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Preface

Game development is a broad and complex task. An interdisciplinary field covering subjects
as diverse as Artificial Intelligence, character animation, digital painting, and sound editing.
All those areas of knowledge can materialize as the production of hundreds (or thousands!)
of multimedia and data assets. A special software application—the game engine—is required
to consolidate all of those assets into a single product.

Game engines are specialized pieces of software, which used to belong to an esoteric domain.
They were expensive, inflexible, and extremely complicated to use. They were for big studios or
hardcore programmers only. Then along came Unity.

Unity represents true democratization of game development. An engine and multimedia
editing environment that is user-friendly and versatile. It has free and indie versions and a
Pro version that includes even more features. As we write this preface, Unity offers modules
capable of publishing games to Windows, Mac, Linux, iOS, Android, XBox 360, Wii U, and PS3;
as well as web-based games using the Unity plugins.

Today, Unity is used by a diverse community of developers all around the world. Some

are students and hobbyists, but many are commercial organizations ranging from garage
developers to international studios, using Unity to make a huge number of games—some you
might have already played in one platform or another.

This book provides over 100 Unity game development recipes. Some recipes demonstrate
Unity application techniques for multimedia features, including working with animations and
using preinstalled package systems. Other recipes develop game components with C# scripts,
ranging from working with data structures and data file manipulation, to artificial intelligence
algorithms for computer controlled characters.

If you want to develop quality games in an organized and straightforward way, and want to
learn how to create useful game components and solve common problems, then both Unity
and this book are for you.
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What this book covers

Chapter 1, Getting Started with Unity 4.x, is written for those who have just started, or
are about to start, using Unity 4.x. It covers software installation, interface concepts,
user preferences, and some workflow tips.

Chapter 2, Using Cameras, will explain recipes covering techniques for controlling and
enhancing your game's camera. This chapter will present interesting solutions to work
with both single and multiple cameras.

Chapter 3, Creating Maps and Materials, contains recipes that will give you—whether
you are a game artist or not—a better understanding on how to use maps and materials
in Unity 4.x. It should be a great resource for exercising your image editing skills.

Chapter 4, Creating GUISs, is filled with GUI (Graphical User Interface) recipes to help

you increase the entertainment and enjoyment of your games through the quality of the
interactive visual elements. You'll learn a wide range of GUI techniques, including working
with scroll wheels for input, and displaying directional compasses, radars, and graphical
inventory icons.

Chapter 5, Controlling Animations, demonstrates focusing on character animation,
how to take advantage of Unity's new animation system—Mecanim. It covers everything
from basic character setup to procedural animation and ragdoll physics.

Chapter 6, Playing and Manipulating Sounds, is dedicated to making sound effects and
soundtrack music in your game more interesting. It also touches on playback and volume
control techniques.

Chapter 7, Working with External Resource Files and Devices, throws light on how external
data can enhance your game in ways, such as adding renewable content and communicating
with websites. External devices, such as the Microsoft Kinect, can totally change the game's
interactions. Learn about communicating with external resources and devices in this chapter.

Chapter 8, Working with External Text Files and XML Data, provides recipes for different
methods to work with text files in general, and with XML text data specifically. This chapter
is included because XML and other text-based data is common and very useful, both being
computer and human readable.

Chapter 9, Managing Object States and Controlling Their Movements, relates to the many
games that involve moving computer-controlled objects and characters. For many games
animation components can be sufficient. However, other games use artificial intelligence
for directional logic. This chapter presents a range of such directional recipes, which can
lead to games with a richer and more exciting user experience.
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Chapter 10, Improving Games with Extra Features and Optimization, provides several
recipes providing some ideas for adding some extra features to your game (pausing,
slow motion, 3D stereography, and securing online games). The rest of the recipes in
this chapter provide examples of how to investigate and improve the efficiency and
performance of your game's code.

Chapter 11, Taking Advantage of Unity Pro, is a concise chapter with interesting uses for
some Unity Pro capabilities. It includes recipes for sound, render texture, video texture,
and image effects.

