucket Fostrss  itegmors S OwaCemar  Prcng  Logh

Code, Manage, Collaborate

Bitbucket is the Git solution for professional teams

Hast it yoursei with Btbucket Server

Built for professional teams

Distributed version control systen
‘The only collabx

kes it easy for you to collaborate with your team.
Git solution that massively scales.

Code collaberation on steroids
Approva code reviaw morm eficentsy with pul requests. Hoid
discussions right I the source cods with g commants.
Git that massively scales

Have uninterupted access with Bitbuckst Data Center. Fast
perdormance wherever you arein the world,

Flexible deployment models |

File Edit View Window Help
About GitKraken

View Release Notes
Check for Update
Merge branch 'Name_02"'

Merged branch Name_01 into master

Services Adds Jane Doodle

Hide GitKraken Adds John Doe

Hide Others
Show All

Adds TextFile

G

G

Revert "Revert "First Commit’
Quit GitKraken
& REMOTE

Revert "First Commit"

@

Revert "Revert "First Commit’

w3

W TAGS

Revert "First Commit"

s

@ SUBMODULES

Revert "Revert "First Commit’

s

Revert "First Commit"

o

First Commit

o

Initial commit

)




[ Exit Preferences

Default Profile

General
Profiles

uthentication
Git Flow

Ul Preferences

[= Exit

Open

Clone

Authentication

Set up SSH and stay logged In to streamline your experience. Gitkraken can even use a different SSH key for each service.

Initialize a Repo

Account

Name

Description

Access

Clone after init

New repository path

gitignore Template (optional)

License




Initialize a Repo

Bitbucket.org

Account

Name:

Description

Access

'l alan_thom
Mastering Unity Git Repo
Book Files for Managing Dead Keys

Private

Clone after init

MNew repository path

Eitignore Template (optional)

License

Account

Name

Description

Access

'® alan_thorn
Mastering Unity Git Repo
Book Files for Managing Dead Keys

Private

Clone after init

N

New repository path

.gitignore Template (optional)

License

‘ Create Repository and Clone




Account ® alan_thomn

Name
Description
Access Private
Clone after init
New repository path
gitignore Template (optional) Unity

License

@ Bitbucket Teams -

RECENTLY VIEWED

Dashboard

Overview Repositories Pull request RECENTLY UPDATED

5

Everything's awesome!

All your pull requests and reviews are done
and dusted.

Create repository

View all pull requests Import repository
QO™ Lastupdated Dec 102015




(] Mastering Unity ~ master -

(<] Viewing 2/2 ShowAll |0 @ master '®)| Adds Binary Files
*® J Q '®)| Initial commit
0 LocaL
b master
& REMOTE
'@ origin
P master
h PULL REQUESTS
® 1AGS

® SUBMODULES

(| Mastering Unity - master -

<] Viewing 2/2 ShowAll | o @ master " Adds Binary Files
Iter (3 + sh ) Q )| Initial commit

O LocaL 71
B 1 master
& REMOTE
@ origin
H master
h PULL REQUESTS
% TAGS

@ SUBMODULES

Pull (fast-forward if possibla)




2 Exit

Open
Clone

Init

Clone a Repo

Bitbucket.org

Where to clone to /Users/alanthorn/Desktop

P mastering-unity

Full path /Users/alanthorn/Desktop/

Clone the EE}QI |

Persistent Data -
Load and Save Game States
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[ Unity File Izﬂl Assets GameObject Component Mobile Input  Window Help

[ Undo Selection Change 387 (0f3 Personal (64bit) - Level O1.unity - FirstPersonAttack - PC, Mac & Linux
$ S > 1 p
i= Hierarchy or | € Came |
Create = | (A ¥ | Scale (r——— ]
€ Level_01*
root
Frame Selected
Lock View to Selected aF
Select All
Play
Pause 3P
Step A
Sign in...
Selection
Project Settings Input
} Tags and Layers
Netwo.rk Emulat\‘()n Audio
Graphics Emulation -
Snap Settings...
3 Project | it Audio Mixer @ Animation
Create ™ a
ualit
All Prefabs 4 Assets g h)"
All Scripts EEEIES
Network
A= — . Editor — —
&5 animation Script Execution Order
&5 audio —
(&3 audiomixers
.= ®©Inspector | 35 Lighting B Occlusion =
Audio | Stats | Gizmos |~

