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Interface - Project

Folder

JavaScript

C Sharp Script
Boo Script
Shader

Prefab
Animation

Material
Cubemap

Lens Flare
Custom Font
Render Texture
Physic Material

GUI Skin




Interface - Hierarchy




Interface - Toolbar

s
M.L&LEJ Transform Tools — used with the Scene View

M@] Transform Gizmo Toggles - affect the Scene View display

u;LLLQJ Play/Pause/Step Buttons —- used with the Game View
Layers ™ I Layers Drop-down — controls which objects are displayed in Scene View
Layout * I Layout Drop-down - controls arrangement of all Views



Interface - Scene View

Hocene " e e
| Texhared | &

Click-drag to drag the camera around.

Hold Alt and click-drag to orbit the camera around the current pivot point.

03| [03) €
| ] [

Hold Control (Command on Mac) and click-drag to zoom the camera.



Interface - Game View

# Scene [ € Came

Free Aspect ¥ | Maximize on Play | Gizmos | 5tam |




Interface - Inspector

(@ mspector LGS

@ o Camera | [static

Tag Untagged % |Layer | Default 3

¥ A~  Transform i,

Position

X 1313816 |Y 1662107 |Z 0.2709427 |

Rotation

X [337.9471 |¥ [61.37283 |Z [0 |

Scale

X1 ¥ [1 |2 [1 |

» B [V Camera i,

» & ¥ Audio Listener i,

¥ & [ Animation %,
Animation @industwﬁutsn o]

P Animations
Play Automatically ]
Animate Physics -
Animate Only If Visible []

¥ || M Color Correction Curves (Scrild %,

Mode | Simple ™
Red B e |
Green I e |
e B o |

Selective []

» || M Bloom And Flares (Script) &,
» L) (¥ Depth Of Field (Script) t,

Terrain Window Help

Mesh >
Particles

Rigidbody

YR

Audio > Character Controller
Rendering > _
Miscellaneous >
Scripts > Sphere Enllltlier

Image Effects > Capsule Clnlluder
Camera-Control »  Mesh Collider

| Wheel Collider

Interactive Cloth
Skinned Cloth
Cloth Renderer

Hinge Joint

Fixed Joint

Spring Joint
Character Joint
Configurable Joint

Constant Force




Navegacao

Movendo no plano atual:
e Clicar com o scroll do mouse e arrastar
e Setas
Mudando o plano:
e Clicar e arrastar com o botao direito do mouse
e Usar o gizmo de orientacao
oom:
e Scroll do mouse
Auto Look:
o



onceiltos

€0 Unity - AngryBots.unity - AngryBots - PC and Mac Standalone™ I

File Edit Assets | GameObject | Component Terrain Tools Window Help
= | Create Empty Ctrl+Shift+N l
Create Other 4 Particle System

 #: scene

Textured L - ~ Camera
L% Center On Children
4 GUI Text
Make Parent GUI Texture
Clear Parent 3D Text

Apply Changes To Prefab

Directional Light

Move To View Ctrl+Alt+F Point Light

Align With View Ctrl+Shift+F Spotlight

Align View to Selected

Deactivate Renderers i

Activate Renderers S
Capsule
Cylinder

Plane

Cloth

Audio Reverb Zone

Ragdoll...
Tree
Wind Zone

«{ Unity - AngryBots.unity - AngryBots - PC and Mac Standalone®

File Edit Assets GameObject | Component | Terrain Tools Window Help

OEI S [=)

"# Scene | € Game Particles 4 Ellipsoid Particle Emitter
Textured Physics 4 Mesh Particle Emitter

Audio >

| = C Mesh

Particle Animator

Rendering ' World Particle Collider
Miscellaneous »
Scripts » Particle Renderer

Trail Renderer

Image Effects >

m [ = Centerl e GIobaI] umm [ Layers v ] [Tall v ]
# Scene | € Game ) Inspector | &=
| Textured & M [barrelSmall M static *
Tag| Untagged 4+ | Layer| Reflection 2]

