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Plan for i dag

e UML * Realfiction Dreamoc Pop
* Usecase diagrammer * Introduktion til objektorienteret
o Aktivitets diagrammer programmering
e Klasse diagrammer e Simpelt FPS

e Udforskning af forskelligt VR og
andre mader at udvide virkelig-
heden pa

e Cardboard
* Vive
e Hologram

-
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Unified Model Language

A
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Hvad er UML
* UML er et sprog
* Regler for, hvordan elementer er sat sammen

e Regler for organisationen
* UML vise hvordan elementer forholder sig til hinanden

e Kan bade anvendes i software vaerktgjer, pa white boards og pa papir

A
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Hvilken software kan jeg bruge til at lave UML diagrammer
e Et stykke papir
e Gliffy - www.gliffy.com

e Astah - www.astah.net

e Der er dog mange andre muligheder, sa find din egen foretrukne
l@sning

A
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OPGAVE
e Hent Astah community edition (http://www.astah.net/download)

e Installer det pa din computer

A
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Der er grundlaeggende to slags diagrammer

e Adfaerds diagrammer
e Krav, drift, indre tilstande

e Struktur diagrammer
e Fysisk organisation

A
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UML

Adfaerds diagrammer

e Use case diagram
e Funktionelle krav til et system
 Hvad et system skal ggre

e Ggr det muligt for den der laver modellen at fokusere pa brugerens behov snarere
end detaljer | produktionen

e Aktivitet diagram

e Vis streammen fra en adfaerd eller aktivitet, til den naeste
e Med udtryksfuld end en klassisk flowchart

Struktur diagrammer

e Klasse diagrammer

e Viser enheder i et system og forholdet mellem dem
e Kan veere detaljeret og generere kildekode eller simple skitser

A
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UML
Adfzerds diagram

Use case diagrammer

e Grafisk oversigt over en eller
flere akt@rers involvering i et
system.

Actor Login Use case

User
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UML
Adfzerds diagram

Use case diagrammer

o Aktar
e En enhed, der udfgrer en rolle i et
system

* Kan veaere
* En person
* Et eksternt system

A
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UML
Adfzerds diagram

Use case diagrammer

e Use case

e Et use case er en funktion eller pa
handling inden for systemet
e Det kan veere
* Logon
e At endre profil billede
e At skrive pa vens "veeg”

A
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UML
Adfzerds diagram

Use case diagrammer

 Include bruges til felles

funktioner som kan g
* Metoder vil blive anv
include anvendes.

Actor

Update
profile

=~ - _<<Include>>

-

-~ 7 <<|nclude>>
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UML

Adfzerds diagram

Use Case Diagram

ATM

«actors
BankSys

-
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UML

Browser Administratar

Adfzerds diagram

1

Use case diagrammer [ Genepags
Lser Browser SR
’fgff LREL
L
incorrect
liser Browser
Server

\
>IF©
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UML
Adfzerds diagram

OPGAVE
e Start Astah hvis | har lukket det
e Lav et use case diagram

e Der er en bruger, der gerne vil skrive en email til hans chef hvor han
fortzeller at han er syg

e Vis hvilke ”"brugs” trin det at han vil skrive en mail gar igennem og
hvordan kaeden mellem ham og chefen haenger sammen

Vi kigger ikke pa hvad der sker undervejs i detaljer, kun brugs-stadier

A
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UML
Adfzerds diagram

Aktivitets diagrammer

 Opdelt i opgaver af lodrette "kasser" ved siden af hinanden
* Afrundede rektangler = handlinger

 Diamanter = beslutninger

e Barer = splitter eller ssmmenfgjede aktiviteter

 Sort cirkel = start workflow (oprindelige tilstand)

* Omkranset sort cirkel = ende af flow (endelige tilstand)

A
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UML

Adfzerds diagram

Aktivitets diagrammer

act Shop ,I

Card
not
ok

Abort order

Crder confimation
page

Custamer
satisfaction
SUrYey

Back 1o
shap

Chack if

Witnd raw
money

\

Order is
being

sorted
Mot in

ST0CK : e
Package

Check order
remote
SICk I
;E Creabe
papers

send email

about out af

/I\i
5

Shop Payment METS Packing Departrment Shipping
Create
labels
Continue order Enter ’ & - &
=M credit card | Ship order
Info
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UML
Adfzerds diagram

OPGAVE

e Start Astah hvis | har lukket det

e Lav et aktivitets diagram (Activity Diagram)

e Der er en bruger, der starter et spil pa sin egen PC

e Spillet tjekker om der er opdateringer
e For at ggre dette kontakter det spil-producentens server
e Den svarer enten ja eller nej til opdatering
e Spillet opdaterer forst eller starter

e Spillet startes
e Brugeren spiller

e Brugeren lukker spillet ned og afslutter

A
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UML

Struktur diagram

Klasse diagrammer

* En klasse repraesenterer en gruppe af ting, der har fzelles tilstand og
adfaerd

e En klasse er repraesenteret af en rektangulzer kasse opdelt i rum
e Fgrste rum indeholder navnet pa klassen
e Det andet er attributter
e Det tredje er operationer

e Et klasse diagram bruges iseer til at udlaegge variabler og

A
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UML

Struktur diagram

Klasse diagrammer

e Klasse navn

e Egenskaber
* (+/-/4#)

o offentlig / privat / beskyttet
e :type
e Operationer ()

* (+/-/4#)
o offentlig / privat / beskyttet
* :return

Musician

—type:String

—firstName:String
—lastName:String
—bandName:String

+getBand():String
+getName( ) :String
+getType():String

+setBand()
+setType()
+setName( )

A
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UML

Struktur diagram

Klasse diagrammer

* Nedarvning (inheritance)
e En klasse arver fra sin foraelder-klasse ereny

+furColor

Cat

. . +whiskerLength
e Qverskriver vaerdier | foraelderen +runningSpeed
+zat()

* Bibeholde foraelderen +sleep()

+purr()
+hunt (ocbjPrey:Prey)

= -

Lion Cheetah
+maneLength +numbercfSpots
troar()

A
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UML

Struktur diagram

Klasse diagrammer og programmering

* Klasse diagrammer er de mest populaere UML diagrammer brugt i forbindelse
med konstruktion af software-applikationer. Sa det er meget vigtigt at leere
proceduren for klassediagram tegning

e Klassediagrammer danner grundlag for overvejelser medens man tegner dem

* Et klassediagram er dybest set en grafisk repraesentation af det statiske billede af
systemet og repraesenterer forskellige aspekter af anvendelsen. Sa en samling af
klassediagrammer repraesenterer hele systemet.

e Generelt er UML diagrammer er ikke direkte forbundet med eventuelle
objektorienterede programmeringssprog men klassediagrammet er en
undtagelse

e Klasse diagram viser tydeligt forbindelsen til objektorienterede sprog som Java, C ++ osv.

e Vi kommer senere i forlgbet ind pa hvordan man direkte kan bruge et klassediagram som
grundlag for objekter i C#

A
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UML

Struktur diagram

OPGAVE
e Start Astah (hvis du ikke har det kgrende allerede)
e Lav et klasse diagram (Class Diagram)

e Lav klassen Bil

e Den skal have egenskaberne
e Producent (bogstav veerdi)
 Model (bogstav veerdi)

e Veegt (tal veerdi)
* Motor (bogstav veerdi)
e Hjul (tal veerdi)
e Den skal have operationerne

e Kgre (hastighed) (tal veerdi) ,.I_L
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UML
Struktur diagram

OPGAVE

e Lav klassen Personbil
e Den skal veere barn af Bil klassen
e Den skal fgje egenskaben "Dgre (tal vaerdi)” til
e Den skal fgje egenskaben “Antal pladser (tal veerdi” til
e Den skal fgje egenskaben “Bagagerum (ja/nej (boolean) vaerdi)” til
e Den skal fgje egenskaben “Trailertreek (ja/nej (boolean) veerdi)” til

e Lav klassen Varebil
e Den skal veere barn af Bil klassen
* Den skal fgje egenskaben ”"Skydedgr i siden (ja/nej (boolean) vaerdi)” til
e Den skal fgje egenskaben “Trailertreek (ja/nej (boolean) veerdi)” til

A
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Veaerktgjer til projektplanleegning
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Introduktion til Objekt Orienteret Programmering

A
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Simpelt FPS
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Lav et nyt unity 3D projekt