PlayerSettings

Packt Publishing

Company Mame

Product Mame Dead Keys

Default lcon

Default Cursar




Reqistry Editor

File Edit View Favorites Help

v - 4 Computer Name Type Data
HKEY_CLASSES_ROOT
HKEY_CURREMT_USER
HKEY_LOCAL MACHINE
HKEY_USERS
HKEY_CURRENT_COMFIG
£ >
Computer
@ @ & Macintosh HD
< H = [IENE B S E=! oo~ Q
Beginner figures Macintosh HD
Favorites Name Date Modified Size Kind
©O odrive » [ PDF Services 26 Apr 2016, 11:41 - Folder
% All My Files > B Perl 2 Aug 2015, 03:53 == Folder
A . > PreferencePanes 14 Dec 2016, 13:41 -- Folder
<Y iCloud Drive - ‘
¥ | | Preferences Today, 18:09 - Folder
@ AirDrop » [ Audio 26 Apr 2016, 11:59 - Folder
/3 Applications com.adobe.acc.AdobeCreativeCloud.plist 6 Jul 2015, 12:52 68 bytes Property List
= . com.adobe.ace.AdobeDeskiopService.plist 9 Oct 2016, 21:00 68 byles Property List
EEIED com.adobe.acrobat pdfviewer plist 29 Oct 20186, 15:35 133 bytes Property List
1 Decuments com.adobe.headlights.apip.plist 9 Oct 2016, 21:00 230 bytes Property List
o Downloads com.adobe.reader.DC . WebResource plist 8 Nov 2018, 0B:40 145 bytes Property List
i com.apple.airport.opproam.plist 27 Jan 2016, 01:01 336 bytes Property List
H Movies com.apple.alf.plist 6 Jul 2015, 11:47 2KB  Property List
n Music com.apple.alf.plist~orig 28 May 2015, 1913 3KB Document
i@ Pictures com.apple.AppleFileServer.plist 18 Jun 2013, 14:04 180 bytes Property List
com.apple.apsd.launchd 6 Jul 2015, 10:57 Zero byles Document
51 AmazonDrive com.apple.apsd.plist Today, 18:08 11 KB Property List
F= OneDrive com.apple.apsd.plist.OLcFRHJ 15 Jan 2016, 14:03 7KE  Document
m alanthorn com.apple.BezelServices plist 17 Feb 2014, 19:06 118 bytes Property List
com.apple.Bluetooth.plist Today, 18:0 14 KB Property List
B= Google Drive st.RCCBLeM 12 Jul 2016, 18:14 Document
[ creative Cloud... com.apple.ByteRangeLocking.plist 2 Aug 2015, 06:10 418 bytes Property List
com.apple.captive.plist 14 Mov 2013, 07:33 136 bytes Property List
Devices com.apple.commerce.plist 9 Oct 2016, 20:18 450 bytes Property List
[1 Alan's MacBook... 60 bytes

] Macintosh HD

E

com.apple.CoreRAIDServer.cldb

& Macintosh HD » &) Library » | | Preferences »

18 Jun 2013, 14:04

com.apple.Blueteoth.plist. RCC8LeM

1 of 119 selected, 225.53 GB available

Document




" MonoDevelop-Unity File Edit View Search Project Build Run  Version Control Tools Window

(] ® p [ Debug » W Unity Editor

4

>

com.apple.airport.opproam.plist com.apple.ByteRangelocking. plis
<?xml version="1.@" encoding="UTF-8"7>
<!DOCTYPE plist PUBLIC "-//Apple Computer//DTD PLIST 1.8//EN" “http://www.apple.com/DTDs/PropertylList-
<plist version="1.0">
<dict>
<key=DB_Location</key>
<string>/var/db/BRLM.db</string>
<key=DB_HASH_TABLE_MAX</key>
<integer>4896</integer>
<key>DB_INIT_SIZE</key>
<integer>2097152</integer>
<key=>DB_PROC_TABLE_MAXE/key>
<integer>1000</integer>
</dict>
</plist>




