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G101 thi€u ve unity

TRUONG XUAN NAM



Gi6i thiéu vé unity <

= Unity la m6t phan mém lam game da nén tang, ra
doi nam 2005 trén OS X bai Unity Technologies
= Dy dn bat dau tir ndm 2001
= Unity ho tro viét game trén hau hét cac nén tang
l&n: Windows, Android, iOS, Linux, Mac OS,...
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Gi6i thiéu vé unity <

= Unity chi xac 1ap duoc vi thé cia mot platform hang
dau vé phat trién game tr ban 4
= Ti ban unity 5, tré thanh phan mém chinh cho viéc
phat trién game da nén tang
» Chi phithap (néu so v&i cac engine canh tranh)
= COng dong rat I&dn va nhiét tinh
= Phu hgp ngay ca v&i nguoi khong chuyén nghiép
= Két hop rat tot vdi cac cong cu lam d6 hoa nhu 3DSmax,
Maya, Cinema4D, Blender, Cheetah3D,...
= Nhwng ciing bi ché trach vi loai bo Boo va UnityScript
= V3 chat lwvong phan mém con thap



Gici thidu vé unity <

= Unity cd nhiéu loai gidy phép khac nhau, trong dé
c6 ban free cho cac nha phat trién cd nhan

= Néu game cula ban ban duogc nhiéu tién (trén 100k USD)
thi unity bat dau thu tién

» Unity cling xay dwng hé sinh thai xoay quanh viéc phat
trién game bao gdbm cho ban cac tai nguyén dung cho
viéc phat trién game va cac dich vu kém theo (analytics,
quang cao, multiplayer, performance report,...)

» CA nhiéu tai nguyén dung cho unity tréi ndi trén mang,
nhwng chi nén st dung cho muc dich ca nhan hoac
nghién cru. Néu st&r dung cho &rng dung dwoc public co
thé bi kién (ké ca trudng hop tng dung |a mién phi)
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Cai1 dat unity
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Ca1 dat unity

@ unity Products  Solutions  Made with Unity Learn = Community Get Unity

Unite Berlin 2018

June 19-21

)

‘ Learn more ’

We use cookies to ensure that we give you the best experience on our website. Click here for more information.
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Ca1 dat unity

’ (| ' ) Unity - Store X

& C | & Baomat | https://store.unity.com

& unity Store

Ready to start creating? . o

Get serious with Unity. Plus or Umty Pro

N

Personal Plus : Pro
Free $35 per month . S'I 25 peinonith

For beginners, students and For creators who are serious about For professionals who need complete

hobbyists who want to explore and bringing their vision to life and plan to flexibility and crave advanced

get started with Unity. publish. customization.

Now included: Now included:

« Unity Game Dev Courses + Gaia terrain & 2 f
scene generalor = Pro level services v
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Ca1 dat unity

-@ Unity - Download x % ¥ taam

(& |ﬂ Bio mat | https://store.unity.com/download?ref=personal 1'.‘(| Pk =w Oy B o @

Accept terms

By clicking, | confirm that | am eligible to use Unity Personal per the Terms of Service, as | or my
company meet the following criteria:

« Do not make more than $100k in annual gross revenues, regardless of whether Unity Personal
is being used for commercial purposes, or for an internal project or prototyping.

« Have not raised funds in excess of $T100K.

« Not currently using Unity Plus or Pro.

If you are not eligible to use Unity Personal, please click here to download a free, watermarked
trial version of Unity Pro for 30 days.

Download Installer for Windows

Looking to download the installer for Mac 0S X?
Choose Mac 05 X

System Requirements for Unity version LTS Release 2017.4.0
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Ca1 dat unity

Choose Components

Choose which Unity components you want to download and install, @

Unity 2017 4.061

MonoDevelop / Unity Debugger
Documentation

Standard Assets

Example Project

[} Microzoft Visual Studio Community 2017
[] Android Build Support

[]i05 Build Support

[ ]tw05 Build Support

[] Linux Build Support

[] Mac Build Support

[ Windows Store MET Scripting Backend
[] Windows Store ILZCPF Scripting Backend

ne r - ' 1

Description

Fozition pour mouse over a
component bo gee itz description.

v Install space required: 3.3GB

nity 2017, 4.0F1 Download fssistant

< Back || Mext = || Cancel

TRUONG XUAN NAM
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Ca1 dat unity

Choose Download and Install locations
Specfy where to download and install files, @

Specify location of files downloaded during installation
(®) Download files to temporary location (will automatically be removed when done)
(O Download to: | C:\Users'XuanNamDownloads Browse...

