Unity Basics

Free eBook by
Adam Higherstein



L8V e Yo T B [ a1y =11 =Y o o Tt 1
(LU PP TP PO PP P PPPRPTR 11
Add Game ObjJEctS 10 the SCENE.....cciii i e e e e e e st rae e e e e e ssareaeeeaeeenanes 11
Fi¥o o [T oY= Yo [V F= =N o] o] =T AU PURR 15
2T YT o o) [T S EUEURUUTR 19
o [ == T 0 =To] o] =T ol £ PR URTP 21
PV o I 10T Yot u o] o F=1 11 4V 20U 22
AV AT B (U Lo [To Bl o T T (o U L V= < TR 25
EXAMPIE L1: MOVING CIFCIES. .. ittt e e e e e e e e e e e e e e s s e s ean bt e e e aeeseeeeeaaaaaeeeeesnnan 25
EXamMPIe 2: ChangiNg COLOTIS...ciiiiiiiiiiiiiee et e e e e e et e e e e e e s sabreeeaaeeessnnsaeeeaeas 31
ANTMATIONS. ...ttt e a e s a e 35
OWN ANTMATION...eiiiiiiiiiit et s e e s s ra e e s s aa e e e s 41
Character CONtrol USING MOUSE.....ciiiiiieii ettt e e e e e e e e e e e e e e s e e ae b e e e e e e e e eeaaaaaaeesssessansnnnssnns 48
[600] | 1Yo o 13RS O T T T PO P PP TOUPPRRPPPRTOPION 49
FiYe [o I U Lo [ o TSP P PO T SR PRP TP PP 56
Example: background image and MOVEMENTS..........occciiiiiee i et arree e e e e e anraeeas 59
Y] o] [SH @ 1 1ol U] =1 o] RN 63
¥ o T 4 T4 F PSP 68
IMAZES With DULLONS. ...t e e e e e e ta e e e e e e erantaaeeeeeeennstaaneeeaens 75
IMAZES: MODIIE PUZZIE......eeeeiiieeeeeee e et e e e e e ettt e e e e e e e s aaaaeeeeeeenssraeeeeeann 86
CharaCter MOVEMENTS. ....eiiiiiiie ittt e et e s et e e s bt e e s sar e e e s eabe e e s sabeeeesanreeesanneeessaneeeesareeeenans 91
233 £ Tot £ F T T T TP U PR TOPTOPPTTOPPRROION 98
PP 107



Unity tool: Installation

Go here
https://unity.com/products

And choose Unity version, Personal

Unity Personal

Get started with the free version of Unity
for any creator looking to bring their idea to
life.

~ The latest version of the Unity Editor

~ Educational resources for getting
started

Here are steps

Create with Unity in three steps

1. Download the Unity Hub 2. Choose your Unity version 3. Start your project

Follow the instructions onscreen for Install the latest version of Unity, an older Begin creating from scratch, or pick a
guidance through the installation process release, or a beta featuring the latest in- template to get your first project up and
and setup. development features. running quickly. Access tutorial videos
[Download for Windows] Visit the download archive designed to support creators, from
Download for Mac beginners to experts.

Instructions for Linux Access our Pro Onboarding Guide



https://unity.com/products

Install first Unity Hub

Unity Hub 3.91

P r0je cts New project

Projects
Installs
MODIFIED EDITOR VERSION

Learn

Community

No projects, yet.

Downloads

Then Unity (we use version 6000, but you can install and use also 2022- or 2023-versionetr...

To learn more about the release versions, visit Unity Releases.

Unity 6 2023 2022 2021 2020 2019 2018 2017 Unity 5
All versions

Version Release date Release notes Hub installation

6000.0.22f1 Oct 2, 2024 Read m



Add basic modules

e.g these are often popular
android (mobile games)
webgl (web games)

windows (standalone games)

Unity Hub 3.91

Install Unity 6 Preview

Add modules

Microsoft Visual Studio Community 2022

¥ Android Build Support
¥ OpenJDK

¥ Android SDK & NDK Tools
i0S Build Support

tvOS Build Support

Add also Visual Studio
https://visualstudio.microsoft.com/downloads/

And then just install Unity editor

Required: 15.59 GB Available: 27.7 GB

Installed

438.65 MB
112.25 MB
14114 MB

241.01 MB

Continue




Downloads

Projects

@ Unity 6 Preview (6000.0.22f1)

Installs In progress (0 of 14 completed)

Learn Editor applicati Installing...

Community Android Build Support Install queued
OpenJDK Install queued
Android SDK Platform Tools Install queued

Install queued
Android SDK P 3 Install queued
CMake Install queued
Windows Build Sup ( ) Install queued
Android SDK & NDK Tools Install queued
Android SDK Platforms 34 Install queued
Android SDK Platforms 35 Install queued
Android K Build Tools Install queued

Android NDK Install queued

@ Unity 6 Preview {6000.0....

Android nmand Line Ti Install queued




Start Unity Hub and a new project

Choose project type and give the name (we can start with 2D Core -version)

Unity Hub 3.7.0
New project
Editor Version: 2022.3.9f1 [u1s
All templates
Core
Sample

Learning

figured for 2D
n renderer.

2D (URP) Read more

Core

3D Mobile
Core Esimerkcki_1

: Location
2D Mobile AN HIRITY 2022\ Init ~mtirea 2

Cancel Create project




Unity version 6000.

Unity 6

6000.0.2211
@ 2005-2 Unity Technologies. All rights

Trial 2024 1
Unity Package Manager: Resolving package

Unity is launched



New project platform is shown

@ EX2 - SampleScene - Windows, Mac, Linux - Unity 6 Preview (6000.0.22f1) <DX11= e O *

File Edit Assets GameObject Component Services Jobs Window Help

+ -

* Favorites

Now the video shows how to set the layout: there are several choices...



We mainly use the default layout (it can be taken into use also via Window-menu: Layouts, default):

) EX2 - scene_1 - Windows, Mac, Linux - Unity 6 Preview (6000.0.22f1) <DX11= — O »

File Edit Assets GameObject Component Services Jobs Window Help

* Favorites

(o Assets

Im Packages



Then | normally move Game-part below Scene-part:

@ EX2 - scene_1 - Windows, Mac, Linux - Unity 6 Preview (6000.0.22f1) <DX11= - O x

File Edit Assets GameObject Component Services Jobs Window Help
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GUI

Main parts are shown here:

Design view (scene)

/ Name of the project

Menu @ Esimeskii_1 - SampleSeene - Windows, Mae, Linu - Unity 20223801 «DX11> — [u] X
File Edit Assets GameObject Component Services Jabs

Window Help

Inspector

Game objects

Console window
Game view

Poject folders

Add Game Objects to the Scene

Example 1: let add some different objects to the scene and run the app

Let's rename the scene, it can be "scene 1".