Indset  Design  Overgange  Animationer  Slideshow  Gennemse  Vis  FOXIT PDF

= ElLayout - e E— Taketratriing [ ) ' Fyldfarve til figur - | O Seg

7 Nustl figur 8 Erstat ~

ind-  Formatpensel  gige . (7 Afsnit - FoK LS b X ke Markér
Uelkhipsholedor 5 Shdes, — - EP- - = ki o
< Unity 5.5.111 %
1
UNITY 06 KODE
OPEN '_1 MY ACCOUNT
2
simpleFPS @®3D( 2D
|_. OFF | Enable Unity Analytics @
D:A\Unity
2
T
side1afz [E Danck Snoter (BN BR W 0T - ¥ + s:zn M3
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Importer particlesystems pakken

standard indstillinger

'@ Unity 5.5.1f1 Persenal (64bit) - Untitled - simplefPS - PC, Mac & Linux Standalone® <DX11= - o x
Eile Edit Ascets GameObject Component Mobilelnput Window Help

' ' | [ G collab - |

© Inspector

Assets
el

Main Camera
Directional Light

Create
Show in Explorer
Open

Delete

Open Scene Additive

Import Mew Asset...
Impon Package > Custom Package...
Export Package... 0

Find References |

Scene

B Project : Cameras
Creats ~ Selact Dependencies Characters
e -
¥ .jFavorites | Assets . Refreshy trie R P I
il Materialy efres! Ctrle CrossPlatforminput
All Models Reimpaort Effects
LAl Prafabs
'l‘:ﬂ:hll Scripts Reimport All Frm-mnmtnt
- ParticleSystems
; Run AP| Updater Prototyping
* i Standard A1 Standard Asse. Open C# Project Utility
Vehicles

& Assets
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Importer characters pakken

standard indstillinger

= Center | @ Local |

Impart Uity Package

| Craars = | (G20
v < Untitled*
Main Camera Characters
Directional Light
¥ lof G Standard Azsets

¥ o i Characters oo
¥ of il FirstPersonCharacter wa
¥ o il Audio o s
of 5 Footstap0l.wav e
[ = Footstep02.wav il
[ = Footstep03.wav {Hiii]
i &5 Footstep0d . mav w
Iof & Jump.way e |
o & Land.wav e |
™ || FirstPersonCharactarGuidelings bl
¥ iof G Prefabs wa
o L gFPSCantroller prefab wa
& i RigidBodyFPSController.prefab 1L
¥ [ G Scripts —
I |Gl FirstPersonController.cs o

= B ol e

| (A (one ]

B Project

0 All Models This folder iz empty

I'-_g'gml Prafabs
Al Scripts |

- 1
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Gem scenen som scene_main

File Edit Assete GameObject Component Mobileinput Window Help
I Q Save Scene
+~ « Storage (Dx) » Unity » simpleFPS » Assets v o 2 mraru | © Inspector |
j Glzmes * | (oAl Assets
! Organiser = Ny mappe ES -
i OneDrive ~ MNavn ’ Endringsdato Type Storrelse
I Denne pe Standard Assets 16-04-2017 10:00 Filmappe
= Billeder
| Dokumenter
B Musik
‘ Overfarsier
Il Skrivebord
B Videoer
- 05(C)
- Storage (D) |,
Eilnavn: | scene,  main]
Filtype: | unity (".unity)
» Skjul mapper Annuller

- -
B Froject
| Create =

T

» Gl Standard A¢  Standard Asse.

| Asset Labels
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F@j et plane til

spilleren skal have noget at sta pa

'@ Unity 5.5.1f1 Perscnal (64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone <DX11» - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

' ' | [ G collab - |

© Inspector

Assets
el

| Craare »| GFEN

L Q scense_main -
Main Camera
Directional Light

Copy
Paste

Rename
Duplicate
Delete

Select Prefab

Create Empty

3D Obyject » Cube
2D Object H Sphere
Light » Capsule

Audio » Cylinder
B Project m ul - Pl
I o — :
¥ .| Favorites ] Particle System Quad
0 all Materials Camera Ragdoll...
All Models

(5L All Prafabs Terrain
mwwm| Tree
Wind Zone

b i Standard A Standard Asse.  scana_ma 30 Text

& Assets
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Begynd at f@j cubes til sa vi far vaegge

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

{ G Collab -

| Craate * | —
v Q scens_main®
Main Camera
Directional Light
Plane
Cube
Cube (1)

B Project

s

- All Scripts

¥ Gl Standard A:  Standard Asse.  scens_main
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... 0gsa inde pa "banen”

JEG HAR OGSA ORGANISERET DEM EN SMULE | EN GRUPPE FOR OVERSKUELIGHED

L0 All Models
L All prafabs
mwwm|

il Standard A:  Standa rd Asse. scana_main

A

M
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Lav et materiale til ydervee

'@ Unity 5.5.1f1 Perscnal (64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone <DX11» - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

= Center | @ Local

- Hinran:.h . O Inspector |
o @A 1
| Craare »| (GrA Standard

¥ & scene_main .
Main Camera

Directional Light Rendering Made
Phn; Main Maps
¥ walls T
Cube (SW) L 18 Albedo
Cube (NW) o Metallic
Cube (EW) o o
s Source Mazallic Alpha i
Cube Dot
Cube @ Height Map
Cube © Occlusion
St S L2 C—
E“:E Global Hiumi Realume 3|
ube uy
T ) @ Detail Mask .
FUBE g x11 REES |
Cube Offset %0 A
Secondary Maps
@ Detail Albede
~ oNormal Map i |
Tiling ®1 86 ]
- Offset X0 ‘¥ |
. Uy Set L uvo +]
Craate *
Favorites  Assets - Forward Rendering Options

v A-F
; Specular Highlights
Reflactions I

s

il Scripts |

seans_main

» Gl Standard A:  Standard Asse.

Standard
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Importer et billede og ggr det til materialets tekstur

Kan bl.a. hentes gratis pa

'@ Unity 5.5.1f1 Perscnal (64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone <DX11»
Eile Edit Ascets GameObject Component Mobilelnput Window Help

| o EIEIEN

Hierarchy

¥ € scene_main
Main Camera
Directional Light
Plane
¥ Walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube

B Project
| Create =
KERAS S, "
¥ Favorites  Assets »
Al Materiale
(0 All Models
f@,ml Prafabs
121, Al Seripts

a‘}

wall. surar

Gl Standard A:  Standard Asse.  scens_main  vertical brick

& wall, outer.mat

© Inspector J
wall, outer
Shader | 5t

Rendermng Mode | Spague 1]

Main Maps

[ |oalbeds 12

o Matallic ——————0

L .
Source Mazallic Alpha 3
@ Normal Map
[ e Height Map
© Occlusion
- oEmission | Py o
Global Hiumil Realume il
© Detail Mask
Tiling %1 i
offset X0 (8 4[]
Secondary Maps
o Detail Albedo
@ Normal Map 1 1
Tiling 1 1Yl |
Offset x0 ‘¥ |
Uy Set L uvo +]

Forward Rendering Options
Specular Highlights (¥
Reflactions I

wall, outer
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Vi f@jer materialer og teksturer til bade indre og ydre

vaeegge

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

© Inspector

g o [Cube

| ¥ . Transform _Le

Main Camera
Directional Light

Flane Position %x[2.26 | ¥|148458 Z/-0.0880
¥ Walls Rotation ®x(0 j¥io | Z{0
i Scale M1 iYL 121
Cube (NW) | E . |z
Cube (EW) ¥ Cube (Mesh Filter) Qe
Cube (WW) Mesh |l Cube o
Cube ¥ 1 o Box Collider L
Cube .
e ‘ Edit Collider
Cube 1s Trigger -
Material [None (Physic Material) | e
Cube Center
Cube X0 Irio |Zl0
Cube ¢ Size
Cube : < X1 1¥{s FER |
Ea
ok [ > ¥ _ & Mesh Renderer &,
- F Cast Shad Gn ]
Receive Shad, o
Motion Vectors | Par Object Marian &
* Materials
Light Probes Bland Frobes %)
& Project Reflection Probes | Blend Prabas :
S . ; Anchor Override  [Nane {Transform] i
¥ Favorites  Assets - —=
L all Materials Default-Matarial @,
%}EMI Models Shader [ standard .
LAl Prafabs
u;&"" Seripts Add Componant i

wall, Innar 2

* i Standard A Standard Asse. grungetevmure.  seans_maln  tectareX rusry . vardicalbricke.  wall, innar |
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sidst til gulvet

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
File Edit Ascets

© Inspector

9 o Plane
Main Camera LR TTTT F— ok )
Directional Light [ S, f gnr
Position X0 {0 Zio

= Hisrarchy
| Craate » | (G=Al

v Q scens_main® -

¥ walls Rotation %0 o |zjo

Eu:e E:z; Scale X1 viL 21
ube i

Cube (EW) ¥ Plane (Mesh Filter) Qe
Cube (WW) Mesh WPlane | _w_
Cube || s Mesh Collider o,
Cube Convex -
Cube Inflate Mesh
g::: Fkin Width
Cube Is Trigger
Cube Material | @
Cube Mesh WPlane o
Cube ¥ _ ¥ Mesh Renderer (S
Cube Cast on 3|

Receive Shadows W

Motion Vectors Par Objece Matien i
> Materials

Light Probes [ Bland Probes 1]
Reflaction Probes

B Projact Anchor Override  |None (Transform) @
\ : floor e
[ Shader | Standard ]

| Faw

Al Materiale
(0 All Models
f@,ml Prafabs
(L All Scripts

[ Add Component |

¥ il Standard A:  Standard Asse. scema_main eextured rusty . verdeal brickr. wall, innar £ wall. innar 2
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F@j en firstperson controller til

Standard assets > Characters > FirstPersoncharacter > Prefabs
Den giver os WASD bevaegelse og first person kamera pa en let made

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®

ppppp
.......

nnnnnnn

e,

L0 All Models
L All prafabs
(L Al Scripts

Vi Assets

¥ &l Standard Assets FPSCantrallar  RigidBadyFPS.

