'.-'IDED I_1HI“1E

Frogrammers

@ The Kershaw Counkty Library -
Camden Branch

THUGHT BEY:
COMOE =, RO
CITADEL CLASS OF 2025 / TAX ACCOUNMTAMT / SCSG AOMIN OFFICER

—~ o=
e O

<
“—’

4

FEEE CLHSSES
lan 1:=5Eh, 27Eh,
Feb 1tkth, & Z4Eh
CRCIOEE SC10 ulyy

2"4#Mana Rock
4k Gaming

KERSHAW
COUNTY
S LIBRARY

LESSUM 1 BH=IC MOYEMENT




= THETIMG H MEL 20 GHME

Qv atform Pro ownload P 5 of Unit [ Your Games & Ap Learn more [7

2Hub Hub update available

/315,41 o T e Disimiss Seerelease notes Restart now
v315.4 is available anc

W Getsetup

PI'OjECtS 1 Add ~ | + New project

Nama Modified " Editor version °

Kershaw County Library Course

Learn more CF

Hub update available

. . . - : Dismiss Seerelease notes Restart now
15.4 is now available and will install after restarting.

icles New project

TS Universal 2D
This is an empty project configured for 20 apps. It
Learn uses Unity's Universal Render Fipeline pre-
Templates configured with 2D Renderer.
Resources n Edi |
Read more

Editor version

& 6000.0.62f1 LTs

Licenses
Unity organization

Kershaw County Game Progra...
Froject name

My pro

Location

il L

Universal 2D Universal 3D High Definition 3D

Settings
Learning i A% Sample i AS Sample

-+ Create project

THEN CREATE

Updating assets search index

PAGE 2



HOOIMG H 20 SFPEITE

- =v Ev {%w

DRAG & DROP

=

Lim
m]

G2
=

W (Y F-Tel'F

Building (16x16) Cars (16x16) Ig2e4
et ==j

E

oTalulnTaln!
QOOHOAO
. : GaoQao
Character {16x16)

Programming Class Assets (8

Eﬁaam _
o - . items)
iy ] 3 L

E Select a single file to get more
Objects (16x16) Tiles ¢16x16) @ information and share your
cloud content.

Updating assets search Aﬁh @ ‘o 0BONS
UG £l I i=ae
Wy = e
Trees (16x16) Weapons (16x16)

SWITCH TO
PIXEL SIZE (16)

—l—v

# Favorite:

Check in

Sprite (2D and Ul)

L g0 ol G Sl el g il

ERCRCRCRERON -

Multiple
100
Tight

CLICK TO OPEN — _

IN INSPECTOR masRae
A0 B B AL
g B B R

Open Sprite Editor

Input Texture Alpha

Clamp

Bilinear

SWITCH TO POINT \t2

6X16)
103x52 (NPOT) RGBAB sRGE 20.9 KB

iundle Nonhe




HOOIMNG H 2

i}

| SFEITE

Inspector

D A v ® Tv v G~ [Ea ¥ Player

&

B S

1 1

)
b &)

Playertdovementcs X

C: 2> Users > conor 2 Desktop 2 Unity Coding Projects > Kershaw County Library Course > Assets 2

- 2

0 references

Playertovement : MonoBehavilour

e references

Rigidbody2D rb;

1 reference
movespeed = 5%;

3 references
Yector? movement;

0 references

Update( )

Input. GetAxisRaw( "Horizontal”
Input. GetAxisRaw( "Vertical”);

movement. x
movement. y

0 references
Fixedupdate()

rb.MovePosition(rb.position + movement * moveSpeed *

T Tag Untagged r Default

Transform

=Cale

lel v Sprite Renderer

(16x16)_1

=L naracier

Open Sprite Editor

X i
Simple
MNone
Center

® Sprite-Lit-Default

Default

e

Add Compaonent

Playertovement.cs 2 ..

Time.fixedDeltaTime);

SET GRAVITY
TO ZERO

CONNECT RB
TO SCRIPT

RENAME TO
“PLAYER”

ADD
COMPONENT(S)

%

Body Type

Rigidbody 2D

Material
Simulated

Use Auto Mass
Mass

Linear Damping
Angular Damping
Gravity Scale
Collision Detection
Sleeping Mode
nterpolate
Constraints
Layer Overrides
Info

(Script)

%

Body Type

Rigidbody 2D

Material
Simulated

Use Auto Mass
Mass

Linear Damping
Angular Damping
Gravity Scale
Collision Detection
Sleeping Mode
nterpolate
Constraints
Layer Overrides
Info

Dynamic

1
0

0.05

1

Discrete
Start Awake

Mone

Dynamic

1
0

0.05

0

Discrete
Start Awake
None

v Player Movement (Script)

Rb

Move Speed

@ Ignored

4y Player (Rigidbody 2D)

D
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OPEN THE
“ANIMATION” AND
“ANIMATOR” WINDOW