We can add several scenes to one project and thus the name is important.

We studying Unity it is easier and faster to use several scenes instead of several new projects.

If you the want to publish your game you can choose only the scenes that belong to the project.

We can rename the scene by choosing it and by clicking the right mouse button: from the menu we
choose “rename”.
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Create ¥

Show in Explorer

@ EX2 - SampleScene - Windows, Mac, Linu: Open
Delete

File Edit Assets GameObject Compone
Rename

Copy Path Alt+Ctrl+ C
Open Scene Additive
Yiew in Package Manager

Import Mew Asset...
Import Package
Export Package...

Find References In Scene
Find References In Project

Select Dependencies

Refresh Ctrl+R
Reimport

Reirmpaort All

Extract From Prefab

Update UXML Schema
I Project B Console
+ - Open CF Project

# Favorites Assets View in Import Activity Window

@@ Assets Properties...

] 5
Im Packages
SampleSce...

A




13

And

Now the new name is shown also on the Hierarchy part:
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Add new GameObject

@ EX2 - scene_1 - Windows, Mac, Linux - Unity & Preview (6000.0.22f1) <DX11= — O

File Edit Assets GameObject Component Services Jobs Window Help

Set Active Scene

Save Scene
Save Scene As

Save All

Unload Scene

Remove Scene

Discard changes

Find In Project &H Global =
Add New Scene

Prefab

GameObject Create Empty Ctrl+Shift+ M
20 Object Sprites
3D Object Physics
Effects Tilemap
Light Sprite Shape
Audio Pixel Perfect Camera (URP)
Video Sprite Mask
ul
Ul Toolkit
Rendering
Volume
Camera

Visual Scripting Scene Variables

Game consists of game objects that then have one or more components. Components have
fields/properties.

You can add components, remove them and edit them. You can see components on the Inspector
window.
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Adding a square object

Sprites ] Triangle

Physics » Square

Tilemap ] Circle

Sprite Shape » Capsule

Pixel Perfect Camera (URP) |sormetric Dhamond

Sprite Mask Hexageon Flat Tep
Hexagon Point Top
9-Sliced

Let's change the color and size:

Component named Transform makes it possible to change location, size and so on.

chosen object

size property

color

e-Lit-Default

Additional Settings
Default
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And Sprite Renderer has a field (property) that is used to change the colour:

Layer Default

= Square

Default

Add Component

Z 0

Try to make changes!!

Note!

You can resize the design window by using mouse wheel.
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@ EX2 - scene_1 - Windows, Mac, Linux - Unity & Preview (6000.0.22f1)* <DX11=

File Edit Assets GameObject Component Services  Jobs  Window  Help

Center * @9 Global =

* Favorites
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When you have made changes, an asterisk (*) is shown after the scene name to remind you to save
changes! Save the project by choosing Ctrl + S or File menu.

@ EX2 - scene_1 - Windows, Mac, Linux - Unity & Preview (B000.0.22f17* <D
File Edit Assets GameObject Component Services Jobs  Windo

Mew Scene Ctrl+M
Open Scene Ctrl+0
Open Recent Scene »
& Global »
Save Ctrl+5
Save As... Ctrl+Shift+5

Save Az Scene Template...

Mew Project...
Open Project...

Save Project
Build Profiles Ctrl+5hift+B
Build And Run Ctrl+B

Exit
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Run the project

@ EX2 - scene_1 - Windows, Mac, Linux - Unity & Preview (6000.0.22f1)* <DX11> -

File Edit Assets GameObject Component Services Jobs Window Help

&Y Unity 6 PRE

Different ways to run the project
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Play Maximized v & '
Play Focused
" Play Maximized
Play Unfocused

Play focused -mode shows the game in run mode all the time.
Now you have created your first Unity app!!

The procedure is: create, save, test run...

Let's start learning new things now!!

Next steps are

manipulate game objects

add new game objects

add functionality: we need to start coding!!
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Edit gameobjects

Move around the
scene

Move objects

Rotate

Resize

Video: move place, size

Try now to add different kinds of Sprites to you scene and edit their properties:

B DR~ &
= Hierarchy

4+~ = 7] dhGlobal » B ow i v - Q-

If you do mistakes, you can easily cancel by choosing Edit — Undo or by using key combination Ctrl -
Z
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@ Esimerkki_1 - scene_1 - Windows, Mac, Linux - Unity 20

File ' Edit Assets GameObject Component Service:

Undeo Clear Selection Ctrl+Z
Redeo Ctrl+Y
Undeo History Ctrl+U
Calart All Ceel A

Add functionality

We need to add codes to our game to achieve functionality.
We create now a short experiment where we can move some object on the scene at runtime.

For codes it is good to create an own subolder to Assets-folder. The structure of different items and
folders remain clear.

Note!
Have you installed Visual Studio to you machine to be used together with Unity?
If not, go to Microsoft's Visual Studio -page and install a community version!
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It is good to create folders to store different kinds assets.

Click Project Assets and rightclick the area on the right.

# Favorites

[ Assets
[ T

Create

From the Create-menu choose folder.

center v ERGlobal » Folder

C# Script
on

Create a new folder named Codes.

e Packages

Now you can create a new script to Codes folder.

The name can now be examplel.



Game

Project B Console

-

W Favorites

[ Asset

sCENes

Im Packages

Folder

CZ Script

2D

Visual Scripting

Shader

Shader Variant Collection
Testing

Playables
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Visual Studio: basic usage

We can now edit our script. Doubleclick the filename: Visual Studio opens.

Git  Project  Build Debug esi X S« Esim...ki_1

Debug -~ AnyCPU = P Attach to Unity = [>

- [EgStart()
ystem.Collections;
ystem.Collections.Generic;

FRCH

S
S

UnityEngine;

: MonoBehaviour

@ Mo issues found
> 0 X
Entire Solution - OErrors | gk 0 Warnings 0o essages | Build + IntelliSense » Search ErrorList @ ~

" Code Description Project File

" Addto Source Control = € Select Repository =
Every script is a class. In the code we have automatically as default methods Start() ja Update().

Start() is executed when we start the application.

Update() is executed when a new frame is shown (refresh rate defines how often it is
executed).

You do not need to add code inside those methods, but quite often they are needed...

