3D Game Development in Unity

Red Belt - Sprint 4 - Class 1
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History of Unity

Unity (commonly known as Unity3D) is a game
engine and integrated development environment
(IDE) for creating interactive media, typically video
games. —

The first version of Unity (1.0.0) was launched in
June 2005 and created by developers Nicholas
Francis, Joachim Ante, and David Helgason in
Copenhagen. The gaming engine was created with
the goal of giving creators an affordable game engine
with professional tools for game development.

Unity was originally available solely for Mac OS X,
and developers could only deploy their creations to a
few platforms. Currently, Unity is supported on both
Windows and Mac platforms and targets over a
dozen platforms from gaming consoles, mobile
phone games, and TV/film.




Made with Q uni'l‘y

A short film created using Unity

https:/www.youtube.com/watch?v=HaOOWK14pgs -

™

Monument Valley - iOS, android, Windows Phone
https://apps.apple.com/us/app/monument-valley/id728293409

Road 96 - on Steam
https://store.steampowered.com/app/1466640/Road_96/



https://www.youtube.com/watch?v=HaOOWK14pgs
https://apps.apple.com/us/app/monument-valley/id728293409
https://store.steampowered.com/app/1466640/Road_96/
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https://play.unity.com/

Made with Q uniiy Activity 2 - itch.io

Indie Games are games created by independent creators typically by either

one peWroup’Q«p%pb.
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Faerie Afterlight

Vapor Trails



https://itch.io/
https://sevencrane.itch.io/vapor-trails
https://claygamestudio.itch.io/faerie-afterlight
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Activity 2 - Getting Started with Unity




Getting started with Q unillly

Unity uses the
programming language
C#
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http://www.youtube.com/watch?v=1L6rig10wiQ
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The User Interface



Let’s take a look at the layout of

Unity.

@ Unity Hub 24.3

&) unity
Step 1:

Projects

Go to Unity on Mac. Learn

=% Community

Installs

Step 2:

In Unity hub, you will see a list of previous
projects. To start a new project, click on the |
“New” button in blue. |

Projects

Project Name

Tutorial project
C:\Users\bunny\Tutorial project

Unity Version: 2020.3.12f1

New Unity Project

C:\U \bur New Unity Project

Unity Version

2020.3.12f1

2020.3.12f1

2020.3.12f1

€@ Hub 2.4.5 Available

Target Platform

Current platform

Current platform

Current platform

Last Modified 1~ Q

a few seconds
ago

2 months ago

2 months ago




Let’s take a look at the layout of

Unity.

Step 3:

In the “create a new project” window,
select from the template options. There
are a ton of awesome options from VR
to mobile 3D and even a Lego
Minigame. But for this sprint, we'll be
selecting “3D".

Step 4:

In the “settings” area, name your
project.

You can also select the location of
where you want to save your project
file.

Please save in the documents folder.

Once done, click “create” in blue.

Pz @ Uniy Hub 243

K Q Create a new project with Unity 2020.3.12f1

Templates

Settings
New Unity Project (1)

Locat

C:/Users/bunny

CANCEL




First, we have the Scene View.

The entire view - from the
camera, the lighting, the actors,

the scene...Everything is in this
shot.

The User Interface - The scene view

B v Player Script (Script)

Add Component




The User Interface - The Game view

Next, we have the Game View.

The Game window is only what
the camera sees.

Notice, in Game view you see a
horizon, a sky, and the ground.

This is what the camera is

viewing.

If you toggle back to the Scene [
view, you'll notice a tiny camera
showing you what it is viewing.




Next, we have the Hierarchy
Tab.

Think of the Hierarchy tab as
the inventory list of all the
components of your game.

Main Camera
Directional Light
Player
playerTwo

The User Interface - The Hierarchy Tab




The User Interface - The Hierarchy Tab cont.

[F]center @ Global Eris n ade - Account ¥  Layers v My favorite lay1~

= Hierarchy : @ Inspector =)
v $0 Lty ~ ¥ Et~v Gizmos v « +~
€ SampleScene*
&) Main Camera
&2 Directional Light
&) player
&0 playerTwo

I Project B Console
+~
# Favorites Assets
\ All Materials
\ All Models
\ All Prefabs

aw Assets
I Scenes
Bm Packages

If you select a component in the hierarchy, it will also select it within the scene view.




The User Interface - Drag and drop layout

Drag-and-drop customizable
layout

Every aspect of the software is
broken up into tabs.

As you continue using Unity, you
may want to move things around to
your liking. You can simply do that
by dragging the tabs, where you
want them.