File  Edit  Assets  GameQbject Component
51 Unity 6

= Hierarchy

O Inspector © Animation = Animator
B Blen rae

'é" Blend Tree
® Blend Type 2D Simple Directional

Added Checkin Undo

Parameters Horizontal &

WalkDown
WalkUp
WalkSidelLeft

CREATE THREE FLOAT
PARAMETERS

CREATE A BLEND TREE
- CREATE FOUR MOTIONS
* SET TYPE TO 2D SIMPLE DIRECTION
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< Settings

0 references
Playertovement : MonoBehaviour

2 references
Rigidbody2D rb;
3 references
Animator animator;

1 reference
moveSpeed = 5f;

& references
VYector? movement;
0 references

Update()

movement.x = Input.GetAxisRaw("Horizontal");
movement.y = Input.GetAxisRaw("vertical”);

animator.setFloat("Horizontal", movement.x);

animator.setFloat("vertical”, movement.y);
animator.SetFloat("Speed”, movement.sqriagnitude);

0 references

Fixedupdate( )

rb.MovePosition{rb.position + movement * moveSpeed * Time.fixedDeltaTime);

v Player Movement (Script)

Rb
Animator

Move Speed

™ + Animator

Normal

Always Animate

U PPtr: U

CONNECT ANIMATOR
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PALETTE” WINDOW

GameObject Component lobs  Window

Hierarchy

Tile Palette

e~ %

& Create New Tilemap L < CREATE A TILEMAP &

@ To start pair’g 7in the Scene, first create a ne. N llemap.
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Mana Rock

MANA ROCK GAMING WEBSITE
HTTPS:// WWW.MANAROCKGAMING.COM/

KERSHAW COUNTY VIDEO GAME PROGRAMMERS, DESIGNERS, & ARTISTS
HTTPS://WWW.KERSHAWCOUNTYLIBRARY.ORG/EVENTS/PROGRAMMING-
WITH-CONOR/

COUNTY

ACL [

KERSHAW COUNTY EVENTS PAGE
ITTPS://WWW.KERSHAWCOUNTYLIBRARY.ORG/EVENTS/PROGRAMMING-
WITH-CONOR/

KERSHAW

YOUTUBE TUTORIAL
ITTPS:// WWW.YOUTUBE.COM/WATCH"?V=WHZOMFGJT50
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HOOIMG SOME OB THCLES

CHECK OUT LESSON #1:
BASIC MOVEMENT AT
MANAROCKGAMING.COM

THE GOAL OF THIS
LESSON IS TO ADD SOME
DETAILS TO OUR WORLD
& ADD SOME BASIC
COMBAT ABILITIES

BUG FIX FROM LESSON #1:
PLAYERMOVEMENT CODE
CHANGE TO NORMALIZE
DIAGNONAL MOVEMENT

ADD/SHAPE A BOX COLLIDER 2D TO
THE PLAYER & LOCK RIGIDBODY 2D
CONSTRAINT ON Z ROTATION

CREATE A CAR TOP SPRITE

S ADD CAR TO SCENE ADD
| CHILD OF CAR TOP WITH
§ SPRITE LAYER 3

(ﬂﬂiﬁ ADD BOX COLLIDER 2D TO

o ﬂ LOWER HALF OF CAR
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CREATE & ADD
“SMOOTHCAMERAFOLLOW?”
SCRIPT TO MAIN CAMERA

SmoothCameraFollow.cs =

SmoothCameraFollow.cs > “g SmoothCameraFollow » [T FixedUpdate
UnityEngine;
SmoothCameraFollow : MonocBehawlour

Wector3d offset;
damping;

Wector3d welocity = Wector3.zero;

Transform playerTransform;

Wector3d targetPosition = plawerTransform.position + offset;
targetPosition.z = transform.position.z;

transform.position = vVector3.SmoothDampi{transform.position, targetFosition, velocity, damping);

v Smooth Camera Follow (Script)

Damping
Player Transtarm

TO PREVENT GAPS ——
APPEARING WHEN MOVING I i "_'l II il!lll l_ l

ON TILE SET ADD A BORDER 'k..__,.ﬂ "'ﬂl "-.| |"~. |..-' l '-
i,

Joeacnmemavave o ISR
EDITOR) jﬂﬁﬂﬁﬁﬁmmg
|

ki
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CREATE AN EMPTY
OBJECT NAMED GUN
WITH A GUN SPRITE
AS A CHILD,
CHILDREN THESE TO
THE PLAYER

CREATE A SCRIPT
PlayerMovement.cs SmoathCameraFollow.cs Playershooting.cs NAMED
Assets > F'Ia'_-,-'ersimntir'|.g1.-:-_-'. > % Pla'_-,-'er':?.}mntir'ug “PLAYERSHOOTING”
Generdc; ON THE PLAYER