Example 1: moving circles

Goal
We write a script that can find our objects, now our square object (name is simply “Square”).
Then we want that the object moves back and forth on the screen.
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Plan

Create a connection (reference) to the object

Find the Transform-component of the object

Manipulate the properties (now x coordinate) in Update() method (dynamically)

Version 1
Object moves only to the right having some fixed speed

GameObject objl;
XX, VY,

objl = GameObject.Find("Square");
xx = objl.GetComponent<Transform>().position.x;
yy = objl.GetComponent<Transform>().position.y;

objl.GetComponent<Transform=>().position = new Vector3(xx, yy,0);
xx += 1f;

The reference called “obj1” refers to GameObject that is the base of all objects. All items we add to
the project are basically of type GameObject. They normally have a spesific name (e.g. Button,
Sprite, etc.).

Access specifier (private, protected, public) tells how other classes can access the item...
private GameObject objl;

In start() method we set the objl to refer to our Square.

objl = GameObject.Find("Square");
Then we write down the current values of x and y.

xx = objl.GetComponent<Transform>().position.x;
yy = objl.GetComponent<Transform>().position.y;
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Then, in Update()-method we add value 1 to x: so the position of the object changes when a new
frame is shown:

objl.GetComponent<Transform>().position = new Vector3(xx, yy,0);

Save the code and return to Unity.

It is a good principle to put different kinds of items to their own subfolders and also to own
gameobjects inside the hierarchy.

So, create an empty gameobject, name it codes and add the script there. Now the script is seen in
every part of the project when we run the project.

8 DR~

= Hierarchy

+~
Create Ermnpty
Create Empty Child

AND

= Hierarchy

It is easy to just drag and drop the codefile to the CODES-object. Then it is seen in Inspector part as a
component.
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Static

Layer Default =

—F

- Transform

Position X -1.211€ ¥

v Koe1 (Script)

Test run

B T N TP LI E Lo
R I L L L)

e T & B OE = B W osea | F o

We note that the velocity is too hight.

Let's create a new version!
Version 2

Let's try to use a small step:

xx += 0.001f;

Now it moves too slowly...



29

0 Dok - some_ - Wirees, Vac, L - Unity S2LI8F <200 1=
Sl b A -

el Sewvee, v Wk Feb

A2 Tope b s seanch A - @y aiiTo @ i ben WM &P Xy

So, now limits -12 — 012 are ok.

@ v o [ TR {:'

Square

ag Unt:

[#] v Sprite Rende
Sprite

Color

Flip

Draw Mode

< Intera

The square could move between limits -12 - +12.
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For changing the direction we can use if statements and a special variable,,,
For example:
float stepX = 0.01f;

It is good to adjust the velocity: thus we use now a new variable stepX for that purpose.

Now the sign of the variable stepX changes when limits are reached:

if (objl.GetComponent<Transform>().position.x >= 5f)

{
stepX = -0.05f;

if (objl.GetComponent<Transform>().position.x <= -5f)

stepX = 0.05f;

Whole update() methods

void Update()
{
objl.GetComponent<Transform>().position = new Vector3(xx, yy,0);
XX += stepX;
if (objl.GetComponent<Transform>().position.x >= 5f)

{
}

if (objl.GetComponent<Transform>().position.x <= -5f)

stepX = -0.05f;

stepX = 0.05f;

Edit, save and try!
Some important parts in our example:

Start()

Update()

From the code we can make a connection to game objects and then there components
and of course to component fields (properties) and manipulate them.

Video
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Example 2: changing colors

Goal
We change the colour of the object randomly after some spesific interval.

We can use a square here, too.
We create a new script (at the same time we repeat some earlier steps).
Let the name of the script be example2.cs.

Here we start:
private GameObject objl;

// Start is called before the first frame update
void Start()
{

}

objl = GameObject.Find("Square");

Now we have to access the colour of the object: it is inside the component called SpriteRenderer..

Component

]_%.' « Sprite Renderer

. Square

I
:

Simple
Mone
Center

Material ® Sprites-Default

Now we chance the color: there we can use Color class and create the color obects.
Version 1
Color is to be changed to red.

Here is the beginning of the code.

private GameObject objl;

// Start is called before the first frame update

void Start()

{
objl = GameObject.Find("Square");
objl.GetComponent<SpriteRenderer>().color = Color.red;
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Here we refer to color field (property) of the component

objl.GetComponent<SpriteRenderer>().color

Some basic constant colors can be created easily, e.g. Red now;
Color.red

And this code changes the color of our square object:

objl.GetComponent<SpriteRenderer>().color = Color.red;

Sijoita koodi CODES-objektiin ja koeaja. Voit ottaa koodin koel.cs pois paalta tilapaisesti:

We put the codefile to CODES object and run it. If we already have files there we can uncheck codes
that we do not need to run now.

O nspector a
unChECking Tag * Layer Default -
component...

Example of > v CODES Static v

@ 3

earlier added
script

v Koe 2 (Script)

new script

Add Component

Test run
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You can run the project either by using mode "Play Focused", or "Play Maximized"...
Version 2

Now we change the color 10 times. May be we just use only red color and change its tone step by
step...

We can use the Color class and create colors using components R, G and B. There values are
between 0 and 255.

For example RGB-values (255, 0, 0) mean red color.

We can also use floating point values that are between 0 and 1.

Version 1 of the code

private Color newColor;
// Start is called before the first frame update
void Start()

{
objl = GameObject.Find("Square");
newColor = new Color(1.0, 0, 0);
objl.GetComponent<SpriteRenderer>().color = newColor;
}

Red color is added to our square as before.

Try it!

Final Update()-code:
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float redColor = 0.1f;
int n = 0;
private Color newColor;

void Update()

{

n++,

if (n >= 100)

{
newColor = new Color(redColor, 0, 0);
objl.GetComponent<SpriteRenderer>().color = newColor;
redColor += 0.05f;
n =0;

}

}

When n is 100 we change the color: we can use also other ways to make changing process slower.

Later we speak a bit about Time.deltatime that means the interval in seconds from the last frame
to the current one.
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Animations
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Animations
There are several ways to create animations. Now we use Unity's own tool.

Animation consists of different pictures (series of pictures). Background has to be transparent.
There are several tools (also online) that camnbe used to remove background color.

Let's try!

We can google a bit and try to find free picture series: e.g. Searching "sprite cartoon" item.s

For example this place was found:

[ﬁf] | a Cartoan Sprite Images - Free Dow X | - = L X

< G () () https://www.freepik.co... ﬁ} Ay ] 7= o ?