» il RallerBall

¥ i ThirdPersanCharacter
* [l CrossPlatforminput I
* &l Editor | -
R [410) o®

A

M
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Siden fpscontroller kommer med et kamera kan vi slette

det automatiske main camera, da det ikke bruges

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

1 + EXEAT]|
- : Inspector
g i Main Camera

Tag | Mainc

L

Main Camera

T fi 3o,
Plane Position xfo vl z/-10
Yiwaly Rotation %0 ¥ zlo
Eu:e E::; S x[1 it 123
ube T |
Cube (EW) v ¥ Camera ? &,
Cube (WW) ; E;r ﬂqn,d Skybox
Cube : s arou I
Cube Culling Mask Evarything
Cube - | n
Cube Froj
Cube Field of View ——ee 50|
Cube Clipping Planes Near 0.3
Cube Far 1000 |
Cube Viewport Rect
Cube o ¥[o |
Cube wi HL i
¥ FPSController

Dapth =1 I

FirstPersonCharacts: =
: . e Rendering Path Use Graphics Settings i

Target Texture [None (Render Texture) | @
Occlusion Culling o
HDR 1]

:::::a-u Target Display | Display 1 i
¥ | Favorites + Assets » Standard Assets » Characters » FrstPersonCharacter - Prefabs &' ¥ GUI Layer [P

L all materials u ¥ Flare Layer Qe

%MI Maodels ﬁE!ml‘” PEREY ﬂ“‘

(LAl Prafabs

1L All Scripts v ’ ' 0 [ Add Component i
Vi Assets

¥ il Standard Assets FPSCantrallar  RigidBudyFPS.
¥ il Characters
¥ (@ FirstPersanCharacter
Audia

» il RallerBall
¥ i ThirdPersanCharacter
* i CrossPlatforminput

* &l Editor | T
* Gl ParticleSystems E ,Bm n L)
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Hvis | har brugt de samme tal som mig skal vi lige ggre

alting sterre fgr det begynder at virke interessant

'@ Unity 5.5.1f1 Perscnal (64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone <DX11» - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

= Center | @ Lacal

= Hierarchy
|Craamee| Rl
L Q scene_main -
Directional Light
Plane
¥ walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSCantroller
FirstPersonCharacter

B Project

| Faw | Assets » Standard Assets » Characters » FirstPersonCharacter » Prefabs
Al Materials -

(0 All Models
f@,ml Prafabs
L All Scripts

Vi Assets
¥ &l Standard Assets FPSCantrallar  RigidBodyFPS.
¥ il Characters
¥ (@ FirstPersonCharacter
s Audio
*= Prefabs
il Scrpts
» il RallerBall
¥ i ThirdPersanCharacter
* [l CrossPlatforminput I

* &l Editor | -
e o 0E
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Sadan!

Husk hele tiden at afprgve i preview mode for at tjekle at dine ideer virker i praksis

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

m + . - . . | |  Collab - E! Account - || Layers -

Layout =

- Hinran:.h . = . . O Inspector |
| Graare »| (S-2 b 9 =
| 1 = M Cube

v Q scens_main® -
Directional Light Tag | Untagged
Plane | ¥ .~ Transform Qe
v walls Position %[-0.6905 ¥ |1.55450 Z/14.5
Cube (SW) Ratation %[0 L0 ] i
Cube (NW) Scale X5 s 125 i
Cube (EW) 5 |2/s
Cube (WW) ¥ Cube (Mesh Filter) Qe
Cube Mesh |l Cube |
Cube ¥ 1 o Box Collider @,
Edit Collider
Cube 1s Trigger -
Cube Material [None (Physic Material) | @
Cube Center
Cube .o 2 X0 ¥ie zlo |
Cube : ) 2y > - size
Cube X 2 ¥ b 45Y T¥ia FER |
¥ FPSCantrollar E ona3
¥ ¥ Mesh Renderer e
FirstPersonCharacter o Sk — n
4 Receive Shad "4
Motion Vectors | Par Object Marian &
* Materials
Light Probes Bland Frobes %)
B Project Reflection Prabes Bland Prabas i
L L . . . . I Anchor Override  [Nane {Transform) ia
| Faw 4 Assets » Standard Assets » Characters » FirstPersonCharacter » Prefabs Ny
1 all Materials i wall, inner 1 o,
(0 All Models . Shader | Standard. v
(L All prafabs
LAl seripts l Add Componant i
Vi Assets
¥ @l Standard Assets FESCantrollar  RigidBadyFPs
¥ il Characters
¥ (@ FirstPersanCharacter
s Audic
*= Prefabs
i Scrpts
» il RallerBall
¥ i ThirdPersanCharacter
* [l CrossPlatforminput f
* &l Editor | -
P@aesyams ae [+ ]O
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Y, ) U d V

spille oplevelse

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

B | S 0 | [scenter] ®ioca

© Inspector
g i Cube [ceiling)
Tag |Untagged & Layer | Defaui |

| ¥ . Transform
Position X0
Ratation [0

| L] static

S Scale CAET Fe—
ube
Cube (EW) ¥ Cube (Mesh Filter) Qe
Cube (WW) Mesh |l Cube | _w_
Cube ¥ 1 o Box Collider @,
E::: Edit Collider
Cube 1s Trigger -
Cube Material [None (Physic Material) | @
Cube Center
Cube X0 Irio |Zl0
Cube Size
Cube . . ’ X1 1¥{s FER |
Cube 3 . 5 :
¥ FPSController ‘ 'é;‘?:'"'h MndnH
FirstPersonCharacter
; Receive Shad, I
Motion Vectors | Par Object Marian &
* Materials
Light Probes Bland Frobes %)
& Project Reflection Probes | Blend Prabas :
| Create - Ancher Override  [None (Transform) | @
Al Materials cailing o,
%}EMI Models > Shader | Standard %d
(LAl Prafabs
u;&"" Scripts l Add Componant i

grumge tectura.. Haw Tarrain raugh grunge £ scana_maln  TewtureX metal.  tetureX rusty - vertical brick v

¥ &l Standard Assets
¥ il Characters
¥ (@ FirstPersonCharacter
& Audio
& Prefabs
il Scripts
* Gl RollerBall
¥ i ThirdPersanCharacter
* [l CrossPlatforminput

* &l Editor | -
* Gl ParticleSystams E | ,Bm n L)
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ERHVERVSAKADEMIET LILLEBAELT
HUSk at du kan sla objekter Tra sa de bliver usynlige

sa man kan se det der ligger under

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

9 + E3FAla] CEmmee | | T @ e e
H v A E 5

archy

© Inspector

fad :_[:nbn {mllm_o'_l
Tag | Untagged +] Layer [Defaukc

v~ Transform Jg.‘
Position X0 s Z0

v Q uane_mn_ln'

Directional Light

Ratation [0 jrio Zio i
E":‘ E::; Scale x50 vyl lzse |
ube
Cube (EW) ¥ Cube (Mesh Filter) Qe
Cube [WW) Mesh : @i Cube [
Slbe ¥ i o Box Collider o
E::: Edit Collider
Cube 1s Trigger o
Cube Material [None (Physic Material) | @
Cube Center
Cube ) - %0 ar jz[o I
Cube T 4 % Size
Cube X1 1¥{s FER |
Cube . ¥ ¥ Mesh Rendere el
¥ FPSController : é;ﬁ_ﬁ A R 'H
FirstPersonCharacter 5
\ Receive Shad I
. Motion Vectors | PerObjectMorion &)
* Materials
Light Probes Bland Frobes %)
& Project Reflection Probes | Blend Prabas :
B Anchar Override  [Nane (Transform) Ia
¥ E.kf Favorites a4 Assets o - —=
Al Materials cailing o,
(L AN Models > Shader | Standard +]
1 All Prefabs
2 All Seripts

l Add Componant i

grumge tectura.. Haw Tarrain raugh grunge £ scana_maln  TewtureX metal.  tetureX rusty - vertical brick v

