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¥ [Terrain
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= Hierarchy € Inspector
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AudioObject

| Clear | | Collapse | Clear on Play | Errar Pause | Connej
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Tick: 2/4
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Tick: 3/4
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Tick: 474
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&' animatedRocket Import Settings
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¥ &) scene
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hhde| [ Select | Raewert
Directional Light | LT —
» [« Animator
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i Project
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S mpecior I

& [Reverb Zone | [ Static
Tag Layer | Default
F _~.  Transform T
- [+ Audio Reverb Zone Q
“Min Distance 6
Max Distance 18
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iti Audio Mixer

¥ MainMixer (Audio Liste

FxM

¥ |DialogueTrigger | [ static = |
Tag|Untagged ¢ | Layer|Default |

Speech

t1i Audio Mixer

right click e

e MainMixer

MainMixer
FxMixer (FX of Main
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Expose 'Volume (of Master)' to script ;
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it Audio Mixer

Mixer-music

Snapshot
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Tunnel
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= Hierarchy
| Create '| (e all ]

v Q Dynamic* =

Main Camera
¥ tunnel
floor
Tunnel
tunnel_exterior
Directional Light
b Character
» Music
Cube-tunnel-trigger
Cube-start-trigger
Cube-otherside-trigger

i= Hierarchy

[ e =] ©mnspector

- id
| CE“’ | (oAl A a [+ |Cuh-E—tunnEI—trigger | [ Static =
v Dynamic =
R Tag
¥ tunnel b .+ Transform =
floor . Cube (Mesh |
Tunnel » i & Box Collider %,
tunnel_exterior = %)
Directional Light P b LI Mesh Renderer
b Character v Snapshot Trigger (Script) |
i Script o]
Cube-tunnel-trigger Snapshot |2 Tunnel (Mixer-mus @
® o T _ Crossfade (2
Y D) Default-Material [ *,
Assets  Scene * Shader | Standard =
Mone -
OtherSide ’ Add Component ]
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T Audio Mixer

MainMixer

Snapshot

i Audio Mixer

MusicMixer

Music

Snapshot
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T Audio Mixer

MainMixer

Snapshot

Music

Duck Volume

MainMixer
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‘Music\Duck Volume'
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Threshold
Ratio
Attack Time

Release Time

Knee

Sidechain Mix

- L —
= [1000dB |
e [100.00 % |

Duck Volume ||

Add Effect
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€ Game

Display 1

= Hierarchy | | © Inspector | =
Create * - g o musicScheduler Static ~
v @ scene2_loops_with_v| =
Main Camera Tag | Untagged # | Layer | Default ¥
Directional light .~ Transform L
B HEEEEE (o Loop Scheduler (Script) wEd
loaperman-|-1862508 Script LoopScheduler o]
loopermige-|-1929922; Bpll 140

loopermip-1-2575260/
loopergan-l-oisis 00

Num Beats rolfeagmer 16
¥ Audio Sources

Size 4

Element 0 | looperman®t1862 @
Element 1 |looperman-1-1929 @
Element 2 |looperman-l-1675 @
Element 3 looperman=1=0460| @
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@ unity | DOCUMENTATION

Materials, Shaders & Textures
Textures
Creating and Using Materials
Standard Shader
Content and Context

Metallic vs Specular
Workflow

Material parameters
Material charts
Make your own

Physically Based Rendering
Material Validator

Accessing and Modifying
Material parameters via script

Writing Shaders

r
the

1
®

. 4 8

5

s

5 A ®

e

N
‘-;;Z:-‘
L
-‘/,
L
_‘G-.':?:I
' 4
&
&

Search manual..

Material charts

SHADER CALIBRATION SCENE
METALLIC VALUE CHARTS

ALBEDO RGB

ERALL COLOUR

MEDIAN LUMINOSITY

NON-METAL : E

NON-METAL EXAMPLE VALUES

METAL EXAMPLE VALUES
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lock: B o <& @ Rll: 1000 =
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Layers

D Kind s+ @ ® T O &

Normal % Opacity: 100% @ -

Lock: Fll: 100% | -

Layer O

Layer 2

Layer 1

.O © B A o
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Layers

B New Layer... Shift+ Ctrl+M
£ Kind & ® T 0§ Copy C55

Duplicate Layers...

Normal = Opacity: 1000 | =

Delete Layers
Lock: <+ @ R MR  Delcte Hidden Layers

. Mew Group...
Mew Group from Layers...

+

Lock Layers...

Convert to Smart Object
Edit Contents

Elending Options...
Edit Adjustment...

T
T
T
2
-

Create Clipping Mask Alt+Ctrl+G

Link Layers
Select Linked Layers
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T -
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T unmy

. Layer O
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f.O © == 7
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Layers

£ xind e T I &0
Normal * Opacty: 100%
lock: B & & £ Fll:  100%

O v Smoothness
T _
T -+

T unrrr

. Layer O
. Layer 2

[
— 1
— Layer
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Layers
£ Kind : L@ e T O 0

MNarmal = r 1009

ock: B & & B Fill: 100
I

& Smoothness copy
L |

¥ @ Smoothness

T
T -

T unmy

. Layer O

Channels
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Smoothness copy

¥ @ Smoothness

Layer O

Layer 2 copy
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Layers 5 h
£ xind s L ® T O &

100%

-

Pass Through %+  Opacity:

lock: B &7 &+ @ Fill:  100%

_ Smocthness copy

¥ Abedo

R:204, G:0, B:0

R:255, G:0, B:0

+ Layer 2 copy

Layer 2

@ Inspector |
m_battery T
Shader [ Standard (Specular setup)

Rendering Mode | Opague

Main Maps

M o Albedo [ 12

g @ Specular
smoothness
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. Battery_MAT &, Battery MAT
v Shader | Standard (Specular setup) - # Ishade,— | Standard

Rendering Mode | Opague L] Rendering Mode | opague +
Main Maps Main Maps

M o albedo 17 M o albedo 1.7

maSpecular - o Metallic O D .

[ L eeeeee——Sy | TS
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Layers
D Kind i me T OO

r=1
[
bed

Normal 3 Opacty: 100% | =
Lock: B o P @ Fll: 100% |+

» B Smocthness

O vam Metlic

o,
9
4
1
s,
o
rs

- Bl

@ Battery MAT o,
v Shader | Standard -

Rendering Mode | opague ™

bawery_prerav
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Normal + Opacity: 100% | =

lock: B & <+ @ Fill: 100% | =

O vam Abedo 1

Layer O

Layer 2 copy

Main Man

bl © Albedo 2
m @ Metallic

battery_prefab

+# Scene
MIEIEAE I i - | Shaded MIEIEAE I~

with normal map

without normal map

\-‘p/_w
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uvw_template.png @ 25% (...

D Kind

. Layer O

Layer 1
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& Project — © Inspector
| Create ~| (@ NEIRIES Battery_height Import Settlngﬁ el - 8

»  Favorites assets » Textures
: _.lal:err\r_nnrmal

= res e €
Bl Scenes Battery_height Texture Shape -

- Materials -m”_5m|ar
» Il Models

Create from Grayscale |«

Prefabs Bumpiness
Filterin
Wl Packages -

» Advanced

Wrap Mode | Repeat il
Filter Mode | Trilinear ¢ |
Aniso Level o p— D
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Strength ———f——— 3D PrevieW(runs best on chrome)

Level —f— Model NN v- NI
D T s el

HEI H AP it BR BG B Height Show Normal B Ao B Displace
(T Tl pisplacement }f AmbientOc]

e

Size: 1024 x 1024 Auto update
. If you like this, please
Choose Map-type above,

Right-Click, "Save Image to..." or — s m==m

Feedback:
mail@petry-christian.de

B Project ® Inspector

| Create | (@ NI I Battery_MAT

> Favorites assets » Textures Shader | Standard (Specular setup) v |

Battery_albedo

¥ @l Assets 8 ttery heink Rendering Mode | Opaque o

B :;15:;“’: I Main Maps
rials
> W Models M o Abedo [ &
B Prefabs g @ Specular

Smoothness =1 |

b [ Packages S = e -

| @ Normal Map -0.35 |
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i Project | &=
Create = | (& EIR IR

b Favorites Assets » Materials

Assets -
=~ Materials

W Models

Bl Scenes

Bl Textures
» Wl Packages

© Inspector |

m_plastic

Shader | Standard

Rendering Mode

Main Maps
o Albedo

Background
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i Project I -
| Create ~ |

a |

® Inspector I

» .~  Transform

Yﬁ Favorites Assets » 1362_08_04 »

# ...  Package Card (Mesh Filter)

©L Al Material &5 Materials
(©) Al Models # DIFF_package

@_AII Prefabs » Package
O\l Seripts [T28 packassFrarar]
¢ innerPlastic
== 1362_08_0 I PackagePlastic

& Materials

LS [ Mesh Renderer

fIE AR J T

DIFF_package

<D

Shader | Standard

|
S ) v

I Rendering Mode

| Cutaut B I

Main Maps

Bl | o Albedo = 2

| Alpha Cutoff

I\_.r
v

(= 0.9

[ PackageCard
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Emission 4 ;
RGB 0-255 &
HoColor = 1/‘ e
Global llumination | Baked | 3 =
Tiling X 1 e ) 235
Offset X0 B | 255
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rocketToy Import Settings

4

O Inspector

Materials

| Model | Rig |

Extract Materials...
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Duplicate Channel...
Delete Channel

MNew Spot Channel...
Merge Spot Channel

Channel Options...

Split Channels

Merge Channels...
Panel Options...

Close

Close Tab Group

File name: MASK_ship -
Save as type: | TIFF (IR TIFF) -
Save Options Save: [7] s a Copy Color: [_| Use Proof Setup:

Working CMYK

[[]1CC Profile: sRGE
IECH1966-2.1

Motes
| [#]Alpha Channels |
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-
-y

2
é Fl
2.
o,
B Inspector
- detail_height Import Settings il - 8
Dpen
Texture Type | Mormal map 2]
Texture Shape | 2D ¢ ]
Create from Grayscale [
Bumpiness () 0.25
Filtering | Smooth s
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Assets » Models »

* MAT_rocketLevell

# Scene O Inspector

m_fade [T K-8
Shader b

Chapter 6:
Shader Graphs and Video Players
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ia Project | & .= © Inspector | & =
| Creare -| (G BIE IR IR . GraphicsSettings @ 5 =
»  Favorites Assets » l :

criptable Render Pipeline Settings

& myLightweightAsset

B Scenes Sl TraAn : o
Il Scenes
== | O Inspector ] = —
3
. m_cube @ 3 %
Shader | graphs/myShaderGraph .|
Standard |
Render Que Standard (Roughness setup)
Enable GPU Standard (Specular setup) .
+ myShaderGraph
graphs/myShad |

Save Asset | | Show In Praject |

(1)
BLACKBOARD @)

MASTER NODE

(3) PREVIEW




£ Asset Store

FREE
Fantasy Mushroom Mon

Popular Tags

* Texture

[72]



@ Project & -= O Inspector ] =

Create ~| (9 || % | * MushroomMonGreen @ 5 %
¥ Wl Assets Assets » amusedART » Mu 0 Shader [.graphs/glowshaderGragh -
Bl _Scenes il MushroomGreen
Bl _Scripts _ MushroomMonGreen Texture
¥ Bl amusedART

