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File Edit Assets GameObject

S | el | = Center | @ Local

/.

Nowy pr0]

Component Window Help

= Hierarchy |

«=  H#Scene | € Game

Create =| (arAll

| Layers

b I |La\raut

= o Inspector

Textured | | | <t | Effects - | Gizmes ~

Main Camera

[ Open Project | Create New Project

Project Location:
C:\Users\Piotr\Documents\New Unity Project 1

Import the following packages:

[ character Controller.unityPackage
[] Light Cookies. unityPackage

[] Light Flares.unityPackage

[7] Particles. unityPackage

[ Physic Materials, unityPackage

[ Projectors.unityPackage

[ secripts.unityPackage
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@ Project | O console

Setup defaults for:

Create =

# Favorites
(O All Materials
L All Models

3D




Z kamerq wsrod Unity

& Unity - Untitied :
File Edit Assets GameObject Component Window Help

< :“: = Center | @ Local | m | Layers X | |Ldyout - ]

= Hierarchy | .=  Fscene | € Game o= O Inspector | &=
Create = | (o=All Te:tured #| | RGB #|| 20| % | &) | Effects - Glzmes * | (arAll ~ [ [Main Camera [Istatic «
Tag | MainCamera # | Layer | Default $
Vo~ Transform W
Position X0 Y0 Z|-10
Rotation X 0 ¥ 0 2|0
Scale X1 ¥l Z|1
v ¢ ¥ camera —ﬁ*‘"
Clear Flags | Skybosx t]
sackground I
Culling Mask | Evarything s
Projection | Orthegraphic |
Size S
Clipping Planes Near 0.3
Far 1000
Viewport Rect
X0 Y0
Wi H|1
Depth -1
Rendering Path | Use Player Settings $]
& pro
C Pla:a':t [ DOconsole Target Texture None (Render Textur @
— . )
¥ Favorites Assets (2=l i
Al Materials __ HOR »
All Models This folder is empty v L MGuiLayer @ &
~ All Prefabs ¥ u MFlare Layer g %
All Scripts v (0¥ Audio Listener (WS

| “Assets | [ Add Component |

FLE « [ . ™ o




Unity pod lupq

Next Window Ctrl+Tab

=T Previous Window Ctrl+Shift+Tab © Inspector
.| @A ) - ;
| Crasta *| @A Layouts ™ [GameObject | Cstatic +

Tag | Untagged 4+ | Layer | Default [
Scene ¥ .~ Transform (VK3

Game Posiion x/0  |v¥o  |z[o |
Inspecter Rotation X 0 Jx (o z[o |
Scale X[1 2 [F4R |

Hierarchy

Project | Add Component
Animation

Profiler

Asset Store
Version Control
Animator

Sprite Packer

Lightmapping

Occlusion Culling

MNavigation

B Project =
| create - | e ST @ |4 ™| &

Yﬁ:} Favorites Assets

L Al Materials : :
@AII Maodels This folder is empty

O all Prefabs
@MI Scripts
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€ Unity - Untitled - New Unity Project 1 - PC, Mac & Linux Standalone <DX11>

File Edit Assets | GameObject | Component Window Help

‘ m Create Empty Ctrl=Shift=N

m Create Empty Child Alt+Shift+N na

| Create = (oAl Create Other b

nter On Children

e Parent

Parent

ply Changes To Prefa

Break Prefab Instance
Set as first sibling Ctrl+=
Set as last sibling Ctrl+-
Move To View Ctri+Alt+F
Align With View Ctrl+Shift+F
Align View to Selected
Toggle Active State Alt+Shift+A