Lnity install folder

|C:‘|,F'rngram FilesUnity | | Browse...

Total space required: 4.6 GB
Space available: 52,9 GB

nity 2017, 4.0F1 Download fssistant

< Back || Mext = | | Cancel

TRUONG XUAN NAM
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Ca1 dat unity

«{ Unity 2017.4.0f1 Download Assistant —

Completing the Unity Setup

LInity has been installed on your computer,

Click Finish to dose Setup.

Launch Unity

TRUONG XUAN NAM
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Ca1 dat unity

Sign into your Unity ID
If you don't have a Unity ID, please create one.

Email

Password Or

Forgot your password?
Can't find your confirmation email?

® -

Sign in Licensze

Sign in with google

n Sign in with facebook

Ity Profile

Thank you

TRUONG XUAN NAM
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Ca1 dat unity

& unity

- ®

Signin License My Profile  Thank you

License management

Please select one of the following license options.

) Unity ® Unity
Plus or Pro Personal
FAQ - Help

@ My Account

TRUONG XUAN NAM
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Ca1 dat unity

& unity

Thank you!

TRUONG XUAN NAM
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Bat dau mot project unity
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Bat dau mot project unity

Projects

On Disk

In the Cloud

Learn

Standard Assets Example Project
Path: C:\Users\Public\Documents\Unity Projects | Unity version: 2017.3.0b8

-
|+ Mew

rdcontentteam

m Open

@ My Account

TRUONG XUAN NAM
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Bat dau mot project unity

Projects  Learn

Basic Tutorials
Tutorial Projects
Resources

Links

e |

-
|+ Mew

01 : Play & Edit Mode

Take your first steps inside the Unity editor, as you learn the difference between the 2 main
mades in Unity - Edit mode for working on your project, and Play mode for testing.

02 : Game Objects & Components - Rigidbodies to the rescue

We build games in Unity using Game Objects and components. Learn about how adding a
Rigidbody component to your game objects adds Physics behaviour.

03 : Tweaking Components - Values vs Zombies

Develop your component knowledge further as you learn about values and how they affect
gameplay. Can you slow down the polygon-eating zombie in time to escape?

04 : Prefab power - Ramping up

Prefabs are the secrel sauce behind all Unity games, in this lesson you'll learn about building
them as you ramp up your knowledge and escape another laser death trap!

rﬁL\] Open

@ My Account

Download

Download

Download

Download

TRUONG XUAN NAM
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Bat dau mot project unity

Projects  Learn (B New  [] open
Project name
New Unity Project @30 2D [ Add Asset Package ]
Location

ChUsers\XuanNam\Documents

Enable Unity Analytics (?)

Organization

truongxuannam i

@ My Account

TRUONG XUAN NAM
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Bat dau mot project unity

File Edit Assets

GameObject Component  Window Help

4*’ Cn :ﬂ: E E&E =1 Center | & Local > |1l | 2] & Collab ~ &y Account - Layers - Layout -
= Hierarchy #t Scene Services
| Create - | (AT O || shaded 20 || ¢ | ) | & - Gizmos *| (GrAll ) e
) untitled
SERVICES =
Ads
Monetize your games
Analytics
Discover player insights
23 Project B
|Cr!at!'| Q |4|‘|*. n
¥ . 7 Favorites Assets Cloud Build
All Material ;
%AII Models This folder is empty Build games faster
@AII Prefabs
| = Assets | Collaborate

Create together seamlessly

TRUONG XUAN NAM

Performance
Reporting

Discover app errors
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Gi1ao dién cua unity
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G1ao di€n cua unity

File Edit Assets GameObject Component Window Help

= Hierarchy @ Inspector
| Create | (@

@A |[[shaded -|[2D] ) |- |Gemesv|@Al | e atic v
v € GamePlay . # [Main Camera | [ Stat F

Tag me #| Layer LE;M‘

None (Render Te

2 Project
- o 3 [}
x l._ Assets » Scripts

MSAA is requested by the camera but
not enabled in quality settings. This
camera will render without MSAA
buffers. If you want MSAA enable itin

the quality settings.