¥ Bl Mushroom_Mor
B Animations
= Materials Color

@ Project ® == O Inspector | P
Create *| (9 &% (% graphs/glowShaderGraph @ = &
»  Favorites Assets » S
B _Scenes S
L™ [Assets RIS Compiled code ( Compile and show code | - |
Bl _Scenes B amusedART
- scriots  [EETPTITNISOITR Propertes
¥ amusedART [ myLightweightAsset Texture_C5AATGE6B  2D: Texture
¥ B Mushroo gy Plugins Vectorl _AAO7C639  Range: Power
Sl Anlma Color_466BESSE  Color: Color
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Chapter 7: Using Cameras

Projection: Orthographic

Depth:1

Viewport Rect: X:0;Y:0.5;W:0.5;H:0.5
Culling Mask: Mixed (Ghost layer disabled)

X:0 X:0.5 X:1

Y: 1 .j

Y:0.5 H
. o\é
AN
Y:0 AN
| |
W Projection: Perspective
Depth:0

Viewport Rect: X:0;Y:0;W:1;H:1
Culling Mask: Everything
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'—qﬂ——- Br——p o [ EEE——

© inspector [ ]
3 [« Camera-pic-in-pic | [] static =
v & [ Camera a &
Field of View — — G
Clipping Planes Mear 0.3
Far 1000
Viewport Rect
X0 Y (O
W\ 0.5 H 0.5
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O Inspector

[  switchboard [ Static =

w € scenel - basic sce,

» character-MsLazer Tag | Untagged 4| Layer | Default i
» maze-objects Camera-1 » . Transform @
» maze-floor-walls ¥ . [« Camera Switch (Script) 3 o
cDirection;.l Light Seript CameraSwitch [}
amera-
— Camera-2 R
" Size 3 |
switchboard
Element 0 & Main Camera (Cam/ ©
Main C Element 1 e-Camera-1 (Camera ©
ain Lamera Element 2 @ Camera-2 (Camera ©

Change Audio Listene [vf

50% image created

framed area to
be captured

¥ Rect Transform oy
custom Left Top Pos £
g 0 0 0 |
§ [] Right  Bottom
] |2 1 (il R ]
¥ Anchors
Min X 0.25 ¥ 0.25
Max X 0.75 ¥ 0.75
Pivot X (0.5 ¥ |0.5 |
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€ Game
Display 1 Maximize On Play

0 Inspector
Ll

Source Image
Color




2x | Maximize On Play

/ \

¥ Canvas
¥ Panel-minimap
Rawlmage-TextureMap
Image-compass
Image-triangle
EventSystem

2x | Maximize On Play
[ W]
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‘= Hierarchy

| Create ~| (GrAT )

v Q scenel_multipurposeCamera

Main Camera
B ThirdPersonController

€ Game
Display 1

. Transform

¥ o |+ Auto Cam (Script)

Directional Light Seript [ AutoCam |
Target Thirdpersor
Auto Target Player 4
Update Type Fixed Update
Move Speed 3
Turn Speed 1

MslLazer
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| © Inspector |

. [+ [Main Camera | [ Static =
Tag | MainCamera 4+ | Layer Defauk ¢

Main Camera

= Hierarchy

| create =| (TR
et [CM ClearShotl | [ Static « _
T ErTr— Osarc ~

CM ClearShot1 Tag [Untagged ¢ | Layer | Defaul 3|

P NS
INEMACHINE
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Chapter 8: Lights and Effects

2= Lighting
G
Global Maps | Object Maps ] &
v Envi
Skybox Material @ m_skyboxProbes ] (=]
Sun Source Directional Light (Light) ] @

Environment Lighting

Source | skybox :]
Intensity Multiplie s m——— ]
Mode [ Baked i

Environment Reflections
Source | Skybox

0 Inspector

m_lamp

Gizmos = (orAll )|

v [ M Light @ #
Type = 3
Baking
Rene CE—
Color ——»
Intensity o —
Bounce Intensity o —
Shadon Type
Draw Halo -

Flare Mone (Flare) o]
Render mode
Culing Mack

Shader | Standard -]

Rendering Mode
Main Maps
 oAlbedo
@ Metallic

Smoothness
Source
~ @Normal Map
@ Height Map
Emission

- @ Color

Global llluminati| Baked

[ Opague H ]

Py

———p ]
o——[5 |

[ Metallic Alpha m

)
),

an
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] Inspector
[ |BlobShadowProjector | []Static «

Tag [ Untagged ¢ | Layer [Defau  : |
Prefab W

:

J ShadowProjector

ShadowProjector =3
Shader | Projectar/Multiply v |

= Light Explorer

| Mame

Static Emis

| Clobal llumination | Color

& m_lamp
& m_proBuilderPraCore

MH/
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View

Filter 3D Window

Clouds Ctrl+F

Convert for Smart Filters
Untitled-1 @ 66,7% (RGB/8) *

Filter Gallery... -_

Adaptive Wide Angle... Alt+Shift+ Ctrl+ A

Camera Raw Filter... Shift+Cirl+ A

Lens Correction... Shift+ Ctrl+R

Liquify... Shift+ Ctrl+X

Vanishing Point... Alt+ Ctrl+V

el 4

Blur 4

Blur Gallery 4

Distort »

Moise 4

Pixelate 4
o

Sharpen ¥ Difference Clouds

Stylize » | Fibers..,

Untitled-1 @ 66, 7% (Alpha 1/8) *
Channels

Cirl+5
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O Inspector
cloudCookie Import Settings [ 5 &

| (J static =]
Laverimh gi
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Adobe Photoshop CC 2015

. - - ;
50 I m Mode: MNormal +  Opacity: i Essentials

* spotCookie.tif @ 67% (Gray/8)

=] .
g 5 History Libra Adjustments
Add an adjustment

Properties iy B4

Device Preview
4 & B |

Channels Paths

Doc: 976.6K/976.6K

i Project O Inspectar
RS

| Create =| (9 spotCookie Import Settings @ ' & *
> Favorites Assets » Textures

| Open |
v Wl Assets Texture Type [ cookie )
B _Scenes Texture Shape 20 :
B _Scripts ’
b W Plugins Light Type [ spatlight |
Alpha Source [ From Gray Scale ¢
b Packages
P Alpha Is Transparency| |
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€ Came

Display 1 % + - Maximize On Play | Mute Audio | Stats | Gizmos |~

. Battery_MAT £,
v

Shader | Standard (Specular setup) .|
Rendering Mode | Opague :]
Main Maps

S M o albedo |2
|a|™ _I GOSpecular 1
Assets » b atte e
G5 Materials
.Baterr\r_normal
> | battery
ﬁﬂaﬂerv_albedo
) Battery_MAT

¥ battery_prefab

mm Battery_specular
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B Project & -= | O Inspector | -
Create ~| (4 | % | @ CustomReflection Import Settings @3 %
e Favorites Assets » Textures
Texture Type | Defaul i
. Baterry_normal SIS — -
¥l Assets M eattery_albedo L - = z
Bl _Scenes  Battery_specular Mapping [ Latitude-Longitude Layout (Cylindrical) ¢ |
B Materials = CustomReflection Convolution Type | None ¢
i Models Fixup Edge Seams [of
Prefabs .
CustomReflection ——————————-—
b @ Packages
256x256 RGB Compressed DXT1 256.1 KB
€ GCame = = Lighting |
Display 1 4| | Free Aspect % | Scale (O 2 -
R meo 2 2 LU Global Maps | Object Maps ] E
¥ Environment
Skybox Material & Default-Skybox (o]
Sun Source Directional Light (Light) <]
Environment Lighting
Source | Skybox : ]
Intensity Multipli 1
Ambient Mode | Baked
Environment Reflections
Source [ custom :]
Cubemap w CustomReflection =]
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X

Shader "Projector/Laser" {

_Color {"Main Celor", Color) = (1,1,1,1)
_ShadowTex ("Cookie", 2D) = "" {}
_FalloffTex (“Falloff", 20) = "" {}

}

Subshader {
Tags {"Queue”="Transparent"}
Pass {
ZWrite Off

» 1 column of black pixels «
- =

254 columns of white pixels
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@ Project © Inspector

| Create -| (& )| 4% | * m_laser
»  Favorites Assets » Materials Shader [Projector/laser
¥ Il Assets ) m_spawnPoint Main Color
B _Scenes Cookie
Bl _Scripts.
Tiling X1 Y
> Bl Models Offset X0 Y
» [l Plugins
> I Pointer k— Falloft Falloff_laser
I Prefabs
b Wl Sample Assets Tiling X1 Y
> i Standard Assets N
= Hierarchy © Inspector
| Create - GeAT ' ¥ [TaserProjector | [ static =
¥ Vetase A0 Tag (umagges 1) Layer (oot 3]
¥ mixamorig:Hips .. Transform L 3 &
b mixamorig:LeftUpLeg v v [ Projector S
¥ mixamorig:Spine Near Clip Plane 0.1 ]
¥ mixamorig:Spinel Far Clip Plane 100 ]
IR Field Of View 60 ]
¥ mixamorig:RightShoulder Aspect Ratio ll ]
¥ mixamorig:RightArm
¥ mixamorig:RightForeArm 2l Al W
¥ mixamorig:RightHand Orthographic Size 0.1 |
» mixamorig:RightHandIndex1 Material @m_laser e
» mixamorig:RightHandMiddlel lgnore Layers | Nothing :
F mixamorig:RightHandPinky1
» mixamorig:RightHandRing1 m_laser a5
» mixamorig:RightHandThumb1 [ Shader | Projector/Laser =]
¥ pointerPrefab
laserProjector
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@project [ TTTERS T © Inspector

| Create | (@ NEILIES m_laser
m_beam
¥ Assets Tint Colar
B _Scenes 0 m_spawnPoint Particle Texture

Bl _Scripts

Tiing X1

bl Models Offset %0

€ Game
Display 1 #| | Free Aspect Maximize On Play | Mute Audio | Stats | Gizmos |~

€ Game
Display 1 +| | Free Aspect Maximize On Play | Mute Audio | Stats | Gizmos |~

.F- —
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= Hierarchy [ T@S T © Inspector

| ferml.._________
| Create 7| (AT [ [ReﬂectinnProbe—realtim [ Static
L J Q scenel_reflective_ohjects® -~=

¥ System 1 Realtime Tag|Untagged & | Layer [ Default

¥ MainSphere v = [ Reflection Probe X - 8

s eﬂectinnﬁube—reaitime Type ( Reakime : |
eres

o Refresh Mode | Every frame »

b System 2 On Demand
» System 3 Custom Time Slicing | Mo time slicing il

= Hierarchy :

O Inspector

Main Camera

Time Slicing

Runtime settings
Box Size
X[25 ¥ 10

-l A . P .
Create = | (GrAl | shaged EIEIETIE [ [ReflectionProbe-realtim [_] Static =
i = _
v € scenel_realtime_group_1 . R rr— ] T er—r
¥ System 1 Realtime \/ Lintagg
¥ MainSphere —re » ... Transform X -3
ReflectionProbe-realtime — 1 v 6 [+ Reflection Probe R
» Spheres '
» System 2 On Demand
b System 3 Custom [ Probe Scene Editing Mode ]

LG Type
Refresh Mode

No time slicing B

rarchy O Inspector
Create +| (BxAl ) ||| shaded ~ = [] Static ¥
v €] scenel_realtime_group_1*= - - -
¥ Syster 1 Reaftime \J { Tag | Untagged + | Layer | Default &)
¥ MainSphere _ » . Transform oo
ReflectionProbe-realtime g ¥ | Sphere (Mesh Filter) Il
¥ Spheres Mesh W Sphere =]
Spherel
9;1 e . ¥ @ ¥ Sphere Collider 5 8
Sphere3 N 1 &b | Edit Collider
Sphere4 | v . ¥/ Mesh Renderer R
Spheres ¥ Lighting
Sphere6 Light Probes

Sphere?