@ project El console

| Create M|

¥ Favorites Assets

(O all Materials

Particle System
Camera

GUI Text

GUI Texture
D Text

Directional Light
Point Light
Spotlight

Area Light

Cube
Sphere
Capsule
Cylinder
Plane
Quad

Sprte
Cloth
Audio Reverb Zone

Terrain
Ragdell...
Tree

Wind Zone

e el e

Tr— frr—
- @ Inspector - =
Gizmes = (C2A7 L@ ™ [Main camera [Istatic
Tag | MainCamera #  Layer | Default s
¥ .~ Transform (7R
Position X|0 Y0 Z -10
Rotation |0 Y0 Z0
Scale X1 Tl £|1
v % ¥ camera & %
Clear Flags | Skybox &
packground | 7
Culling Mask | Everything 3
Projection | Orthographic 4|
Size 5 |
Clipping Planes Near 0.3
Far 1000
Viewport Rect
X0 Yo |
w1 H1 |
Depth -1 |
Rendering Path | Use Player Settings %]
& ry ‘i;= Target Texture Nene (Render Textur @
= occlusion Culling ™
HDR O
This folder is empty YL M GuILayer ﬁ 2,
¥ w ¥ Flare Layer @
v (& ¥ Audio Listener 2,
[ Add Component ]
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=1 + B

+ Corr Wir
[“Center| & Local

= Hierarchy

= # Scene

Create | (O A

Main Camera

Textured

@ Project
Create "
¥ Favorites
L All Materials
LAl Models
All Prefabs
All Scripts

B console

Assets

€ Game
% | RGB

Components

# | <)

Effects -

Y

Gizmes ~

This folder is empty

= X
ILayers - ] ILayout - |
| @ Inspector 2 =
™ [GameObject [ static »

- Tag | Untagged | Layer | Default i
¥ .~ Transform C &,
Position X0 Yo Z0
Rotation X 0 Yo Z|0
Scale x[1 RdE lz[1

Add Component

2|
Component

Effects »
Physics *
Physics ZD -
Navigation -
Audio .
Rendering -
Miscellaneous -
New Script -

PlLe « @ .l ™ o4



Component - Physics 2D

File Edit Assets GameObject Window Help

O EIEIES — Cur Shift+A

=T Mesh © Inspector

Sreat=7) (T thacts = : i - 9 ™ [GameObject | [IStatic «
Main Camera Physics Tag [Untagged ¢ | Layer [Default &
GameObject Physics 2D Rigidbody 2D ¥ .~ Transform %,

Nevigation Circle Collider 2D ;:::.:' :[—] :—] i l—
Audio Box Collider 2D Scale  x[1_ |v1  |z1 |

Edge Collider 2D ¥ & Rigidbody 2D £,

Polygon Collicer 2D f"!'ll
Linear Drag

Spring Joint 2D | Angular Drag
Distance Joint 2D Gravity Scale
Hinge Joint 2D Fixed Angle

) . Is Kinematic
Slider Joint 2D Interpolate

Wheel Joint 2D Sleeping Mode | Awake |

Collision Detection | Discrete &
v | ¥ Box Collider 2D @ %,

Material Nene (Physics Mate r' (]
Is Trigger O
Size

Rendering

Miscellaneous

Ea Project

Create ™ e l‘l‘l*.
¥ Favorites
(Al Materials
" All Models This folder is empty

%;::: ;f'ﬁf':l Add Component
~ Al Scrip

Assets

PLem . |i'¥ ll |I-




Component - Audio
Q) Unity - Untitied - New Unity Project 1 - PC, Mac & Linux Standalone* <011 11N s S

File FEdit Assets GameObject [Component | Window Help

m [ = c¢ Add... Ctrl+Shift+A > Il M [ Layers - | [Layout - |
"= Hierarchy | Mesh / = @ Inspector | o -=
Create = | (orAll Effects ] $| 2D | B | <3  Effects i~ Gizmos ~| (orA ™ [GameObject []Static =

Main Camera Physics 3 he Tag | Untagged i | Layer | Default &

Physics 2D » ¥ .~ Transform [ %,
Navigation 3 Position ¥ 0 el Z 0
Audi , Audio List Rotation X0 Y0 Z0
udio udio Listener . T o -
Renderin J Audio Source
_ 9 _ ¥ () ¥ Audio Listener [ %,
Miscellaneous Audio Reverb Zone v ] i Audio Source @ %
Audio Clip None (Audio Clip) @
Mute (|
Bypass Effects .|
Bypass Listener Effe [ ]
Bypass Reverb Zone[ ]
Play On Awake d
Loop O
Priority — e (128 |
Volume —) 1
Pitch — |1
3 Project | B console .=