¥ &l Standard Assets
¥ il Characters
¥ (@ FirstPersonCharacter
& Audio
& Prefabs
il Scripts
* Gl RollerBall
¥ i ThirdPersanCharacter
* [l CrossPlatforminput

* &l Editor | -
* Gl ParticleSystams E | ,Bm n L)
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ERHVERVSAKADEMIET LILLEBAELT
Vi ggr de omkringliggende vaegge og nogle af de indre

hgjere nu vi er igang

'@ Unity 5.5.1f1 Persenal {64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone* <DX11> o o x

Eile Edit Ascets GameObject Component Mobilelnput Window Help
s———— s r T E] | Accaunt
a o Innpuxnr

g o [Cube

| Craaze = | (E=A

v Q uane_mnln'_ - :
Directional Light Tag [ Untagged ok )
Plane (floor) | ¥ . Transform g
Cube (ceiling) Pasition X[13.2 |¥[148456 2 -13.1

¥ Walls Rotation ®(0 j¥io | Z{0 i
Cube {SW) Scale x[s v |25 i
Cube (NW) S 11 25
Cube (EW) Y. Cube(MeshFilter) e
Cube (WW) Mesh |l Cube | _w_
Cube ¥ 1 o Box Collider L
Cube .

e ‘ Edit Collider
Cube 1s Trigger -

Material [None (Physic Material) le
Cube \ R Clm_:_r
Cube L ¥ 2 - %0 v lzfo |
Cube e } . Size
Cube X1 1¥{s FER |
Cube . ¥ ¥ Mesh Rendere el

¥ FPSController : ‘E_-;d Ll lin L 'H
FirstPersonCharacte: =
e e \ Receive Shad, o

Motion Vectors | Par Object Marian &
* Materials
Light Probes Bland Frobes %)

& Project Reflection Probes | Blend Prabas :

ST s ; I Anchor Override  [Nane {Transform] i

¥ E.kf Favorites a4 Assets o -

1 all Materials wall, inner 1 o,
1 AN Models > Shader | Standard .
(20 All prafabs

LAl Scripts l Add Componant i

grumge tectura.. Haw Tarrain raugh grunge £ scana_maln  TewtureX metal.  tetureX rusty - vertical brick v

¥ &l Standard Assets
¥ il Characters
¥ (@ FirstPersonCharacter
i Audio
& Prefabs
il Scripts
* Gl RollerBall
¥ i ThirdPersanCharacter
* [l CrossPlatforminput

* &l Editor i T
* Gl ParticleSystams E | ,Bm n L)
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ERHVERVSAKADEMIET LILLEBATLT

Vi leegger ud med at lave et vaben af unitys primitives

Vi leegger ud med et tomt gameobject som forzelder til delene

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
File Edit Ascets GameOhbj

= Hisrarchy
|Croaey | (orRl
v Q scens_main® -
Directional Light
Plane {floor)
Cube (ceiling)
¥ Walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
FirstPersonCharacter

Copy

—_—
B Project Paste
e o
¥ Favorites

I;_':__\\s, All Mater Duplicate
0 All Made

(20 All prafa Rricis
(LAl Scrip! Select Prefab

Create Empty
TEEStandare  3p gpect »
v il Chara
YEaFis 2D Object s
- A Light >
>
>

Rename

<

cailing grunge TewTUra. Haw Tarrain raugh grunge scana_main TawruraX metal.  tevrureX rusty - vertical brick £

. f | &

L inner & wall, inner 2

e Audio

Gl Roll ut
= i Thir Particle System

* &3 Editor Camera

e 3 ne® 0
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ERHVERVSAKADEMIET LILLEBAELT
iden det skal fglge first person ggr vi det til et barn

deraf gennem hierarkiet

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

Lol o | S 0o | [5] || = cCenter | @ Local
‘EH' — = =
| Craate » | (@Al —
v Q scens_main® -
Directional Light
Plane (floar) | ¥~ Transf e,
Cube (ceiling) Position X[-4.0614' ¥ -08 |Z0
¥ walls Rotation %[0 j¥[o zlo
Cube (SW) Scale X1 ¥ L 2
Cube (NW) - i -
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter

Weapon

© Inspector

g i ‘Weapon

Tag | Untagged +] Layer [Defaukc

( Add Component —l

B Project
N
¥ E.kf Favorites
Al Materials
1 All Models

m e mQ

¥ &l Standard Assets
¥ il Characters
¥ (@ FirstPersonCharacter
i Audio
& Prefabs
il Scripts
» il RallerBall
¥ i ThirdPersanCharacter
* [l CrossPlatforminput
* &l Editor

» PIrIil_insym!nt ,I -Bm n C>

grumge tectura.. Haw Tarrain raugh grunge £ scana_maln  TewtureX metal.  tetureX rusty - vertical brick v
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Vi laver tre cubes der skal danne vabnet

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
le Edit Assets GameObject Component Mobilelnput Window Help

= Account

© Inspector

e = 9 o Weapon
I;‘.::;.:'_::um Tag |Untagged 4] Layer | Defaulr
Plane (floor) | ¥ .. Transf
Cube (ceiling) Position X[-4.0614 ¥ -0.8

¥ walls Rotation %0 Y0
Cube (SW) Scale M1 J¥iL
Cube (NW) =
Cube (EW)
¥ Cube
Cube {WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController Gie
¥ FirstPersonCharacter Sphere

Cub Copy Capsule ) !
Cubi Paste Cylinder s 3
4

| Graate *|

[ Add Component

Plane - .
B Project flename Ciuad . - e
| Creats = Duplicate

— ..'
¥ Favorites Delete Rogeok
- '
A o B Q
wl

S [

I’:‘é All Mates Terain
(L All Mode Select Prefab
(20 All prafa

|,‘_;$ All Scrip! Create Empty Wind Zone

3D Object > 30 Text
¥ & Standarc 2D Obyect >

v il Chara Light »
Audio
u
Particle System

Tree

grunge tectura. Haw Tarrain raugh grunge scana_main Tecture® meral.  tewtureX rusty . vartical brick

s ne® 0E
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Vi laver et materiale til vabnet ligesom vi gjorde med

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

@ Local

| Craare = | (G=A] ~ 3
L Q scens_main® . A
Directional Light
Plane (floar)
Cube [ceiling)
¥ walls
Cube (SW)
Cube (NW)
Cube (EW)
¥ Cube
Cube [WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter

+ Assets -

0 All Madels
(4 All Prafabs
"L All Scripts

Standard Asse.  Brushed matal grunge texrure. Mew Tarrain

¥ &l Standard Assets
¥ il Characters
¥ (@ FirstPersonCharacter
& Audio
& Prefabs
il Scripts
* Gl RollerBall
¥ i ThirdPersanCharacter
* [l CrossPlatforminput
* &l Editor

raugh grunga €.

scans_main

TexturaX matal_

taTurek rusty

» @l ParticleSystams

E‘_ | Account

© Inspector

g i Cube

Tag | Untagged

[vA T i e

Position X0 Jeio Z0
Rotation %[0 jx[o zo
Scale X1 IriL 12i1

¥ .. Cube (Mesh Filter) gﬂv
Mesh i Cube K.

¥ 1 o Box Collider B
Edit Collider
1s Trigger ‘=
Material [None (Fhysie paterial) | @
Center
A0 ‘e ‘zo
Size
X1 1¥{s P 1
¥ _ & Mesh Renderer E &,
Cast Shad Gn +]
Recaive Shad =4
Motion Vectors | Par Object Marian &
* Materials
Light Probes Bland Probes i
Reflection Probes | Blend Probes &
Ancher Overrde. None (Transform) 1 ©
waapan @,
> Shader (Seapdard. v

l Add Componant i
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Ryk rundt pa vaben delene indtil de passer med

kameraet

Q Unity 5.5.1f1 Persenal {64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone* <DX11>
Eile

Edit  Ascets GameObjed Cnmponent Mobll!lnpul ﬂmdow }idp

4 +
= Hl!ran'.h]f . ‘l‘ Scens
| Cruate:» | (G=All | Shaded
s < uene main* i
Directional Light

.. O Inspactor
¥ weapon
Tag | Untagged

ol —

| Glzmes * |

Plane (floar) vy A T fi

Cube (cailing) Position x[0

| L] static
) Layer | Defauke

&,

¥ Walls Ratation

0
%[0
Cube (SW) X1

Scale

Cubs (NW)

Cube (EW)
¥ Cube

Add Component.