Sphered
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| = Hierarchy |
"“YLE- l_!mimﬂl—'ﬁir

& scenzon demend orow 2= (8,

tionProbe-c

[y

© Inspector [ Ta |

¥ cCustomProbe | []static «

Tag |Untagged | Layer |Defaule ¢

CustomProbe
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| = Hierarchy |
[r—

[ Create =|

CustomProbe

ReflectionProbe-custom

I —

—

- © Inspector |
.IE_uh:r:l
Tag |1f| Mothing

Everything

Lightmap Static

Oceluder Static

Batching Static
Mavigation Static
Dceludee Static

Off Mesh Link Generation

| © Inspector |

Reflection Probe Static |

M | CustomProbe | []static =

Tag | Untagged ¢ | Layer |Default  :|
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mﬂ Project |

lamp Import Settings
Assets » Models-lamp » .
Model mm

0 Inspector

— .

m_lamp

13
Materials )
i

[ HOR |22
(Baked ]
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Tag [Untagged ] Layer

Multiple | Instance Management Disabled

Directional Light
Plane
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O Inspector
¥ [Directional Light | | Static =
Tag(Untagged | Layer [Defaul  : ]

0 gh
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| [shaded - [20 | :¢¢ | <) | &d (7| | Gizmos | (T
]

&

!

W@ O static =
Tag [ Player +] Layer | i)
Prefab [ select | Revert [ Apply |
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Light Probe Group




Wireframe

H# Scene
Wireframe

2D

2D

£

B

<)

<)

Gizmes =| (erall )

-
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Wireframe

Gizmos *

# scene
Shaded

Gizmos ™

ar

o
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Position  X[5.87402 Y [-2.5605] Z [-3.555
Rotation X|0 v o ‘Zo
Scale X1 T [L 121
oup #
[ AddProbe | Select All
elete selecte Duplicate Selected

Add Component

J
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Baked Shadow

O———1[0 ]

_r”?“/ﬂﬁﬁghm v o MLight @
= | T Type I_ Directional 4 I
fBa ked [Baking | Mized ol
Color —
Intensity = —
Bounce Intensity = —
Shadow Type | Soft Shadaws

) ‘,"" Strength + 0.5
- Resolution | Use Quality Setrings$ |
- LS o—
. Realtime MNormal Bias -Q—
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Chapter 9: 2D Animation

F Scene

[0 [ @[ D]
4| samples |

Idle

> O

Ru _4__._ Jump

-
-
-
=

Add Property

EEREY

— 2D Platformer

- Unity Essentials/Sa...
ﬁ Unity Technologies
Kk (12737)

FREE

2D Platformer
(2737)

FREE

press RIGHT arrow key

© Inspector | - =
\1, Editor Settings - -
Unity Remote
Device [ None i
Default Behavier Mode
Mode [ 2D :]
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= Hierarchy O Inspector

-l )
Free Aspect CEI: | T ;u : ) ¥ [Enemy Bug ] [ Static
v €} SampleScene .= . ‘
Main Camera Tag | Umagged # | Layer | Default i
Directional Light » . Transform Y
. - EnSiviEtg b <, [¥ Sprite Renderer 3 8,
¥ [+ Animator 2 @)
Controller H Enemy Bug o
@ Project
| Create - |

> Favorites Assets »

B Scenes
b Wl Packages

#2 Animator
| Layers || Parameters | ®  Base Layer
e o

Auto Live Link

Make Transition

2 Animator
| Layers || Parameters | L]
(o= Name 3

List is Empty

Base Layer
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2 Animator
| Layers || Parameters | -
[CrName ) +,
List is Empty

Base Layer

O Inspector
Base Layer Auto Live Link beetle-left -> beetle-right - - 8

—|m 1 AnimatorTransitionBase

Transitions Solo Mute

transition goes blue
when selected

uncheck

Has Exit Time

#2 Animator

| Layers || Parameters | -
(o= Name

List is Empty

Base Layer

@ Inspector
beetle-right -> beetle-left
1 AnimatorTransitionBase

(...

Has Exit Time -

[

Conditions

l= axisHorizontal || [Less ¢] [0

b tle-¢

click to add a condition

for select Transition
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¥ . |& (Local Scale Setter) ﬁ gl

Script | LocalScaleSetter | @
Scale
X -1 J¥[1 £k |

[ Add Behaviour ]

© Inspector

beetle-left -> beetle-right - 8
1 AnimatorTransitionBase

Has Exit Time -
¥ Settings
Exit Time [2.194745e-09 ]
ar] Dratinm -
Transition Duratior 0
Transition Offset |0 |

@ inspecor [ e
.- Physics2DSettings o o
Gravity x 0 Y[-30 |
Default Material Mone (Physics Ma =]
Velocity Iterations 8 |
e (Ec ) <Metal> 0: Default
1: TransparentFX
& Collab ~ [ & || Account 2: Ignore Raycast
© Inspector 4: Water
B: U
o [platfonnﬂallﬂlncks B: PostProcessing
Tag (Unagges £ Layer
¥ _..  Transform e
Pasition X0 - — |
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Assets » PotatoMan2DAssets » Character2D » Animation

() Animation

T ereview | @ | 1o | [G:00

Base Layer

(5 Animation

| # character-potatoman-idle mples [0 | . | [Js ||
Create Mew Clip... . v o

k-
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(5 Animation
(o] > | LR NN

character-beanman-jump % | Samples B0

Add Property b~ Transform
: » & Rigidbody 2D

| Box Collider 2D
) Circle Collider 2D
F 45 Animator

= Hierarchy
Create = | (GrAll

Shaded

=

leftFoot
leftHand
rightEye
rightFoot
rightHand
tache
groundCheck
body

platformWallBlocks

® Animation
|Pmu|ew|.|“l|ﬂ|b|l’l|”‘|| L
| character-potatoman-jump ¢| Samples |60 | Lo | U.., |

| »~batzposion o

CEE L T e e e PR T
L3
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8 Animatar
| Layers || Farameters | -

{crMame I

List is Empty

Base Layer

Make Transition
Set as Layer Def

P8 Animator
| Layers || Parameters |

o Name 1

List is Empty

Trigger

8 Inspector

_m character-potatoman-idle -> character-potatoma o5

1 AnimatorTransitionBase

( characerfpolsoman-icie [l 12 X Tme
haracter: pot toman-idle

¥ Settings
Exit Time |0.75
Fixed Duration -

Transition Dura @ |
(-

Conditions
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% Animator
\Layu-s || Parameters |

@ | Base Layer
+

4 b | PlayerControl.cs

Mo selection

° N

69 |
70
71
72
73
74
75

ff IT the player should jump...

the Jump an
im.SetTrigger(’

= Hierarchy

| Create - | (@Al )]

Preview | @ |4 | M| > | M| PH

v € scenel_animated_hat_on_jum

< "

N
g-up- =

Main Camera
P hero

platfermWallBlocks

platformWoodBlocks

Add Property
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character-potatoman-jump —> cld 5 %,
1 AnimatorTransitionBase

- w=

character-potatoman-jump - characte)

Bigger parameter.

/f Add a wvertical force to the player.

>« Sprite Renderer
» M Box Collider 2D




2 Animation playhead

&7 » | L[ o 120 Ron0s| Jowe——prmr——a)

add new frame

3 Animator

= Hierarchy
P —
b character2D
Main Camera
platformWallBlocks
platformWoodBlocks
¥ water-block-container
‘Water Block

| Layers || Parameters | @ Base Layer

+

[115 ]




[ ] Inspector

Auto Live Link

drag Transition end to

3:00 seconds

Conditions

a/ click and

= enter "Fall’

:] Inspector

[ [Water Block | []static =

Tag l Untagged H J L,ayer[ Ground H
b~  Transform £,
b |2 [V sprite Renderer |
» _| ¥ Box Collider 2D @ %
» 05 [ Animator £,
v . ¥ Box Collider 2D @ %)

Edit Collider

Material Maone (Physics Material 2| ©
Is Trigger
Used By Effectar L]
Offset
xo —— (Iv[1)

Eg g (@ % g [attack]
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- Assets » Sprites | Grid By Cell Size [ -

.
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3 Project
| Create |

b 7 Favorites

v Assets
== Sprites

manstrt_0

L5 Animation
o>

monsterl-idle
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monsterl_1

— click triangle to

Assets » Sprites N, eXpand sprite view

monsterl_Z

monsterl_3




ml Project
Create 7| (T - 16 Texture 2Ds Import Settings

\ 7 ; Assets » DesertTilePack » Tile

=

"v"’

|

T YT T
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“[[20| % @) |&le] |

&

Tile Palette

Y20 @]




= Hierarchy

|Crme |Ga———————————

v € cookbook1 .=

Gameplay -----

GameUtilities -—---
VFXController

b Cameras
SceneController
InitialTransitionDestination
PhysicsHelper

ui

¥ TilemapGrid
» Background

= Hierarchy O Inspector
" 0]
| Create -] (GrAT ) ¥ Teleparter | & static =
v € cookbook2* = - e -
» Chomper Tag | untagged i | Layer | LitSprites |
Prefab | Select | Revert [ Apply ]
Spikes (3) ¥ . [ Transition Point (Scrin 3

3

Spikes (2) Transitioning Game Object s Ellen [
Spikes (1) Transition Type | same scene |
bggri:::Fa.der Destination Transform | - Enemy Bug (TransitionPoint) | @
nsition When | On Trigger Enter ™
» Ellen Reset Input Values On Tran
===== LevelArt ----- Requires Inventory Check [
» TilernapGrid
» Background Teleporter i -

Shader [ Custom/NormalMappedTile

[121]



Chapter 10: 3D Animation

Animator
L Elayer inﬁ u:i is dstec:"ed bya ih::;; iflptAi?r:gfo\:algreasr:é::re 3. Based on its parameters, the Animator’s
script attached to the character s p s State Machine selects a state and plays

the animation clip (or a blend of multiple
clips) that has been assigned to it.