@ Unity File Edit Assets GameObject C Window Help
® Unity 5.5.0f3 Personal (64bit) - Untitlied - INIFiles - PC, Mac & Linux Standalone (Personal) <OpenGL 4.1>
4 [ S [ ) [eecener ] @Local | [ @ colsb - | [ &> |{accounn - | [ Layers - | Layour - |

%% Animator € Game | Inspecta | -Lighting  Navigatic Ocelusio & -
=ll20]] % | %) | &I

8 iniParser Import Settings a4
¥ < Untitled* -~ Open... | | Execution Order...
Main Camera
Directional Light
INILoad Iimwmd Object
iniParser @ =

#region legal
it

Ini file Parser
Author: Tristan "Kennyist” Cunningham
- wwwtristanjc.com

Date: 13/04/2014

License: Creative commans ShareAlike
30-

hitps:/ [creativecommans.org/licenses/by-sa/ 3
-0/

wi

i [Revised and updated for Unity by Alan Thorn
//License: Creative commaons ShareAlike 3.0 -
hitps:/ [creativecommens org/licenses/by-sa/3

0/
#endregion
i

using UnityEngine;

using System.Collections:
using System.|

il

/11 <summary>

@ Project i1 Audio Mixer ) Animation O Console = [/ An ini file parser that Creates and edits .ini
= g files, With functions to fetch and delete values
o AN LS 7 < summary>
¥ . Favorites public class iniParser : MonoBehaviour
All Materials p
Al Models k| o Lk ke
private ArrayList keys = new
All Prefabs Fa B | ArrayList(
Al Seripts. | %3 private ArrayList vals = new ArrayList();

private ArrayList comments = new

Test ArrayList)

ic string INIFileName =

pul
string Empty.

void Awake() B

| o iniParsercs —_—




@ Unity File Edit Assets GameObject Component Mobile Input Window Help
[ ] Unity 5.5,013 (4bit) - Untitled - SampleFunctionality - PC, Mac & Linux Standalone <OpenGL 4.1>
El+ S X ] [wrve [ Stoca ] > [ Gcolab - | (& ] [Account - | [Lavers - | [Layour - |
= Hierarchy # Scene € Game £ Asset Store | © inspector
Create ~ Shaded RIEIEIE IS linifarser | i
L | P -
TS i I iniParser Static
Main Camera Tag| untagged + Layer| Detaunt '
¥ . Transform [#]
Position X 0.01261|Y [1.20571 Z -0.2B36
Rotation X0 Yo z0
Scale X 1 LdFY Z1
Ini Parser (Script) 7]
Script iniParser
INI File Name TestiNI

Add Component

3 Project O console

Create -
¥ Favorites Assets
All Materials
All Models
All Prefabs
Al Scripts

Seripts

iniParser Materials. Scenes

. Scripts
> i Standard Assets
—C)




+ Scene € Came £ Asset Store
Shaded T2 % &) | - Gizmos v | [arAll

Assets »

¢ - . E

iniParser Materials Scenes Seripts Standard Asse [ esuni ]




Project [ Console |

Clear | | Collapse | Clear on Play | Error Pause ! o @o
JUsers falanthorn/Documents /packt_video/documents-export-2016-06-14/Revised /course_02/Volume_02/course_files/SampleFunctionality/ Assets/ TestiN| Loaded g
UnityEngine.Debug:Log(Object) X

| /Users /alanthorn /D /packt_video/d port-2016-06-14/Revised/course_02/Volume_02/course_files/SampleFunctionality/Assets [ TestIN| Loaded

= Hierarchy 4 Scene Animator = I
Create = | (GrAll | shaded e Y ~ ’

v € sceneStart* .= v

Main Camera
Directional Light
Plane

Cube

Sphere

Cylinder

| 3 Project it Audio Mixer & Animation El console |

| Clear | | Collapse | Clear on Play | Errar Pause | Do Ao 00




¥ o ¥ Serialize Transform XML (Script) (@ =
Script serializeTransformXmL o]