Prefab | Select Revert Apply

~ Transform
| Position
X -19.40625

| Rotation

Y 1.615569 Z 104194

Y 94.00987

Y (1 Z |1
Poly Surface 3557 (Mesh Filter)

Cast Shadows

Receive Shadows ™
Materials
Size 1
Element 0 D props
O ¥ Animation
Animation None (Animation Clip) ©
b Animations
Play Automatically M
Animate Physics U

Culling Type Always Animate

Capsule Collider
Is Trigger L]

None (Phvsic Material) o}
Y 0 Z |0

0.513446

1.85083

| v-Axis s 3

3 props %,
At Shader | Self-Illumin/AngryBots/ReflectiveBa v || Edit...|

N




Primeiro jogo

http://dl.dropbox.
com/u/5703960/Caixattack.rar



Primeiro jogo - Criar Projeto

& Unity - basicKinectScene.unity - code - B¢

i Kt Assets GameOblect COMPO o i N ==

New Scene Ctrl+N Open Project | Create New Project |
Open Scene Ctrl+0O Project Location:

C:\Users\Icaro\Documents\New Unity Project
Save Scene Ctrl+5 Import the following packages:
Save Scene as... Ctrl+Shift+S - SoptunityPadese i

|| [¥] Standard Assets (Mobile).unityPackage
New Project... B e e —
Open Project... E] ;;:;fr(;:t::)uu:ﬁaaﬁee .
Save Project = " = J
Create

Build Settings... Ctrl+Shift+B
Build & Run Ctrl+B
Bxit




Primeiro jogo - Andando no Mapa




Primeiro jogo - Andando no Mapa

Project
Create first
@ First Person Controller
® First Person Controls
® First Person Tilt Controls
B FirstPersonControl
& FirstPersonSetup

-~

« FirstPersonTilt

Path:

@ First Person Controller

gm Character Controllers

@m Standard Assets




Primeiro jogo - Andando no Mapa




Primeiro jogo - Criando Caixas com
Fisica

=3 Center

Untagged yer | Default

Transform

2.540411

Y

Cube (Mesh Filter)

W ¥ Box Collider
Is Trigger
None (Phvsic

Materials

@ There are 2 audio listeners in th always exactly one audio listener in the scene.




Primeiro jogo - Criando Caixas com
Fisica

Hierarchy = nspecto

Create Vv Cube
Cube

Cube

Untagged ayer ! Default

Transform

6401 2.540411
Main Camera Rotation
Point light 0
Scale
1 1
Cube (Mesh Filter)
Mesh
¥ ¥ Box Collider
Is Trigger
Material None (Phvsic Material)

Center

1

e ensure there is a




Primeiro jogo - Prefabs

Transform
Position
Main C

Point light Rotation

Cube (Mesh Filte

h
¥ ¥ Box Collider

sic Material)

™ ¥ Mesh Renderer

@ There are 2 audio listeners in the scene. Please ensure there one audio listener in the scene




Primeiro Jogo - Terrain

© Inspector | Sk
g [ Terrain [ static
Tag | Untagged ¢ |Layer | Default |
¥ .~  Transform #,
Pasition

X |0 Y0 zZ0 |
Rotation

X |0 Yo zjo |

# Scene

Tastursd

X |1 ¥ 1 z 1 |
T? o Terrain (Script) L %,
FIARIEEl

Raise / Lower Terrain

Click to raise. Hold down shift to lower.

Brushes

Ne ..*’*%f@ﬁ#ﬁ%
LR LK XA

i Seene
Taxtured

Settings

Brush Size () 25

Opacity () |5[]—|

¥[1  Terrain Collider &,
Material Mone (Physic Material) o
Is Trigger -
Terrain Data ? Mew Terrain o