Player Input
(Mouse,
Keyboard,

Turn Left

4. The animation is applied to the character’s

skeleton through the character’s avatar
(walk.fbx)

5. The character moves according to the
root motion of the animation clip or,
alternatively/additively by script

@ Project O Inspector

| '@ "
| Create -| (@ NI IES MsLaser@T-Pose Import Settings -1
»  Favorites | Assets » Models ’f @

¥ Wl Assets [MudeJ m Animation | Materials ]
B _Scenes
Animation Type [ Humanoid :
@l Packages Avatar Definition | Create From This Model ul

¥ [ Configure... ]
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= Hierarchy O Inspector
@ ;
=R G ¢ MsLaser@T-PoseAvatar o,
v €} Avatar Configuration® -=all
Main Camera

Directional Light
¥ MsLaser@T-Pose(Clone)
Body
Bottoms
Eyelashes
Hair
¥ mixamorig:Hips
¥ mixamorig: LeftUpLeg
¥ mixamorig:LeftLeg
¥ mixamorig:LeftFoot
¥ mixamorig:LeftToeBase
mixamarig:LeftToe_End
¥ mixamorig:RightUpLeg
¥ mixamorig:RightLeg
¥ mixamarig:RightFoot
¥ mixamorig:RightToeBase
mixamaorig:RightToe_End
¥ mixamorig:Spine
¥ mixamorig:Spinel
¥ mixamarig:Spine2
¥ mixamaorig:LeftShoulder

ELIGGE Muscles & Settings ]

E | Body
mixamorig:LeftForeArm
——————
v il
b ° ||| ¥ Left Arm
t#: Shoulder

|~ mixamerig:LeftShoulde

() Lower Arm A.mixamaorig:LeftForeA
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B Project

& .= O Inspector |

Create - Q

»  Favorites Assets » Models

[ A% %

Model | Rig BEGITHEGG

¥ Wl Assets
Wl _Scenes ( )
> B Packages E rifle_aiming_idle
rifle_aiming_idle
Swati@rifle_aiming_id...
@ Project & .= O inspector | &=
| Create | (2 [ 4| % | x| rifle_aiming_idle o,
> Favorites Assets » Models
Py~ MsLaser@T-Pose Length  3.100 30 FPS
¥ EgAssets % Swat@rifle_aiming_idle B 1.00 2:00 3]
L I PR [ NI | |
Il _Scenes
Start 0 End 93
b @l Packages
Loop Time [
Loop Pose 4 laop match o
Cycle Offset 0
Root Transform Rotation
Bake Into Pose [« toop match ()
Based Upon [ Original u
Offset 0

Root Transform Position (Y)
Bake Into Pose o

Based Upon (at Stai| Original

loop match o
|

Offset 0
Root Transform Position (XZ)
Bake Into Pose LJ

loop match O

Based Upon [ Center of Mass

3|
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#% Animator
| Layers || Parameters | -
4

Base Layer

Create State
Create Sub-State Machine From Selected El‘p
Paste From New Blend Tree
Copy current StateMachine

Motion

Speed
Multiplier = [_] Parameter
Normalized Time [_| Parameter
Mirror [ [_|Parameter
[ = Hierarchy [ @ eg] @ inspector L]
- [':—‘1 — .
| Create | @ AT ¥ MsLaser@T-Pose | L] Static =
¥ &) scenelt-pose = Tag | Untagged ¢ | Layer | Default i
Main Camnera a4 L onange Ay Layer \ai -
Model | Select [ Revert | Open ]
Directional Light ¥ Transform 3 o)
Position X 128 'Y 0.546662 Z -1.64
Rotation X0 ¥ -1664 | Z [ ]

"B MainCharacter
| & MsLaser@T-PoseAvatar
o
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a Swat@rifle_run Import Settings a=
[open

| Mldel BTEM A hmasian | Materials |
| Humanoid ¢ &

& Swat@rifle_run

[126]



= Hierarchy

| create »| EeAl )

© Inspector

— [ MsLaser | [ Static =
: Q;:]enn::;nr;:t_mouon ~ Tag (m d 4| Layer | Default |
¥ 4 [ Character Controller 3 &
Directional Light Slope Limit 45
Step Offset 03

2 Animator

*% Animator

| Layers || Parameters | L ] Base Layer -1

porfame I+ Create State Empty |

= Create Sub-State Machine From Selected Clip D EekndTree | ©

= zSpeed Paste From New Blend Tree Speed i ]
Copy current StateMachine | EEEE——— Multiplier - []Parameter

*2 Animator O Inspector

Layers || Parameters L J Move o
| Layers | |
arName +

— xSpeed [T]
= zSpeed m

Blend Tree
% Blend Type

‘Nane (Motion)

click
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L

Motion Pos X Pos ¥ e jh
= [@run_backwa @ [0 | | @
= [Awalking_bad © [0 IFo5 ] [a | &
— [Brifle_aiming] © [0 1[0 1 [2 | &
= [Bwalking | @ [0 o5 ] [2 | &
= [@rifle_run | @ [0 I HE ™
= | B strafe | o [-1 e | [2 | &
= [Bstrafe_left | @ [-0.5 ][0 | [2 | &
= |Bstrafe_right| @ [0.5 [0 | [2 | &

lu

strafe_2 1
=18 ||

#% Animator
[tayers | Pramers | @@ Base Layer§ Move
(o Name E

oo
= z5peed
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o Gl #
iy [Move @ %

2 Elend Type [ 2D Freeform Directianal §
Parameters [xSpeed | |zSpeed -
<&
<

&
@
Motion Pos Pos Y 2% ﬂ}
= @run_backwards @ @ |0 -1 1 =i
= |@walking_backwal @ |0 -0.5 1 =
= @ rifle_aiming_idle, @ |0 0 1 =
= @ walking @ [0 0.5 1 =
I = |@ rifle_run o |0 1 1 =
— |l strafe o [-1 0 1 =
— |l strafe_left @ |-0,5 0 1 =
— | strafe_right @ |05 0 1 o
| — |l strafe_2 @ 1 0 1 J
+ 0:00 (000.0%)
@ Project &= ©inspector | Sl
Create -| (& |4 [%| % _« Swat@firing_rifle Import Settings @
»  Favorites Assets » Models » L | COpen
b L MsLaser
¥ Il Assets » ' MsLaser@T-Pose [ Maodel m Animation | Materials ]
M _Scripts B MsLaser@T-Pose.fbm imation T (n e 1)
. Animation R Animation Type umanci i
Wl Materials =3 Swat@firing_rifle Avatar Definition [ Create From This Model 1]
Hm_ b 1 Swat@rifle_aiming_idle B e o T e T e e s b}
Bl Scenes » - Swar@rifle_run T
» Wl Packages » - Swat@run_backwards
P 1 Swat@strafe Optimize Game Objects |
» " Swat@strafe_2
» iy Swat@strafe_left
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O Inspector
a Swat@firing_rifle Import Settings

mm Animation m

Ry [firing_rifie
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@ Project © Inspector

lereate-| G |a&[%|* | g BodyMask
- H“_ 4
= BodyMask ¥ Humanoid
¥ Il Assets b L MsLaser®
B _Scripts » " MsLaser@T-Pose
B Animation B MsLaser@T-Pose.fom
W Materials W New Folder
> " Swat@firing.rifle
I 5cenes b 1 Swar@rifle_aiming_idle
» Wl Packages > o Swat@rifle_run
b 1y Swat@run_backwards
b i Swat@strafe
> " Swat@strafe_2
b 1y Swat@strafe_left
> " Swat@strafe_right
b 1y Swat@toss_grenade
b 1y Swat@walking
» o Swar@walking_backwards

de-select legs, base oval, and feet IK spots

@ Project #2 Animator
| create -| (& 0| & | % | & €[ Layers [“Parameters | ®  UpperBody
> Favorites  Assets - Animation |

= Base L
v B Assets ase Layer

M _Scripts
" Animation
M Materials
» Wl Models
Il Scenes
» Wl Packages

2 Animator
| Layers || Paramerers - UpperBody
(arName +

— xSpeed
= 2S5peed
= Speed

= Fire
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© Inspector

UpperBody Auto Live Link g |_re

Fi
1 Tag

Motion
Speed
Multiplier

#2 Animator © Inspector

[u\-ers ||l’anrne'ers - UpperBody Auto Live Link  null -> Fire -
(arName 4+,

= xSpeed 0.0

1 AnimatorTransitionBase

Transitions Solo Mute
= zSpeed

— spuc
o

()

= Grenade 5 s
Conditions
= [Fire [=] [true "
+
#% Animator © Inspector

| Layers || Parameters | UpperBody Auto Live Link
(orName hE
= xSpeed 0.0

Grenade -> null 2
1 AnimatorTransitionBase

Has Exit“.l:I;l'I}e
b Settings

.00

— zSpeed

= Speed

Conditions
iHﬁﬁﬁiﬁ““‘ﬂi‘l"“““n
— L
L+ - |

Without Sub-state Machine With Sub-state Machine

Move

Turn Left ] [ Move }: > Turn >

Turn Right

Turn Right
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a [turn_left ] &,
Length  1.000 30 FPS
|qooo qo0s o0 geas g0 025
Loop Time ™4
Loop Pose | loop match .
Cycle Offset 0 |
Root Transform Rotation
Bake Into Pose 4 loop match .
Based Upon | original :]
Offset 0 |
Root Transform Position (Y)
Bake Into Pose 4 loop match .
Based Upon (at Start) | Original :]
Offset 0 |
Root Transform Position (XZ)
Bake Into Pose (| loop match .
Based Upon | Center of Mass il
*2 Animator O Inspector

| Layers || Parameters | ®  Base Layer Auto Live Link | | gy g [Turn EX:
(arName D+ [ |

xSpeed 0.0

Transitions Solo Mute
= zSpeed 0.0 | List is Empty
= Speed 0.0 _
= [ U [ Add Behaviour J
= Grenade [
= TurnLeft (=
L] Create Sub-State Machlne

*2 Animator i ] Inspecmr

| Layers || Parameters | L J Base Layer ~ Turn Auto Live Link [_Turn Right 3 o)
(arName J+ ] 1

Tag [

o [eo Motion B arning_right 5 degrees B

= 2Speed 0.0 Speed R |

= Speed 0.0 Multiplier - [] Parameter

= [ o Normalized Time (] Parameter
Mirror [_] Parameter

= Grenade u Cycle Offset D [ ] Parameter

= TurnLeft o Foot IK
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Base Layer Auto Live Link

Turn Left

© Inspector
Turn Right -> Move 3 o
1 AnimatorTransitionBase

[ | &
Turn Right -> Move

Auto Live Link
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Before After

O Inspector = ——

E rifle_jump o,

Length 1.000

30 FPS
|§oo0 o5 @1 gols LE 025 #
Loop Time 4
Loop Pose [ loop match ()
Cycle Offset 0
Root Transform Rotation
Bake Into Pose [ loop match )
Based Upon [ Original il
Offset ]
Root Transform Position (Y)
Bake Into Pose - loop match ()
Based Upon | Original ¢]
Offset ]
Root Transform Pasition (XZ)
Bake Into Pose - loop match ()
Based Upon | Center of Mass Ll
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% Animator
| Layers || Parameters
(e Name

— xSpeed

Base Layer Auto Live Link

= zSpeed
Speed

© Inspector
o Jump =R
Tag |
™ — o B votion

Speed
Multiplier

Base Layer Auto Live Link

Base Layer Auto Live Link
|

&

Base Layer Auto Live Link

© Inspector
Jump -> Mave o
1 AnimatorTransitionBase

» BlendTree Parameters
Conditions

. List is Empty
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v € mecanimPlayground =

Main Camera

Directional Light

Body
Bottoms
Eyelashes

= Hierarchy _ 0 Inspector

| Creare = | (oAl )