¥ Transform Array
Size 0
File Path My TransformData.json

Data

¥ Data Array
Size 1
¥ Element O
Pos X
Pos Y
Pos Z
Euler X
k Euler ¥
Euler 2
Scale X
Scale Y
Scale Z
Object Name

(=] =] =] =) =] ] =] ) =]

= Hierarchy € Game
Create = | (27 % |l - Display 1 #| | 16:9
v € scenestart*
¥ Env
Main Camera
Directional Light
Plane

Cylinder
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Navigation Contents [nide]
Main Page 1 Description
Extensions 2 Usage
Particle Library 2.1 Cshap
Programming 2.2 UnityScript (Unity's Javascript)
Seripts 3 Examples (G# / UnityScript)
Shaders 4 SimpleJSON.cs
Wizards
Description
Ext
e SimpleSON is an easy to use JSON parser and builder. It uses strong typed classes for the different JSONTypes. The parser / builder does not distinguish between different value types. Number, boalean and
Tips, Tricks, Tools null will be treated like strings. This might cause problems when you need to build a JSON string that requires the actual types.
Al L
s In short: The parser conforms to rfc4627 (2, the generator does not.
Unity Projects
Contests
IAG Ghatroom I've updated (only) the source code embedded in the page, and it now appears to round-trip, although this isnt particularly well tested and it's a very naive implementation. Use .ToJSON(0) to use the round-trip
wversion. -- Opless (talk) 22:39, 21 September 2014 (CEST)OPless
Quick Links Usage
Community portal _ B B B N .
Recent chenges To use SimpleJSON in Unity you just have to copy the SimpleJSON.cs file into your projects "plugins” folder inside your assets folder.
New Pages It you want to use the comprassion feature when it comes to saving and loading you have to download the SharpZipLib & assembly and place it next o the SimpleJSON.cs file. In addition you have to uncomment
Help the define at the top of the SimpleJSON.cs file.
For language specilic usage see below.
Toolbax
CSharp
What links here
Related changes Like most assemblies SimpleJSON is contained in its own namespace to avoid name collisions.
Special pages To use SimpleJSON in C# you have 1o add this line at the top of your script:
Printable version
Permanent ink using SimpleJSON;

UnityScript (Unity's Javascript)
To usa SimplaJSON in UnityScript you have to add this line at the top of your script:

‘ import SimpleJSON:

For UnityScript it's vital to place the SimpleJSON.cs (and SharpZipLib if needed) into a higher compilation group & than the UnityScript file that should use it. The usual place is the Plugins folder which shouid

work in most cases.
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PlayerController » FixedUpdate ()
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class PlayerController : MonoBehaviour

private Transform ThisTransform =
private CharacterController Th:sfuntroller =

public float Speed = 2f;
public float RotSpeed = 9@f;

Use this for initialization
void Awake ()
{
ThisTransform = GetComponent<Transform> ();
ThisController = GetComponent<CharacterController> ();
}

// Update is called once per frame
void FixedUpdate
{

float Vert
float Horz

= Input.GetAxis ("Vertical");
= Input.GetAxis ("Horizontal");

ThisTransform.Rotate (@,RotSpeed = Horz * Time,deltaTime,8);

isTransform. itio = sTrz form. forward * Speed * Vert * Time.deltaTime;
ThisController. Simpleﬂove(?hisrransfonn forward * Speed * Vert);

if (Input.GetKeyDown (KeyCode.Space))
i

2 ("hello")
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PlayerController » FixedUpdate ()
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class PlayerController : MonoBehaviour
private Transform ThisTransform = H
private CharacterController ThisController =

public float Speed
public float RotSpeed = 9@f;

/ this for initialization
void Awake ()

{
ThisTransform = GetComponent<Transform> ();
ThisController = GetComponent<CharacterController> ();

// Update is led once per frame
void FixedUpdate ()
{
float Vert = Input,GetAxis ("Vertical");
float Horz = Input.GetAxis ("Horizontal"

ThisTransform.Rotate (@,RotSpeed * Horz * Time.deltaTime,@);

ransform tion += ThisTransform.forward = »d * Vert = Time.deltaTime;