Cube (Ww)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSControllar
¥ FirstPersonCharacter

B Project

| Craate " |

¥ | Favorites

)l materials
All Models

(20 All prafabs

1 All Seripts

= Qo

TexturaX matal_

TarureX rusty -

¥ @l Standard Assets THNTUre. Haw Tarrain rough grange t_ scans_main
¥ @l Charactars
¥ (@ FirstPersonCharacter
i Audio
i Prefabs
&l Scripts
* al RallerBall
¥ i ThirdPersanCharacter
* i CrossPlatforminput
¥ (&l Editor
* @l ParticleSystems

wall. inner 2

Il suter

-
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Sadan!

Bemaerk hvordan de fglger med rundt nar spilleren gar

'@ Unity 5.5.1f1 Persenal {64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone* <DX11>
File Edit Assets GameObject Component Mobilelnput Window Help

Jeg har sat playmode for mig til at have en overlay farve sa jeg kan se nar jeg er i playmode.
Dette ggres under Edit > Preferences > Colors > Playmode tint LILLEBATLT




ERHVERVSAKADEMIET LILLEBAELT
Lavet et tomt gameobject der indeholder to cylindre til

ku

Q Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

I YEIEA = |

= Hisrarchy [

| @ Collab »

L& [ Account - | | Layers -{,‘ﬂ_u'gnul - |

Craage » | (G=Al
v scene_main®
Directional Light
Plane (floor)
Cube (cailing)
¥ Bullet
Cylinder
Cylinder

Glzmes * | [CeAll

Ll Static =

¥ Walls | Cylinder (Mesh Filter] e
Cube (SW) Mesh M Cylinder ]
Cube (NW) ¥ i o capsule Collider ae

5 2::: (EW) £ | Edit Collider
Cubs [WW) 1s Trigger -
Cube Material None (Physic Material) o
Cube Center
Cube X0 Yio zZ0
Cube Radius 0.5
Cube Height 2 |
Cube o U —
Cube W Mesh Renderer ae
Cube Cast Shad, | on ]
¥ FPSControlier Receive Shadows o
¥ FirstPersonCharacter n Motion Vectors | Par Object Motian 8]
v Wﬂ_!bbﬂ. . | > Materials
@ Project consale (| Light Prabes [ Blend Probes +]
a Reflection Probes | Blend Probes _¢]
4 Assets Anchor Override  |None (Transform) 16
. Default-Matarial Qe
m OE Ny Q) e |
: = | Add Component |
¥ G Standard Assets Etandard Asse.  brushed mezal cailing flsar QrUngE TeNTUTE.. Huw Terrain rough grunge © scans_main TexruraX matal.  tewrural rusty
v il Characters =
¥ @ FirstPersanCharacter
i Audio /
\l Prefabs |
il Scripts
> il RallarBall - =
¥ i ThirdPersonCharacter wartical brick wall, inner 1 wall. inner 2 wll, suter wWeapon
¥ i CrossPlatformInput
' i Edrtor >
13 i ParticleSystems o ﬂm B (>
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Treek kuglen fra hierarkiet ned i assets omradet for at

oggre det til en prefa

Slet den derefter fra hierarkiet, da vi ikke skal bruge den fast

mi ity - simplefPS - PC, Mac & Linux Standalone® <DX11>

Q Unity 5.5.1f1 Personal {64bit) - scene_main.uni

TexruraX matal.  tewrural rusty

wall, inner 1 wall- inner 2 wall, outar waapen
0@ ¢ ]O)] | |

¥ i ThirdPersonCharacter wartical brick t
¥ i CrossPlatformiInput
' i Edrtor
Iﬁ?arl:id mmmmmm = |
ERHWERVEAKA WMIET
LILL FH.-“I."-.'- LT




ERHVERVSAKADEMIET LILLEBAELT
Kuglerne skal have fysiske egenskaber, sa vi giver dem

en rigidbod

€
File Edit Assets GameObject Wir He
ﬂ + S | | E[_I_. ; : 'I | S Collab - [} & H Account - | Layers - {,‘ﬂ_u'gnul -_j‘
= Hierarchy L - - . —— .
Craats | [G=al Glzmes *| [ All &
" . o Bullet
Directional Light | w ‘rd : u" =
Plane (floor) g [Untagged U 5
Cube {ceiling) ¥ .~ Transform &,
¥ Bullet Pesition | zi1.018 |
Cylinder Ratation x0  vs0 zias |
Sy scale xlos  vjos 205 |
alls
Cube (SW) Add Component.
Cube (NW)
Cube (EW) q |
¥ Cube 1
Cube (WW) “ Physics
e T — -
E::: ‘4 Character Controller
Eikn & Box Collider
Cube & Sphere Collider
Cube W Capsule Collider
Cube |2l Mesh Collider
Cube
Eubs D wheel Collider
¥ FPSController ‘i Terrain Collider
¥ FirstPersonCharacter & Cloth
W / . : :
l;::: n o ::l::::;::
i@ Projact arlﬁ ansole = _".!l| ; : I.
Creats = 5 I 8 Spring Joint
. - ¥ Character Joint B

|
¥ & Standard Assets Standard Asse.  brushed matal . (RLTICTNND ealling grumge tewtura_  Hew Tarrain  rough grunget.  scene_main  TawruraX meeal ‘
¥ il Characters ——
¥ @ FirstPersanCharacter 7y .
& Audio S 1
il Prefabs .
i Scrpts o
* il RallarBall
» "ﬂ‘l‘hird?crlmthnlmr tastureX uaty - vartical brick wall. inner & wall. innar 2 wall. outar waapon
¥ i CrossPlatformInput
' i Edrtor
% E Parl:il_:lus'ymtns - ' Bullet.orefab

SRR MIET
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ERHVERVSAKADEMIET LILLEBAELT
Vi skal have et script der ggr at kuglerne eksploderer nar

de rammer

Q Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

s <)

(. [ Account - [N Layers - [ Layout

= Hisrarchy [

IR T

—

Craara = | (G2l
Directional Light
Plane (floor)

Select Dependencies

Assets
el

Cube {ceiling)
¥ Bullet
Cylinder
Cylinder
¥ Walls
Cube [SW)
Cube (NW)
Cube (EW)
¥ Cube
Cube (WW)
Cube
Cube Folder
Cube
Cube c# Seript
o Create Javascript
s - Shader
e Show m Explorer
S Open Testing
Cube
¥ FPSController B -
¥ FirstPersonCharacter . - —
¥ Wespor Open Scene Additrve
i = Import New Accet... Alach s
P Import Package Material
Export Package. Lens Flare
Find Refe Render Texture

Lightmap Parameters

Refresh Ctri«R Sprites
Reimport Animator Controller
¥ Gl Standard Assets _—
v il Characters Reimpart All Animation
¥ @ FirstPersonCharacter = Animator Override Controller
8 Audio il Avatar Mask
= Pr'f'h' Open C2 Project
& Scripts Physic Material
> il RallarBall . .
e P Material 2D
* i ThirdPersanCharactar Iy Mxista
¥ i CrossPlatformiInput GUI Skin
¥ i Editor
13 ;i ParticleSystams ﬂ Custem Font
0 . Legacy
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F@j koden herunder til script filen

(3 Assembly-CSharp - boom.cs - MonoDevelop-Unity - =] %
File Edit View Search Project Build Run Version Control Tools Window Help

L} ;J ;J n © MonaDevelogp-Unidy

SN com.cs . \ 7@
& boom * No sslection i
1 using System.Collections; 2
2 using UnityEngine; =
3 s
4 public class boom : MonoBehaviour { g
5 public float speed = 2808.8f; g
] // The fly speed (used by the weapon Later) <
7 $
] public GameObject explesionPrefab; %
g // explosion prefab (particles) =
1
11 void OnCollisionEnter(Collision c) { g
12 // find out when it hit something 3
13 5
14 Instantiate(explosionPrefab, transform.position, Quaternion.identity); %
15 // show explosion - transform.position because it should be where the bullet is - Quaternion.identity because it sl »
16
17 Destroy(gameObject);
18 // destroy the bullet. Destroy(this) would just destroy bject) destroys
9}
o 20}
v
>
Hwatch & = | #Locals O Breakpoints . Threads ¥ Call Stack B Immediate
Mame Value Type | Mame File Language Address
[a Errors Tasks & ication Qutput

ERVEAKADEMIET
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() D\Unity\simpleFPS\Assets\boom.cs - MonoDevelop-Unity - X
File Edit View Search Project Build Run Version Control Tools Window Help

® |Debug

j |Unity Editor j ’ | TR~ YR AR J J [ ® MonoDevelop-Unity ] [QPress ‘Control+," to search