[ |MslLaser

Tag (Unagged___1) Layer (o)

| [ Static *

Controller

¥ [+ Animator

TEL

" MainCharacter

| Shaded

v €{) mecanimPlayground*

@ Inspector

| <) | &2 1]

¥ MsLaser
Body
Bottoms
Eyelashes
Hair

¥ mixamorig:Hips
» mixamorig:LeftUpLeg
» mixamorig:RightUpLeg
¥ mixamorig:spine
¥ mixamorig:Spinel
¥ mixamorig:Spine2

| | badge

| [ Static =

+ | Layer | Default

Tag | Untagged

~. Transform

Position X -0.08 Y 0 Z 0.15

Rotation X 0.29

Y014 1z -1329

X 0.01 Y 0.01 Z
ne ar)

¥ . [« Mesh Renderer

» mixamorig:LeftShoulder || o Lighting
> m!xamu r1_g:Neck Light Probes [ Biend Probes -
:RightShoulder
Reflection Probes | Blend Probes :
——
@ Project ierarchy © Inspector
- & -| @
| Create +| (& EYENEA ] CE‘* | oA ) ¥ [Cube-pickup ] static =
»  Favorites Assets - Prefabs ¥ € scene2_badge_by_script* = = .
" badge ST Tag | Untagged + | Layer | Default |
¥ 4l Assets Body b . Transform 3 o
B _Scenes 0 »__  Cube (Mesh Filter) R
i Eyelashes » _ [ Mesh Renderer 3 o)
B Animation Hair . Y
B Materials ¥ mixamorig:Hips -
» il Models » mixamorig:LeftUpLeg
» Wl Plugins » mixamorig:RightUpLeg
~ Prefabs ¥ mixamarig:Spine
Wl PropBadge. Vi a
W Scenes mixamorig:Spine2 Rotation Offset x[029 [v[014 |z
I Textures Destroy Trigger
» Wl Packages » mixamorig:Neck
» mixamaorig:RightShouldes
Shoes
Tops
be- pick
S Tone (Physic Material) =]
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= Hierarchy
| Create +| (@Al )

v € scene2_badge_by_script* -=|

¥ MsLaser
Body
Bottoms
Eyelashes
Hair
¥ mixamorig:Hips
F mixamorig:LeftUplLeg
b mixamorig-RightUpLeg
¥ mixamorig:Spine
¥ mixamorig:Spinel
¥ mixamorig:Spine2
b mixamorig:Left
b mixamorig:Neck
» mivamaorig:Right
badge
Shoes
vV Curves
v:m Call function h
L B S |10 L 022 C22 i i D22 |LB _ D067 0075 |0:083 0:092 1000 |
I Motion

1:25 (058.5%)
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8 Project © Inspector

|Create'|‘ﬂk ‘|4|§|t

[ [MsLaser [ Static =
»  Favorites As:t;;’ Prefabs s | T— VL 3
ge
¥ il Assets \f EasterEgg Prefab [ Select | Revert ] Apply ]
il . Transform 5 o
B Materials .
» @l Models
» |l Plugins
= Hi h ThrowObject
= Hierarchy
| Create - | (arAl s EasterEgg ]
Pos Offset X0 ¥ 0.07 Z 0.03
v € mecanimPlayground* LA ]
Cube 4 Force X0 ¥ 200 'z 500

Cube 3

| . mixamorig:RightHand (Transform) ¢

@ Project

O Inspector
| Create = | (@ )| &% | *

¥ Events
»  Favorites Assets » Models » Swat - | 0-00 017 033
» 1 Swat@firing_rifle S
¥l Assets b i Swat@rifle_aiming_idle Function
B Animation » o Swat@rifle_jump

Float (4)' SB'[ 9V9I"lt
Int properties

String

W Materials P Wy Swat@rifle_run

v il Models b 1" Swat@run_backwards
B MsLaser@T- p. \« Swat@strafe

~ Swat » W Swat@strafe_2

» B Plugins toss_grenade

» 1y Swat@strafe_left
i Prefabs oy
I Scenes 3 Swat@toss_gren;
I Scripts [ g
Bl Textures .
» il Packages (2) C|Ick to

create new

playhead
event

(3) new event
added to
Events timeline

timel(pencentage) 119 051
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¥ Events

jo:50]] (067 083 100

toss_grenade

| [0:00

Function
Fhat
Int
String
Object
- Mask

| I

Create Ragdoll

Make sure your character is in T-5tand.

Make sure the blue axis faces in the same direction the chracter is looking.

Use flipForward to flip the direction

Pelvis A~ mixamorig:Hips (Transform) 2
Left Hips A mixamorig:LeftUpLeg (Transform) @
Left Knee ~.mixamorig:LeftLeg (Transform) @
Left Foot L. mixamorig:LeftFoot (Transform) @
Right Hips A mixamorig:RightUpLeg (Transform) @
Right Knee A mixamorig:RightLeqg (Transform) @
Right Foot ~.mixamorig:RightFoot (Transform) @
Left Arm ~ mixamorig:LeftArm (Transform) k @
Left Elbow A mixamorig:LeftForeArm (Transform) @
Right Arm A mixamorig:Rightarm (Transform) @
Right Elbow ~A.mixamorig:RightFareArm (Transform) @
Middle Spine A mixamaerig:Spinel (Transform) @
Head A mixamorig:Head (Transfarm) )
Total Mass 20

Strength 50

Flip Forward O
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J lLowlyFoly

LOWLYPOLY

Features:
* Mesh 790 tris

* Prefab ready

Stylized Crystal

Frd ek~ Suserreviews

Stylized Hand Painted Crystal

* Hand Paint Texturing

Full collection of crystals

FREE

B Project

= Hierarchy

@ Inspector

-l Em A D : }
|Crme 2 = |4 | * | X |c2w | O;.A”i L = [« Image-crosshair | [ Static =
v €4 scenel_pivot_and_aim =
»  Favorites :ssets E :Me:tnres Cohere 3 pivot_ e | F— 1) Layer (10 -
crossAim
v 4l Assets easteregg_di ¥ . Rect Transform K-8
——
B _Scenes center Pos X Pos ¥ Pos Z
B _Scripts 02 4 o |
B Animation Cube
B Materials Spawnpoint il B
» Il Models Sphere
» W Pointer » Multipurpose Camera Rig
Il Prefabs » maze 2 @,
» [l S5ample Ass ¥ Canvas o
~Textures
E Color #
P Packages EventSystem
— & Material None (Material) <]
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| Creare =| (GrAl )

= Hierarchy © Inspector

¥ € scenel_pivot_and_aim =
Body
Bottoms
Eyelashes
Hair
¥ mixamorig:Hips
» mixamorig:LeftUpLeg

¥ mixamorig:5pine

¥ mixamorig:Spine2
P mixamorig:LeftShoulder
b mixamorig:Neck
¥ mixamorig:RightShoulder
¥ mixamorig:RightArm
¥ mixamorig:RightForeArm
¥ mixamorig:RightHand
» mixamorig:RightHandInde
» mixamorig:RightHapg
» mixamorig:Rig :
b mixamagerRightHandRing 1
RBiohtHandThumb1l

& [MsLaser [] Static =

Tag| Player ¢ | Layer | Default |
Prefab | Select I Revert [ Apply ]

b . Transform e
> [ Animator o
b 4 [« Character Controller e
» . [ Basic Controller (Script) 3 W
» o [+ Ragdoll Character (Script) a3 o
» .. Throw Object (Script) e
v .. [¥ Mouse Aim (Script) e
MouseAim @

Spine . mixamorig:Spine (Transform)

@
Q
@

Weapon [A pointerPrefab (Transform)

Crosshair Im WImage-crosshair

X Lip x[-BIJ ]\'[30 j
X -30 Y 30 ]
Add Component J

\d ene
Main Camera
Directional Lig

ht

Plane

[5]) Inspector

9 | Plane | Static *

Tag [ Untagged 4] Layer| Default 4]

b .. Transform S
» .| [¥ Mesh Renderer o 8
Pb_Mesh-90036 (Mesh Filter) i

i ph_Mesh-90036 o

Pb_Object (Script) 3 #
Object Size (read only)
x[10 l¥[o lz[10
¥ |.2| ¥ Mesh Collider Q' =

Edge (line)

Face (area)
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= Hierarchy | ProBuilder B = # Scene

| Create '| (azall

v Q SampleScene”
Main Camera
Directional Light

# Scene

Enabled
Brush Size —_p— 1 38

LV'( click to select
‘!‘:" brush color

click to paint around ‘

a vertex point

3D Game Kit

Unity Essentials/s...
! g Unity Technologies
[ iial § ook (1138)
) FREE

3D Game Kit

UNITY TECHNOLOGIES

paimea4
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Ellen

= Hierarchy

| Create - | (Granl )

v Q myScene
Gameplay
Crystal

ierarchy

|cremte | oAl

* € myScene®

Cameplay -—---
Crystal

b Wall2x

b PressurePad

» DoorSmall

p DeathVolume

» CameraRig
TransitionDestination

GameUtilities
GlobalShaderSettings

¥ Checkpaints
HealthCanvas

PressurePad

- ScreenFader

F VegetationPainter
P MenuCanvases

F RocksPainter

o

© Inspector

[ [PressurePad
Tag [ Untagged
Prefab | Select

é] L,a'yer[ Enwironment

Rewert | Apply

- Wall2x

b .. Transform

> o5 ¥ Animator

b [ Box Collider

p DeathVolume
- CameraRig
TransitionDestination
GameUtilities
ClobalShaderSettings

i =i =il =i

#L (2L |2l (£L

¥ o Send On Trigger Enter (Script)

. + SendOnTriggerEnter
[ Open |
[@ DoorSmall (GameCommandReceiver) | ©

Interactive Object
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= Hierarchy

[:] Inspector

-| fgpar
N L - [ Crystal | [] Static «
__________ Tag[ Untagged é] Layer[ Environment t]
Prefab |  Select [  Revert [ apply |
> Wallzx v » .~ Transform @ 5 %
LACRET T ¥ & o Box Collider Y
» DoorSmall
o A | edit Collider
» CameraRig Is Trigger ﬂ
TransmmnDesT:l_n_atmn Material @
----- GameUtilities ===-- Center
GlobalshaderSettings X0 Yo 20 |
¥ Checkpoints .
HealthCanvas A
_____ Tools ceeme X 0.3988717 Y 0.8470078 Z 0.400253
b ScreenFader ¥ = [ Inventory Item (Script) @ 3
P VegetationPainter Script ©
P MenuCanvases Inventory Key
¥ RocksPainter Layers

= Hierarchy
|Create ~| feean
v Q myScene =
p CameraRig
TransitionDestination

[« [Ellen

Tag | Untagged

t] Layer[ Flayer

Prefab | Select

Revert |

..... Gameltilitias -----

b .. Transform

ClobalShaderSettings
F Checkpoints
HealthCanvas

B ScreenFader

P VegetationPainter
P MenuCanvases

b RocksPainter

Ellen
b Skybox
----- Characters -----

Inventory Controller (Script)