ThisController.SimpleMove(ThisTransform. forward * Speed * Vert

if (Input.GetKeyDown (KeyCode.Space))

1
DebugManager.PrintMessage (“hello");
}
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Loading fApplicaticns/Unity/Unity.app/Contents/UnityExtensions/Unity /UnityVR/Editor/UnityEditer VR dl1 inte Unity Child Domain

Non platfors assembly: /Applications/Unity/Unity.app/Contents/UnityExtensions/Unity/UnityYR/RuntimeEditor/UnityEngine.vR.dll (this message is harmless)
Loading fApplications/Unity/Unity.asspfContents/UnityExtensions/Unity /UnityVR/RuntineEditep /UnityEngine VR 411 inta Unity Child Domain

Platfers assembly: /Applicetions/Unity/Unity.app/Contents/Managed/UnityEditer.Craphs.dll (this message is harmless)

Loading /Applicaticns/Unity/Unity.app/Contents/Managed/UnityEditor.Graphs.dll into Unity Child Demain

Neon platfers assembly: /Applications/Unity/PlaybackEngines/AndroidPlayerfUnityEditer.Android.Extensicns.dll (this message is hareless)

Loading fApplications/Unity/PlaybackEngines/Android®layer/UnityEditor. Android. Extensions.dll inte Unity Child Domain

Mom platfors assembly: /Applicatisns/Usity/PlaybackEngines/i05Support/UnityEditer.iDS. Extensiens.dl1 (this message is harmless)

Loading /Applicaticns/uUnity/PlaybackEngines/i0SSuppert/UnityEditor.i0S.Extensions. dll inte Unity Child Demain

Mom platfors assembly: fApplications/Unity/PlaybackEngines /WebGlSupport /UnityEditer WebGL.Extensions.dll (this message is harmless)

Loading fApplicaticns/Unity/PlaybackEngines /wWebGLSupport/UnityEditor WebGL.Extensions.dll inte Unity Child Domain

Non platfors assembly: fApplications/Unity/Playback nes. ta tfUnityEditor. WindowsStan alnne JExtensions.dll (this messsge is harmless)
Loading /Applicaticns/Unity/PlaybackEngines/WindowsStandaloneSupportfUnityEditor WindowsStandalone Extensicids.dll inte Unity Child Dorain

Platfors assembly: /Applications/Unity/Unity.app/Contents/PlaybackEngines/sacstandalonesupport/UnityEditor.05KStandalone. Extensions.dll (this ressage is
harnless)

Loading fApplications/Unity/unity {Play tanda t/unityEditor.0SxStandalone. Extensions.dll into Unity Child Demain
Platfora assembly: /applications/Unity/unity. Iw!CanlantsfﬂnagsdInumt core.interfaces.dll (this message is harmless)

Refreshing native plugins cempatible for Editor in 2.49 ms, found @ plugins.

Preloading @ native pluegins for Editor in @.9@ ms.

£ fhpplications /Unity/Unity.app/Contents/Managed/Mono.Cecil.dll (this message is harmless)
fApplications/Unity/Unity.app/Contents/Managed/Unity.Serializationlogic,cll (this message is harmless)
FfApplications/Unity/Unity.app/Contents/Mana/lib/rono/2.8/UnitySeript .dl]l (this message is harmless)
/applications/Unity/Unity.app/Contents/Managed/ICSharpCode. NRefactory.dll (this message is harmless)
fapplications/Unity/Unity.app/Contents/Mana/lib/ronof2.8/Systea. Xnl . Ling.d11 (this message is harmless)

sssembly: /Applications/Unity/Unity.app/Contents/Managed/nunit.core.dll (this message is harmless)

Non platform assembly: fApplications/Unity/PlaybackEngines/i0SSupport/UnityEditor.i0S.Extensions. Common.dll (this message is harmless)

Mome: successfully relesded assembly

- Completed reload, in 1.452 seconds

fApplications/Unity/Unity.app/Contents/Mana/lib/mono /2. 8/Boo.Lang.Compiler.dll (this message is harmless)
Japplications/Unity/Unity.app/Contents/Mona/1ib/rono /2. 8/Boo.Lang.d11 (this message is harmless)
fApplications/Unity/Unity.app/Contents/Mana/lib/mono /2. 8/Bo0.Lang. Parser.dll [this message is harmless)
Japplications/Unity/Unity.app/Contents/Mana/lib/rano /2. 0/UnitySeript .Lang.d11 (this message is harmless)

