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Open Project | Create New Project

Project Location:
| C:\Documentsew Unity Project

Impart the following packages:

[] character Contraller.unityPackage
[] Light Cookies.unityPackage

[] Light Flares.unityPackage

[ ] Partides. unityPadkage

[ Physic Materials.unityPackage

[] Projectors. unityPackage

g Scripts.unityPackage

Setup defaults for:
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Preview
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¥ ra [V Nav Mesh Agent
Radius

Speed

Acceleration

Angular Speed

Stopping Distance

Auto Traverse Off Mesh Link
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Height

Base Offset
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53 Animation
bEa Audio
&3 Fonts
&3 Materials
&3 Physics Materials
b5 Prefabs
&3 Scenes
&3 Scripts
b3 Sprites

Y55 Animation

&3 Clips

&l Controllers

Y& Audio
&5 Enemy
=24
&5 Music
bl Player
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| Open Project | Create New Project |

Project Location:

C:\Documents\New Unity Project Browse...

Import the following packages:

[] character Controller.unityPackage
[] Light Cookies.unityPackage

[] Light Flares.unityPackage

[] Partides.unityPackage

[[] Physic Materials, unityPackage

[] Projectors,unityPackage




Assets

Animation
lips
ontrollers

Audio

+——~Enemy
—FX
—Music
—Player
—Fonts
—Materials
———pPhysics materials
——Prefabs
T+——cCharacters
———Environment
——FX
———nProps
—Ul

Scenes
——Scripts
—Sprites
—Characters
—Environment
——FX
+———~Props
—Ul
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Health
STR
ATK
DEF
V S Player Enemy
Health Health
STR STR
ATK ATK
DEF DEF
Player Enemy XP Patrol mode
Inventory Aggressiveness
XP Patrol mode Skills Loot
Inventory Aggressiveness
Skills Loot
Character
NPC Player Enemy
Interactive Noninteractive Fighting enemy Nonfighting enemy
character character
Spider Zombie Blob




Entity

Name
Age
Faction
Occupation
Level
Health
Strength
Magic
Defense
Speed
Damage
Armor
Weapon
Position

TakeDamage(amount)
Attack(entity)

Player

(Implements entity)

Inventory
Skills
Money




Entity

Age
Faction
Occupation
Health
Strength
Magic
Speed
Attack
Damage
Armor
Weapon
Position

TakeDamage(amount)
Attack(entity)
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' Sprite Editor |
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Slice #

Revert | Apply | [ |Que—

Type | Automatic $ |
Minimum Size 4

Pivot | Center $ |
Method | Delete Existing $ |

Slice |




Type
Pixel size
Pivet

| Grid $]
X 64 Y 64

| Center $
| Slice |

Revert Apply
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Sprite Editor

| Slice #

| Revert| Apply | [0 |emCmmmm—

Sprite

Name 01_2
Position X0
W95  H 128

Pivot | Center

Custom Pivot X105 Y 0.5

]ﬂ" ﬁ|lx




l;oll'—’j—cctor




a X
=

Slice =
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Revert | Apply | [ |Que—

Assets » Sprites » Character

- wov S v
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File Edit Assets GameObject Component Window Help

[ [S [ =

= Hierarchy © Inspector
®Payer | Llstatic +
R Sare Tag | Untagged 4+ | Layer | Default +
¥ .~ Transform @ =,
Position X 0 Y0 zo
Rotation X 0 Yo zZo
Scale X1 Y1 zj1
v . ¥ sprite Renderer &,
Sprite [Hois o
Colr —
Material @ Sprites-Default | ©
@ project Sorting Layer
Lresac] orderiniayer 0
Vﬁlt:"ﬁ‘ﬁm 4 Assets » Sprites » Character [ e ]
>l Audio . 4
@ Fonts
Materials
Physics Materials o
Gl Prefabs
& Scenes
& Scripts
¥l Sprites
@l Environment
——
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Base Layer

shooting
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B 1|+ | 0|

| CharacterRun

:| Sample 12 |

¥ A Player : Position
A Position.x
A Position.y
A Position.z

Vi Player : Sprite

o
00000

Add Curve




*2 Animator
Base Layer Auto Live Link

> Base Layer

Animation/Controllers/MyAnimation.controller

< Unity - Maln.unity - Chapter 2 - PC, Mac & Linux Standalone® —i)
Fle Edit Assets GameObject Compenent Window Help

= Hierarchy

& Project

- Materials  Assets - Sprites + Character
W Physics Materlals 1
¥ Prefabs

W Characters

W Environment

-

Preview

W Props

-u .