Create ™ 3 Y | &R ¥ 3D Sound Settings

¥ Favorites Assets ¥ 2D Sound Settings
Pan 2D — e [0

Add Component
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Component - Rendering

« A

& S o = Center | @ Local m | Layers - || Layout - |
“= Hierarchy -m| 7 Scene | € Game om| O Inspector | i -m
Craats * | (avAll 3 Tastured t| | RGB ¢|| 20 | % | <) | Effacts [~ Glzmes =| (arAll ) o 'unity | C]static
+ LI (DLl - Tag | Untagged Layer | Default ]
v 1 | =
Gacr:“heuc;ri:gh'gct ¥ o~ Transform - - @ hud
! Position %[0 ¥[o z[o
Rotation x[o ¥ [0 lz[o
Scale ®[1 Ty [t 12[1
¥ [+ [M sprite Renderer ﬂ] &,
Sprite Llunity @
Color | | A
Material '@ Sprites-Default e
Sorting Layer | Default: s |
Order in Layer 0 |

@ Project | O console
Create *

¥ | Favorites Assets

All Materials

All Models
ﬁ GameObject Mew Animat. New Animat.. unity

All Prefabs
All Seripts

AnimationClip 'New Animation' used by the Animation compenent 'GameObject' must be marked as Legacy.

| Add Companeant

4 Rendering

e Skybox
W Flare Layer
' GUILayer
(%) Liqht

Light Probe Group
Pl Occlusion Area
™ Occlusion Portal
W LODGroup
-/ Sprite Renderer
W cuITexture
[l GUIText
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Unity - Untitled - n
File Edit Ascets GameObject Window Help
O EIRE ey Cirb= Shift+A

m [ Layers - || Layout - |

= Hierarchy | Mesh ’ O Inspector | = ‘
Create | (G7AT Effects 3 20 | #%: | <) | Effects |~ Glzmos = | (GrAll % [ [GameObject |_|Static -
Main Camera Physics » Tag | Untagged # | Layer | Default s
‘ CAEER)EET Physics 2D > ¥ .~ Transform *, *
Navigstion 5 Position X0 Y 0 Z o
Auds . Rotation X0 ¥ [0 z[o |
udio Scale x[1 vl Z[1
R { 3
endering : ¥ 32 M Animator @ &,
Miscellaneous b Animator Cantroller MNone (Runtime Anim| @

Avatar None (Avatar) 6]

Apply Root Motion [

Update Mode Mormal

Culling Mode | Always Animate |

Animation
Network View
Wind Zone
UlRenderer

i T
Canvas '\_,.‘J Mot initialized

Rect Transform

¥ ' [ Animation £,
Animation None (Animation Clig @
» Animations

Play Automatically [

Ani Physi
@ project [ console 2. nimate Physics [ ] :

Creats * 3 e Culling Type Always Animate &
vy Favorites Assets
All Materials [ Add Component ]

Al Models This folder is empty

- All Prefabs
" All Seripts




File Edit Assete GameObject Component Window Help

& S = Center | & Local [ NN

= Hierarchy # Scene
[Crutu'| ar All Textured #| | 20| % | <) | Effects ~ Gizmos ~| (arAll

Layers Layout

O Inspector
M 'GameObject | [static ~

Tag | Untagged ¢ | Layer | Default &)

Main Camera
EQDj€ ® Animation ¥ .~ Transform By

[®]» | W inzo J[oe]0e] : ; : Positon  x[T0 v z
| Mew Animation 4 Sample 60 Rotation X 0 ' Z0