F 4 Assets ~  cartoon sprite
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Good tool to edit pics is e.g. GIMP

23 gimp.org

-@’GIMP DOWNLOAD NEWS ABOUT DOCS

- oo
P

To make background transparent we can also use online tools e.g. https://pixlr.com/editor/



https://pixlr.com/editor/
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(‘m [f@ im} _'_I:: Photo Editor Pixlr Free Advancec X + B - =
< O ) 2] httpsy//pixir.com/editor/ 58 B @ A My ul] T= a2 .ee g
File Edit Image Layer Select Adjustment Filter View Help Q

i Mode: Il T B Tolerance: 32~ Feather: o~ @ Anti-alias @ Contiguous

Navigate -

1920 x 1280 px @ 26%

Then you can create a folder for animations and move the pic there.
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@ Esimerkki_1 - scene_1 - Windows, Mac, Linux - Unity 2022.3.9f1% <DX11= — O »

File Edit Assets GameObject Component

Services Jobs  Window Help

Sprite Editor

Create the animation
Open editor

Choose Multiple

Accept by clicking Apply

Now the Animation Controller is saved

Speed of animation can be controlled with this tool

Put the animation to your project and run the app



O Inspector

Wy v ) v imageedit_1 87806161
- Tag Untagged ¥ Lz

& Transform

Position X -1.968E
Rotation X 0

Scale = X1

]_%r + Sprite Renderer
Sprite . imageed
16:9 Aspect 1.5x Play Focused Color
Flip X
Draw Mode Simple
Mask Interaction MNone
Sprite Sort Point Center
Material * Sprite-Li
Additional Settings
Sorting Layer Default
Order in Layer 0

: ; Rendering Layer M Default
Animations

~ ~ Animator

Controller 4 imageed
Avatar Mone (Ava
Apply Root Motion

Update Mode Mormal

© Animation g i 0Ox
4 |4 [ . ] 0 s

anim_1 ¥ Samples 6 < + L

Dopesheet Curves

To make animation slower you can decrease amount of Samples.

Also timings can be edited.
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With this tool you can also record an animation.

Try!l

Own Animation

We can use Microsoft’s Paint tool

You can choose your own tool freely!

About animation

We want to create a girl face: girl rolls her eyes

You can also use e.g. Ms Word galleries to download a picture!

Design Layout References Mailings Review

B Ee O SEAT  a e

12 Table  Pictures l;lnline Shapes lcons 3D SmartArt Chart Screenshot & My Add-
ak - Pictures - Madels - -

Tables lu 3 From a File... A
[ MURESTEE
€& From Online Sources...

From Online Sources

Find and insert 30 models from
online sources,

| take this picture

S @

¢ ¢

| take it to Paint
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| cut the eyballs from the dog-
Now | copy 5 different dogs and add the eyeballs to each dog to different places.

A
]

And
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am Game

Game * Display 1 ee Aspect Scale X Play Focused

To the folder Codes we create a new script, dudewalk_1.cs:

dudewalk_1

We put the guy to walk back and forth. When the guy reaches some sprecific position, we rotate it
180 degrees.

Remember Transform component that can now be used to rotate an item.
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Code

GameObject animl;
float xx;
void Start()
{
animl = GameObject.Find("walking_a");
animl.GetComponent<Transform>().position = new Vector3(-5, 3, 0);
xX = animl.GetComponent<Transform>().position.x;

}
float stepX = 0.05f;
void Update()
{
int s = 1;
animl.GetComponent<Transform>().position = new Vector3(xx, 3, 0);

XX += stepX;
if (animl.GetComponent<Transform>().position.x >= 5f)

{
stepX = -0.05f;
animl.GetComponent<Transform>().rotation =
new Quaternion(®, 1, 0, 0);
if (s == 2)
{
animl.GetComponent<Transform>().rotation =
new Quaternion(0, 0, 0, 0);
s = 1;
}
}
if (animl.GetComponent<Transform>().position.x <= -5f)
{
stepX = 0.05f;
if (s == 1)
{
animl.GetComponent<Transform>().rotation =
new Quaternion(®, 0, 0, 0);
s = 2;
}
}

Test run
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Try yourself!!!

Character control using mouse

Take a look at the Update() method that is shown here below:

GameObject animl;

void Start()
{

}

float stepX = 0.01f;

float xx = -5;

// Update is called once per frame
void Update()

{

animl = GameObject.Find("ddd1_0");

animl.GetComponent<Transform>().position = new Vector3(xx, 3, 0);
XX += stepX;
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if (Input.GetMouseButtonDown(0))

{
stepX = 0.01f;
animl.GetComponent<Transform>().rotation

}

if (Input.GetMouseButtonDown(1))
{

new Quaternion(®, 0, 0, 0);

stepX = -0.01f;
animl.GetComponent<Transform>().rotation = new Quaternion(®, 1, 0, 0);

}

screen copy

= Hierarchy :
+ -~ o El Cente lf:J.:"""'[Eil-;'.ll'.ﬂl b 'EHF b

o Game

Game Display 1

Exercise
Try to put character to walk in 4 directions!

Collisions
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When objects touch each other, collision occurs. Collision functions have been added to objects,
there are different kinds of collisions. When collision occurs we can by code get to know collision
participants...
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Example: collision

We add there 2 circle sprites first. When collision occurs we play a sound.

@ Esimerkki_1 - scene_3 - Windows, Mac, Linux - Unity 2022.3.9f1% <DX11= — O »

File Edit Assets GameObject Component Services Jobs Window Help

Now circles have names Circlel and Circle2.
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Below you can see how to add collider - now to the bigger circle.

¢t v B mr D

> Layer Default

¥ Display1 ¥ Fr

Add Component

Physics 2D

=
[=]
L
0
o
LN
£
#
“
B

Default

You can change the circle collider are when needed.

We have added these components and values to smaller circle.
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Mone (Physics Material 2D)

Dynamic

Maone (Physics Material 2D)

Nathing
Nathing

Add Component

To smaller circle we add RigidBody- ja Circle Collider 2D -components.
Then write this code:

private void OnTriggerEnter2D(Collider2D collision)

{
if (collision.gameObject == circ2)
{
Debug.Log("Collisionl");
}
3

Note line;
Debug.Log("Collisionl");
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When creating the 1. version of some application, we can use Debug.Log() method to write
output to the console.

Console window is a part of the Unity GUI.

Just for testing can Debug.log() used and we can remove the line later.

Circlel info:

Layer Overrides

Info

v Circle_coll_1 {Script)

We can see that the code belongs now to Circlel.
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v Circle_coll_1 (Script)

Trigger property is on and thus Circle 1 follows collisions.

In test run collision was noticed:

Add more properties to the example:

add sound

hide bigger circle
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Add audio

How to add a sound?