Runtime Only 3

« Ellen (Inventor

® 00 /5 mixamo x \

&« C | @ secure | https://www.mixamo.com/#/?page=1&type=Character

#

Akal E Espiritu Jasper

A

Lola B Styperek

48Perpage ¢|| B~

LOLA B STYPEREK

=
#

UPLOAD CHARACTER

Q FIND ANIMATIONS
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DOWNLOAD SETTINGS

Format Pose

FBX For Unity(.Fbx) 3 T-pose 3

cue =

& Project Illlllllllllq1ﬁEEE7_Illllllllllllllllllllllllll
Yl
| Create -| (& [ &% | * | ! Iola_b_styperek Import Settings @ = %
b/ Favorites Assets » Models
# lola_b_styperek
¥ Gl Assets A= lala_diffuse Model | Rig | Animation UFTEIES
psers [Model | Rig | | dateriae,
== Models B lola_specular o | -
> Packages Textures | Extract Textures... j
Materials ract Materials...
"= Hierarchy B |nspector
| Create - | (GrAll )] - o [oabs .
_styperek | [ Static «
odel =
YQ:;";:‘":m Tag | untagged ¢ | Layer| Defaut el
Model | Select I Revert [ Open ]
¥ Hips ¥ .~ Transform o
L5y Position x[2.084359 | Y/0.4912092 |z|L677
Directional Light Rotation x0 ¥ zlo
Scale X1 ¥[1 1
|| v 35 [+ Animator =
Contraoller [ None (Runtime Animator Controller) -]
Avatar | % lola_b_styperekAvatar o
Apply Root Motion -
Update Mode | Normal 4]
Culling Mode | Cull Update Transforms 3]
DOWMNLOAD SETTINGS
Format Skin
FBX For Unity(.Fbx) 5] Without Skin i
Frames per Second Keyframe Reduction
30 = none =
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3 Project #2 Animator
| Create '| [CY .‘| a8 | W | * | Layers || Parameters | = Base Layer
¥ Gl Assets Assets » Animati

B Lola-Animator-Cantroller
&5 Models » o lola_b_styperek@Golf Drive
(& Scenes

[ 3= Packages

= Hierarchy
| create - | (Eram 0 ||| pispray 1
v Q scenel_model =

Main Camera

lola_b_styperek
Directional Light

Chapter 11:
Webserver Communication and Online Ve
rsion-Control

Terminal

® © ® /[y Iocalhost:8000 x \§

< C | @ localhost:5000

get (username = matt)

List players (TXT)

create (username = mattilda, score=800)
update (username = matt, score=80)
reset database
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® © ® /[Y localhost:8000findex.php?act X
& C | @ localhost:8000/index.php?action=list&format=htm|
» matt = 500
s jane = 101
e jim =99
* amy-jane = 88
¢ ray=77
[ localhost:8000/index.php?act X [ ] ":‘ost:BOOU; x
0] |003|h05t:5003.-'ir100><-iJlm?aCiiGH—\“a'i&fé C | ® view-source:localhost:8000/index.php?action=list&format=t
s o . | 1 matt = 500
matt = 500 jane = 101 jim = 99 amy-jane = 88 ray =77 > jane = 101 ]
5| jim = 99 actual text file,
. . 4| amy-jane = 88 . . .
text displayed in browser < ray o7 including line-breaks

leadboard.sqlite3 — player

phpLiteAdmin v1.9.7.1

Documentation | License | Project Site Browse H Structure ] saL { Search ” Insert ” Expart ” Impaort ” Rename H Empty ” Drop ]

Change Database Show - row(s) starting from record # (o ) asa ( Table?)
[rw] leadboard.sqlite3 []

Showing rows 0 - 4, Total: 5 (Query took 0.0001 sec)

leadboard.sglite3 | SELECT *FROM "player’ LIMIT 0, 30
[Table] player
[ =T~ | 1 | usemamo | soom |

Edit Delete 1 matt 900

Create New Database [7]
Edit Delete 2 jane 101

7 Edt Delte 3 jm =

Creats

reate Edit Delete 4 amy-ane 88
Edit  Delete 5 ray v
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€ Game
Display 1 4| | Free Aspect 4| scate O 1x Maximize On Play | Mute Audio | Stats | Gizmos =

LAST URL = hitp://localhost:80007action=list&format=html
integer received = (not an integer)

text content received from Web server Get all scores as HTML
<IDOCTYPE html> Setall scores as TXT
html lang="en Get all scores as JSON

Set scare for player 'matt' (random 500-510)

-1 if new score lower than score in DB

= Hierarchy | & -= O Inspector | B e
PN L D) [« | Main Camera [ Static =
v € scenel - leaderboard communication ~= = - n -

Main Camera ag | MainCamera 4 | Layer| Default ¢

b Canvas ¥ o [« 'Web Leader Board (Script) @ = %
EventSystem Script WeblLeaderBoard o]
Ui_last URL | Text - last URL (Text) | @

llale B Ui_last URL Value | Text - last URL value {'| @

Ui_te i Text) Q

Leader Board URL http:/ /localhost: 8000

€ Came
Display 1 #/| | Free Aspect | scate O - Maximize On Play | Mute Audio | Stats | Gizmas |+

LAST URL = http://localhost:8000?action=get&username=matt&format=txt
integer received = 506

itent receiv i Ve Get score for player 'matt’ (TXT)
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Matthews-MacBook-Alr-2:~ mayt$ git

usage: git [—version] [—help] [-C <path=] [-c name=value]
[--e path[=<path>]] [—html-path] [-——man-path]
[-p | —paginate | —no-pager] [—no-repla
[——git-dir=<path>] [—work-tree=<path>]

<command> [<args>]

are common Git commands used in various situations:

a working area (see also: git help tutorial)

one Clone a repository into a new directory
[ [ ] QYour Repositories X O\ 8
& C' | & GitHub, Inc. [US] | https://github.com/dr-matt-smith?tab=repositories AR | &

/ Pull requests Issues Marketplace Explore

Overview Stars 1 Followers 78 Fellowing 1

Type: All = Language: All ~

unity-cookbook-20

@cC#  Updated 3 hours ag| click to start a new
project repository

Matt Smith unity-cookbook-2018-ch12-web Frivate
dr-matt-smith
Updated 3 hours ago

Add a bio

unity-cookbook-2018-ch12-01-php-mysql-web-leaderboard

@) Ireland

B2 dr_matt_smith@me.com @ PP Undated 6 hours ago
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Create a new repository

Owner Repository name
i dr-matt-smith ~ f my-new-unity-repository v

[-] Public
Anyone can see this repository. You choose who can commit.

Initialize this repository with a README
This will let you immediately clone the repositg click to add a _gitignore

repository.

Add .gitignore: Add a license: None ~ @

‘gitignore selection of community
‘ ‘u generated files

Umbraco

Contact GitHub APl Training Shop Blog About

UnrealEngine

——
Branch: master = New pull request Create new file = Upload files  Find file ‘ Clone or download ~

E——
i dr-matt-smith Initial commit Clone with HTTPS @& Use 85H

Use Git or checkout with SWN using the web URL.

E] .gitignore Initial commit

= IE.m nitial commit

[E] README.md Initial i

README.md Download ZIP

Terminal
fgithub. com/dr-matt-smith/my-unity—-github—demo.git

remote

remote: Total 4 (delta @), reused @ (delta @), pack-reused @

Unpacking obj 1 (4/4), done.

Matthews-Mac :Desktop matt$ ls

88 Entre Dos Aguas.mda _str bookmarl B7_08 my-unity-github-demo

__cookbook2@18 a_gaden2.JPG github
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Terminal

Local Local (1)

Matthews-Ma
Matthews-M
total 16

5
3

o

ook=-Air-
Book—-Air-,

top matt$ cod my-unity-github-demo/
rmy-unity-github-demo matt$ 1s -al

.gitignore
README . md

Favorites
= Desktop
ES _cookbook20...

<7 iCloud Drive

[ _straws
08 Entre Dos Agua
a_gaden2.JPG
bookmarks_...

| Assets

| Packages
| ProjectSettings

7] project-for-version-control
¢ H =E"‘:‘“ =

Favorites
gitignore

| completedU...PHPDataBase

L4 README.md [ lab01_with_db_admin L4
@ Documents T my-unity-github-demo @ Documents
E Macintosh HD E, Macintosh HD
21 matt {2} matt : uinity_leaderboard Unlty prOJeCt P!
dr-matt-smith / my-unity-github-demo @ Unwatch~ 1 *star 0 YFork 0
<> Code Issues 0 Pull requests 0 Projects 0 Wiki Insights Settings
w ¥ 1 branch © 0 releases 48 1 contributor

i dr-matt-smith files added to project

m Assets

B Packages

8 ProjectSettings
[) .gitignore

[E) README.md

Latest commit 1f415a3 3 minutes ago

files added to project
files added to project
files added to project
Initial commit

Initial commit

3 minutes ago
3 minutes ago
3 minutes ago
35 minutes ago

35 minutes ago

All Assets v [sGN|

O‘

GITHUB

GitHub for Unity
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Window [ZEI
Minimize #M
Zoom

dm S @O0 &R D DO %1

=
Bring All to Front
Layouts

GitHub
GitHub Command Lihe

Package Manager

| Initialize |Setnlﬂgs | |S‘Igﬂ in |

: o
" &

To begin using GitHub, initialize a git repository

[ Initialize a git repository for this project ]

(O ]

| Publish | Refresh | | sign in |

No remote configured
T master

|Changu |Lm:ks | History |B.ra.r|chu |Se'rt.lngs |

® |nitial commit
Today, 23:52  dr-matt-smith

Sign in to GitHub
Username | dr-matt-smtih| |
Password [ ]
Owner Repository name
i dr-matt-smith - ] my-github-for-unity-demo v l
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Quick setup — if you've done this kind of thing before click to copy URL into clipboard

EJ_']SEI'. up in Desktop | or HTTPS SSH ‘ https://github.com/dr-matt-smith/my-github-for-unity-demeo.git

We recommend every repository include a README, LICENSE, and .gitignore.

—
) GitHub |
| Publish | Refresh | dr-matt-smith =

=

No remote configured
master

|f_hange5 | Locks | History | Branch @

Git Configuration

Mame dr-matt-smith paSte URL
Email dr_matt_smith@me.cd
Sawve User

Repository Configuration

Remote: arigin |https:ffgithuh_com,Jdr—matt—smith,{my—githuh—fcr—unity—demc.giﬂ\ |

3 Project | & .= ©Inspector | ©) GitHub =

| Create = | (Q I"' | LS | % | Fetch | Pull | Fush | Refresh | dr-matt-smith =

> {:r Favorites Assets -

https:/ /github.com /dr-matt-smith/my-gith

— ) m_red ub-for-unity-demo.git

== Assels = MewBehaviourScript master

v i i
ﬁ Plug_lns ﬁ Plugins 5 | History | Branches |S£ttings |
'%GltHub ﬁ&gng;

» ﬁ Editor 74 changed files
5 Scenes ¥ o & Assets
» 3 Packages ¥ [ ©m_red.mat

o [fym_red.mat.meta

(...)