This component is part of the legacy UI
system and will be removed in a future
release,
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Giao dién cua MonoDevelop

(5:2)
File Edit View 5Search Project Build Run  Version Control Tools Window Help

@ |Debug j | Unity Editor j @ Solution loaded. l l Q, Press 'Contraol+,' to search l
Solution ox _ ObstaclesBehavi » (GameOvelCuntrcx er PlayerBehaviour. Y\Gamel:untmllel. x ‘50und€untmller x (Pausel:untmller. x (MweDﬂet.cs x KBIinkBehanriuul.( b 4 —E
: . —
¥ |z flappy bird G PlayerBehaviour » [ Update () g
v || Assembly-CSharp s - N ~lg
r @ References 29 inAnim = true;
¥ | Scripts 3@ =
BlinkBehaviour.cs 31 GetComponent<Rigidbody2D>().velocity = Vector2.zeroj .o?
iei * .
B e e g; GetComponent<Rigidbody2D>().AddForce(new Vector2(a, 1)*forceFly); 'g#
GameController.cs 34 SoundController.PlaySound(scundsGame.wing); &
GameOverController.cs 35
MoveOffet.cs 36 .
ObstaclesBehaviour.ce 37 else . if(Input.GetMouseButtonDown(2) && gameController.GetCurrentState() == GameStates.TUTORIAL){ g
38 if(gameController.CanPlay(}}{ c
PauseController.cs 39 Restart(); 2
+ 3
b 5
oundController.cs 41 } ==
nContreller.cs 42 &
paw : 43 animatorPlayer.SetBool("callFly”, inAnim);

o
45 Vector3 positionPlayer = transform.position; [=
45 =
47 if(positionPlayer.y > 5){ ;
43 positionPlayer.y = 5; Ed
49 transform.position = positionPlayer;

5 1

51

52 if(gameController.GetCurrentState() == GameStates.TUTORIAL){

53 inAnim = true;

54 1

535

56 if(gameController.GetCurrentState() != GameStates.INGAME &&

57 gameController.GetCurrentState() != GameStates.GAMEOVER){

58 GetComponent<Rigidbody2D>().gravityScale = a;

59 return;

) 1

61 else{

62 GetComponent<Rigidbody2D>().gravityScale = 1;

63 1

54 o

| [4] Errors Tasks
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G1ao di€n cua unity

File Edit Assets GameObject Component Window Help

[ | G e Camera
Tag [MainCamera ¢ | Layer [Defaule  ¢]

== Assets
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Glao dién: Scene Q

= Tab Scene: noi xay dung cac man trong game
= Cung cap nhiéu géc nhin khac nhau, giup nguoi thiét ké
cé cai nhin tong thé vé cd man choi
= Hé thong cac nut twong tac va hiéu chinh truc quan téi
ttmg doi tu’dng

=) |

TRUONG XUAN NAM 26



Glao dién: Project & Hierarchy Q

= Tab Project: moi thanh phan vat Iy cia game
= C3u truc cla project cling twong duong vai lwu trir vat
ly cila game trén may tinh hoac ban deploy
= Tab Hierarchy: cac GameObject trong scene hién tai
= CA thé nhédm mét sb lai véi nhau (parenting)

—
= Hierarchy | ® .= [ Project | =
Create ~ crAll Create ~ A%
v QGamePlav =T 1_:_'rFavurites 4 Assets »
backGround ".-3:-'.='-_,AII Materi
Fade (CL Al Model
floor (D All Prefak
M=
* Menu % Fonts Fants Materials Prefabs Scenes Scripts

PauseController 53 Materials
P Player &3 Prefabs
b Score_GameQver %S eeeee
b Score_InGame G5 Scripts

SoundController &5 Sounds .