AudioSource is needed and also Audiolistener that is as default in Camera object.
Then an audio clip is needed.

We add now AudioSource to Circle2 and search a mp3-clip from internet-

Here is one site:

Kokeilen téllaista sivustoa, josta otan linkissa ndkyvan danitiedoston:

(] https://pixabay.com/sound-effects/search/explosion/

Free Explosion Sound Effects Download - Pixabay

And then

|l ~ Audio Source

Mone (Audio Clip)

Qutput Mone (Audio Mixer Group)

Mute

Load the audioclip to Items folder:


https://pixabay.com/sound-effects/search/explosion/
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@ Esimerkki_1 - scene_3 - Windows, Mac, Linux - Unity 2022.3.8F1% <DX11> - X
File Edit Assets GameObject Component Services Jobs Window Help
O DR~ &

= Hierarchy # Scene i @ Inspector
+r a 2 || [Elcenterv @

¥

Create
Showin Explorer

Open

Delete

Rename

Copy Path At Ctrl+C
Open Scene Additive

View in Package Manager

Import New Asset...

Impart Package

Export Package...

Find References In Scene

Select Dependencies

Refresh CtrivR
Reimport

Reimport All

Extract From Prefab

Update UXML Schema

Generate Lighting Ctrl+ShiftsL
Open C Project

View in Import Activity Window

Properties..

None ~ MNone

P Type here to search gt @ untyHu. [ Ases S M sipeng . oun.. B Esimerkk.. W unity_p1. ) Esimerkc.. ™ Free

punch-a-rock-161647
, 44100 Hz, Stereo, 00:05.851

Drag and drop the clip to AudioSource component called AudioClip.
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il v Audio Source
AudioClip A punch-a-rock-161647

Cutput Mane (Audio Mixer Group)
hute

ss Effects

Listener Effects

rerb Zones

The the code:

GameObject circl, circ2;

AudioSource ausl;
void Start()

{

circl = GameObject.Find("Circlel");

circ2 = GameObject.Find("Circle2");

ausl = circ2.GetComponent<AudioSource>();
}

private void OnTriggerEnter2D(Collider2D collision)
{
if (collision.gameObject == circ2)
{
ausl.Play(Q);
circl.SetActive(false);

Try!l
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Example: background image and movements

Let's create a new scene.

Then images, here is one place:

https://www.rawpixel.com/

Or
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For animations | have these bird images.

You can remove the background color e.g. with this tool.
https://www.online-image-editor.com/

Then image is imported to Unity: it will be an animation.

Test run
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Windows 3617 <DXI1> — X

GameObject Cor Jobs_Window _Help

This code is connected to bird:

float speed = 2f;
void Start()
{
}

// Update is called once per frame
void Update()
{

this.GetComponent<Transform>().Translate(speed * Time.deltaTime, Of, 0f);

if (this.GetComponent<Transform>().position.x > 9f ||
this.GetComponent<Transform>().position.x < -9f)
{

}

this.GetComponent<Transform>().Rotate(0f, 180f, 0f);
}

Place is updated using Translate-() method, that has parameters x, y and z. we of course could have
been able to use Vector3 definition.

When bird reaches some defined position, direction is changed.

Exercise

Put some animal springing back and forth on the ground.
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Example: Calculator

Learn basics of GUI: buttons, textfields, input field and how to use code to with them

GUI

We start a new 3D project.

Create folders Items and Codes. Rename the scene.

How does it work?

User clicks the button and 2 random values are generated. User gives the sum using an input
component. When user clicks the button Check, sum is checked and the result is shown on a text
field.

So, we need 2 buttons, 2 text fields and 1 input field.

When we add the first button, canvas is added to the Hierarchy: it is the platform form different
components.

Button has 2 parts: button itself and a text field. Now text can be "Generate values” or something
like that...You can adjust the font size and button picture so that it is ok. You can manipulate them
also later...
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Get values

Let’s add more components

Version 1

Ok?

o o0 gzmmm

Nw we have write the code. Inside the code we have to get access to those components.

Button “Get values” generates 2 random values that may be between 30 and 90. Values are added
to textfields.

User gives the sum of those values and when Check button is clicked, answer is checked.
Code

We create a new script for those activities above. Script contains functions that then are assigned to
buttons..

Script

TMP_Text textl, text2, text3;
TMP_InputField Kkk;

void Start()

{
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textl

GameObject.Find("vall").GetComponent<TMP_Text>();

text2 = GameObject.Find("val2").GetComponent<TMP_Text>();
text3 = GameObject.Find("result").GetComponent<TMP_Text>();

kk = GameObject.Find("answer").GetComponent<TMP_InputField>();
}
int c;

public void readText()

{
c = Convert.ToInt32(kk.text);
if (c == d)
{
amount++;
text3.text = "OK: " + amount;
if (amount == 2)
{
// if ok we can add a sound here
}
}
}

System.Random gen = new System.Random();

int amount = 0;
int d;
public void generateNew()

{

int a = gen.Next(30, 90);

int b = gen.Next(30, 90);
d =a+ b;
textl.text = "" + a;

text2.text = "" + b;
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}
Ohjelmassa otetaan ensin yhteys konkreettisiin komponentteihin:

textl = GameObject.Find("vall").GetComponent<TMP_Text>();
text2 = GameObject.Find("val2").GetComponent<TMP_Text>();
text3 = GameObject.Find("result").GetComponent<TMP_Text>();

kk = GameObject.Find("answer").GetComponent<TMP_InputField>();

Sitten tehddan metodit, joilla generoidaan luvut ja sitten tarkistetaan annettu vastaus:

System.Random gen = new System.Random();

int amount = 0;
int d;
public void generateNew()

{

int a = gen.Next(30, 90);

int b = gen.Next(30, 90);
d=a+b;
textl.text = "" + a;
text2.text = "" + b;
}
JA
int c;
public void readText()
{
c = Convert.ToInt32(kk.text);
if (c == d)
{
amount++;
text3.text = "OK: " + amount;
if (amount == 2)
{
}
}
3

Methods that are of public type are connected to buttons...
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Example here:

Navigation Automatic

Runtime Only v calegenerateNew

When button “Get values” is clicked, method calc() is executed...

Test run

K1

076 g

Try to make Ul better! Change colors, sizes, fonts ...

Task
Try to add sounds: one that is played if answer is ok and another that is used when answer is not ok.

You can also count points...
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Add images

There are many ways.

In Ul group there is an object named Image and another called Rawimage.

Rawlmage is ok as a static background image or other parts to make view richer: it is not interactive.