Scale X1 Y z[1 ]
¥ » M Animation &,

¥ A GameObject : Position

@ Project

A Position.x
A Position.y
A Position.z

Add Curve

| Dope Sheet

) [4[S|*

Animation

» Animations
Play Automatically
Animate Physics
Culling Type

‘None (Animation Clip @

™)
a

| Always Animate t]

v 3f Ll Animator
Controller
Avatar
Apply Root Motion
Update Maode
Culling Made

o,
B GameObject ]
‘None (Avatar)

l Hermal

l Always Animate

Clip Count: 1

Curves Pos: 1 Roti O Scale: 0 Muscles: O
Generic: 0 PPtr: 0

Curves Count: 1 Constant: 0 (0.0%)
Dense; 0 (0.0%) Stream: 2 (200.0%)

| Create ~

¥ Favorites

©l All Materials
©L All Models
(O All Prefabs
©) Al Scripts

GameObject Mew Animat_

Add Component

- |i§ all [*= o




Window - Animator

File Edit Assets GameObject Component Window Help

m ‘*’ | = | W I =1 Center | @ Local I m [ Layers - | | Layout - |

.= #Scene € Game | #2 Animator o=| © Inspector | =
Base Layer Auto Live Link H amml @ =
Main Camera > Base Layer Tag
GameObject — "
Speed 1
Motion ONew Animation | ©
Any State Foot IK O
Mirror UJ
Transitions Solo Mute

animl -> New Animation2 [ [

New Animation 2

Parameters

GameObject.controller

M Project ] E console =
Create '| Q 4% | *
LAY xr Favorites Assets
\ (0 All Materials
©) All Models
[ All Prefabs
(©1 All Scripts

Asset Labels
tH GameObject.contraller —
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Component - Script

) Unity - Untitled - New Unity Project 1 - PC, Mac & Linux Standalone* <DX11> o @ R
File Edit Assetz GameObject Component Window Help
m $ S = 8 Center| @ Local L || [ Layers « | [ Layout - |
= Hierarchy | -m | FScene . € Game o=| © Inspector | &=
Create * Al } Tentured ¢ | RGB ¢|| 2D | 3 | 4 | Effects - Gizmes * | (GrA ¥ GameObject |_|Static =
Main Camera h Tag | Untagged # | Layer | Default i
v |
; . ¥ .~ Transform =,
ChildrenObject Position x[0 v[o z[o
unity .
Rotation X0 Y 0 Z0
Scale X1 Y1 Z|1
Add Component
4 New Script
Name
|NewBehaviourSeript |
Language | CSharp 2|
Java Script
v CSharp
Boo
. 81 Project | O console
Create ~
' ¥ Favorites Assets
Al Materials
~ All Models
All Prefabs i Create and Add |
unit{s
L All Scripts @ p

GameObject Mew Animat. Mew Animat.. unity
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Prefabs

«{} Unity - scenel.unity - New Unity Project 1 - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Window Help

m = Center | @ Local > 1l M [ Layers = | | Layout

— —

-]

= Hierarchy | «= | # Scene | € Game -=| © Inspector - =
Create = (orAll Texturad +| | RGB #| 2D | 3 | <) | Effects - Gizmas - (orAll ™ Tunity [static -
Main Camera . Tag | Untagged 3 | Layer | Default ¥
> .
S:i;neob]ect ¥ .~ Transform @
. Position %50 ¥ (50 zfo
Rotation X0 Y 0 Z|0
Scale X1 i1 Z(1
o ¥ . M sprite Renderer ﬂ &,
Sprite Flunity [}
u n I COIQI- | |f
Material ) Sprites-Default @
Sorting Layer | Default 3|
Order in Layer 0
[ Add Component J
B project | E console
Create ~
V' Favorites Assets » |
LAl Materials
All Models
(LAl Prefabs i
(L ANl Seripts LT
'ﬁ Animations Prefabs Scenes Seripts Tesxtires GameObject Mew Animat.. MNew Animat.. HMewBehavi.. scenel
@l Animations
@l Prefabs
- scen. unitg (unity
@l Scripts
W Textures
unity
# unity .prefab s




w MNew Unity Project 1-csharp - Microsoft Visual Studio
FILE EDIT VIEW PROJECT BUILLD DEBUG TEAM 5QL TOOLS
Q- B 92 - P Start -