SpawnController ¥ G Textures SELEs SHEUrES Erpt
P Tutorial &5 Animat

- e ——
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Glao dién: Inspector

= Tab Inspector:

» Théng tin chi tiét vé GameObject hién
tai, bao gdm cdc gia tri thudc tinh va
cac thanh phan con (component)

= Viéc thay doi thudc tinh sé tac déng
tlre thoi tdi doi twong trén tab Scene

= Piy la clra sb rat quan trong cho phép
ta thuc hién cac thao tac thiét 1ap ban
dau t&i cac doi twong cda tro choi va
su lién quan gitra chung (sau dé moi
code)

TRUONG XUAN NAM

ectol =
re
v‘  Main Cam Static ¥ |
Tag | MainCam Layer | Defaul +
¥ .~ Transform E £,
Position X Y |0 Z|-10
Rotation X Y |0 Z|0
Scale X |1 Z|1
v ¥ camera U #*,
Clear Flag | Skybox 3
Background | | #
Culling Maslk | Everything % |
Projectio | Grthegraphic i
Siz 5
Clipping Planes Near 0.3
Far 1000
Viewport Rect
®|0 Y0
w|1 Hi1
Depth -1
Rendering Path | Use Graphics Settings i
Target Texture Mone (Render Texture) | @
Occlusion Culling |
Allow HDR O
Allow MSAA |
Allew Dynamic Reso [ |
MSAA quested by the camera but
™, enabled in quality settings. This camera will
nder with MSAA buffers, If you want MSAA
able he quality settings.
Target Display | Display 1 3

L' ¥ GUI Layer (Deprecated)

/% This compenent is
£28 and will be remove

@

part of the legacy UI system
i uture release,

din afi

u ¥ Flare Layer @
) ¥ Audio Listener @ #
o o o 2 L St = s h/

28



Giao dién: mot so tab khac Q

0 Animation
0 Audio Mixer

0 Asset Store

a
a
Ta
‘ab Console: hién thj cac thong bao logs

= DUng khi g& 16i hodc tim hiéu hoat déng clia game
o Lighting

0 Occlusion Culling

0 Profiler

a
a
E
[ab Services
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Phan 5

Cac khai ni€m co ban cua unity
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Cac khai niém co ban cua unity @

= Scene: man choi, cap do riéng & hodc mot vung noi
dung cua tro choi (main menu, options, about,...)

“ll2o]] e @) | @
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Cac khai niém co ban cua unity @

= Game object: bat ky doi twong nao trong scene déu
la game object
= K& cd cac dai tuong vo hinh (khdng duoc vé 1én hodc
trong sudt) trong scene ciing la cidc game object
= Game object ludn chira thanh phan Transform la théng
sO vé vi tri, gdc quay va ti 1é co din cua doi twong trong
khong gian cua scene

 Unity dya vao thdong sé nay va vi tri camera dé tinh todn xem
vé game object trén scene nhu thé nao

= Game object khdng nhat thiét phai dwgc dat san trén
scene ma cé thé dwoc tao ra va thém vao scene trong
qua trinh thwc thi game
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Cac khai niém co ban cua unity @

= Component: cac thanh phan cia mot game object
" Vi du: mOt nhan vat trong game c6 cac component chira
thong tin hodc cac phan &ng cua nhan vat do:
* Hinh anh (sprite render)
* Tap hop cac hanh déng (animator)
* Thanh phéan x{ ly va cham (collision)
* Tinh toan vat ly (physical)
* M3 diéu khién (script)
= Bang cach gan thém cac component vao game object,
lap trinh vién cé thé lam phong pht thém céc tinh chat
cla game object nham ddp &ng yéu cau clia gameplay
= Tags: cac tir (word) mo ta mot game object
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Cac khai niém co ban cua unity @

= Script: cac file kich ban, viét bang C# hodc javascript
= Cac script cling la component
= MOt class C# bao gio cling ké thira tir MonoBehaviour
= Tén class phai trung vadi tén file script
= C4 thé soan thao bang MonoDevelop hodc Visual Studio

= Prefab: cdc khudn mau (preconfigured) clia game
object, c6 thé lwu lai va tai st dung

= Layer: mdt scene cé thé duwoc cat thanh nhiéu layer,
moi layer chira mot s6 game object
= Viéc nay giup dé dang x& ly cac game object theo loat
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Cac khai niém co ban cua unity @