Example here:

Tassa on kokeeksi laitettu Rawlmage-kuva:

= Hierarchy S # Scene

4+ o 7] [F]Center =

Now we can try Image component: our example tells what does the image present when it is
clicked...

Let’s take some shapes:

triangle.png diarnond.png circle.png rectangle.png

Let’s take those4 shapes to our project.

Here is a triangle in Image component.
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0 Inspector

w mv Qv

+ triangle

Canvas Renderer

arent Mesh

* Image
ree Image o triangle
Color

WELETE] Mone (Material)

Here are 4 images added to project.
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# Scene
[F]center + @™Global » o How iy

[

I Simulator

Simulator = Apple iPad Mini 4 =

Let’s create the code that tells when the image is clicked. For testing purpose we first add text
output only the console.

public class clickImagel : MonoBehaviour, IPointerUpHandler, IPointerDownHandler
{

public void OnPointerDown(PointerEventData eventData)

{
if (this.gameObject.name == "circle")
{
Debug.Log("Circle");
}
else if (this.gameObject.name == "triangle")
{
Debug.Log("Triangle");
}
else if (this.gameObject.name == "rectangle")
{

Debug.Log("Rectangle");
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}
else if (this.gameObject.name == "diamond")
{
Debug.Log("Diamond");
}
else

Debug.Log(this.gameObject.name);

Now we add the script to image components and try it.

This should be printed:

Let’s add now a new text component, that shows the message...and another text component that
shows the title.
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New code version:
TMP_Text textl;
void Start()
{
textl = GameObject.Find("shapename").GetComponent<TMP_Text>();
}
public void OnPointerDown(PointerEventData eventData)
{
if (this.gameObject.name == "circle")
{
Debug.Log("Circle");

textl.text = "Circle";

}
else if (this.gameObject.name == "triangle")
{

Debug.Log("Triangle");

textl.text = "Triangle";
3
else if (this.gameObject.name == "rectangle")
{

Debug.Log("Rectangle");
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textl.text = "Rectangle";

}
else if (this.gameObject.name == "diamond")
{
Debug.Log("Diamond");
textl.text = "Diamond";
}
}
Test run:

Task
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Add sounds, too!!
May be you create a serious game that allows player to write the name of the item and that answer
is then checked....
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Images with buttons

To buttons you can add a smaller image to replace text.
We add buttons first —then we add images to buttons.
We create code that has a method that is executed when button is clicked.

In the first version we use 3 different methods: one for each button.

| have a set of animal pictures here:
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Now | add 3 buttons...

M Scene5*

1 hain Camera

Code 1
TMP_Text textl;
void Start()

{
textl = GameObject.Find("textl").GetComponent<TMP_Text>();

}
public void tellNameA()
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{

textl.text = "Bear";
}
public void tellNameB()
{

textl.text = "Cat";
}
public void tellNameC()
{

textl.text = "Dog";

}

We can now add script to Canvas.

We have to also add ’click eventhandling’ to each button..

Example here:

Runtime Cnly * buttonpic.tellNamei

B Canvas (Button| &

Test run
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We used own method to each button above. But now we create only one method that
identifies the component that was clicked.

Here is the main idea:
EventSystem.current.currentSelectedGameObject.name

Code
TMP_Text textl;

void Start()

{
textl = GameObject.Find("textl").GetComponent<TMP_Text>();
}
public void tellName()
{

if (EventSystem.current.currentSelectedGameObject.name == "Cow")

textl.text = "COW";

if (EventSystem.current.currentSelectedGameObject.name == "Horse")

textl.text = "HORSE";



79

Test run

Click parts of a big image

Now we use a bigger image ant want to get information about some parts of the image.

So one way is to use transparent buttons that are added above target parts. Let’s let Al create an
image that contains 5 different animals: we user clicks the animal, information is shows on a textbox.
Here we generate animas image:
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Create an image from text prompt

rabbit fox hamster hedgehog
possum otter meerkat smiling

Generate

Choose a model

Standard FREEITS

Preference

Speed Quality

B Use Old Model
Choose a style

s /& “"“‘“_\' n

View all +180 styles

Now we put buttons on the animals and hide them.

enter =

™ Global »

-EH.---

Here is the beginning: we have added 2 buttons and later we are going to hide them!
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Making buttons transparent:

Select buttons
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Adjust color

Fill Center

Pixels Per Unit Multiplier

F Button

ctable




Code
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TMP_Text textl;

void Start()

{

}

textl = GameObject.Find("textl").GetComponent<TMP_Text>();

public void tellName()

{

}

Test run

if (EventSystem.current.currentSelectedGameObject.name
textl.text = "Fox";

if (EventSystem.current.currentSelectedGameObject.name
textl.text = "Hamster";

if (EventSystem.current.currentSelectedGameObject.name

textl.text = "Hedgehog";

"Buttonl")

"Button2")

"Button3")
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Another example image that can be used: several persons in a photo. By clicking the face you
get more information about current person.

Example here
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Images: Mobile Puzzle

Result looks like this

‘= Hierarchy

+v o k] @Globaly B} -
M Puzzle2 :

dmera

Objects p00 — p12 are places where image parts are to be moved.

Then splitted image is in objects pic00 — pic12.

There is an extra image now that shows the original image...

In the backround there is also an image, object’s name is backis1.

To pictures we add colliders:
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Mone (Phy: daterial 20)

Here is the beginning of the code

private Transform place00;
private Vector2 initialPosition;
private float deltaX, deltay;

public static bool locked;

void Start()
{
place0@® = GameObject.Find("p0O").transform;

initialPosition = transform.position;

Then here is the update() method:
void Update()
{
if (Input.touchCount > 0 && !locked)
{
Touch touch = Input.GetTouch(0);
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Vector2 touchPos =
Camera.main.ScreenToWorldPoint(touch.position);

switch (touch.phase)
{
case TouchPhase.Began:

if (GetComponent<Collider2D>() ==
Physics2D.0OverlapPoint(touchPos))

{
deltaX = touchPos.x - transform.position.x;
deltaY = touchPos.y - transform.position.y;
}
break;

case TouchPhase.Moved:

if (GetComponent<Collider2D>() ==
Physics2D.0OverlapPoint(touchPos))

transform.position = new Vector2(touchPos.x -
deltaX, touchPos.y - deltaY);

break;
case TouchPhase.Ended:

if (Mathf.Abs(transform.position.x -
place00.position.x) <= 1.5f &&

Mathf.Abs(transform.position.y -
place00.position.y) <= 1.5f)

transform.position = new
Vector2(place00.position.x, place@0.position.y);

locked = true;

else

transform.position = new
Vector2(initialPosition.x, initialPosition.y);
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break;

To the codes I got help from Internet discussion boards and Alexander Zotov’s
videos!

