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GameObject
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GameObject @

= GameObiject la dbi twong co ban trong tat ca cac
man hinh game cua unity
= MOi Game cd nhiéu Scene (man hinh)
= MOi Scene cd nhiéu GameObject

= Unity st dung cach tiép can “phi hudng doi twong”
trong viéc xay dung cac doi twong trong Scene
= Tat ca cac doi twong con déu la GameObject
= GameObject la sealed class (khéng thé duwoc ké thira)
= Cac kiéu GameObject duoc lam phong phu va khac

nhau bang cadch gan thém mot hodc nhiéu component
vOi cac gia tri thudc tinh khac nhau



GameODbject Q

= M6t GameObject rong, méi dwoc tao ra
" Tén la “Vung Trang”
" Chua co tag, thudc layer mac dinh

" Component: Transform

= Hierarchy ©nspector [ A
| Create "'l (o All b 2V |
ung Trang || Static =
v € MayBay* = G : ;
Main Camera Tag | Untagged i | Layer | Default : |
¥ .~ Transform = 4,
Position ¥ 0 Y0 710
Rotation ® 0 Y0 z o
Scale w1 ¥ 1 71
Add Component
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GameObject

"= GameObject “camera”:
" Tén la “Main Camera”
" Co tag “MainCamera”
" Thudc layer mac dinh
= Component:
* Transform
* Camera

* Flare Layer
e Audio Listener

i= Hierarchy

=

| Create "'| (o All

v QMayBay*

Yung Trang
May Bay

Main Camera

9

-

se | Clear on Play | Error Pause

Editor ~

Rendering Fath
Target Texture
Occlusion Culling
Allow HDR

Allow MSAA

8 Inspector =
@ & [Main Camera [ | Static =
Tag | MainCamera ¢ | Layer | Default el
¥ .~ Transform it 8
Position X0 Y0 Z -10
Rotation ¥0 Y0 Z 0
Scale H1l ¥l Z|1
v ¥ Camera i -
Clear Flags [ Skybox &l
packground |
Culling Maslk | Everything o
Projection | ©rthographic &l
Size 5
Clipping Planes Mear 0.3
Far 1000
Viewport Rect
x o ¥ 0
W1l H1
Depth -1

[ Use Graphics Settings

d

MNone (Render Texture) @

&4
&
v
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Allow Dynamic Reso [ |

Target Display | Display 1 al
@ ¥ Flare Layer g = #
() Audio Listener g =
[ Add Component ]
6




GameObject

= GameObject “May Bay”:

= Tén la “May Bay”
" Chua co tag

" Thudc layer mac dinh

= Component:
* Transform
 Sprite Renderer
* May Bay (Script)
e Ten May Bay???
* Sprites-Default???

i= Hierarchy = -= B Inspector e
= | forall | — .

| Creatz -] (@ [« May Bay [] static =
v QMarBar* = | — —_——
Main Camera e
Vung Trang ¥ .~ Transform i 8
May Bay Position X 0 Y0 zo |
Rotation X0 I o Zo |
Scale x|1 T lz[1 |
v [l [« Sprite Renderer il = )

Sprite |1={maybav | =
Color | | 2

Flip Ox Oy

Material |USprites—Defau|t | @
Draw Mode | Simple al
Sorting Layer | Default al
Order in Layer o |
Mask Interaction | Mane sl
¥ « W May Bay (Script) @ 3 &

Script MayBay (o]
Clear on Play | Error Pause | Editor '| | ( V= B e |abc |
Sprites-Default *,

[ Shader | Sprites/Default *
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GameObject

= Unity tao san nhiéu loai
component

= Bang viéc két hop cac
component, lap trinh
vién tao ra cac loai

| j . \—'/ \ {‘
GameObject khdc nhau - — .

(

= Nhu vdy: khéng thé dua
mot tinh nang md&i vao
game néu component 0 e
ho tro nd chua cé
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GameObject
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GameObject @

= GameObject cé thé dwoc tao ra bang nhiéu cach
khac nhau:

1. “By design”: tao tlr dau trong Scene va thiét |ap thudc
tinh truc ti€p tr man hinh thiét ké

2. “By code”: tao bang script (tao mot GameObject rong
roi thém cdc component, tat ca déu bang code)

3. “From an instance”: tao md&i bang cach tao ban sao
cla déi twong d3 cé va hiéu chinh (bang code)

4. “From file”: nap tr Resource (va hiéu chinh, tat nhién)

= Kinh nghiém: khong nén tao/huy GameObject qua
nhiéu, nén tai s dung (object pooling)