= Sprite: mot hinh anh 2D cia mot game object
= CAH thé la hinh dnh day dd, hodc chi mét bd phan cda
nhan vat
= Animation: hinh anh déng dwa trén su thay doi lién
tuc cla nhiéu sprite khac nhau

= Frame: mot trang thai cia mot animation, cd thé
duwoc tao nén tr mot hay nhiéu sprite

= Asset: kho chira tat ca cac loai tai nguyén lam nén
game; cac tai nguyén nay cé thé Ia hinh anh, &m
thanh, mo hinh 3D,...
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Cac khai niém co ban cua unity @

= Camera: |la game object trong scene, dung dé xac
dinh tdm nhin, géc quan sat cac game object khac

= Transform: |a phép bién d6i hinh dnh trong khéng
gian 3 chiéu, la td hop cda cdc phép tinh tién, quay
theo cac truc va thu/phdéng doi twong

= Shader: quy cach render vat liéu |én bé mat vat thé

= Material: st¢ dung cac shader dé lam chat liéu cho
MmO hinh
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Phan 6

Kién trac engine unity
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Unity AP

CharacterController Collider Component

MonoBehaviour ParticeEmitter
Rigidbody Transform
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Unity API Q

= Animation: thuc hién chay chuyén déng ciia mo
hinh nhan vat

= Audio: ho tro 1ap trinh v&i Am thanh
= Camera: giup lap trinh camera

= CharacterController: gitp diéu khién nhan vat di
chuyén (dia hinh)

= Collider: ho trg 1ap trinh va cham giita cac vat thé

= Component: I&p cha cla tat ca cac thanh phan cé
thé gan vao ddi tuong
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Unity API Q

= GameObject: |&p cha cla tat ca cac thuc thé trong
scene

= GUI: giup lap trinh giao dién nguoi dung trén unity

= Input: ho trg 1ap trinh v&i chudt, cAm ng da diém,
cam bién gia toc

= Light: giup tao anh sang trong game

= MonoBehaviour: I&p cha cla tat ca cac script mudn
gan vao mot doi twong game
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Unity API Q

= ParticleEmitter: ho trg tao cac hiéu &ng particle
dep mat

= Rigidbody: giup tao hiéu &rng vat ly lién quan dén
trong lwc nhu bdng nay, lan, ..

= Projector: giup chiéu texture |én bé mat vat thé

= Transform: gitp thay d6i vi tri, xoay, bién doi ti 1é
mo hinh
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Game loop Q

= Kién truc chung cho moi loai Start Game
game, khong chi unity

Awake()

= GAm cac budc chinh sau:
1. Khoitao game
2. Nap cac bién toan cuc
3. Bat dau chay game Start()
4. MOt vong lap vo tan: w »

o : Update() loop |
* (hodc) FixedUpdate 0op

5. Két thic game

global statements

Exit Game
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Vong do1 cua GameObject

= Awake: chay khi moi th& da duorc
load xong

= Start: chay néu game object khong

bj disable :
= Update/FixedUpdate: chay lién tuc
twng theo frame m
= OnGUI: tao / cap nhat giao dién s
ngudi dung (cta UnityAPIl) néu aote s g
thdy can thiét [’
= OnDestroy: huy game object
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Vong do1 cua GameObject

C Awake )
[ g . .
O omse ) Initialization
Start s only ever called once for a given script. [ Start D)

Reset is called in the Editor when the script s attached or resst ;g Editor

Y
The physics cycle may happen more than once per frame if | FixedUpdate \
the fixed time step is less than the actual frame update time. .