W Scenes

 Scripts %‘ \
- 1.2 1

Previewing 3 of 3 Objects

W] < .. € 9 DRI o



@‘_, v 1 | « Assets » Animation »

v , ¢ Search Animation 0

Organise v New folder =y @

Date modified Type

A

0 Favourites Name

Bl Desktop ). Clips 21/12/201309:44  File folder
8 Downloads . Controllers 21/12/201315:08  File folder
| Recent places

|. Development

@& SkyDrive

& Homegroup
I8 simon - Darkside

/8 This PC v < I

File name: [ New Animation
Save as type: | anim

'~ Hide Folders




©mspector L e
M Player | []static «
Tag | Untagged ¢ | Layer | Default ¢ |
¥ .~ Transform &,
Position ¥ 0 Y0 [z]o |
Rotation ¥ 0 el |Zz]o |
Scale X1 [r[1 |Z[1 |
T@iﬁprit: Renderer [ %
Sprite [Elo1_2 @
Color | | 2
Material ' Sprites-Default o
Sorting Layer | Default ™
Order in Layer 0 |
¥ it M Animator g %
Contraller |EB01_3 =]
Avatar None (Avatar) =]
Apply Root Motion  [»]
Update Mode | Mormal ™
Culling Mode | Always Animate ™
Add Component ]

*2 Animator
Base Layer Auto Live Link

> Base Layer

Animation/01_2.contraller
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= Hierarchy | .= | #:Scene
| Create ~| (G Al Textured

Main Camera

L 1l6e| el
:I Sample 12 |

I New Animation

v5101_2 : Sprite & %= | —‘} | ons

[ Add Curve ]







© Animation

. »
| My A

| [t m jies

Cube

A Rotation x
A Rotation.y
ARotationz

Rotation

Add Curve

| Dope Sheet |

*2 Animator
Base Layer

Aute Live Link

>

Base Layer

Animation/Controllers/Mew Animator Controller.contraller




® Animation

| o | » | [ | M [0 1| %] Oe| 100 0:3 00 g1
| Characterldle | sample €0 |
= RN
[ Add Curve ]

Dope Sheet Curves 4

@ ) (4[| *

Assets » Sprites » Character

2 Animator
Base Layer Auto Live Link

II'- Base Layer

Animation/Controllers/PlayerAnimationController.controller




< Unity - Untitled - Chapter 3 - PC, Mac & Linux Standalone* <DX11> =
File Edit Assets GameObject Component Window Help

o EIEIEA

ierarchy '
| Create +| & A e |»|

Main Camera || Hew Animation

Default Z
© Inspector
™ [Player | Clstatic «

Tag | Untagged i) Layer | Default $

7 . ¥~ Transform &,

viEiPlayer : Sprite Rasiian x/0 1Yo z2[c |
Rotation X0 Y0 zZ0
Add Curve Scale X{1 Y1 Z1

er *,
Sprite Eoiz 1o
Color Vi
Material @ Sprites-Default [}

Dope Sheet

& Project Sorting Layer

| Create *| Q. Order in Layer
v Favorites Assets » Sprites » Character l v 32 M Animat &,
L All Materials Controller [Bois o
©L All Models Avatar None (Avatar) °
(Al Prefabs Apply Root Motion [
LAl scripts Update Mode  (Homal ¢
. i Culing Mode
:gx:::“" [ Add Component ]
@l Fonts
Wl Materials
Wl Physics Materials
i Prefabs
& Scenes

?2 Animator
Base Layer Auto Live Link

> Base Layer

Animation/Controllers/PlayerAnimationContraller.controller




#8 Animator © Inspector

Base Layer Auto Live Link &  Characterldle -> CharacterRun &,
Base Layer w1 Transition