MewBehaviourScript.cs & X
#2 NewBehaviourSeript
Blusing UnityEngine;
|_..:'-ing System.Collections;

lass NewBehaviourScript : MonoBehaviour {

nm|dsq uonn|osg Jam|d)(3 wea |

void Update () {
}

100% =
Call Hierarchy Error List Qutput

TEST  ANALYZE

Debug

Any CPU

WINDOW  HELP

A, uf

- @ Start()

00

Quick Launch (Ctrl+Q)

Col5 Chs
FleEa « @ .l [

sio)dig s

xoq|oo ]

saipadosy  JRuo|dig 159 )




- ____________________________________________________________________________________________________________________________
/BehaviourScript

Flusing UnityEngine;
{ sing System.Collections;

FElpublic class NewBehaviourScript : MonoBehaviour {
= bid Start () {
1
L J
= oid Update () {
1
L J
5




w New Unity Project 1-csharp - Microsoft Visual Studio

FILE EDIT VIEW PROJECT PBUILD DEBUG TEAM SQL TOOLS TEST ANALYZE WINDOW  HELP

[ I - ™ 9 - B Start - Debug ~ AnyCPU -
MNewBehaviourScriptes # X Transform [from metadata] B
#3 NewBehaviourScript

Elu UnityEngine;
|_ using System.Collections;

sa10)dig wes |
JEVL-T- e WERVELS

] i NewBehaviourScript :

xoq|oo)

bject gameObject;

s210|dx3 uonnjos

Start () {
gameObject.transform.position = new Ve

12a0)dxg 359

Update () {

sapadong

void OnGUI()
{

(GUI.Button(new Rect(5@, 5@, 1@, 5@), "Dodaj"))

Instantiate(gameObject);

.Button(new Rect(15@, 180, 108, 5@), "Usufi"))

Destroy (FindObjectOfType (gameObject.GetType()));

100% -

Call Hierarchy Error List Output

ltem(s) Saved Col61 Chél INS
FlLe ~ [ .l ™ 4 17:11
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\aviourScript
Flusing UnityEngine;
[u;;wg System.Collections;

FElpublic class NewBehaviourScript : MonoBehaviour {
public GameObject gameObject;
= joid Start () {

gameObject.transform.position = new Ve

= bid Update () {

ctor3(1,1);



= bid Update () {
L h
-] /0l1d OnGUI()
i
it (GUI.Button(new Rect(5@, 50, 100, 50), "Dodaj”))
i
Instantiate(gameObject);
h
it (GUI.Button(new Rect(156, 10686, 160, 50), "Usun"))
;
1
Destroy(FindObjectOfType(gameObject.GetType()));
h




Q) Unity - sceneLunity - New Unity Project 1 - PC, Mac & Linux Standalone* <DX11>
Help

Build Settings

File Edit Assets GameObject Component Window
+ | i = Center| @ Local |

= Hierarchy |

Create = | (arAll

Main Camera

ChildrenCbject
unity

@ Project
Create ™
¥ _ Favorites
LAl Materials
L Al Models
Al Prefabs
L All Scripts

| O console

@l Animations
@l Prefabs

@l Scenes

@l Scripts

W Textures

/\, Assets/NewBehaviourSeript

Build Settings

Scenes In Build

M scenel.unity

Platform

Windows Phone 8

Target Platform
Architecture
Development Build
Autoconnect Profiler
Script Debugging

Switch Platform Player Settings...

é_, PC, Mac & Linux Standalone

Add Current I

%86 3
U

Build

H Build And Run

!

MewBehavi..

= X
| Layers -~ | | Layout - |
| © Inspector | -
" M GameObject []static «
- Tag | Untagged 4| Layer | Default 4
¥ .~ Transform (TE-S
Pasition X0 Y 0 rAl]
Rotation X0 Y0 Z\o
Scale X1 Y1 Z1
v |z| M New Behaviour Script (Script) Q.
Script « NewBehaviourScript Q
Game Object unity =3
[ Add Compaonent ]

scenel

——

%l = )
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