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Day 1

Games, Unity Intro



Day 1(09:00-12:00)

Who am 1?

Gaome art styles

Basic design concept

A bunch of different types of games
Navigating Unity

Workshop!
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Art styles




What do you do in the game?

Micro Loop Macro Loop Meta Loop

Inputs & Achievement & Motivation &
Actions Progress Meaning




Platformers




Shooters







Strategy games



X
O
Q
Ry

C

@)
4+
c

O
an




Role-Playing games

Regions in the Plains
REGIONS DISCOVERED
2 /21 s




Survival/Crafting games



Puzzle games
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Rogue-likes/Roguelites
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Fix the Radio
Gideons Bible
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Make Bob a Coffee
Baseball

t games

Hidden Objec




Dating sims

Kazuaki >
“listen Fminollonger able to love another creature. Its not your
fault, Hudson..l'm sormy™
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Yep

i'm a musician

awesome!

although I'm not completely
surprised
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You've been very brave!

You need to be WAY more careful.

Aa (o]



What do you do in the game?

Micro Loop Macro Loop Meta Loop

Inputs & Achievement & Motivation &
Actions Progress Meaning
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Navigating the scene

File Edit Assets GameObject Component FMOD Tools Window F




Cameras, Ul renderer

# Scene  o®Game @ Asset Store & Package Manager £ Project Settings > Animator
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Importing assets

roject B Console @ Animation @ Profiler

M Audio

I Editor

I Editor Default Resource
i Fmod

M Font

s Backgrounds
B Card Backs
@ Characters
M Bigfoot
I Brother

i Icons
[

Assets

Graphics > Characters > Riley
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GameObjects
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Assignment:

Think of o game where you only press one button.

e What is the objective?
e What stories can you tell?
e Can you make it fun?



Day 2

Scripting intro



Assignment:

Think of o game where you only press one button.

e What is the objective?
e What stories can you tell?
e Can you make it fun?



What you you in play mode...

..IS NOT SAVED!



Coding in C#
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Visual Scripting




using UnityEngine;

using System.Collections;

public class ExampleClass : MonoBehaviour

{
void Update ()

{
if (Input.GetKeyDown ("space"))

{

print ("space key was pressed") ;



Variables

Bool true/false

Int B |, 2, ..

Float -4 .5f, 99.3f, 344.9334f..
Vector Vector2(-4.5f, 99.3f)

Vector3(-4.5f, 99.3f, 344.9334f)
Color Color.Blue

Color (O, er i)



void Functions (Methods)
Start ()
Update ()

MyFunction ()

Access
private
public

[SerializeField]



Calling functions from Unity




using UnityEngine;

public class ExampleClass : MonoBehaviour
{
//movement speed in units per second

private float movementSpeed = 5f;

void Update ()
{

//get the Input from Horizontal axis

float horizontallInput = Input.GetAxis ("Horizontal") ;
//get the Input from Vertical axis

float verticalInput = Input.GetAxis("Vertical") ;

//update the position
transform.position = transform.position + new Vector3 (horizontalInput * movementSpeed *

Time.deltaTime, verticalInput * movementSpeed * Time.deltaTime, O0);

//output to log the position change

Debug.Log (transform.position) ;



[SerializeField] GameObject myObject;

void Start()

{
myObject.SetActive (true) ;

myObject.GetComponent<Image> () .color = Color.green;






Animations




Animator myAnimator;

myAnimator.Play (“walk”) ;



Audio




using UnityEngine;

// The Audio Source component has an AudioClip option. The audio

// played in this example comes from AudioClip and is called audioData.

[RequireComponent (typeof (AudioSource)) ]
public class ExampleScript : MonoBehaviour
{

AudioSource audioData;

void Start()

{
audioData = GetComponent<AudioSource>() ;
audioData.Play (0) ;
Debug.Log ("started") ;

void OnGUI ()
{
if (GUI.Button(new Rect (10, 70, 150, 30), "Pause"))
{
audioData.Pause() ;

Debug.Log("Pause: " + audioData.time);

if (GUI.Button(new Rect (10, 170, 150, 30), "Continue"))
{

audioData.UnPause() ;






Version: 2020.3+

yEngine u20
yEngine UElements
yEngine VFX
iyEngine Video
yEngine Vindons
tyEngine WSA

yEngine xR
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SerializeField

Description

e Unity to serilize  private field

When uniy sertaizes yo only eField atribute o those felds.
Uity setalzes allyour scipt components, eloads the ney fons. This seraizatin i done with an Internal Uniy seralzation system; not with NETS seraization
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Assignment:

In unity - give an input and get an outcomel



How to reach me:

anna@valiaont.se
Twitter: @ TheAnaka / @Valiant_GS
Discord: Anako#6754

https://www.linkedin.com/in/annajenelius/
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