1
Internal physics update

(" Onfriggentiox ) P hyS | Cs
(" OnColisiony)xx )

E
( yield WaitForFixedUpdate )

Ot ) Input events

C Update

.
)
( yield null )
If a coroutine has yielded previously butis now due to [ yield WaitForSeconds )
resume then execution takes place during this partof the >~ > o e

N ST Game logic

yield StartCoroutine
L J

I
Internal animation update

\ A

C LateUpdate D)

(" OnWilRenderObject )

( OnPreCull 3

(" OnBecameVisible )

(" OnBecamelnvisible ) :

( onpreRenaer ) Scene rendering
(" OnRenderObject )

(" OnPosiRender )

( OnRenderlmage )

OnDrawGizmos is only called while workinginthe editor ~ ( OnDrawGizmos ) G iZ mo ren d e ri n g

OnGUI is called multple time per frame update. onGUI D, G U I ren d e ri n g

(yield WaitForEndOfFrame ) E n d Of fra me

OnApplicationPause s called after the frame where the - S 3
pause occurs but issues another frame before actually pausing. . OnApplicationPause ) P ausin g

(" OnAppicationQuit

Decommissioning

OnDisable is called only when the seript was disabled during
frame. OnEnable will be called i it is enabled again

-

OnDisable )
J

OnDestroy )
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Thu mot project don gian
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Tao project

<t Unity 2017.4.0f1

PI‘DJE‘CtS Learn _—3 New m Open @ My Account

ThuXemTheNao 3D@ 2D [ Add Asset Package ]

C:ANam.Test Enable Unity Analytics @
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Thém mot doi twong Sprite

<t Unity 2017.4.0f1 Personal (64bit) - Untitled - ThuXemTheNao - PC, Mac & Linux Standalone* <DX11>

File Edit Assets GameObject Component Window Help

ma IEI umm [ & Collab ~ ] @ [Account - ] [Layers - ] [La\rout - ]

= Hierarchy & .= | # Scene € Game += | @ Inspector Services A=
| Create = | (arAll Shaded =(| 2D &) | v Gizmos 7| (arAll i [mavbay [] Static ¥

v € untitled*

Main Camera Tag | Untagged 4| Layer | Default =
¥ .~ Transform &,
Position b 1] Y0
Rotation b 1] Y0
Scale H1 1
v [5l ¥ Sprite Renderer *,
Sprite None (Sprite) o]
Color [ 12
Flip Ox>dy
Material W Sprites-Default o]
Draw Mode [ simple m
Sorting Layer | Default ol
Order in Layer 1]
Mask Interaction | Hone ol
Sprites-Default %,
» Shader | Sprites/Default v

Add Component ]

i Project El Console

| Create ~

YﬁFavorites Assets
(.@\\_A” Materials
(©) All Models
@\\}AII Prefabs
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Thiét 1ap thuoc tinh va thém code

= Tim kiém anh trén google (chang han search hinh
anh: sprite 2d air force), lay vé dang png

<t Unity 2017.4.0f1 Personal (64bit) - Untitled - ThuXemTheNao - PC, Mac & Linux Standalone* <DX11>

File Edit Assets GameObject Component Window Help

ma EI umm [ & Collab ~ ] @ [Account - ] [Layers - ] [La\rout - ]

= Hierarchy & .= | #Scene € Game .= © Inspector Services & =
| Create -| G-AT || shaded TEEEIEE Gizmas 7| (GrAl ) & [Favbay E——
v € Untitled* = Tag [Untagged s L [ Default i)
Main Camera ag | Untagge #| Layer | Defau 4
maybay ¥ .~ Transform %,
Position b 1] Y0 Z0
Rotation X0 Y0 Z0
Scale H1 1 Z1
w 2l ¥ Sprite Renderer @ #
Sprite [imaybay fo}
Color [ Z
Flip OxOy
Material | Sprites-Default ]
Draw Mode [ simple m
Sorting Layer | Default ol
Order in Layer 0 |
Mask Interaction | Hone ol
Y ¥ May Bay (Script) 2,
Script MayBay @
Sprites-Default &,
> Shader | Sprites/Default =
i3 Project El console &=
| create -/ = ) [N ] * Add Component ]

v f:r Favorites Assets
@AII Materials
(©) All Madels
@AII Prefabs
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Viét code xtr 1y

GMag,rEag,r » Mo selection

A
5
b
7
o
9

18
11
12
13
14
15
16
17 §

1 using System.Collections;
2 using System.Collections.Generic;
3 using UnityEngine;

public class MayBay : MonocBehaviour §

J4 Use this for initialization
vold Start () {

¥

/¢ Update is called once per frame

vold Update () {
transform.Rotate(l, @, @);
transform.Translate(Time.deltaTime, @, @);
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