Create Tree Colliders [




Primeiro Jogo - Terrain - Modelando o
terrain




Primeiro Jogo - Terrain - Textura




Primeiro Jogo - Terrain - Trees




Primeiro Jogo - Terrain - Grass




Primeiro Jogo - Terrain - Skybox

#5cene
Textupisd

Eid

i

B inspector
Low Hanging Dream (V-9
Shader | RenderfxSkybox Ll
Tine Calar . -
Framt {+Z]
. o
Tiling Off st
e[l 0
y 0
Tiling O ek
| 0
y O 0
Left {+X)
Tiling Off st
x [1 ]
¥ ]
Righe (-3}
Tilling Dffast
x|l i
¥ i 0
Offuet
0
= Selacn
Off sl
0]
]




Script

e JavaScript
e BooScript
e C# Script




Script - Visao Geral

f v First P on Controller
Tag MUnt:
Prefab

i Transform

Position
-1.40
Rotation

Y 1

¥ Character Controller
Height

dius

ter
v Mouse Look (Script)

puselook

Minimum
Maximum
Minimum Y
|
Vv Character Motor (Script)
ipt CharacterMotor
an Control
= Fixed U
Movement
Jumping
Moving Platform
Sliding

IR ¥ FPSInput Controller (Script)
cript

FPSInputController




Script - Primeiro Script

Fo’der mﬂindow Help |
LI Lai v BESAB80 DY ue

Javascript 3| O start

4

using UnityEngine;

C# Scrlpt using System.Collections;

public class Test : MonoBehaviour {

Boo Script

public string nome;

Shader // Use this for initialization
void Start () {
Debug.Log ("Hello ”+bome) H

}

Prefab
Material

-

Animation
Cubemap

Lens Flare
Custom Font
Render Texture
Physic Material
GUI Skin

10:28 INS  @OA0




Importando modelo - Material e

Shaders

Marmal
Tra nspare rif
Salf Muminated

Reflacte

@ Inspecior
..., BumpSpec

Main Cobor
Ml Specular Color

[l Shininess

Reflection Color

Base (RGE) RefSrGloss (A)

Simple
Diffuse Glossy Diffuse

OV

Vertex Lit umped

w Shader | Refiective/ Bumped Specular - |

[ K9

 (—
___F4
A p—

P4

Specular

Patallax Bumped

&




Importando modelo - importando

Drag-and-drop
http://unity3d.
com/unity/features/asset-
importing



http://unity3d.com/unity/features/asset-importing
http://unity3d.com/unity/features/asset-importing
http://unity3d.com/unity/features/asset-importing

Transform

®nspector [T
@ o CameObject

e
¥ .. Transform ue.
Position

LRy

Translate Tool - Hotkey "W" Rotate Tool - Hotkey "E" Scale Tool - Hotkey "R"

®inspecior R
W o GCameObject

o0 s 1] taver o
¥ .. Transform ue.
Position
X [0.5928133) ¥ [0 zo

X0 Yo zo

x 1 Y1 lz




Transform - Local vs Global

’[@G ] | [llPivot > |@ S| w =

#t Scene | € Game = # Scene | € Game

Textured :| ‘RGB :| |-IC:>:' | ’4))‘ Gizmos ¥ (ar F Textured ‘ ‘RGB v‘ |D 4))‘ Gizmos ¥ | (v F




Instanciando e Arremessando
Elementos

using UnityEngine;
using System.Collections;

public class ArremessarCaixas : MonoBehaviour {
public Object caixa;

/ Use this for initialization
void Start () {

/ Update is called once per frame
void Update ()
{
if (Input.GetButtonDown ("Firel™))
{
GameObject nCaixa = (GameObject)Instantiate(caixa):
nCaixa.transform.position = transform.position+transform.forward;
nCaixa.rigidbody.AddForce (transform. forward*10, ForceMode.Impulse) ;



