Chapter 1: Unity C# Refresher
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B[ S =summarys
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8 S =/ summary=
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10 /// <param name="Numl"=Numl.</param=
11 /// <param name="Num2">Num2.[E/param=
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43 public class SampleClass : MonoBehaviour
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13 using UnityEngine;
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Chapter 2: Debugging

Object.Findobjects0fType<Trans
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g //Get all game objects in scene
10 Transform[] 0Objs =

12 JiCycle through l objects

1338 for(int 1=0; 1<0bjs.Length; 1++)
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|
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Condition: [

When set, the text will be printed only when this conditiocn evaluates to true.
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3 Project E Console |

| Clear || Collapse | Clear on Play | Error Pause

@ ""uClass EnemyOgre*»* OgreName: Harry | Health: 100 | Speed: 1 | CurrentAttack: PUNCH | RecoveryTima: 1
UnityEngine.Debug:Log{Object) »

***Class EnemyOgre®** OgreName: Harry | Health: 100 | Speed: 1 | CurrentAttack: PUNCH | RecoveryTime: 1
UnityEngine.Debug:Log(Object)
EnemyOgre:Start() (at Assets/EnemyOgre.cs:34)

4 3

bject created in scene at position: (0.0, 0.0, 0.8)
UnityEngine.Debug:Log(Obyect)
CubeSecript:Start() (at Assets/CubeSeript.cs:8)

o

v

3 Project | Oconsole |

| Clear | Collapse | Clear on Play | Error Pause

‘ Assets/ErrorScript.cs(6,13): warning CS0414: The private field *ErrorScript.MyNumber' is assigned but its value is never used

Assets/ErrorScript.cs(6,13): warning CS0414: The private fisld *ErrorScript.MyNumber’ is assigned but its value is never used




£3 Project E console |

| Clear | Collapse | Clear on Play | Error Pause

S0103: The name “mynumber' does not exist in the current context

Assets/ErrorScript.cs(16,17): error CS0103: The e “mynumber’ does not exist in the current context

Assets/Errorscript.cs(11,17): error CS0103: The name “mynumber’ does not exist in the current context

) Assets/ErrorSoript.os(11,17): error €S0103: The name *mynumber' does not exist in the current context

15 //Set object to world origin
@ tion = Vector3

//Function calls func2
24 void Funcel()
{

265 Funcez();
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Chapter 3: Singletons, Statics, GameObjects, and the
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Chapter 4: Event-driven Programming
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[ public class EnemyObject :
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get{return _health;}
set
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get{return _ammo;}
set
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Chapter 5: Cameras, Rendering, and Scenes
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Chapter 6: Working with Mono
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Cross platform, open source .NET framework

= O

Mono is a software platform designed to allow developers to easily create cross platform applications

Sponsored by Xamarin, Mono is an open source implementation of Microsoft's NET Framework based on the ECMA standards for C#
and the Common Language Runtime. A growing family of solutions and an active and enthusiastic contributing community is helping
position Mono to become the leading choice for development of cross platform applications.

Get Mono Read the docs Community

The latest Mono release is waiing for youl  We cover everything you need to know, As an open source project, we love getting
from configuring Mono to how the internals  contributions from the community.

& Download are implemented File & bug report, add new code or chat
Our documentation is open source too, so  with the developers.

you can help us improve it.
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Chapter 7: Artificial Intelligence
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Chapter 8: Customizing the Unity Editor
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m_OcclusionBakeSettings:
smallestOccluder: 5
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‘Windows Shell Interface to Git
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Project feeds
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Code license
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Git is a free and open source distributed version control system
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convenient staging areas, and multiple workflows.
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control systems. other material. )
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