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CIEL CVICENIA

- Zadanie v Unity

- skriptovanie C#

- Input Actions

- Priddvanie tagu

- Vytvorenie jednoduchej aplikacie

B0




J—

ZADANIE - UNITY

- Naimportované modely (SketchUp / Blender)

- Vlastné modely sa hodnotia lepsie ako iba
stiahnuté

- Dynamika prostredia / pohyb
- Pohyb hra¢a / kamery

- Box colliders

- Vyplnené prostredie

- Format odovzdania:
- Desktop appka
- Splitscreen appka na telefone
- VR headset appka
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SKRIPTOVANIE V UNITY

Virtual Reality

- Definuje sprdvanie objektov
- Pouziva jazyk C#

- Skripty sU komponenty

- Pridavaju sa na objekty

- Funkcie:

- Start() - spustisa raz
- Update() — opakuje sa

PN - Je potrebné si
N doinstalovat qj

Visual Studio sprévne Uni‘l'y
Insiders bqll’éky
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VYTVORENIE SKRIPTU

- v Project - v Inspector-e
objektu
1. RightClick 1. Add Component
2. Create 2. Vypisat ndzov
3. Scripting svojho scriptu
3. Enter

- Drag & Drop -> Inspector objektu -> Add Component
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ULOHA

- Vytvorenie novej scény
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INPUT ACTIONS (INPUT SYSTEM)

- Novy systém vstupu v Unity
- Nahradza stary Input Manager

- Definovanie vstupov:
. Kldvesnica

- Mys
- Gamepad
- Pouziva Actions a Bindings

- Ukladda sa ako .inputactions subor




INPUT ACTIONS (INPUT SYSTEM)

I Project B Console
+ -

. ° . -
Q, All Prefabs ~ Assets » InputAssets
° I g I C M PlayerControls

[ Assets
Im InputAssets

2 < e -|- e b Materials

° r O (| [::I-.l_.l-.'l..-.:\
I Scenes
I Scripts

3. Input Actions

(mr Packages

Mo Control Schemes Save Asset Auto-Save
Action Maps + Actions Action Properties

List is empty
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® Movement

Actions

KPI FEI TU v Kosiciach

Add Binding
Add Up\Down\Left\Right Composite
Add Binding With One Modifier

Add Binding With Two Modifiers

SVR - Unity 2

Binding Properties
[ 1ina

W [Keyboard]

Listen
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MOVEMENT SCRIPT

using UnityEngine;
using UnityEngine.InputSystem;

public class SphereMovement : MonoBehaviour
{

public float speed = 5f;

private Rigidbody rb;

private Vector2 movelnput;

void Start()
{

o = GetComponent<Rigidbody>();
}

void FixedUpdate()
{

Vectord movement = new Vectord(movelnput.x, Of, movelnput.y);
rb.MovePosition(rb.position + movement * speed * Time.fixedDeltaTime);

}

// This MUST match the action name: "Move"
public void OnMove(InputValue value)
{
movelnput = value.Get<Vector2>();
¥
¥
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MOVEMENT SCRIPT

- Overte spravanie scriptu

Mothing

Mothing
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ULOHA

- Pridanie detekcie kolizii platforiem
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TAGY

- Tag je jednoduchy sposob, ako si oznacit
objekty v scéne.

- Tagy pouzivame hlavne v skriptoch, ked
chceme:
- zistif, s akym objektom sme sa stretli
- reagovat rozne podla typu objektu
- filirovat objekty (napr. iba nepriatelia)
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TAGY

- Ako nastavit tag v Unity
- Vyber objekt v scéne

- V hornej Casti Inspectoru
zvol Tag

- Klikni Add Tag...
- Vytvor novy tag
- Prirad ho objektu
- ndzov tagu musi byt presny
(velké/malé pismend)
- objekt moze mat iba jeden tag
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ULOHA

- Zelenym platformdm nastavte tag:

GreenPlatform
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ULOHA

- Modre| platforme vytvorte skrip pre
detekciu kolizie s platformou, ktord ma
tag:

GreenPlatform
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COLLISION SCRIPT

using UnityEngine;

public class SpawnCubeOnCaollision : MonoBehaviour

{
public GameObject cubePrefab;

void OnCollisionEnter(Collision collision)

{

if (collision.gameObject.CompareTag('GreenPlatform”))
{
// Get contact point (where they touched)
ContactPoint contact = collision.contacts[0];
Vector3 spawnPosition = contact.point;

// Spawn cube
Instantiate (cubePrefab, spawnPosition, Quaternion.identity);
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ULOHA

1. Vytvorte na scéne cube objekt
2. Presunte ho z Hierarchy do Project

3. Vymazte objekt cube zo scény
(volitelné)

4. Vyberte si modru platformu a presunte
porefab kocky do pola ,,Cube Prefab”

v Spawn Cube On Collision (Script)

Cube Prefab i Cube
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COLLISION SCRIPT

uuuuuuuuuuuuuuu

- Overte spravanie scriptu
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PRIDANIE DYNAMIKY DO SCENY

using UnityEngine;

public class UpDownMovement : MonoBehaviour

{
public float amplitude = 25f; // how high it goes

public float speed = 2f; // how fast it moves

private Vector3 startPos;

v Up Down Movement (Script)

void Start() o

{ Amplitude

startPos = transform.position;

}

void Update()

{
float y = Mathf.Sin(Time.time * speed) * amplitude;
transform.position = startPos + new Vector3(0, vy, 0);

}
}
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PRIDANIE DYNAMIKY DO SCENY

using UnityEngine;

public class Rotate : MonoBehaviour
{
[Range(1,50)]
public float speed = 1; S

B ~ Rotate (Script)

void Update()
{

transform.Rotate (0, 50 * Time.deltaTime * speed, 0);

}
}
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ULOHY NA SAMOSTATNE RIESENIE

1. Pridajte moznost skoku (Jump)

2. Nastavte aby sa rotujuce kocky po urcitom
case znicili

3. Imeinte jednu platformu na inv farbu,
pridajte jej iny tag a nastavte aby sa pri kolizii

s nou objavil iny objekt
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branislav.sobota@tuke.sk
timotej.sobota@tuke.sk
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