Commit summary

| created Material and Script |

Commit description

Commit to [master]
—

[154 ]



| dr-matt-smith |

B https:/ /github.com /dr-matt-smith/my-gith

Push Changes?
Would you like to push changes to remote 'origin'?

| —

ed files

<» Code

il Assets
[E) .gitattributes

[£) .gitignore

E dr-matt-smith / my-github-for-unity-demo

Issues 0 Pull requests 0 Projects Wiki Insights

D 2 commits ¥ 1 branch ©> 0 releases

i dr-matt-smith created Material and Script

created Material and Script
Initial commit

Initial commit

@ Unwatch~ 1 #Star | O Y Fork

Settings

42 1 contr

Latest commit sdf4ede 4 minutes ago

ibutor

4 minutes ago
28 minutes ago

28 minutes ago

= Hierarchy

|Crea1:ev| ferall )

[i] Inspector

v € scene0_loader - [ [Main Camera | [] Static =
Tag [ Untagged ¥ ] Layer[ Default ¥ ]
Directional Light ¥ o [ Block Access (Script) o 3 .
¥ Canvas Script | + BlockAccess | @
Text-loading-warning Text Ul |" Text-loading-warning (Tex @
EventSystem Warning | This is not a valid game copy ]
Full URL [
Maximi) ¥ Domain List
Size [1 ]
Element 0 [localhost:8000 ]

Add Component
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[] ] Build Settings

Scenes In Build

[+ Scenes/scened_loader 0
[+ Scenes/scenel_aamePlaying 1
Platform Add Open Scenes

F. HTML
é"’ PC, Mac & Linux Standalone E WebGL
Development Build O
Autoconnect Profiler
—ra P54
| —— b/
[ Sswitch Platfarm H Player Settings... I I Build “ Build And Run

|7 Assets » || domainTester blm domainTester3.data.unityweb

9 Builds 2 * index.html domainTester3.json
@ github-fo...-ver1.sln ] TemplateData » doemainTester3.wasm.code.unityweb
9 Library 2 domainTester3.wasm.framework.unityweb
[ Packages > ¥ UnityLoader.js
[ ] [ ] A c;ome;fﬂrags x O\ e
¢ €T |® Chrome chrome://flags| ) Y| 5] 2 B B &
O\ webgl Reset all to default

67.0.3396.99

Experiments

change to Enabled

Available Unavailable

® WebGL Draft Extensions
Enabling this option allg,
draft status. - Mac, Wi

pns that are still in

click to re-launch with Enabled

changes effective

#enable-webgl-draft-ex

RELAUNCH NOW

Your changes will take effect the next time you relaunch Google Chrome.

Chapter 12:
Controlling and Choosing Positions
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H* None

Layer

[FEED

-0.0795

~0.0169

It
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W W[Temain — |Wstatic ¥
Tag [Untagged  #] Layer [Defaut 4|

el Positio -15 Jivio  Qzl-10. 9

Spawnpoint
gt

checkpoint 2 checkpoint 1
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Chapter 13:
Navigation Meshes and Agents

Capsule-destinaton
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Sphere-arrow

5 Navigation |
| Agents | Areas | Balle [RSSIe:

e

Cube

Cub

| Agents | Areas [ITICH Object
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| Gizmos -
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## Scene

¢ Navigation

| create +| GAT
v €} _scenel*
Main Camera
Directional Light
Terrain
b Sphere-arrow
Sphere-destination
Cylinder-mud

=

Name Cost
[ Buit-ino  [Walkable 1
[ Built-in 1 Not Walkable 1
[ Buit-in2  Jump E_
[ user3 [Mud [
= Hierarchy % Navigation

’Agents| Areas | Bake

Scene Filter:

. Mesh Renderers g Terrains.

Learn instead about the component workflow.
. Cylinder-mud (Mesh Renderer)

Navigation Static 4
Generate OffMeshLinks -
Navigation Area [ Mud
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(no messages yet)
0.00 :: EXIT st Other
0.00 :: ENTER st GamePlaying

Game
PLAYING

Game
WON

Game
LOST
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©nspector L]
StateGamePlaying -
Open
¥ Transitions
Size (2 |
¥ Element 0
Decision | [ GameWonDecision (GameWonDecision) ©
True State | [ StateGameWon (State) )
¥ Element 1
Decision [ GameLostDecision (GameLostDecision) | ©
True State [ StateGameLost (State) | @

make things GREEN

make things BLUE
make things RED

not listening ...

Chapter 15:
Editor Extensions and Immediate Mode G
Ul (IMGUI)

Component WURVWIEEN Window Help

Clear Console

Log a message
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My Utilities

Clear Console 3K
Logamessage 3L | o oy
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= Hierarchy
| create - Ch
Create Empty
Create Empty Child
3D Object

2D Object

Effects

Light

Audio

Video

4]

MyObjectManager
Camera [

- Unity File

YYYYVYYYy

A J

Create New Empty Game Object
Create New RandomShape GameObject

518 Assets GameObject Component Window
_Undo Create GameObject - custom - Empty  #Z

=Hierarchy g
| Create - | faym—}
v € SampleScene* =
Main Camera
Directional Light
¥ GameObject - custom - Empty
CameQbject - custom - Empty

‘= Hierarchy
| Create - | fh
v € sampleScene®

Main Camera

Directional Light

GameObject - custom - Capsule
GameObject - custom - Cylinder
GameObject - custom - Cube
GameObject - custom - Sphere
GameObject - custom - Cylinder

® |Unity File Edit Assets GameObject Component
' nity 2018.2 ( MoveToQOrigin
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= Hierarchy
| create ~| (@Al

background
EventSystem

Main Camera
Player - girll
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)

= Hierarchy
| Create ~| (Erall Y

Main Camera
Directional Light
¥ Star-container

prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)
prefab_star(Clone)

Creating your starfield

h------l

59%
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| [static -

— Editor5prites
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[v Sprite Renderer
Sprite |El star

b ;g;ﬂ

Colar |
Material [ﬂSprites-DEfault
Sorting Layer | Foreground
Order in Layer o
» _ [V Box Collider 2D @ %
v Pick Up (Script) @ %,
PickUp TYPE: | star :
ﬁ STAR ﬁ STAR ﬁ
& [nspector
M pickup | []static |
Tag | Fickup $ | Layer| Default L
b .~ Transform B
b |- [V sprite Renderer =4
» _ [ Box Collider 2D @
v Pick Up (Script) o
PickUp TYPE: | Health &
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(] Inspector

[ [GameObject 1 | Clstatic «
Tag | Untagged # | Layer| Default =
.~  Transform £,
| @ [+ Sprite Renderer £,
v Pick Up (Script) *
PickUp TYPE: [ key m

ﬁ KEY &Q KEY &Q
Tag of door key fits: | ¥ EditorOnly
Finish
Add Ca  GameController
Key
LockBlue

MainCamera
Player
Respawn
Star
Untagged

v Object Builder Script (Script) &,
/ \ Click button to create instance of prefab

3 Project
| Create ~| (@ NEILYE:
P‘i:? Favorites Assets » EditorSprites
b % icon_heart_32
V5 Assets > icon_ key_green_32
& Editor P{}icnn_smrjz
== EditorSprites
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My Reg Panel | ..l

Unity 2018 is great

Username JDoe

Real name John Doe

( h Register ]
My Reg Panel | ==

${ FLEXIBLE SPACE §
|y SPA CEE 2015 & greal] SPACE |

$ FLEXIBLE SPACE

$ FLEXIBLE SPACE
| k_Register J

Bonus Chapter 1: Working with External
Resource Files and Devices

[172]



Link assets to code via Inspectcr

2 scenel pacman.unity - matt-mad-man uS - PC.

:n M.|,-..(m¢“.] > |

# scene
Texsared - S - Comes

V) 4
I > import assets >

game asset files

play
game

Link assets to code via Inspector place assets
n 0je p into /Resources
P man. unity - matt-mac-man u5 - PC H
LA Ty T T before build

:n o T = Comes | & Locat | I

# Scene Cc— -

Tentares S - Comes - (&

4

Unity Editor

web
application

place assets
into fResources Read/write

after build e ‘} N score etc. to
- local store
play game
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Contents » || Data P o= Ageia.tif =

(] Frameworks = [] Data [

[ Info.plist [E externalTexture.jpg

[ Macos " |E| KeyConfig.nib Mame externalTexture.jp
[] Resources » || MainMenu.nib Kind JPEG image
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Unity Cookbook

External Texture

file:///Users/matt/Desktop/build104.app/Contents/Resources/externalTexture.jpg

[© nspecor |
- [ ICI.IhE | [ static
Tag | Untagged #| Layer | Default 8]

» .. Transform It

b Cube (Mesh Filter) e

b _. ¥ Mesh Renderer I

» i ¥ Box Collider o
. externalTexture = %

> Shader | Standard -]

| AssetBundle  [chapterll

@ Unity Fle Edt GameObject _Component
Create >
Reveal in Finder

Mac
Windows

Build AssetBundles
Open C# Project
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Bonus Chapter 2:
Working with Plain Text, XML, and JSON

Text Files

Frameworks > Managed 4 and goodbye
Info.plist

MacOS

Mono
MonoBleedingEdge
Resources

(] Console
| Clear | Collapse | Clear on Play | Error Pause | Editor ™

@ Player = matt, score = 2200, date = 1/Sep/2012
UnityEngine.MonoBehaviour:print(Object)

v v.vv

@ Player = jane, score = 500, date = 12/May/2012
UnityEngine.MonoBehaviour:print(Object)

Data > Managed > .
<playerScorelist>
Frameworks » =playerScore>
Info.plist <name>matt</name>
MacOos > <score=55</score>
</playerScore>
Mono > =playerScore=
ManoBleedir » <=name=jane</name>
<score>39%</score=
Resources  » </playerScore>
<playerScore>
<name=f red=</name=
<score>18l</score>
</playerScore>
</playerScorelList>
playerData.xml

Bonus Chapter 3:
Virtual Reality and Extra Features
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|| Assets
| ProjectSettings
@] README.md

] Screenshot_29-Jan-2018-07-33-26-6.png
|| UnityPackageManager >

¥ - [+ Capture Screenshot (Script = &
Script CaptureScreenshot @
Prefix |Screenshot ]
Capture Method | SCREEMSHOT_PNG &l
Screenshot Scale 2 |
Jpg Quality e Qe (75|

= Hierarchy
| Create ~ | (GrAll )

Main Camera
Directional Light
¥ Canvas

Text - title
Text - score
Image - back
Image - back
Image - back
b Button

Higher or lower ...