Transitions Solo Mute

Animation/Controllers/PlayerAnimationController.controller

s » Character

Conditions
= | Exit Time +)[1.00

ks » Character

#2 Animator © Inspector

Base Layer Auto Live Link || & CharacterRun -> Characterldle &,
Base Layer == 1 Transition

Transitions Solo Mute

Animation/Controllers/PlayerAnimationController.controller

a ) (4% [*

ks » Character

Conditions

= | speed 3| | Less DACES | ‘
L+ -
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™ [Player | [ static
Tag |Untagged ¢ Layer [Defauk 3

3

Dope Sheet

X
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Tag|Untagged ¢ Layer |Default ¢/
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Edit Assets

EXEIES|

File

Hierarchy

GameObject Component Window Help

Center Loc |

© Inspector

Wl Physics Materials

PN LY : [PlayerSprite | Ostatic ~
Main Camera Tag | Untagged | Layer | Default Al
X Plar ZEe ¥ .~ Transform &%,
AR Position X0 Yo z[0
Rotation X0 Y0 Z0
Scale X1 Yii1 Zi1
| v 5] M sprite Renderer @
Sprite E01_5 (]
Color .
Material © Sprites-Default o
Sorting Layer | Default s ]
o Order in Layer 0 ]
Project
Creat: '| (Q v 55 M Animator 2,
-Animati o
¥+7Favorites q Riscl S iior b Characier Controller EPlayelAnlmatlonControIler T
@AII Materials Avatar None (Avatar) | ®
All Models ':- Apply Root Motion [
(O All Prefabs s Update Mode | Narmal &
@AII Scripts # Culling Mode | Always Animate s]
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Vi Assets [ Add Component |
¥ &l Animation
& Clips
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& Audio
Wl Fonts
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i v —_—

@ Animation

e | > | ICREERIE | ©¢ | O | 0:00 0:01 0:02
CharacterRun +| sample 12 |
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A Position.y 0.05 &
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[ Add Curve ]
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. background0l Import Settings =8

Max Size

Format

background01







| Sprite Editor |

Revert  Apply 2 | I_

m environm..  environm..  environm..  environm..







VSprite Editor : '
O |© = ]

| Slice ¢/

Type | Automatic

To obtain more accurate slicing results, manual
slicing is recommended!

Pivot | Center
Method | Delete Existing

| Slice

40

Bad selections
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Sprite

Name -environmentalAssets_2

Position X511 Y 875 Trim
w39 'H 141

Pivot | Center s

Custom Pivot X'0.5 Y 0.5

—

ilﬁ

m envirenm..  environm..  environm..  envirenm..  environm..  envirenm..  environm..  environm..

= Hierarchy | .= | #scene
| Create ~| (oAl | | Textured
Main Camera

¥ Player

PlayerSprite




= Hierarchy :
background
Main Camera
¥ Player
PlayerSprite

= | # scene
Textured
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ﬁ Tags & Layers &,

<) | Effects \~| | Gizmos ~| (CrA ™

b Tags

Sorting Lavers

= Layer01 1 Defaut 1

b Layers

© Inspector

™ PlayerSprite | []static «

Tag | Untagged : | Layer | Default .

v . [/ sprite Renderer &,
Sprite 015 C
Color | | 2
Material '@ Sprites-Default )
Sorting Layer | Default $ ]

Order in Layer

0 ]




O Inspector

e ‘Tags & Layers

] Inspector

.W EEtitll: —
Tag M Layer M

Default
Background
Player

Foreground
Gul

Add Sorting Layer...



= Hierarchy =| # Scene e - © Inspecto B
e L ey 7 el 2D [l . Wi ] Cstatic v
Tag|Untagged ¢/ Layer [Default ¢




© Inspector

o Main Camera | []Static =
Tag M Layer M







Web Client

PC,Mac,Linux
Standalone

Windows / Windows 8
Google native client

i0S

Android

Blackberry

Windows Phone
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& web Plaver
é‘ s PC, Mac & Linux
B

I Maximize on Pllvl




= Hierar chy
- Create ~ @Al )
backaround
Main Camera
¥ Player
PlayerSprite
¥ WorldBounds
LeftBorder
RightBorder
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™ RightBorder | CIstatic «
Tag | Untagged : | Layer | Default $ |
¥ .~ Transform &,
Position X 12 Yo P40 |
Rotation X 0 1Y|o 'Zo ]
Scale X1 jYi1 1z|1 |
v _ ¥ Box Collider 2D &,
Material ‘None (Physics Mater ©
Is Trigger L]
Size
X|1 IY 5 l
Center
X0 Yo ]

Add Component




. Do you want to travel?