C# Script



Va1 tro cua script trong Unity Q

= \Vé ban chat Unity coi viéc choi game la qua trinh
tuvong tac voi cac GameObject
= Script la mOt component dac biét
= Viét bang C# hodc Javascript
= Ludn ké thira tir MonoBehaviour
= Nhiém vu chinh cla script: mang lai “phan hoén”
cho cac GameObject

= X ly xem GameObject phan &ng nhu thé nao doi voi
cac twong tac trong man choi

= Ban than tén I&p cha da ndi lén diéu do



Va1 tro cua script trong Unity Q

= Script C# c6 thé dugc viét trong MonoDevelop
hoac Visual Studio hoac mot cong cu tvong duong
» Tat nhién la nén dung MonoDevelop
= Kinh nghiém: nén m& san unity documents vi
MonoDevelop ho tro rat kém, dic biét vai nhirng
ban mai lam quen vdi unity
= C4 thé dung lan script C# va javascript trong cung
mot du an, nhung cach tham chiéu doi twong chéo
gitra cac class kha 1on x0n
= Khdng cé ly do hop ly nao cho viéc dung lan ca



Phan 3

[Lam viéc vo1 man hinh console
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Cuwa sO Console @

= Vai tro giong nhu clra s6 CMD trong Windows

= Rat quen thudc vdi cadc phan mém IDE truyén thong
" Visual Studio, Eclipse, Android Studio,...

= Vai tro chl yéu dé in thdng tin g& 16i hodc canh bao
= Tat nhién van cd nhi*rng ing dung hay st dung console

= Console clia unity mac dinh ho tro unicode

" |n thong bao ra man hinh:

= Dung phuong thirc print (cta MonoBehaviour)
" Dung Debug.Log, Debug.LogWarning, Debug.LogError
tuy vao tirng tinh huéng cliia game
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Cuwa sO Console @

El Console | =

Clear |  Collapse | Clear on Play  Error Pause Editor ~ (Do /Ao nﬂ

= MOt vai chirc nang co ban:
= “Clear”: x6a man hinh
= “Collapse”: thu gon nhitng dong giong nhau lai lam mét
= “Clear on Play”: x6a man hinh khi bat dau thir game
= “Error Pause”: dirng khi gip 10i

= C6 bd dém s0 lan log, warning va error dwoc in ra

= Kinh nghiém: log ra file khi gdp nhitrng tinh hudng
phirc tap



Phan 4
Vi€t ma tim hicéu vé vong doi
cua GameObject
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Tao mot scene thu nghi€ém Q

#: Scene
IShaded

= Hierarchy
| Create - | (@Al )

v QSampleScene
Main Camer
Directional nght
Cube
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Vong do1 cua Game Object Q

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Den : MonoBehaviour {
void Awake() { print("Awake"); }
void Start() { print("Start"); }
void OnDisable() { print("OnDisable"); }
void OnEnable() { print("OnEnable"); }
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Vong doi cua Game Object
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Vong doi cua Game Object

= Hierarchy

| Create 'l o All

v &) sampleScene*
Main Camera
Directional Light

# Scene
| Shaded -20 || e | <) | &I
L

Gizmos ~ | (oraAll '\./

Cube
Camera Preview
1 Project El console

| Cr!at!*l & |C|!ar||C-:-IIap5e |C|earu:-n Play | Error Pause | Editnr"l |'E_:'4 |&0|°0
Ti:\?Favnritei Assets » Scenes Awake 1
1 All Materials UnityEngine .MonoBehaviour: print{Object) e
I@lhll Models OnEnable 1
@AII Frefabs UnityEngine.MonoBehaviour: print{Object) e
C# Start 1
¥ 55 Assets UnityEngine.MonoBehaviour: print{Object) p—

Den SampleSce.. OnDisable
UnityEngine.ManoBehaviour: print{Object) \L
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Update vs FixedUpdate

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Den : MonoBehaviour {

void Update() {
print("Update time :" + Time.deltaTime);

¥

void FixedUpdate() {
print("FixedUpdate time :" + Time.deltaTime);

¥
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Update vs FixedUpdate
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Update vs FixedUpdate
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Nhan dau vao tir ban phim Q

void Update() {
if (Input.GetKey(KeyCode.W)) {
print("Up");
transform.Translate(@, speed * Time.deltaTime, 9);
}
if (Input.GetKey(KeyCode.S)) {
print("Down");
transform.Translate(@, -speed * Time.deltaTime, 0);
}
if (Input.GetKey(KeyCode.A)) {
print("Left");
transform.Translate(-speed * Time.deltaTime, @, 0);
}
if (Input.GetKey(KeyCode.D)) {
print("Right");
transform.Translate(speed * Time.deltaTime, O, 0);
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