UnityEngine;

Q references
PlayerShooting : MonoBehaviour

IN THE SCRIPT MAKE
Camera Cam; THE GUN FACE THE

4 references

Transform gunTransform; CAM E RA

Z references

Yector? mousePos;

O references
Update()

I

L

mouseFos = cam.5creenToworldFoint{Input.mouseFosition);

VectorZ direction = mousePos - (YectorZigunTransform.positlon;
angle = Mathf.Atan2{direction.y, direction.x) * Mathf.RadZDeg;

gunTransform.rotation = Quaternlion.Euler{&f, &f, angle);

Wector3 scale = gunTranstform.localScale;
scale.y = direction.x < & 2 -1f : 1f ;
gunTranstorm.localScale = scale;
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EULLET=

CREATE AN EMPTY
OBJECT NAMED GUN
WITH A GUN SPRITE
AS A CHILD,
CHILDREN THESE TO
THE PLAYER

CREATE A SCRIPT
PlayerMovement.cs SmoathCameraFollow.cs Playershooting.cs NAMED
Assets > F'Ia'_-,-'ersimntir'|.g1.-:-_-'. > % Pla'_-,-'er':?.}mntir'ug “PLAYERSHOOTING”
Generdc; ON THE PLAYER

UnityEngine;

Q references
PlayerShooting : MonoBehaviour

-': IN THE SCRIPT MAKE

1 reference

Camera Cam; THE GUN FACE THE

4 references

Transform gunTransform; CAM E RA

Z references

Yector? mousePos;

O references
Update()

I

L

mouseFos = cam.5creenToworldFoint{Input.mouseFosition);

VectorZ direction = mousePos - (YectorZigunTransform.positlon;
angle = Mathf.Atan2{direction.y, direction.x) * Mathf.RadZDeg;

gunTransform.rotation = Quaternlion.Euler{&f, &f, angle);

Wector3 scale = gunTranstform.localScale;
scale.y = direction.x < & 2 -1f : 1f ;
gunTranstorm.localScale = scale;
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PlayerMovement.cs SmoothCameraFollow.cs PlayerShooting.cs = AD D AN E M PT I
Assets > PlayerShooting.cs » 2 PlayerShooting » (7] Shoot

o OBJECT NAMED
PlayerShooting : MonoBehaviour BARREL TO THE GUN

Qreferences

1 reference

Camera cCam;
4 references

Transform gunTransform;
2 references

Vector? mousePos;

3 references
Transform firePoint;

1 reference

j rEFEFEHEEIZEi.'.=4mEIZIZIL".IjE-.:t bulletPrefab; C REATE A SC RI PT

bulletForce = 26f;

NAMED

Update()

“PLAYERSHOOTING”
mouseFos = cam.5creenToWorldPoint{Input.mouseFosition);
Vector2 direction = mousePos - (VectorZ)gunTransform.position; ON THE PLAYER

angle = Mathf.Atan2{direction.y, direction.x) * Mathf.Rad2Deg;

gunTranstorm.rotation = Quaternion.Euler(&t, &f, angle);

R e SETPLAYER TAG TO
PLAYER

gunTranstorm.local5cale = scale;
if {(Input.GetButtonDown("Firel™)

Shoot{);

1 reference

Shoot ()

Gamedbject bullet = Instantiate({bulletPretfab, firePoint.position, firePoint.rotation);
Rigidbody2D bulletRE = bullet.GetComponent<Rigidbody2D :
bulletRB.AddForce(firePolnt.right * bulletForce, ForceModeZD.Impulse);

e s CREATE A BULLET PREFAB WITH A

:‘, v Sprite Renderer

T & 2D BOX COLLIDER & 2D RIGIDBODY

SET THE COLLIDER TO BE A
TRIGGER, AND THE RIGIDBODY TO
& HAVE 0 GRAVITY

CREATE A SCRIPT NAMED “BULLET”
' AND ADD TO THE BULLET

None None
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CREATE AN
EXPLOSION PREFAB
IN THE EDITOR

Bullet : MonoBehawiour

Accets Bullet.cs > “z Bullet > onCollisionEnter2D

GameQObject hitEffect;

effectTime = GSf;

{Collision2D collision)

if i(collision.gameCbject.CompareTag(“Flayer™)
return;

GameCbject effe Instantliate(hitEffect, transform.position, Quaternilon.identity);
Destroyieffect, ectTime) ;
Destroy(gamedbjec

= Animator Tile Palette

Start Awake

None

F e T e T R
- - ) -
=] =] (=) I‘_ ]

Gun Transform

Fire Paoint

Bullet Prefab

Bullet Fo

= v Animator

rm Assets L Normal
= Animation Animation Scenes Sprites es Jackgro... 3ulle ulle Culling Mode Always Animate

Im Packages

CONNECT EVERYTHING AND OUR MAN CAN NOW SHOOT
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