© Inspector

M LeftBorder | Clstatic «
(Tag | Untagged i |JLayer | Default : )

© Inspector L

g} Tags & Layers i &,

¥ Tags
Size 3
Element 0 The Cave
Element 1 ‘The World
Element 2 |

» Sorting Layers

> Layers

—t e e




Do you want to travel to The World?

Evil witches'

Scary village The swamp house

The grove

The Cave Home town
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8 += © Inspector :

I DI TR IR ‘ MySpriteMaterial
Assets - Materials Shader | Diffuse - || Edit.., |

Main Color
Base (RGB)
Tiling Offset

MySprite... 3 N |

o

| Preview

| € MySpriteMaterial.mat ——




© Inspector
MySprits
Shader

Main Color
Base (RGB)
Tiling

Preview

Bumped Diffuse
Bumped Specular
Decal

Diffuse

Diffuse Detail
Parallax Diffuse
Parallax Specular
Specular
VertexLit

FX

GUI

Mobile

Nature

Particles
Reflective
RenderFX
Self-lllumin

Sprites

Transparent
Unlit

Legacy Shaders
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@ ¥ Playersprite | Cstatic ~
Tag W Layer ME—H

~ MySpriteMaterial
Sh‘d'r W
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File Edit Assets Compeonent Wi
| Create Empty Ctrl+Shift+N |

Create Other r




® Inzpector
¥ GameoObject | []Static =

Tag Untagged | Layer [Default 3|

Job Worker

-3

o L\ -
cowemene - Complete
: Z L 1L, task
Continue | 4%

Hook Listener

g—-O




Update
Draw
Update
Draw
Update
Draw
Update
Draw

J

MyFunc

Update
Draw
Update
Draw
Update
Draw
Update
Draw

EEE-

MyFunc
Frame 1

MyFunc
Frame 2

MyFunc
Frame 2




~ Joee

Show in Explorer
Open

Delete

Import New Asset...
Import Package
Export Package...

Find References In Scene
Select Dependencies
Refresh

Reimport

Reimport All

Sync MonoDevelop Project

Lens Flare

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Physic Material

Physics2D Material

GUI Skin




© Inspector
| . newPositionManager @
[ Open |
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© Inspector

¥ MessagingManager | [Istatic «

Tag | Untagged ¢ | Layer | Default :

¥ . Transform Q&
Position X 0 YO Z0

Rotaton X0  vyo  zo0
Scale X1 Y1 z[1




Q Unity - Mainunity - Chapter 5 - Windows Phone 8+ <DX1 on DX9 GPU> - oIl
File Edit Assets GameObject Component Window Help

&S oG = Center | @ Local > 1l Layers ~ | | Layout -
= Hierarchy # Scene © Inspector

| Create 'I (arA ) ITtxturcd +|| 20| % | <) | Effects 7| | Gizmos ~ M [Greybeard | []static «

ba_cl‘cgrnunﬁ Tag | Untagged | Layer | Default 8|
2 ;nv:‘r:::r::‘eer:‘i; ¥ ~ Transform bl
£ 3 : Position X -10 Y|-1.5 zZo
MessagingManager : : <
GraybEard Rotation X 0 Y0 zZo
¥ Player Scale X[-1 Y1 zl1
PlayerSprite v |5 [ sprite Renderer @

¥ WorldBounds
LeftBorder
RightBorder

¥ *,
Sprite [F104_3 e
Color |2
Material @ Sprites-Default | ©
Sorting Layer [Player ]

V-,j “'

Order in Layer

¥ 32 M Animator
Controller i GreybeardAnimat. @
i vV | 3 Avatar None (Avatar) [}

Apply Root Motion [

Proj El Console © Animation ;

e Update Mode
o.Lw I RN | @ | Oe| Culling Mode Always Animate $
Greybeardldle =| Sample [12 ——