Thank you!

Image has been generated using AI: from text to image.

Place is here:

https://deepai.org/machine-learning-model/text2img
As Image splitter has this tool been used:

https://splitter.imageonline.co/#google_vignette

r— N ,

R

- 3

Test run!


https://splitter.imageonline.co/#google_vignette

And so on!

Add more features!

90
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Character movements

Goal
Player moves around and can also jump.

Can catch items and get points.
There is a route added to a background image.

So we need to use:
animations

images

collisions

sounds

taking time

collecting points

3 scenes

transporting info between scenes

Then we publish the game...

Background image

You can draw it, search from Internet or use directly for example this place
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garden - Models - 3D Warehou X +

c 2% 3dwarehouse.sketchup.com

o~ r :
© 3D Warehouse | garden X | & B & &
Ea Models ]D Catalogs l% Collections 3 materials 2 Filters Reset

Garden

garden

Garden

272 KB 29,383 23 MB 469,333

7.6 MB 6.74M

You can also take a photo and convert it to image using pixIr.
Animation
Searching using keywords "human walking animation free”..

Example

c 23  vecteezy.com

@ Vecteezy Photos ~

Vectors e

Take it to the project but change first the backgound color transparent...

Here they are



Version 1

Dude walks, jumps and stops...

Add rigidbody2d and collider to dude.

Add square sprite to work as a floor and add collider to the square.
Create this code and add it to dude.

Animation parameters are not used in this version. Later we have to get a better dude!

Test

GameObject animl;
float xx = -5;
int state = 0;
void Start()
{
animl = GameObject.Find("dude_idle_2");
this.GetComponent<Animator>().SetInteger("mode", 0);
state = GetComponent<Animator>().GetInteger("mode");
Debug.Log("" + this.GetComponent<Animator>().GetInteger("mode"));
// animl.GetComponent<Transform>().position = new Vector3(-5, 3, 0);
// xx = animl.GetComponent<Transform>().position.x;
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}

private float power = U4OOf;
float stepX = 0.01f;
int dir = 0;

void Update()
{

if (dir == 1)
this.GetComponent<Transform>().Translate(1f * Time.deltaTime, OF,

0f);
if (Input.GetMouseButtonDown(0))
this.GetComponent<Animator>().SetInteger("mode", 1);
this.GetComponent<Transform>().Rotate(0f, -180f, 0F);
dir = 1;
}
if (Input.GetMouseButtonDown(1))
{
dir = 1;
this.GetComponent<Transform>().Rotate(0f, 180f, 0Of);
}
if (Input.GetKeyDown(KeyCode.Space))
{
Jump();
}
if (Input.GetKeyDown(KeyCode.S))
{
Stand();
}
}
public void Stand()
{
this.GetComponent<Animator>().SetInteger("mode", 0);
this.GetComponent<Transform>().Translate(0f, 0f, 0f);
dir = 0;
}
int n;
public void Jump()
{
n=20;
this.GetComponent<Rigidbody2D>().AddForce(new Vector2(0f, 1f) * power *
1.05F);
}
Version 2

Dude jumps over some hinder.

Add barrier (now square) and boxcollider.
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% miv &

barrier

* Layer Default

Material

Additional Settings
ing Layer
erin L

Rendering Layer Mz

O ~ Box Collider 2D

Test.

Now we check collision: if dude can not go over the barrier, we get minus points.

Here is the code:
int points = 0;

private void OnCollisionEnter2D(Collision2D collision)

{
if (collision.collider.name == "barrier")
{
points--;
Debug.Log("" + points);
}
}
Version 3

Some objects are flying and dude has to catch them.
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Now we have a balloon that moves upwards every time dude touches it.

SO we add a balloon and collision detector.

Code

GameObject animl;

0f);

float xx = -5;
int state = 0;
void Start()
{
animl = GameObject.Find("dude_idle_2");
this.GetComponent<Animator>().SetInteger("mode", 0);
state = GetComponent<Animator>().GetInteger("mode");
Debug.Log("" + this.GetComponent<Animator>().GetInteger("mode"));
// animl.GetComponent<Transform>().position = new Vector3(-5, 3, 0);
// xx = animl.GetComponent<Transform>().position.x;

}
private float power = UOOf;
float stepX = 0.01f;
int dir = 0;
void Update()
{

if (dir == 1)

this.GetComponent<Transform>().Translate(1lf * Time.deltaTime, Of,

if (Input.GetMouseButtonDown(0))
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{
this.GetComponent<Animator>().SetInteger("mode", 1);
this.GetComponent<Transform>().Rotate(0f, -180f, 0f);
dir = 1;

}

if (Input.GetMouseButtonDown(1))
{

dir = 1;
this.GetComponent<Transform>().Rotate(0f, 180f, 0f);

if (Input.GetKeyDown(KeyCode.Space))
{
Jump();

if (Input.GetKeyDown(KeyCode.S))

Stand();
}
}
public void Stand()
{
this.GetComponent<Animator>().SetInteger("mode", 0);
this.GetComponent<Transform>().Translate(0f, 0f, 0f);
dir = 0;
}
int n;
public void Jump()
{
n = 0;

this.GetComponent<Rigidbody2D>().AddForce(new Vector2(0f, 1f) * power *
1.05f);
}
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Effects
Fire, rain...

Assets Store!
Let's take some items from Assets: e.g trees

Log in first — you can sign in with Google username, too...
Open Window Asset Store:

File Edit Assets GameObject Component Services Jobs | Window Help
QDR & @ Panels
= Hierarchy o Sce Next Window Ctrl+Tab
+v o F Previous Window Ctrl+5Shift+Tab
P scene3 :
in Camera Layouts
Unity Version Control

Search

Aszet Store

Let's try to take wood items...

Check that contents is free...

Then download items and import them to you project...