¢ [Applications/Unity/Unity.app/Contents/Monoflib/rono/2.8/Mono. Security.d11 (this message is harmless)
Domnloading http:/fupdate.unitydd.com/s.5/ivy.xml to fvar/folders/ty 187qle6e7e3066mPwiwhZbloBBR0gn/ T /unity /857 e92ef -91d8-43dé-ac f1-a3eBeb35a135/ dvy . o0l
Registered platform support modules in: @.1875%1s,

Native extension for DSXStandalone target not found

Native extension for windowsStandalone target not found

Native extension for WeblL target not found

Loading native library: UnityEditor.i0S.Mative at /Applications/Unity/PlaybackEngines/i055uppert/UnityEditer, i08. Native.dylib
[usbruxd] Start listen thread

[usbruxd] Listen thread started
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Scripts
Included DLLs 3.9 mb 18.8%

File headers 14.7 kb
Complete size 39.3 mb

Editor.log
R B¢ th
MNow Clear Reload Share
693.3 kb 1.7%
8.e%
108.08%

sed Assets and files from the Resources folder, sorted by uncompressed size:

18.7 mb
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27.2% Assets/textures/ACMap.png

20.46% Assets/textures/DiffuseComposite.png

13.6% Assets/textures/Normal.png

5.4% Assets/music/narrow_corridors_short.ogg

3.4% Assets/scenes/Level_81/Lightmap-@_comp_light.exr
2.6% Assets/textures/Arrow.png

2.0% Assets/Resources/WordList.txt

;‘~‘SiS323SRR&SE?SSSSSSEQEEE?QQ?}’

1
1.7%
1.3%
B.9%
B.6%
-]

.B% Resources/unity_builtin_extra
Assets/textures/DiffuseBaseProps.png
Assets/scenes/Level _81/ReflectionProbe-9.exr
Assets/animation/14_81_fight.fbx
Assets/animation/31_16_idle. fbx

5% Assets/meshes/Zombie.fbx

B.4% Assets/textures/Zombie.png

Assets/Standard
Assets/Standard

Assets/Standard

Assets/Standard

Assets/Standard
Assets/Standard
Assets/Standard
Assets/Standard
Assetrs/Standard
Assets/Standard
Assets/Standard
Assets/Standard
Assets/Standard
Assets/Standard
Assets/Standard
Assets/Standard

Assets/Standard

Assets! Sta n-da rd

Assets/audio/swish_4.wav
Assets/animation/28_B88_walk.fbx
Assetsfaudio/swish_2.wav

hAssets/audio/bang.wav
hssets/scenes/Level _@1/LightingData.asset

Assets/ParticleSystems/Textures/ParticleCloudwhite.png
Assets/ParticleSystems/Textures/ParticleCloudBlack.png

Assets/textures/bomb_circle_@.png

Assets/ParticleSystems/Textures/ParticleFirecloud.png

Assets/audio/swish_3.wav
Assets/animation/98_18_death.fbx

Assat s.u'Effel:tsfImageEffects!Shadars!SSﬂ.aSnadar .shader

Assets/Effects/ImageEffects/Shaders/_BloomAndFlares/MobileBloom. shader
Assets/Effects/ImageEffects/Shaders/_Antialiasing/DLAA.shader
Assets/Effects/ImageEffects/Shaders/NoiseAndGrainDX1l.shader
Assets/Effects/ImageEffects/Textures/Randomvectors.ong
Assets/Effects/ImageEffects/Shaders/NoiseAndGrain. shader
Assets/Effects/ImageEffects/Shaders/ChromaticAberrationShader.shader
Assets/Effects/ImageEffects/Shaders/_Antialiasing/FXAAPreset2.shader
Assets/Effects/ImageEffects/Shaders/_Antialiasing/NFAA.shader
Assets/Effects/ImageEffects/Shaders/_Antialiasing/FXAAPresetd.shader
Assets/Effects/ImageEffects/Shaders/_Antialiasing/FXAA3Console.shader
Assets/Effects/ImageEffects/Shaders/_Antialiasing/FXAA2.shader
Assets/Effects/ImageEffects/Shaders/_Antialiasing/SSAA.shader