Animacao no Unity3D

(@ Animation

Py | [4[¥] o | €| Be |
Cube #| Turn180Degrees L
¥ Cube
¥ ATransform
Position.x
Position.y
Position.z
Rotation.x
Rotation.y
Rotation.z
Scale.x
Scale.y
Scale.z
b 3 Cube (Mesh Filter)
¥ 4 Box Collider
P ui Mesh Renderer
b CAnimation
» QDefault-Diffuse (Instance) (Material)

om0 O O
z
T100&e0 00 &

] D Inspecoar f-}ﬂg—
B & Cube
ra -
¥ .  Transform o,
Positan
X 0 ¥ O ZD
Rotation
Al ¥ LED Z 0
Scale
X1 ¥il ) |
B i Cube (Mesh Filter) g
* 4 Box Collider LS
(D Ankmation | » @i ¥ Mesh Renderer WS
[& » MWW | B0 | | Qe | ¥ L) [ Animation G o
Cubse & | TurnlBODegress Animation L TurnlB0Degress”
¥ Cube * ¥ Animations
¥ ATransform * Sipe |
m_.t (5 = Element O L Turnl800egress”
ST : = Play Automatically o
Rotation.x o * Anirnate Physics -
m—— B— Animars ool € sk O
ﬂ: : - . Gray Material (instance) [FE.-8
Scale 1 Shader
¥ [ Cube (Mesh Filter)
F uBox Collider
i Mlesh Renderer
¥ Mnemation
W Bakerinl Dincfnmesl {Blnbarinlh
Shwoewr . AL

H




Particle effect

| 3 5cene |
Textured & RGE

am | 'Dinspector | -
J o Green 1
Tag | Umagged £ | Layer 2
Prefab Sl Reconmsec A ppdy
F A Transform E ﬂ'! |
b a5 Ellipsoid Particle Emitter (g .
B . Particle Animator (L
v [ Particle Renderer (WL
Cast Shadows [+ |
Receive Shadows [
F haterials
Camera Velocity Scale 0 |
Stretch Particles Sorted Billboard s |
Length Scale 2 i
Welocity Scale (1] 1
Max Particbe Sire 025 |
¥ UV Animation |
X Tile 4 |
¥ Tile 4 :
Cyeles i | |

CreenPlasmalightningBalBright kg &
Shader | Partictes/Additive * ||

Tint Calar — _;:'l'"i

Particke Texture

Tilang Offset
w |1 1]
| 1]

¥



GUI - Criando uma Janela Simples

//Agrupando os componentes
GUI.BeginGroup(new Rect(0, 0, 110, 100));

| € Game | #S5cene

//Criando a caixa de background
GUI.Box(new Rect(10, 10, 100, 90), "Loader Menu");

//Criando o primeiro botao

if (GUI.Button(new Rect(20, 40, 80, 20), "Level 1"))

{
Debug.Log("Obrigado por clicar no botdo 1! ;-) ");
//Se vocé quiser carregar o primeiro nivel do jogo, faca a seguinte chamada:
//Application.LoadLevel (1);

}

//Criando o segundo botao

if (GUI.Button(new Rect(20, 70, 80, 20), "Level 2"))

{

Debug.Log("O botao 2 sempre fica por ultimo... :-(");

}

//[Finalizando o grupo
GUI.EndGroup();



GUI - Criando a mesma janela, mas do
jeito correto

void OnGUI()
{
/[criando a janela, lembrando que o primeiro parametro, o id, deve ser Unico
GUIL.Window(0, new Rect(10, 10, 100, 90), WindowContent, "Loader Menu");
¥
/[Funcao responsavel pela criacdo da janela(atencdo no parametro id)
void WindowContent(int windowld)

{

| € Game | #s5cene
| | Fres Aspect H

//Criando o primeiro botao

if (GUI.Button(new Rect(10, 30, 80, 20), "Level 1"))

{
Debug.Log("Obrigado por clicar no botao 1! ;-) ");
//Se vocé quiser carregar o primeiro nivel do jogo, faca a seguinte chamada:
//Application.LoadLevel (1);

}

//Criando o segundo botao

if (GUI.Button(new Rect(10, 60, 80, 20), "Level 2"))

{
Debug.Log("O botao 2 sempre fica por ultimo... :-(");

}

}
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B Pan [ |
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Exportar jogo

[+ nﬂnlnltr

%‘ PC and Mac Standalone

= iPhone, iPod Touch and iPad



