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+

+

§

+

+

”

+ +
+ + +
+ + +
+ + 4+
+ + +
+ + +
+ + + +

+ + + + +

+ + + + +

+ + + + o+

-+

+ + + + +

+ + + + + o+

+ + + + +

3
+-

+ + + + + +

+ + + + 4+ +

+ + + + + + 4

+ + + + + +

+ + + + + + +

¥ £ 3 3 = ds as s



Milestone O — Koncept

= Vytvoreni tymu
= Odevzdani konceptu hry

v

= Priste:
— Web projektu
— Doplnéni informaci o tymu
— Dokumenty na webu (koncept)
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GUI v Unity

= Novy system od Unity 4.6
= Canvas, RectTransform a potomci
= Automaticke zpracovani interakce
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GUI v Unity — zaklady

= Canvas je vychozim prvkem GUI
— zobrazovaci rezimy: Overlay, Camera — World, World

s RectTransform ekvivalentem Transform
= Zakladni prvky:

— Image
— Rawlmage
— Text

= Viz. projekt
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Input v Unity

= CrossplatforminputManager pro mapovatelné osy
— mys, joystick, touch input — mapované automaticky na stejne , osy*

— vychozi virtualni osy napr. Vertical, Horizontal, Fire1-3, Mouse X,
Mouse Y

— mozno definovat dalSi v editoru
— Unity feSi mapovani

= trida Input pro spravu klaves
— Input.GetKey(jméno) a ekvivalenty

= Viz. projekt (TODO 2, 3, 4)
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GUI v Unity — interakce

= Interakcni objekty Button, Slider, Toggle, etc.

(pouze interakce, nejsou fakticky videt)
— zmeny v Ul generuji UnityEvent
— udalosti zpracovava (skriptovy) listener

= Viz. projekt (TODO 5, 6)
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Persistence v Unity

= PlayerPrefs pro nastaveni persistentni na zarizeni

— ekvivalent Registry ve windows
— neni vhodna pro vetsi data

= Viz. projekt (TODO 7, 8)
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Prepinani mezi scénami

= Load level:
— Application.LoadLevel();

s Info:

— Application.LoadedLevelName
— Application.LoadedLevel

= Restart:
— Application.LoadLevel(Application.LoadedLevelName);
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Persistence mezi scénami

= DontDestroyOnlLoad
— zachova objekt pfi zniCeni sceny
— je tfeba na néj nékde mit referenci

— vhodné pro gameplay elementy (informace o postavé, inventar,
apod.)

= Mozno serializovat data

— viz. pfednaska Persistence — Saving and Loading Data

— https://unity3d.com/learn/tutorials/modules/beqginner/live-training-
archive/persistence-data-saving-loading
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https://unity3d.com/learn/tutorials/modules/beginner/live-training-archive/persistence-data-saving-loading
https://unity3d.com/learn/tutorials/modules/beginner/live-training-archive/persistence-data-saving-loading

Prefabs

= Vytvoreni Ssablony kterou Ize pouzit kdekoliv v
projektu

= Zmény na prefabu se propaguiji, instance je mohou
prekryt

s Zakladni element AssetStore
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Pristi tyden — pripomenuti

= Web projektu
= Doplnéni informaci o tymu
= Dokumenty na webu (koncept)
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Dekuji za pozornost
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