Assets/animation/controllers/controllerEnemy.controller
Assets/scenes/Level _@1/MavMesh.asset

Assets/Effects/ImageEffects/Shaders/VignettingShader.shader

Assets/animation fﬂavlga tor.contreller

Assets.I'Effects!InageEHects!Shadersf Deptnﬁfheld!SeparableBlur shader
mageEffe Tex es/NolseAnd n,ong
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H DiffuseComposite Import Settings Q@ =
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sRGE (Color Texture) o
Alpha Source Input Texture Alpha i

Alpha Is Transparency
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Wrap Mode Clamp .
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Default

Max Size [ 4096
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Use Crunch Compression
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Texture Shape | 2D s
sRCB (Color Texture) ¥4
Alpha Source | Input Texture Alpha m
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Advanced
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Generate Mip Maps

Filter Mode
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Gizmos | 1— Zombie Import Settings @ o

Open

m Rig Animations

Meshes

Scale Factor

Mesh Compression
Read/Write Enabled
Optimize Mesh

Import BlendShapes

Keep Quads

Swap Uvs 4

Generate Lightmap UVs ]

Normals & Tangents

Mormals | Impart s
Smoothing Angle i 60
Tangents | Calculate Tangent Space B
Materials

Import Materials [
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Gizgmos =

ize On Play  Mute Audio  5Stats

Force To Mono

Load In Background

a7 Lighting

¥ Navigation

bang Import Setings

B Occlusion

Imported Object

bang

Delauit

Load Type Decompress On Load [ ]
Preload Audio Data o
[~ e e g braes e pn [T -
Quality 100 i
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Original Size £46.9 KB
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= Hierarchy | or € Came
Create ~ rA # | Scale (_r Ix Maximize On Play Mute Audio | Stats | Gizmos
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root

Duplicate
Delete

Frame Selected F
Lock View to Selected {+F

Select All HA

Play ®pP
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Selection

input
Tags and Layers
Audio

Time
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Network Emulation
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Snap Settings...

Health Physics

Physics 2D
Quality
Graphics
Network
Editor
Script Execution Order




Maximize On Play Mute Audio  Stats  Cizmos ~

O Inspector | % Lighting 52 Mavigation B Occlusion F
Detault Cursor None
(Texture 20
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Settings for PC, Mac & Linux Standalone

Resolution and Presentation
lcon
Splash Image

Other Settings

Rendering

Color Space” Gamma L
Auto Graphics AP for Windo' |«

Auto Graphics APl for Mac [«

Static Batching 4

Dynamic Batching 4

GPU Skinning*

Graphics Jobs (Experimental]

Virtual Reality Supported

Configuration
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Disable HW Statistics
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CROSS_PLATFORM_INPUT

Optimization NET 2.0
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Appearance & Behavior
Appearance
Menus and Toolbars
System Settings
Passwords
HTTP Proxy
Updates
Usage Statistics
Notifications
Quick Lists
Path Variables
Keymap
Editor
Plugins
Build, Execution, Deployment
Tools

Default Preferences

App e & Behavior » System Settings » Android SDK
Manager for the Android SDK and Tools used by Android Studio
Android SDK Location:  /Users/alanthorn/Library/Android/sdk Edit

\SDKPlatforms.) SDK Tools  SDK Update Sites

Each Android SDK Platform package includes the Android platform and sources pertaining to

an API level by default. Once installed, Android Studio will ically check for upd
Check “show package details” to display individual SDK components.

