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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
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O Inspector
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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( )

movement. x

movement.y = Input.GetAxisRaw("vertical”

0 references
Fixedupdate()

T Tag Untagged r Default

Transform

Scale
l2] v Sprite Renderer

[s[Character (16x16)_1

Open Sprite Editor

X i
Simple
MNone
Center

® Sprite-Lit-Default

Default

e

Add Compaonent

Playertovement.cs 2 ..

Input. GetAxisRaw( "Horizontal”

2

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

SET GRAVITY
TO ZERO

CONNECT RIGIDBODY
2D TO SCRIPT

RENAME TO
“PLAYER”

ADD
COMPONENT(S)

4  Rigidbody 2D

Body Type
Material
Simulated

Use Auto Mass
Mass

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

(Script)

f} Rigidbody 2D
Body Type
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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&5 Coding Class Day 2 - SampleScene - Windows, Mac, Lin @
File Edit Assets GameQObject Component Senvicd

Mew Scene Ctrl+M
Open Scene Crl+0
Open Recent Scene > v b Input Manager
Save Ctrl +5
G O I O E D I I Save As. Ctrl+5hift+5
Save As Scene Template..
Mewr Project..
THEN PROJECT =
Save Project
Build Profiles Ctrl +5hift+B
S ETTI N G S Build And Run Ctrl+B

Exit

Mono
.NET Standard 2.1

Default (.MET Framework)

SWITCHTO

e Input Handling* Both

Shader Settings BO I H
hader Pr ¥ Platform Default

SEE ALL INPUTS IN e
INPUT MANAGER




HOOIMG HM HHIMAT IO

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

Vi

Moavement
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Playertovermentcs X &5 Settings

C: 2 Users 2 conor 2 Desktc 5 / F:'I-Hf:.-"err'-..-'1.:::.--.-'-:ar'r'|-:ar-.t..:::z: > e

u
2

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); YO U MAY N OTI C E
animator.setFloat("vertical”, movement.y);

animator.SetFloat("Speed", movement.sqrMagnitude); C HARACT E R M OVE S
EXTREMELY FAST

DIAGONALLY

0 references

Fixedupdate( )

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

_ BUG FIX:
PLAYERMOVEMENT CODE
e e s CHANGE TO NORMALIZE

DIAGNONAL MOVEMENT

v Player Movement (Script)

Rb ¥ Player (Rigidbody 2D)
Animator » Player (Animator)

Move Speed 2

™ + Animator

Controller % Player

NMormal

Always Animate

ic: O PPtr: O

CONNECT ANIMATOR
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cershaw County Library Course

OPEN THE “2D - TILE
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.

i Create New Tile Palette TI LE PAL ETTE

Drag Tile, Sprive, Texture (Sprite type) asset/s here to
Create a new Rectangle~ Tile Palette

Default Brush

Flood Fill Contiguous Only +

Lock Z Position

' Unityé @ CR ~

= Hierarchy i Scene s Game = Animator Tile Palette
+~> « 2l Game v Display1 ~ Free Aspect Sc 1.3x  PlayFocused ~ ¥ W BB Stal A S B S - A~
£ SampleScene* : -

& Global Light 2D & Tilemap Y S
&) Main Camera

TI‘ Player i@ Background -
& Grid

&) Tilemap Drag Tile, Sprite or Texture (Sprite type) asset/s here.

Default b,

ile Palette
2~ 0@
< Tilemap >

*

& Background v

B Project B Console ‘7 Unity Version Control

+ : = - - -_- IIIIIII
* Favorites Assets - -

Q, All Materials

. ra
4, All Models ﬁ -"- -ﬂu
Q, All Prefabs . . !
7 Assets : | _ | - | il .
= Programming Course Assets Programmi.. Settings TR Character (... DefaultVo |
= Scenes I
Im Settings _ "F"""H'll'l'—l W1

| = ) ll
B Packages _ﬁqo l"!-l-I'I:r"'-I [lli:l' = -

= 0 Ovarlay
e Assets/Programming Course Assets No Overlays

DRAG TILES INTO TILE PALETTE

PAINT YOUR WORLD THEN
SET TILEMAP RENDER LAYER TO -1
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Mana Rock

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

KERSHAW COUNTY VIDEO GAME PROGRAMMERS, DESIGNERS, & ARTISTS
HTTPS://DISCORD.GG/3DGAPPVKCS
COUNTY

ACL [

KERSHAW COUNTY EVENTS PAGE
HTTPS://WWW.KERSHAWCOUNTYLIBRARY.ORG/EVENTS/PROGRAMMING-
WITH-CONORY/

KERSHAW

YOUTUBE TUTORIAL
ITTPS://WWW.YOUTUBE.COM/WATCH"?V=WHZOMFGJT50

CONCLUSION


https://www.youtube.com/watch?v=whzomFgjT50
https://www.youtube.com/watch?v=whzomFgjT50
https://www.manarockgaming.com/
https://www.kershawcountylibrary.org/events/programming-with-conor/
https://www.kershawcountylibrary.org/events/programming-with-conor/
https://discord.gg/3dgAppVkcS