- boom.cs :

oY -

{» boom * No selection §
1 using System.Collections; L
2 using UnityEngine; =
3 s
4 public class boom : MonoBehaviour { g
5 public float speed = 2000.0f; .
6 // The fly speed (used by the weapon Later) =
7 3
8 public GameObject explosionPrefab; 'g
9 // explosion prefab (particles) 3
10 %I
11 void OnCollisionEnter(Collision c¢) { 2
12 // find out when it hit something 3
13 =
14 Instantiate(explosionPrefab, transform.position, Quaternion.identity); %
15 // show explosion - transform.position because it should be where the bullet is - Quaternion.identity because it should have default rotation| |°
16
17 Destroy(gameObject);
18 // destroy the bullet. Destroy(this) would just destroy the script attached to it, Destroy(gameObject) destroys the whole thing
19 }

ol 207}

W
< I ——— >
#Watch o » | #Locals (&) Breakpaints . Threads ./ Call Stack = * | B Immediate

Name

|Va|ue |Type |Name| FiIe|Language|Address

Click here to add a new watch

| |« Frrors | Tasks @ Application Output




ERHVERVSAKADEMIET LILLEBAELT
Vi instantierer eksplosionen og pdelaegger det ved at

Q Unity 5.5.1f1 Persenal {64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

M um@ - - 'I 1{ & Collab ~ ]1____] Accnun: -] [L;,-gr; = H .ulcnut

= Hinrardn{

g o ‘Bullet | static =
Tag | Untagged 8 Layer | Dafaule i)

¥ .~ Transform Lo

v &l scene_main
Directional Light
Plane (floor)

Cube (cailing) Position X/-0.15 |Y0 Z1.018
¥ Walls Rotation ®o  y50  |z45 |
Cube (SW) Scale 05 1205
Cube (MW} 2 |
Cube (EW) v Rigidbedy e
¥ Cube Mass 11
Cube (Ww) Drag o
Cube Angular Drag 10,05
Cubs Use Gravity 4
Cube Is Kinematic L
Cube . 4]
E::: Callision ]
Ciiba ¥ Constraints
Cube Freeze Position  [J% (1Y ]
Cube Freeze Rotation [ % [ ¥ |
¥ FPSController
B Scrij Oy
¥ FirstPersonCharacter SR pomAzcript] 3 C o
] ""_:‘::: Speed [zooo
Prefab  None (Game Object) 1o

= Add Component |
B Project

. = ’l

Srandard Asse. haom brushed maral

qrunge texturs rough grunge t scane_main  TeseruraX metal.

¥ G Standard Assets
v il Characters
¥ [ FirstiersonCharacter
& Audio
\l Prefabs
&l Scrpts
* il RallarBall
¥ i ThirdPersanCharacter
¥ i CrossPlatformInput
¥ & Editor
» @l ParticleSystams

Bullet
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ERHVERVSAKADEMIET LILLEBAELT
Eksplosionen far vi gennem unitys partikler, som vi

importerede i starten

@ Unity 5.5.1f1 Persenal {64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone <DX11> - o 4
Eile Edit Ascets GameObj Comp onem Maobile pul _‘ﬁl Help

'+ E :nc._E_l__J__ _.'1_ Center mulf ' (> 1 »if}

] | Layers = | Layout - ||
= Hierarchy | - - | #s € Gama i Asset Store : s | O Inspector . em
Craare »| (GoAll | | Shaded = -

¥ < seana_main i
Directional Light yer Losfauke .
Plane (floor) Lo
Cobe ooy #F S W B T 0 S, Sl Fouitian 1.018

¥ walls 45
Cube (SW) " 0.5 — 12{05 |
o s :
e :::,’ : v Rigidbody Qe
¥ Cube Moy i1
Cubs (WW) Drag
Cube Angular Drag N}S
Cube Use Gravi ™ §
A . - o MR e, R T S -
EEC % B e R TR e R TTTITET
z::: stection | Discrate
Cube it S
uh, Freeze Position | X 1Y |
Fraezs Rotation [ % [|¥ (]2
FPQC ntﬂlll i)
nnnnnnnnnnnnnnnn "s'r,__'l.m Regm(Scrint) e ﬁ:-
Weapon d
Cube
= E pI n Prefab |u & (Game Object) | &
Cub:

e

e add Componei nt
®project || Gonsale) - '
Craats

L T8 IR
¥ ./ Favorites 4 Assets ystemns » Prefabs

Al materials

L All Models

v u e uol. W e e

¥ il Standard Assets
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Seet eventuelt scale ned til 0.2 da man ellers stort set kun kan skyde opad. Prgv dig frem med det I l
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For at kuglerne kan flyve skal vi have et script ti

Create > C# Script

Q Unity 5.5.1f1 Persenal {64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone <DX11> - o ®
File Edit Ascets GameOhjecl Component  Mabile !npul _‘ﬁlndow t{eip

: : ‘: :ﬂ: E[ 1 'Ic;\nr @ Local f 5 'I 1 G Callab - 1__@_J_i Account « | Layers = H Layout -_f

= Hiararchy | Scens € Game i Asse . : O Inspector |
Craata »| (G211 || Shaded ; Glzmas *| (G All 3
v &) scene_main :
Directional Light
Plane (floor)
Cuba (cailing)
¥ Walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cubs
Cube
Cube
Cube
Cube
Cube
Cube
Cube
¥ FPSController
¥ FirstPersonCharacter
¥ Weapon
Cube
Cube
Cube
= —
B Project 1 g ole B St "QI
Create | < | &% | *

All Materials

Al Madels 3
All prafabs \
&ll Scripts 4

¥ G Standard Assets Srandard Asse. baom brushed maral Bullet cailing qgrunge texTurs. - rough grisngs £ scana_main
= il Characters
* il CrossPlatforminput
¥ & Editor
¥ &l ParticleSystemns
& Materials
|l Prefabs =
i Seripts TotureX matal.  teocturedX rusty - vertical brick t wall, inner 1 i waapon

il Shaders

il Textures -
Dra—— o ¢ 10)] [$]O

1
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Foj koden herunder til script filen

Vi bruger rigidbodys Addforce metode til at lade det flyve fremad

(3 Assembly-CSharp - shoot.cs - MonoDevelop-Unity — =] %
File Edit View Search Project Build Run Version Control Tools Window Help

L} ;J ;J n :’J MonaDevelop:Unty Q, e

SO s v | shaotes x | - E
1 choot » No selection i
1 using System.Collections; 2
2 using System.Collections.Generic; =
3 using UnityEngine; T
4 F
2
5 public class shoot : MonoBehaviour {
6 -
7 public GameObject bulletPrefab; ?:
8 E
9 void Update () {
le if (Input.GetMouseButtonDown (2)) { g
11 5
1 GameObject g = (GameObject)Instantiate (bulletPrefab, transform.position, transform.parent.rotation); =
13 float force = g.GetComponentc<bullet> ().speed; s
14 g.GetComponent<Rigidbody> ().AddForce (g.transform.forward * force); i
15 }
16 }
17 }
. . >
i Watch  Locals & Breakpoints = Threads #Call Stack © = | M Immediate
MName Value Type | Name File Lanquage Address
Click here t wat
[a Errors Tasks & ication Qutput
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@ Assembly-CSharp - shoot.cs - MonoDevelop-Unity
File Edit View Search Project Build Run Version Control Tools Window Help

@ |De:3ug j |Ur1't3.r Editor j ’ | T VR SRR ] l ® MonoDevelop-Unity

- bullet.cs x } shoot.cs x

- X

[ Q, Press ‘Control+, to search

oY -

¥ shoot » No selection §
1 using System.Collections; ~ R
2 using System.Collections.Generic; P
3 using UnityEngine; S
4 z
5 public class shoot : MonoBehaviour { ;
6 -
7 public GameObject bulletPrefab; §
8 g
9 void Update () { @
10 if (Input.GetMouseButtonDown (9)) { g
11 3
12 GameObject g = (GameObject)Instantiate (bulletPrefab, transform.position, transform.parent.rotation); 2
13 float force = g.GetComponent<bullet> ().speed; =
14 g.GetComponent<Rigidbody> ().AddForce (g.transform.forward * force); 1
15 }
16 }
17 }

< >

#Watch 0% | #Locals (&) Breakpoints “ Threads /' Call Stack © > | B Immediate

Name |Va| ue Type | Na me| File| La nguage|Add ress

Click here to add a new watch

|« Errors

 Tasks Application Output
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F@j shoot scriptet til vores va

husk at treekke vores Bullet prefab over i feltet

Q Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

[EEXE =ENCeeTse ]

= Hierarchy |8 ®om | FScene } - -
Craaw = | (S Shaded » Glzmes * | (oAl :

v Quene_,_main' | 9 ¥ weapon L] Static =
Directional Light
Plane (floor)
Cube (cailing)

¥ Walls
Cube (SW)

Tag | Untagged 8 Layer | Dafaule ]

¥ .~ Transform o
Position x[0 ¥|-0.8 zi01s |
Ratation [0 Yo Zio

Cube (NW) Scale X1 ¥iL 271
Cuba (EW) | W Shoot (s:ﬂpq_F b (FE
Cube (WW) S —
fbe Bullet Prafab ]
Cube -l h el L
Cubs
Cube
Cube
Cube
Cube
Cube
Cube
Cube

¥ FPSController

¥ FirstPersonCharacter

| Add Component

Create * |

grunge texturs .