Name AP Level Revision Status

Android 7.1.1 (Nougat) 25 3 Installed
Android 7.0 (Nougat) 24 2 Not installed
Android 6.0 (Marshmallow) 23 3 Not installed
Android 5.1 (Lollipop) 22 2 Not installed
Android 5.0 (Lollipop) 21 2 Not installed

Android 4.4W (KitKat Wear) 20 2 Installed

s 19 4 Installed

Android 4.3 (Jelly Bean) 18 3 Installed
Android 4.2 (Jelly Bean) 17 3 Mot installed
Android 4.1 (Jelly Bean) 16 5 Mot installed
Android 4.0.3 (lceCreamSandwich) 15 5 Not installed
Android 4.0 (lceCreamSandwich) 14 4 Not installed
Android 3.2 (Honeycomb) 13 1 Not installed
Android 3.1 (Honeycomb) 12 3 Mot installed
Android 3.0 (Honeycomb) 11 2 Not installed
Android 2.3.3 (Gingerbread) 10 2 Not installed
Android 2.3 (Gingerbread) 9 2 Mot installed
Amdemicd TV Cemmd o 2 Mlms lmmsallad

Show Package Details
Launch Standalone SDK Manager

Cancel anly S




[ ] Android Studio Setup Wizard

’_,( Downloading Components

Unzipping...

Preparing “Install Android SDK Platform 25".Downloading https://dl.google
.com/android/repository/platform-25_r@3.ziphttps://dl.qgoogle
.com/android/repository/platform-25_r@3.zip

android=7.1.1/

android-7.1.1/sdk.properties

android-7.1.1/android-stubs-src. jar

android-7.1.1/Tramework.aidl

android-7.1.1/uiautomator. jar

android-7.1.1/build.prop

android-7.1.1/android. jar

android-7.1.1/templates/

android-7.1.1/templates/ic_launcher_xhdpi.png

android=7.1.1/templates/AndroidManifest.tests. template

Cancel Previous Next Finish
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Appearance & Behavior
Appearance
Menus and Toolbars
System Settings
Passwords
HTTP Proxy
Updates
Usage Statistics
Notifications
Quick Lists
Path Variables
Keymap
Editor
Plugins
Build, Execution, Deployment
Tools

Default Preferences

Appearance & Behavior » System Settings » Android SDK

ndroid SDK Location:

/Users falanthorn/Li JAndroid/sdk L3

Edit

_ SDK Tools  SDK Update Sites

Each Android SDK Platform package includes the Android platform and sources pertaining to
an API level by default. Once installed, Android Studio will automatically check for updates.

Check "show package details" to display individual SDK components.

[<J<]<]

Name
Android 7.1.1 (Nougat)
Android 7.0 (Nougat)
Android 6.0 (Marshmallow)
Android 5.1 (Lollipop)
Android 5.0 (Lollipop)
Android 4.4W (KitKat Wear)
Android 4.4 (KitKat)
Android 4.3 (Jelly Bean)
Android 4.2 (Jelly Bean)
Android 4.1 (Jelly Bean)
Android 4.0.3 (IlceCreamSandwich)
Android 4.0 (IceCreamSandwich)
Android 3.2 (Honeycomb)
Android 3.1 (Honeycomb)
Android 3.0 (Honeycomb)
Android 2.3.3 (Gingerbread)

Launch Standalone SDK Manager

25
24
23
22
21
20
19
18
17
16
15
14
13
12
11
10
9

°

API Level

UMM W R WU W W B RN R W N W

Revision

Cancel

Status
Installed
Not installed
Not installed
Not installed
Not installed
Installed
Installed
Installed
Not installed
Not installed
Not installed
Not installed
Not installed
Not installed
Not installed
Not installed
Not installed

Klat imabaliad

Show Package Details
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Keys

Gl Cache
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Unity Preferences
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Revision Contral Diff/Merge [ Apple File Merge

Android
SDK  fUsers/alanthorn/LibraryfAndroid/s

NDI

K

Browie Download
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ILZCPP requires that you have Android NDK rl0e installed,
If you are not targeting ILZCPP you can leave this field empry.
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Oculus Sample Framework

for Unity 5 Project

1.51 | Updated 2016-10-19

B | have read and agree to the terms of the EULA, Terms <

RELEASE NOTES

Oculus Sample Framework for Unity 5 Project
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virtual reality toolkit

The SDI Manager was updated in 3.2.0-
Any scenes using the old SDK Manager set
up will need 1o be updated. Watch this
video from 5:36 time stamp for more
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