Example 1

FA  winter forest - Asset Store

*

99

+

Yl  https://assetstore.unity.com/?category=2d&free=truedig=winter%20fore:

@ Unity Asset Store

New: example 2

o}

Unity A

winter forest
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trees snow

Add-Ons Audio Al Web3 Essentials Temp

? Over 13,000 top-rated assets 9 Rated by 85,000+ cus

trees snow" in 2D

ATEGORIES Filters
Price e Sale ~
. All Categories
2D (79) Categories: 2D X Clea
Environments (49) Results 73-79 of 79 for tree:

Textures-Materials (25)

SIDESCRO
Characters (2) BACHGROUND E

Gui |:|"|} —a=1 -
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One sample: trees

O 8 &8 https;//fassetsto e.unity.com/packages/2d/pixel-art-spruce-tree-pack-snow-edition-animated-27 1287

?AssetStore Q

3D 2D Add-Ons Audio Al Decentralization Essentials Templates Tools VFX

Pixel Art Spruce Tr«
EDITION - Animate

karsiori

FREE

@ 115 views in the past w

2l ] [
| B o )
- - [ | License agreement Stand

License type

File size

Latest version
Latest release date

Original Unity version
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BHIEY o oo ssciso x| ——

€ G @ O nhipsyasetstoreunitycom/ic B e A T m ¥ %z - O

Free Forest Pack

° Palladadesign Jedkeokdeok (12) W 1214)
FREE
Taxes VAT calcul
Product Information

License agreement  Standard Unity Asset Sto
File size 231MB

’a 7 Latest version 10

o B - Latest release date Feb 6, 2017
Free 2D M@est Pack

Original Unity version 5.3.4 or higher

.

A} 3 ;
it pport Visit site
i3

Reviews ik sk ok v

Add to My Assets ‘ View etails

AND here is one free item set, too
r Filters

Download

Supported Unity Ve

Package Size

2 Date

Take items to your project
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ﬂ" h
+ Added to My Assets %‘ Free Forest Pack

* Filters =

.I.i‘

1.0 & Free Forest Pack Download ’

1.0 1.0 - February 08, 2017




104

AND import

Import Unity Package n

Pixel Art Spruce Tree Pack - SMOW EDITIO

Mew
Mew
OW EDITIG JNew
Mew
Mew
Mew

Mew
: i M, |
ce - TEAL - MediunNens
Mew
EM - Medium {HNEwh;
tEEM - Medium [HEW
Mew
REEM_TEAL - MediurNews;
{EEM_TEAL - MediunMNewty

Mew

: Mew
uce - GREEN - High - AninriNEw ;

Cancel Import

It was not good so | took another ;)
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Of course we could have been able to use a background image but now it is easier to edit the
forest...
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For summer images there are e.g these free sets

! https://assetstore.unity.com/packages/2d/textures-materials/nature/treepack 1 -free-83972

Free TreePacki

AND

B0

TreePack1_Free

- Volcano

FREE

@ 33 views in the past

o forgion
* ok k& 4 years ago

Loved the art of the tre:

An amazing set of animati
Loved this made my game
Read more reviews

&8 SunnylLand Expansion Pack Trees

ﬁ Ansimuz
FREE

@ 88 views in the past week

]

License agreement
License type

File size

Latest version

Latest release date

Standard Unity Asset Store
Extension .

2¢

Nov 28,
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Fire
Now we need fire!!!

From Internet we can found e.g this set

Gcg;j;gle fires cartoon free

Png Clipart transparent ﬂ Camp fire

28
Bt

3 Pixabay @ Freepik
Download Ice Cube, ... Cartoon Flames Images - ...

We take the image and remove background using some online tool.

Here is one online tool in use:
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c 2% remove.bg

remove Remove Background Features - For Business v

Preview

J

Now fire is in our project.

avorites

firres3

We make an animation
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Sprite (2D and L)

hultiple

Sprite Editor
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And

B -

Altomatic
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And there it is

You can adjust size, place, speed...

Let's take something to burn!

52 hitps://asseistore.unity.com/packages/3d/props/exterior/survival-village-props-free-59280 w

B Survival village props(Free)

& Nikolay Fedorov Fedrdedd (-

FREE

@ 39 views in the past week

Add to My Assets

License agreement Standard Unity Asset

- 13 props )
- PBR materials License type Exte
- 2048* textures File size

@ Latest version
Latest release date [

Milbalau Cadmarmu
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@ M % wood timber - AssetStore % | 5 Whispers of Avalon: Grassiand Ti X | + - a x

€ G @A O nitpsy/assetstoreunity.com/Pie ® & A % M 1 5z - 0

00d%20timberats

Survival village props(Free)
@ Nikolay Fedorov ek e (44) | W@ (1977)
FRE
axes VAT calcu
Product Information
-13 props

- PBR materials
2048 textures File size

License agreement

Latest version 20
Nikolay Fedorov Latest release date Dec 19, 2017

Original Unity version 5.0 or higher

Reviews ik k& v

Add to My Assets View Full Details

A lot of items...
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Example

AND here, too
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Check places where you can get items, eg. Here:

x
Register a
2 o™
Browse Submit Art Collect Forums FAQ Leaderboards ¥ Donate
—
o
Leear nomice rRecarDING NFTs:
WARNING: 'I'akmg art from OpenGameArt org to be sold as NFTs'-" You may be commlttlng
scammed! Picase visit this link for more information: hify neart. qu'l OF
purch
Porurar This WEeek - (view more)
WINTER STORY INPUT PROMPTS B-BIT-RUSHP... DEVOLUTION T... STYLIZED HOU...
D
CARRANCA WO... CLOUD SPARK ... NATURE TREE...
&
W

Also 3D items can be found

@ 3DWarehouse ey

E-} Products @ Models 1[] Catalogs
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Rain
More effects: rain!!!
Take some nature image to the background.

Add image to the Pics folder.

Add image to the project.
Add particles!

T@ Esimerkki_5 - SampleScene - Windows, Mac, Linux - Unity 2022,3.9F1% <DX11>
1
, File Edit Assets GameObject Component  Services Jobs  Window Help

8 R ~

= Hierarchy

ol o

E Create Empty

Create Empty Child

: 2D Object >

E 3D Object > i
© Effects > Particle System
E Light b Particle Systermn Force Field
: Audio ¥ Trail

E Video > Line

Cou >

Ul Toolkit >

E Camera

|

Visual Scripting Scene Variables

You can move particle sets by using Transform:
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You can manipulate particle area and other geometric properties by using Shape fields:

Sphere

Hernisphere
Cone

Donut

Box

Mesh

Mesh Renderer
Skinned Mesh Renderer
Sprite

Sprite Renderer
Circle

Edge
Rectangle

Try!

More speed to particles: e.g Emission can be used

« Emissian
Rat

Rate aover Distance

Or simulation speed:

Particles: we can use drop image.
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Sprite

Triangle

Shape is now a sprite.
So rerence to the drop image are added to fields Sprite and Texture.
Try different values.

Big drops raining now (remember climate change ;)).
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Note

To 3D projects it is possible to import Standard Assets package that contains good effects, fires,
explosions etc.

Comments are welcome!

Thank you!
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