-+

wall innar 2 wall. suter weapen

raugh grunge

Srandard Asse.

¢

SCens_main shoot Taxtured matal.  tetureX sty - vertical brick t

¥ G Standard Assets
= il Characters
* il CrossPlatforminput
¥ i Editor
¥ & ParticleSystems
& Materials
|l Prefabs
& Seripts
il Shaders
i Textures =
[l PhysicsMaterials o ﬂm n (@]

P by

wall. inner 1
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Sadan!

'@ Unity 5.5.1f1 Persenal {64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

-
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Las os fgje nogle skydeskiver

Create empty taget som overordnet

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
File Edit Ascets

= Hinran:.h . = O Inspector |

Craate:* | [G=A) =

| LA - W Target

v ) scene_main® - 9 L
Directional Light Tag |Untagged 4] Layer |Defauke 1

Plane {(floor) YA T = T
Cube (ceiling) Position xjo~  |¥io zlo
& Walls Rotation %0 Yo zlo |

T - Scale T 2050 |
entroller e
¥ FirstPersonCharacter [ Add Component |

¥ Weapon

Cube
Cube
Cube

B Project

¥, Favorites 4 Assets -
Al Materials
(0 All Models
f@,ml Prafabs
121, Al Seripts

¥ i Standard Assets Srandard Asse.  Brushed matal - grungs textura.  rough grunge t

* [l Characters

» @l CrossPlatforminput 1 F

¥ g Editor |

¥ & ParticleSystems [ #
i Materials {7 |
|l Prefabs —" _ _
i Seripts SCena_main sheot Tectured matal.  textured rusty - vertical brick wall, inner 1 wall. innar 2
il Shaders

. | 0® 0@
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Las os f@gje nogle skydeskiver ti

lav cubes derefter og placer dem rundt om pa banen

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

= Center | @ Local |

| Craaze »| (@eall
L Q scens_main®

Directional Light 4 | .
Plane (floar) = v A T fi e
Cube (ceiling) - = . g Position x[0 Jeefo zZo
¥ Walls : - | Rotation %0 ¥ |
e {ﬁ:; Scale x[o:001 |¥jz 12005 |
ube | >
Cube (EW) | Y. Cube(MeshFilter) W
Cube (WW) Mesh |l Cube o
Cube J o Bon Collider o
Cube
Cube [on g .‘f
Cube é
Cube
Cube Pet Dgucl Matien 3
Cube
c:lw Light Probes Bland Prabes 4
Cube Reflaction Probes | Blend Probes +
Glibe: Anchor Overnide  |Nene (Transform} ES
¥ Target =
Default-Matarial o

¥ FPSController shader | Grandard

¥ FirstPersonCharacter
¥ Weapon

=Ll

l Add Component i

B Project
KERAS S,

¥ E.kf Favorites 4 Assets -
Al Materials
10 All Models
(20 All prafabs
"L All Scripts

¥ &l Standard Assets Standand Axze. grunga texturs rough grunge T

* [l Charactars

» il CrossPlatforminput
¥ i Editor
¥ & ParticleSystems

& Materials

&l Prefabs - -
i Seripts SCena_main wall. innar 2

il Shaders

] (4 10)] 110
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Las os f@gje nogle skydeskiver til

lav et passende materiale og f@j det til vores skydeskiver

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

| o EIEIEIC]

= Himrarchy n "
| Craaes »| (@=All
~ Plane (floor) —_———
Cube [ceiling) —_—————
¥ Walls T T T
Cube (SW)
Cube (NW)
Cube (EW) PR
Cube (WW) r— O |
Cube th o o5
Cube Source Mazallic Alpha [
E::: ~ oNormal Map
Cibe @ Height Map
Cube © Occlusion
Cube  oEmission [l i i
Cube Glebal Hlumil Fealume 1l
cc::: @ Detail Mask
il X1 i
‘T‘?::.. Cﬂ.l‘:t X0 & 2]
E::: :;; s,cand.ry Maps
¥ FPSController ©Detail Albedo »
¥ FirstPersonCharacter o Normal Map 11 |
¥ Weapen Tiling T
offset X0 ‘o |
UV Set [uvo n

+ Assets -

1 All Models
(20 All prafabs
"L All Scripts

brushed maral Buller Cylindar

e

TaoctureX metal- toctured usty - vertical brick t. wall, inner 1

¥ @l Standard Assets Standard Asse .
* [l Charactars
» @l CrossPlatforminput ~
¥ i Editor |
¥ & ParticleSystems - @ | ,’#
& Materals b
il Prefabs
i Seripts reugh grunge t.  scanse_main shoot
il Shaders
il Textures i_
B PEguicandrarale | & taraet mat

Forward Rendering Options
Specular Highlights (¥
Reflactions I
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.'

Vi skal have nogle punkter de kan bevage sig mellem, til hgjre og venstre for. De behgves ikke vaere

synlige for spilleren.

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

Cube (SW)
Cube [NW)
Cube (EW)

Cube (Ww)
Cube
Cube
Cube
Cube
Cube
Cube
Cubs
Cube
Cube
Cube
¥ Target

Cube
Cube (1)
Cube (2}

Spheie b Jeft
Sphere {cube right)
¥ FPSController
¥ FirstPersonCharacter

B Project
| Craate " |
¥ | Favorites

Layers - || Layout - |

© Inspector

L] [Sphere (cube Tefy ] i static » 2

[v*A T fi

Position X0 p¥io Z.025 |
Rotation x[0 |
Scale X0.0500 ¥ 2 z0.000

¥ Sphere (Mes
Mesh

¥ 50 zlo
IiFIIhrI g‘-
@

Wi Sphere

¥ i@ ¥ sphere Collider &

» ¥ Mesh Renderer

Edit Collider
=

1s Trigger
Material [None (Physic Material) @
Center
X0
Radius

Dafault-Matanal

Shader | Srandard

" all Matesials
L Al Madels
(20 All prafabs
"L All Scripts

¥ &l Standard Assets
* [l Charactars
» il CrossPlatforminput
¥ g Editor
¥ il ParticleSystems
& Materials
il Prefabs
i Seripts reugh grunge t.  scanse_main shoot

il Shaders
w0 Y

&l PhysicsMaterials

Hendering Made | Dpague
Main Maps

@ Albedo | =

o Metailic

Souite
@ Normal Map
© Height Map
@ Occlusion
D Emission -
Global Hiumil Resiome
& Detail Mask
Tiling
DOffset
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x
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Secondary Maps

o Datail Albedo »
@ Normal Map

1
(]
—
Tiling x1 Yl =
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Las os f@gje nogle skydeskiver til

Statiske skydeskiver er kedelige, sa vi laver et script der far dem til at beveege sig

'@ Unity 5.5.1f1 Persenal {64bit) - scene_main.unity - simplefPS - PC, Mac & Linux Standalone* <DX11> o o x
Eile Edit Ascets GameObject Component Mobile Inpu: ﬂmdow ﬁdp

”m + | ;_'

Plane (Hnnﬂ

Cube (ceiling)

¥ Walls
Cube (SW)
Cube (NW)
Cube (EW)
Cube (WW)
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube
Cube

¥ Targst
Cube
Cube (1)
Cube (2)

¥ FPSController

¥ FirstPersonCharacter

+ Assets -

— : i :
s . . G
(0 All Prafabs L
LAl Scripts Srandurl Axsin hrilhd ietsl Bullet Cylinder Clinder bullst

¥ i Standard Assets b -
* [l Charactars P P
» @l CrossPlatforminput | U-'r' - LF

¥ i Editor e

¥ &l ParticleSystemns “ rough grunge t—  scene_main shoor
& Matenals :

il Prefabs
s Scripts V-
il Shaders
il Textures
&l PhysicsMaterials o

TestureX matal.  vetureX rusty - vertcsl brick t

wall innar & wall, inmr_z

-
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@ Assembly-CSharp - Target.cs* - MonoDevelop-Unity

File Edit View Search Project Build Run Version Control Tools Window Help

@ | Debug

j |Unity‘ Editor j l ® MonoDevelop-Unity

- bullet.cs x tshoo‘t.cs x } Target.cs (]