¥ (I MBox Collider 2D *
¥ EiGreybeard : Sprite ° el [ [ 1] el Tl || )| Material °
2= ~ S [ I I A % - S [ I I B [ - ) Is Trigger ™
Size
[ Add Curve ] X[T lYll-S I
Center
x/0 Iv[oa ]
[ Add Component ]

Dope Sheet

= Hierarchy # Scene

| Create ~| (&7A ) || Textured

background
¥ Environment
Bush
Bush
CaveEntrance
SteelBush
Tree
Shop
TownHall
Main Camera
MessagingManager
¥ NPCs
Greandal
Greybeard
Olaf
¥ Player
PlayerSprite
¥ WorldBounds
LeftBorder
RightBorder
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©Imspector [ AT

[ MapPoint | [static =
Tag | Untagged # | Layer | Default % |
¥ .~ Transform L #
Position ¥ 0 [¥|o [Z]o |
Rotation X0 [¥|o |Zz]o |
Scale (1 v 1 |z |1 |
¥ |@ ¥ Navigation Prompt (Script) [ #
Script LE MavigationPrompt | ]
v _| [ Box Collider 2D @ .
Material |None (Physics Material 2D) | ]
Is Trigger v
Size (0.5 [¥ 0.5 |
Center ¥ 0 [¥|o |

Assets » Prefabs » Environment

M

MapPoint

I Moverment Curve




Curve n




Curve

= Hierarchy
Create ‘| {
Main Camera
Worldmap

Al

© Inspector i
[Main Camera | []static +
Tag | MainCamera  # | Layer | Default 3
¥ .~ Transform e |
Position X -17.540 Y 3.57963 Z -10
Rotation X0 Y 0 Z0
Scale X1 i1 zZi1
v & Mcamera LS|
Clear Flags [Skybox 3]
Backoround N
Culling Mask [ Everything 3]
Projection | Orthographic N
Size [2.02
Clipping Planes Near 0.3
Far 11000
Viewport Rect
X0 vlo
w1 |Hi1
Depth -1
Rendering Path | Use Player Settings 3
Target Texture

Occlusion Culling

HDR

—

None (Render Texture) t1
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e Web Player l_
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@ BlackBerry
” Windows Store Apps

i Windows Phone 8
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Tag | Untagged ¢ Layer |Defaulr ¢




O Inspector
M Home | []static «

Tag|Home i layer |Default ¢

i~ MavigatianPrompt

Mone [(Physics Materal 2D

O Inzpector
M Kirkidw | []Static =
Tag|Kirkidu ¢ Layer [Default ¢
Prefab

Assets » Scenes
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Action @)
o000 CO0

Reaction @,
Qoocoo00
el

Reaction O,
Qoooo00
o

o
Reaction O,
Qooooco
e

Base Layer

|EnemiesInBattle

[PlayerHealth

'EnemyHealth

[PlayerSeen

[Playerattacking




| Base Layer Auto Live Link
|I~ Base Layer




'EnemiesInBattle o | =
PlayerHealth o | =
'EnemyHealth o | =
PlayerSeen o -
PlayerAttacking o -

Base Layer

EnemiesInBattle |0 | =
‘PlayerHealth 0
'EnemyHealth o
PlayerSeen (L)
'PlayerAttacking 1Ll
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' ™ [Goblin | [JStatic +
Tag | Untagged  # | Layer | Default 4|

I

—
[ ]
[ ]
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[ Whatcha need?

J[ Weapon Shop

( “elreat Sword
|’1'41’|‘|I‘|I Claws

'\-_P-.f.l‘tr:t‘.-'-u

“ _Muthril Spear

~ dir Enife

#* Chain Flail

" r*
i

L) Featured

Pets

Mounts

Armored
*Taxes may apply Bloodwino

Celestial Steed

$25.912.50

oo
a0
=00 Stocked
500 Equipped
950
2000

Winged Swift Windsteed
Guardian

825 512,50

Enchanted Fey
Dragon
$25

Heart of the
Aspects

Z5 2

>

12,50




Weapon

Value: 2208

Damage: 36

Blocking: 11 — Crit. Strike: 9
Steel Waraxe

Weapon (Currently Equipped)

Value: 100
Damage: 10

MMMmfhﬂ‘

Hecovers 50 HP

e Ton
: - PotTtion

W

==& =

El iH:r
Fen:+# Down
TinCcture

SOftT
AnTtidote
Eyedrop




FAVORITES

ALL
WEAPONS
APPAREL
POTIONS
SCROLLS

—......

