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What Is An Engine?

IDE

Code + Compiler
(with minimum graphical display)
Visual Studios, IntelliJ, Atom, etc.

V.S.

Engine

An advanced graphical framework built on
user interfaces and pre-done work to
make a game.

Lots of behind the scenes work.

Uses IDE's for the coding portions.
Unity, UnReal, GameMaker, etc.
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Scalability

Make large-scale projects

and develop Triple A games.

Ease of Use

Simple Ul so any new
programmer can make a
game at any level.

"TN

Diverse Features

Various ways to accomplish
the same task. Allows
creative freedom.

Free

Free to install the Personal
Version. Once you make over
100K a year for your game, you
then switch to paid versions.



Low Floor
Wide Walls

High Ceiling

witch to pa|d versions.



LOW FLOOR
Getting Started With Unity




LOW FLOOR
Getting Started With Unity

New project
Editor Version: 2021.3.4f1 s

= All templates

ey 2D (URP)
wrs 3D (HDRP)
g P i) My project

Cancel

Create project
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What Ul elements stand out to you right away?
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Assets
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Objects In The Scene
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Object Properties

O Inspector
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® The Visual Display of the Game
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Where Error Messages or Print Messages Are
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User-FﬁendIy Tools to Navigate the Scene View
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Angle Of View
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Viéw The Game From The Player’s Eyes
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Run and Pause the Game
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Extra Features
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What's Most Important to Know?
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Always Exists In Every Scene.
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Only Exists In The Scene.
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Add Components To Objects or Classes.
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Modify the Scene’s Layout.
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C# JavaScript
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WIDE WALLS
Be Creative!




WIDE WALLS
Be Creative!

Example: Creating Gravity




RIGIDBODY

Rigidbody

Mass

Angular Drag
Use Gravity

Is Kinematic

Interpolate None

Collision Detection Discrete
Constraints

Info
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Tags and Layers

O Inspector

@ v Cube Static

»

Tag Untagged Layer Default
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Can we do more?




, O
Can we do more?

JUMPING




Summary of Key Aspects ®
°
Getting objects with Tags User Inputs
GameObject.FindGameObjectsWithTag("Ground"); if (Input.GetKey("w"))
{

Components
Box Colliders

GetComponent<BoxCollider>().bounds.extents.y

Physics

at ypos = startY + startVeloY * t - (1f / 2f) * accel_due_to_gravity * t * t;




Summary of Key Aspects

v Cube Static =

Tag Ground Layer Default v

= Hierarchy

+~ o

& SampleScene
5 Main Camera
&) Directional Light
) Cube
<) Cube (1)
) Cube (2)

&9 v Box Collider

Edit Collider

Is Trigger
Material None (Physic Material)
Center X 0 Y O

Size X 1 Y 1

B v Player (Script)




HIGH CEILING
Knowing the Details




What more would we want in an official game?
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What more would we want in an official game?

Art!

¢

Music

Animation

REEX
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Step 1: Draw! (Or use open source sprites to download)

| have no drawing talent, so

CRAFTPIX.NET

FREE AND PREMIUM GAM

And this one looks nice!

FREE PIXEL ART TINY HERO SPRITES

(22 votes, average: 4.5 out of 5)

SAVE 98% OFF ON ALL PRODUCT
Get unlimited access to all game assets and save over $3884!

JOIN THE CLUB

& UNLOCK DOWNLOAD

[ Instant access to ALL GAME ASSETS (included new ones!)

& 12new products / month

[ Unlimited downloads for each product

[ Regular updates and support with dedicated help desk
[ You can sell and distribute games with our assets.

FREE DOWNLOAD




Step 2: Sprite Sheet

Walking Sprite Sheet




Step 3: Unity Splice

Sprite (2D and Ul)

Multiple

100
Tight

Sprite Editor

Input Texture Alpha

Clamp
Point (no filter)

16384
Bilinear
Automatic
High Quality




Step 3: Unity Splice

Sprite (2D and Ul)

Multiple

100

Tight

Sprite Editor

v

Input Texture Alpha

v

Clamp
Point (no filter)

16384
Bilinear
Automatic
High Quality




Step 3: Unity Splice

Sprite (2D and Ul)

Multiple

100
Tight

Sprite Editor

Input Texture Alpha

Clamp
Point (no filter)

16384
Bilinear
Automatic
High Quality




Sprite Editor
Sprite Editor ¥ Slice ¥

Trim

Step 3: Unity Splice

o .
‘l! ]
1
1

]

Sprite
Name Dude_Monster_Walk_6_0

X 7 Y 0

W 17 H 25
Border L O TO

R O B O
Pivot Center

Pivot Unit Mode Normalized



Step 4: Animation
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Step 5: Putting it into the scene

ctor
v Sprite
Untagged ayer Default

Transform

Additior

Default

~* v Animator

Sprites
Normal

Always Animate

FFF-FEFEEFN>

Sprite
ackages

Add Component




Hoorayyy

But how do we make it animate *only* when we move?
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With Flips

if (Input.GetKey("a"))

{

transform.position —-= transform.right * speed;
playerAnimator.SetBool("IsWalking", true);
transform.localScale = new Vector3(-1 * Mathf.Abs(transform.localScale.x), transform.localScale.y, transform.localScale.z);







Summary ®
e We learned:

o Game Engines

m Unity o
e Low Floor, Wide Walls, High Ceiling

e We made:

o a 3D Game
Collisions
Physics
Sprites
Animation

O O O O



Suggested Strategy:
1. Open Unity
2. Make a Scene
3. Make empty folders for

° a. Prefabs
b. Scripts
c. Materials
d. Animations ~

Drag prefabs onto the scene to make Objects
Make Scripts for your objects

Code the player physics and collisions

Add art and animation!

N o Uk