Play Game
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‘i= Hierarchy € Came
| Create '| arall )| Display 1 4| | Free Aspect #| Scale ) 1x Maximize On Play

¥ € scenel = F

Main Camera
horiz_1034(Clong)
horiz_1034(Clone)
horiz_1034(Clone)
horiz_1034(Clone)
horiz_1034(Clone)
horiz_1034(Clong)
horiz_1034(Clone)
horiz_1034(Clone)
horiz_1034(Clone)
horiz_1034(Clong)
horiz_1034(Clong)
horiz_1034(Clone)
corridor_849(Clone)
corridor 849(Clone)

Sprite Editor | 00,2 & Inspector L a =
Sprite Editor # | Slice + || @ o & absurd128 L
F——r ] - - Import Settings [ open |

Texture Type Sprite (20 and LI} #

Texture Shape 20 %

Sprite
1| Name absurd128_0

Position X0 Y (3712
W 128 H 128

Barder Lo T/o Sprite Mode Multiple .
R O B 0 Packing Tag

Pixels Per Unit | 100

Meash Type Tight o
Extrude Edges (e 1

Sprite Editor

ar

Pivot | Center
Custom PivcX 0.5 Y 0.5

N

R N

i3 Project | ElConsole
Create ~

7 7 Favorites Assets » nethack_level » Sprites

¥ &5 Assets
@ _Scenes
Wl _Scripts
¥ &3 nethack_leve
&5 LevelData
&5 Prefabs
&5 Scenes absurd128_0
ﬁ Scripts
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‘@Panel-quality Panel-q

[ |Slider | O static ¥

™

Slider | on ValueChanged (Si“gh]

) |&a|%|*x||
= T Mo Function
¥ UpdateQuality GameObject
Transform
Static Parameters CharacterController
bool enabled Mouselook
string name CharacterMotor
bool runinEditMode
string ta
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© |nspector | &=
w QualitySettings T
[
Levels E 3
Very Low M M &
Low e
Medium MM
High ¥ ¥ o
Very High M ¥ o
Default v
[ Add Quality Level |
Name |UItra |
Rendering
Pixel Light Count |4 |
SetPause() function
Set Time Scale as 0;
Update() v Show mouse pointer;
es »! Disable First Person's Mouse Look
control;
Toggle isPaused Is the
Player hits the variable and pass game paused?
ESC key it to SetPause() (IsPaused =
function true?)
Set Time Scale as 1;
N Hide mouse pointer;
o »! Enable First Person's Mouse Look
control;
= Hierarchy | @ |nspector | & =
| create -| (@Al - )
Slider-ener Static ¥
v € scene?_bullet_time = G o v =
court Tag Lgise
Directional light -
P First Person Controller custom Left Pos Y Pos Z
Paint light o o o
spawnPoint 8| ] Right Height
EventSystem 0 50
¥ Canvas
Image
Slider-energy
Background
¥ Fill Area
» Handle Slide Area Rotation
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= Hierarchy

S — _
Static ¥
¥ € scene2_buller_time* = - | u :
court +| Layer| w 3
EventSystem oL - =
¥ Canvas Pos 7
Image :
¥ sSlider-energy ¥
Background uncheck to
T make inactive

= Hierarchy
r—,
Directional Light
Cube

Cube (2)
Cube (3)
Cube (4)
Cube (5)
Cube (6)
Cube (7)
Cube (8)
Cube (3)
Cube (100
Cube (11)
Cube (12)
Cube (13)

siybox

Flares

Animated Materials
Image Effects
Particle Systems
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1 Unity File Edit Assets GameObiect Component
0@ Create Empty TN
[OENS Z[E G Coaemycnia Yo

o
[Z] IZi Fprories !
i= Hierarchy 2D Object »
Create + [ (crall Effects >
v €} sampleScene* c
Main Camera ngh_t >
Directional Light Audio >
¥ ___snap-to-grid___ Video >
Cube ul >
Camera
Create New Snapgrid

= Hierarchy @ |nspector | & Asset Store B o=
PR RAN CRLL " & ___snap-to-grid___ [ static =
v € SampleScene* = - s . - —_ -
Main Camera g | Untagge # | Layer| Default 0
Directional Light ¥ .~  Transform [ S %,
___shap-to-grid___ Position X O Y 0 Z 0
Rotation X0 Y 0 Z 0
Scale X1 Y1 Z|1
v = Grid Gizmo (Script) @ 5
Grid size: 2 4
Calor: —
Mumber of grid lines 15
Length of grid lines 7

~ M m - 0X

Start SteamVR

STORE LIBRARY COMMUNITY _
click

Steam is currently in Offline Mode.

Run Room Setup

(---)

Quit
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| "=
@ = %

& |nspector
I .': PlayerSettings
Company Name |DefaultCompany |
Product Mame |vr2 |

[} | ¥ 5

Settings for PC, Mac & Linux Standalone

| Splash Image

check this option

| Other Settings.

XR Settings
Virtual Reality Supported ¥

3d game] SteamVR Plugin FREE

3D Game Kit
UNITY TE( ] 156 user reviews Download

ATTN: When upgrading from an older version, it is best to first delete the SteamVR
folder in your project, and then import the package. You may also want to delete
any "openvr_api” files in your Plugins folder and its subfolders before importing
the new package.

®
S t e a l I I V R The SteamVR SDK allows developers to target a single interface that will work with
= all major virtual reality heads-im from seated to room scale experiences.
Additionally, it provides access to tracked contrallers, chaperoning, render models
for tracked devices. SteamVR's compositor allows you to preview your content in VR

“R ESSENTIA S § using Unity's play lr't\f%é while leaving the normal game window -t U

‘ & Recommended project settings for SteamVR.*

Build Target (current = Standalone05X)
[ Use recommended (StandaloneWindows64) ] [ Ignore]

Show Unity Splashscreen (current = True)

[ Use recommended (False) ]

Default is Fullscreen (current = True)
[ Use recommended (False) ]

[ Accept All ][ lgnore All ]
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3 Project = Hierarchy
|creare-| (@ | & ||k [ [Creater| GAT
bf:?hvnrims Assets » * fak v Q leScene* =
b i [CameraRig] Directional Light
7 5 Assets P iy [Status) [CameraRig
(&5 Scenes i [SteamVR]
¥ G SteamVR
&5 Editar
&5 Extras
G InteractionSystem
& Materials
& Pluﬁins

JNITY TECHNOLOGIES
VR Samples
P ¥ # iy 61 User Reviews

Steren Rendering Method* v Multi Pass
360 Stereo Capture Single Pass
Single Pass Instanced (Preview)

XR Support Installers
Vuforia Augmented Reality
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the Sphere indicates there is a 360- g™ ’ —

degree photo or video at this location

Tilt Earth

Google Earth VR
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_ Snowboarding_Polar Import Setti
- "o e ngs

Importer Version (VideoClp ]

VIDEDS

resolution of video is:
2560 x 1280

i3 Project ] % @ Inspector

Sasenovoes

der Texture

6 Sided
Cubemap

Panoramic

New Render Texture

Standard (Roughness setup)
Standard (Specular setup)
FX

GUI

Mabile

Nature

Particles

Skybox

YYLIYTYTYYY
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E R

Global Maps | Object Maps |

¥ Environment
Skybox Material W videa_m
Sun Source [None (Light)

E= Hierarchy & Inspector
Create »| (G4 m ¥ flipedNormalsSphere
@Scene27360videnExternaISphere‘ =
Directional Light
Cube
VideoPlayer
flipedNormalsSphere
b [CameraRig]

| [ static =

Tag [ Untagged 4| Layer | Default +
¥ . ¥ Mesh Renderer |
¥ Lighting ( )

¥ Materials

Size |1
Element 0 @ VideoMaterial ]

Dynamic Occluded [
VideoMaterial @ %
Shader [ Skybax/Panaramic -

Tint Coler I 2

Exposure
Rotation (r———|
Spherical (HDR)

Select
Mapping | Latitude Langitude Layout g
Image Type [ 360 Degrees 3

"> gelectParent
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Setup InputManager H

The input system prototype needs to patch the
InputManager settings.

Cancel

Unity 2017.4.9f1 Personal (64bit) - Untitled - VR_editor_demo - PC, Mac & Linux Standalone” <DX11>
File Edit Assets GameObject Component  Window Help

m 'i" B MNext Window Ctrl+Tab

Hierarchy Previous Window Ctrl+Shift+Tab
Creare -| (GAl s > I N o L ——
v € untitled*
Directional Light EditorXR Ctrl+E
P [CameraRig] Players “ -

Hierarchy # scene
| Create 'l Al ] | Shaded
v €{ Untitled* =

B EditorxR

Toggle Device Wiew
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EditorXR

Togagle Device Wiew
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Bonus Chapter 4: Automated Testing

write code until all tests pass

TestRunner | ]
PlayMode B80Tl

| Run All | Run 5elected | Rerun Failed
(Q ) Nothing = V2| @0 O1]
¥  unity-cookbook-2018-ch19-01-default-test-script
¥  Assembly-CSharp-Editor.dll
¥  NewTestScript
+ NewTestScriptSimplePasses
o MewTestScriptWithEnumeratorPasses
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TestRunner |
PlayMode BsI{% 1]

| Run All | Run Selected | Rerun Failed |

a | Nothing =| vo| @o| 00|

¥ O unity-cookbook-2018-ch19-01-default-test-script
¥ O Assembly-CSharp-Editor.dll
¥ O NewTestScript
) NewTestScriptSimplePasses
) NewTestScriptWithEnumeratorPasses

PlayMode B[4S (0

| Run All | Run Selected | Rerun Failed |

Test Runner

(@ | Nothing =| v1| @o| Oo]

¥ ' unity-cookbook-2018-ch19-01-default-test-script
¥ ' Assembly-CSharp-Editor.dll
¥ ' SimpleTester
+ OnePlusOneEqualsTwo

TestTwoEqualsThreeShouldFail

TestTwoEqualsThreeShouldFail (0.009s)

Expected: 3
But was: 2

TestRunner |
PlayMode BsI{Y 1]

| Run All | Run Selected | Rerun Failed |

(q | Nothing =| v4| @o| 00|

¥  unity-cookbook-2018-ch19-01-default-test-script
¥ ' Assembly-CSharp-Editar.dll
¥  DataProviderTester
¥  TestAdd
+ TestAdd(0,0,0)
+ TestAdd(1,0,1)
+ TestAdd(0,1,1)
+ TestAdd(1,1,2)
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Test Runner [ ]

PlayMode BsI{% [0

| Run All | Run Selected | Rerun Failed |
(= | Nothing =| va| @o| 00|
¥ ' unity-cookbook-2018-ch19-01-default-test-seript
¥ o/ Assembly-CSharp-Editor.dll
¥ o DataProviderTester
¥ o TestAdd
 Testadd(0,0,0)
 Testadd(1,0,1)
 Testadd(0,1,1)
+ Testadd(1,1,2)

TestRunner | ]
PlayMode

| Run All | Run Selected | Rerun Failed | | Run all in player (StandaloneSX)
@ | Nothing =| v1| @o] Oo]
¥  3_play_tester

¥ o Tests.dll

¥  NewTestScript
+ GameODbject_WithRigid Body_WillBeAffectedByPhysics

Test Runner

VU EditMode |, vertical layout

| Run All | Run Selected | Rerun Failed | HoOrizontal layout

(9
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¥ W PlayerUnitTest+TestCorrectValues
+ DefaultHealthOne
+" HealthCorrectAfterReducedByHalf
+ HealthCorrectAfterReducedByPointOne
¥ ' PlayerUnitTest+TestEvents
' CheckEventFiredWhenAddHealth
' CheckEventFiredWhenReduceHealth
¥ ' PlayerUnitTest+TestExceptions
' Throws_Exception_When_Add_Health_Passed_Less_Than_Zero
+ Throws_Exception_When_Reduce_Health_Passed_Less_Than_Zero
¥ ' PlayerUnitTest+TestLimitNotExceeded
+ HealthNotExceedMaximumOfOne
¥ « PlayerUnitTest+TestLogging
+ CorrectDebuglLogMessageAfterHealthReduced
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