Amulet of Arkay

Helmet (Fine

Ra nent Fine Clothes

Ring of Minor Health (2)
[> Steel Armor 2
Steel Cuffed Boots

Steel Imperial Gauntlets

E |Equip [ R | Drop | F | Favorite

STEEL

ARMOR

o1 35

“275

Weight 296 /315 Gold 1074
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Main Camera

¥ ShopScreen
BackButton
OwnerSlot
¥ Purchasing

BuyButton
Purchasingltem

Sloto1

Sloto2

Slot03

Slot04

Slot0S

Slotoé

Owner

Purchasing Item
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#19) leg ™ [shop

Tag|shop il Layer

O Inzpector

@ Tags & Layers




Do you want to Enter the Shop? (Press up)

O =
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What need ye

thBringer- Your co

10en- Attacks Hobgoblin

Hobgoblin
h per- Attacks Hobpoblin
- Attack Roll 21: Hit




sGaome Looded.
d.




/510/10 (\ 3,698 <> 0 Picador’s Parish

100%
100

Search for another Marker

. ."*f

- &

Base Layer

|Battleready

|PlayerReady




(—W

| —

#2 Animator
Base Layer

> Base Layer

Auto Live Link

EnemiesInBattle

'PlayerHealth

'EnemyHealth

J
J
PlayerSeen ]
PlayerAttacking |

Animation/Controllers/GoblinAl controller

Battle between Player and Goblins

7. 7

Pe, e




© Inspecto
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[ buttont LI button1_1 buttonl_2

button1_3

v (+| ¥ command Bar (Script) @

Script  CommandBar ©
Button Size 0.3
Button Rows 1
Button Columns 6
Button Row Spacing 0
Button Column Spac 0.2
Default Button Imag [l button1_0 (o]
Selected Button Ima [Flbutton1_1 (o]
Anchor 4
Anchor Offset
X0 Y O

Anchor Point | TopRight

“
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¥[8 (&[S (&) (&) (8] (&[S

©
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Selecioncide Cstaic +
|Untagged ¢/ Llayer |Defauk 3]

A blood splat effect image called A tombstone image called
“bloodSplat.png™ “Tombstone png™
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BloodSplatter

Shader | Transparent/Diffuse

o,
I : I Edit... |

Main Color
Base (RGB) Trans (A)

x
Y

Tiling Offset
£ g
1 0




2D view 3D view

Start Speed 2 3
Constant

Curve

Random Between Two Constants

Random Between Two Curves




|| faklinBasth = &l €amnla 8O0 | |

- Goblin : Sprite Renderer.Color.a

Edit Animation Event
Add Animation Event
Delete Animation Event

get_BattleManager ()
set_BattleManager ( BattleManager )
Init { Enemy )
UpdateAl ()

COnMouseDown ()

ClearSelection ()

SpinObject { GameObject )
|v| showBloodsplatter ()




Base Layer Auto Live Link
> Base Layer

EnemiesInBattle

'PlayerHealth
'EnemyHealth

J
J
PlayerSeen |
'PlayerAttacking ]

Animation/Controllers/GoblinAl controller

® Animation

o[> ] [ |n [P 1[©e] D]

| GoblinDeath +| Sample 60

"' Goblin : Sprite Renderer.Color.a <
- Tombstone : Sprite Renderer.Col=r.

[ Add Curve ]

| Dope Shest | Curves | 4




® Animation
Delete Key

o[> | [w[W]® T|®|0s
l GoblinDeath QJ Sample 60

"!Goblin : Sprite Renderer.Color.a
-~ Tombstone : Sprite Renderer.Col=r.

v | Auto

Free Smooth
Flat

[ Add Curve ]

Broken

| Dope Sheet |  Curves

Left Tangent
Right Tangent ’

Free

Linear

Constant

Both Tangents

o > |

8
[ [ m [0 T[] Oel

® Animation
Delete Key
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1" ' | « Chapter 11 - MyAssetProject
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