The User Interface - The Project Window

v

@Global i > n % & Account ¥ Layers ¥ My favorite layv

i "= Hierarchy a i @ Inspector

The Project Tab = asdc:(:e wcva‘ww ® w0 & v HBOH v ¥ Wty Gizmos v « +-

€ SampleScene*
&) Main Camera
2 Directional Light
D player
2 playerTwo

Broken up into 2 sections -
“Favorites” and “Assets”.

This area will store all of the

files associated with your
game project.

Assets

Packages



The User Interface - The Project Window

Center @ Global it}

K
The Inspector Tab - e : . e

) [ b0 B
Y ® v Directional Light

7 Tag Untagged v Layer Default
Transform

X0

When something is e i
selected within your scene .
or within your “Hierarchy” \

list, you will notice a ton of e
information regarding it

show up in the inspector
tab.

Use Quality Settings

I Project
+ v

This gives more .
information on the object e R
selected and allows you to [l

make specific changes.

Add Component




Let’s take a look at the layout of

: The User Interface - Build Settings
Unity.

Your games setting will also '
% G) ) L33 e A £ enter RO - Account ¥ Layer:
depend on what you have set # Soono (awG8
" . . ” Displ 1 ~ Full HD (1920x1080) ¥ Scale ®
as your “Build settings”.

Maximize On Play Mute Audio Stats Gizmos ~
CAlL @ v Player

Select Icon

~ Layer Default

e i

- & @ x -35349 Y -14011 Z -13806

If you go to File > Build , ) : J655055, DN O T
settings ’

Add Component

You can choose the actual
device type you want your

+v

é\SampleScene‘
game to be made on.

7 Main Camera
& Directional Light
& Player

If you make a game on pc and —
want to switch it to an Android e

\ All Materials

device or iOS, you would click

\ All Prefabs

the device and then click =psses
“switch platform”. i Fackans
Depending on the amount of

files in your project and how

large your game is, will

determine how long it will take

to render to the new platform.

Assets




Let’s take a look at the layout of
Unity.

The User Interface - The Console Tab

Step 12: The Console Tab

g

F)center @ Global 1} > % & Account ¥ Layers ¥ My favorite layiv

# Scene @@ Game i @ Inspector a i

The Console Tab _ by default Display 1~ Full HD (1920x1080) v Scale ® 0.45x Maximize On Play Mute Audio Stats Gizmos ~ @v 7 S e
. Tan inbanaad > Layer Default v
is located at the button panel, S =—
right next to the project tab. T e e

Add Component

The console, much like the
console in any other IDE, is
used to help you locate and 5
find errors within your game. T

€ SampleScene*
& Main Camera
& Directional Light
& Player

e Project E Console ai
R 10

Also, when you do your print

debugging like debug.log or

console.log, it will show within |

the console. We will go into e ml ﬂ
more detail on that in another " e
class.

M Scenes
M Packages




Let’s take a look at the layout of
Unity.

The User Interface - The Animator and Animation tab

Step 13: Adding more tabs!

We're going to add two more
very important tabs to our
workspace that will help us
during game creation.

1.  The Animator tab

This tab is where you would
connect the animations

togethers.

2.  The Animation tab

This tab is where we create
animations.
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Let's Create our first Game objects



Activity 3 - Making a platform

Let’s Start!

S O B I & K [Flcenter @Global M > X% & Account ¥ Layers ¥ My favorite layiv
# Scene  a®Game i | = Hierarchy 3 i @ Inspector a i
v 20 @ W & v @iy v +v «
& sampleScene*

We are going to start making a ; E—
platform for a platform game. »e

¥ W~ Gizmos v <«

In the Hierarchy Tab, right-click
in an empty space click 3D
Object > Cube.

We have here a game object.

You can rotate the view by
hitting the alt key and left click .
to rotate around and view the g

# Favorites Assets
\ All Materials

object from different angles.

\ All Prefabs

R4 10

aw Assets
Im Scenes
M Packages




Activity 3

Take a look at the
Unity Asset Storel

Publisher Sale is on: Save 50% on Synty assets and get three free gifts

Q unityAssetStore  Assetsv  Toolsv  Services v By Unity v Industriesv ~ Salev & #0e

Q  Search for assets

er 11,000 five-star assets y 85,000+ customers 0 00,000+ forum members

A

4

PUBLISHER SALE

50% off Synt

Save big on stylized art packs of low-poly assets, now th

Yhey

/ ! \
LY



Adding a text

editor to Unity




That's it for today!

A i . -

Next Class:
Game Building -
Building our first Game Objects