- X

[ Q, Press ‘Control+, to search

oY -

< target » [ Update () §
1 using UnityEngine; A8
2 using System.Collections; =
: S
4 public class target : MonoBehaviour { =
5 // Left and right marks 2
6 public Transform left;
7 public Transform right; =
8 g
9 public float speed = 1.8f; // speed %
1e i
11 bool dir = false; // current direction (false means to the Left, true means to the right) @
12 g
13 void Update () { 5
14 if (dir) { =
15 // go closer to the right one g
16 transform.position = Vector3.MoveTowards(transform.position, right.position, Time.deltaTime * speed); =
17
18 // reached it?
19 if (transform.position == right.position)
28 dir = ldir; // go to opposite direction next time
21 } else {
22 // go closer to the Left one
23 transform.position = Vector3.MoveTowards(transform.position, left.position, [Time.deltaTime * speed);
24
25 // reached it?
26 if (transform.position == left.position)
27 dir = ldir; // go to opposite direction next time
28 }
29 }
30} v
#Watch 0 * | & Locals (&) Breakpoints . Threads /' Call Stack = | B Immediate
Name |Va| ue Type | Na me| File| La nguage|Add ress

Click here to add a new watch

|« Errors

|¥|Tasks @ Application Output
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Las os f@gje nogle skydeskiver til

Foj scriptet til skydeskiverne og szt hgjre og venstre maerkerne

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

© Inspector

‘_—iI:lnu :L\ _ - 9 i Cube

Plane (floar) | . i ] . 1 " ) . ' Ivi T f 35,

Cube [ceiling) . ¥ b - h 1A y Position xfoo  |vlo  |zfo
¥ walls [ . : 3 p W Ay Rotation [0 Zo i
g":‘ E::; Scale xlo001 vz |z005 |
ube s L
Cube (EW) ¥ . Cube (Mesh Filter) e,
Cube (WW) Mesh |l Cube o
Gube Y - b ! 1 4 | 4 o Box Collider [k
Eu:n 4 . A B Sl A » o Mesh Renderer ﬁ_‘*
cilks n . G T . ¥ (o o Target (Script) Q=
Cube | ; s Yl ATy Seript Target )
Cube : ; Left "L Sphere (cube Ieft) (Transfc ©
Cube Right | Lsphere (cube right] (Transf @
Cube Speed i |

Cube

Cube target (VK%
3 Shader | Standard -

Cube (1) . X El . . 4 l rrTT— I

Cube (2)
Sphere {cube [eft)

B Project

| Create =

¥ | Favorites
Al Materials
L Al Madels

(20 All prafabs

121, Al Seripts

¥ &l Standard Assets

* [l Charactars

» il CrossPlatforminput

¥ i Editor

¥ il ParticleSystems
& Materials
il Prefabs
i scripts Ul kit b
il Shaders
T o | ah |

&l PhysicsMaterials

wCane_main

ERHWERVEASADEMIET

LILLEBA®LT



ERHVERVSAKADEMIET LILLEBARLT
Med |loftet aktivt er scenen lidt mark

Vi laver en gruppe, lights, der indeholder capsules til lysstofrgr

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

m 2 ._  Local | . { G collab - E] Account - || Layers - Layout - |
H . _

© Inspector

G ¥ Capsie  ijstatic v =
Tag [Untagged 1] Layer | Defavic J

Cube Ivi T f

Cube Positian x21.z2 |¥[-14 |z{78

B Rotation ®0 Y0 zlo
TIRrat Scale %i vl 125 |

Cube = S B = L

Cube (1) ¥ .. Capsule (Mesh Filter) g ﬂ.

Cube (2) Mesh Capsule o

Sphere (cube left)
Sphere (cube right)
Sphere (cube 1 |aft)

¥ |y o capsule Collide

Edit Collider
=

Sphare (cuba 1 nght) 1s Trigger
Sphere {cube 2 left) Material [None (Physic Material) @
Sphere (cube 2 rnght) Center
¥ Lights %[0
Capsule Radius
EID!::! Height
apsule =
Capsule Binee
Capsule | Lo Mesh Renderer
o Default-Material

v J Shader | standard

Rendermg Mode

Main Maps

o albedo [ 1*
ot 5 © Metallic []
10 All Models h Ci 0,5
(20 All prafabs Source | Metallic Alpha .
ANl Seripts @ Normal Map

S Hmight Map

¥ @ Standard Assets Standard Azse @ Oeclusion

il Characters & Emission ]

» il CrossPlatforminput
» i Editor
’ @ Deatail Mazk
TﬁParhdnSrItmnl - Thing ! : e ;46
Matenals ¢ 4
B Mateiy Offset s vo

i Prefabs

i scripts Ul kit b

il Shaders g

i Textures | : & Betail Albedo x
@l PhysiceMatarials @ Normal Map

tatureX rusty . vertcal brick to wall. inner 1 will. inner 2
) ) Secondary Maps
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Med |loftet aktivt er scenen lidt mark

Vi laver et nyt materiale sa vores lysstofrgr er mere gule

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11> - o ®
Eile Edit Ascets GameObject Component Mobilelnput Window Help

© Inspector

lights
i Shader | Standard =]
Cube Rendering Mode Opague i
e e
v Target o albedo
Cube © Metallic a i
Cube (1) th . 05 1
c":' u'] S Source Merallic Alpha s
Sphere (cube
Sphere (cube right) L Samelon
Sphere (cuba 1 laft) @ Height Map
Sphare (cuba 1 nght) @ Occlusion
Sphere {cube 2 left) - oEmission 12 £ i
et Global tllumil Featume |
Capils ﬂ_smﬂil- Mask .
Capsule mng X1 REES |
Capsule Offsat %0 '¥o
Capsule
Capsule s,cand.ry Maps
ul © Detail Albedo »
 ©Normal Map 1 |
Tiling ®1_ Iy ]
offset %[0 irlo |
UV Set [uvi i

Forward Rendering Options
Specular Highlights (¥
Reflactions I

+ Assets -

(51 All prafabs
(LAl Scripts Soandard Arcen) hriphadmatae ullee Cylinder Cylinder

¥ &l Standard Assets . ; - lights
* [l Charactars =g
» il CrossPlatforminput - 3
¥ g Editor
¥ & ParticleSystems
& Materials
il Prefabs
& Seripts
il Shaders
il Textures |
= Ph.y!iuﬂmll "I_Q lights.mat

TestureX metal . textureX rusty - wertical brickt—  wall inner 1
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Med loftet aktivt er scenen lid

Vi fgjer area lights til og lzegger dem oveni vores “lysstofrgr”

'@ Unity 5.5.1f1 Perscnal {64bit) - scene_main.unity - simplefP5 - PC, Mac & Linux Standalone® <DX11>
Eile Edit Ascets GameObject Component Mobilelnput Window Help

= Center | @ Local |

1)
Cube (2)
Sphers (cube sft)
Sphere {cube right)
Sphere {cube 1 [eft)
Sphere (cube 1 right)
Sphere [cube 2 laft)
Sphere {cubs 2 right)
¥ Lights
¥ Capsule
Area Light
¥ Capsule
Area Light
¥ Capsule
Area Light
¥ Capsule
Area Light
¥ Capsule
Area Light

rea Light
¥ Capsule

& Assets »
- - -
(20 All prafabs

ANl Seripts Standard Asse_ brushed metal _

Cylinder

Cylinder

¥ &l Standard Assets
* [l Charactars
» il CrossPlatforminput
¥ i Editor

¥ & ParticleSystems : y TestureX metal_ textureX rusty - vertical brick t

ﬁﬂ._wrrilh
il Prefabs
& Seripts
il Shaders

il Textures

| & | Account
© Inspector

g o [Area Light
Tag | Untagged

(v A T fi i o

Pasition x-05 v[0_ z-0.01
Ratation [0 Yo Zo
Scale %[5 J¥iL 20z

v o ¥ ught &,
Type Directional 0

Baking [Reatwme ]
Calar ,"

Intensity —_——1 |
Bounce it

Shadow Type Hard Shadows

Reuﬂ;ﬂm Madium Rasalutian - &
Bias A —eeee |

Normal Bias e | ()
Shadow Near Plar(r——— 2

% T — A KoM S
Cookie |None (Texture) j@

Cookie Size 110 |
Draw Halo = 4

Flare |None {Flare} | @
Render Mode Auto %]
Culling Mask ___Ewmmn ]

&l PhysicsMaterials

Add Component i

ERHWERVEASADEMIET

LILLEBA®LT



ERHVERVSAKADEMIET LILLEBATLT

Maske lidt meget men sadan!
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UML

e https://www.tutorialspoint.com/uml/uml class diagram.htm

e https://msdn.microsoft.com/en-us/library/dd409416.aspx

e http://creately.com/blog/diagrams/umldiagram-types-examples/

e http://modeling-languages.com/best-uml-cheatsheets-and-reference-
guides/

Objekt Orienteret Programmering
e https://youtu.be/IbXsrHGhBAU
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