What you need for this book

You will need a copy of Unity 4.x, which can be downloaded for free from http://www.
unity3d. com. If you wish to create your own image files for the recipes in Chapter 3,
Creating Maps and Materials, you will also need an image editor such as Adobe Photoshop
(which can be found at http: //www.photoshop . com) or GIMP, which is free and can be
found at http://www.gimp.org.

Who this book is for

This book is for anyone who wants to explore a wide range of Unity scripting and multimedia
features and find ready-to-use solutions to many game features. Programmers can explore
multimedia features, and multimedia developers can try their hand at scripting.

From beginners to advanced users, from artists to coders, this book is for you and everyone
in your team!

Conventions

In this book, you will find a number of styles of text that distinguish between different kinds of
information. Here are some examples of these styles, and an explanation of their meaning.

Code words in text, database table names, folder names, filenames, file extensions,
pathnames, dummy URLs, user input, and Twitter handles are shown as follows: "Unity's menu
actually reads the Sstandard Packages folder content when starting up, instead of getting
that information from somewhere else."

A block of code is set as follows:

private void ChangeMaterial() {
materialIndex++;
materialIndex = (materialIndex % materialArray.Length) ;

Material nextMaterial = materialArray[ materiallIndex ];
renderer.sharedMaterial = nextMaterial;



http://www.unity3d.com
http://www.unity3d.com
http://www.photoshop.com

Preface

New terms and important words are shown in bold. Words that you see on the screen, in
menus or dialog boxes, for example, appear in the text like this: "Let's create a new material.
Access the Project view, click on the Create drop-down menu and choose Material. Rename
ittogrid."

Warnings or important notes appear in a box like this.

Q Tips and tricks appear like this.

Reader feedback

Feedback from our readers is always welcome. Let us know what you think about this
book—what you liked or may have disliked. Reader feedback is important for us to develop
titles that you really get the most out of.

To send us general feedback, simply send an e-mail to feedbackepacktpub.com, and
mention the book title via the subject of your message.

If there is a topic that you have expertise in and you are interested in either writing or
contributing to a book, see our author guide on www . packtpub.com/authors.

Customer support

Now that you are the proud owner of a Packt book, we have a number of things to help you
to get the most from your purchase.

Downloading the example code

You can download the example code files for all Packt books you have purchased from your
account at http://www.packtpub.com. If you purchased this book elsewhere, you can
visithttp://www.packtpub.com/support and register to have the files e-mailed directly
to you.



http://www.PacktPub.com
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Errata

Although we have taken every care to ensure the accuracy of our content, mistakes do happen.
If you find a mistake in one of our books—maybe a mistake in the text or the code—we would be
grateful if you would report this to us. By doing so, you can save other readers from frustration
and help us improve subsequent versions of this book. If you find any errata, please report them
by visiting http: //www.packtpub.com/submit-errata, selecting your book, clicking on
the errata submission form link, and entering the details of your errata. Once your errata are
verified, your submission will be accepted and the errata will be uploaded on our website, or
added to any list of existing errata, under the Errata section of that title. Any existing errata can
be viewed by selecting your title from http: //www.packtpub.com/support.

Piracy

Piracy of copyright material on the Internet is an ongoing problem across all media. At Packt,
we take the protection of our copyright and licenses very seriously. If you come across any
illegal copies of our works, in any form, on the Internet, please provide us with the location
address or website name immediately so that we can pursue a remedy.

Please contact us at copyrightepacktpub.com with a link to the suspected
pirated material.

We appreciate your help in protecting our authors, and our ability to bring you
valuable content.

Questions

You can contact us at questions@packtpub.com if you are having a problem with any
aspect of the book, and we will do our best to address it.



mailto:copyright@packtpub.com




Getting Started
with Unity 4.x

In this chapter, we will cover:

» Installing Unity 4.x

» Setting your preferences

» Understanding and optimizing the User Interface
» Saving assets created in Unity as Prefabs

» Discovering Unity's content

» Importing your own content

» Importing Unity packages into your project

» Importing custom packages into your project

» Exporting custom packages from your project

» Adding custom packages to Unity's quick list

» Using the Project browser

Introduction

This chapter is tailored for those who are about to start using Unity or have just arrived to it. In
this chapter, you will find some introductory steps into making this engine more comfortable
and familiar.
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Installing Unity 4.x

Unity is a very powerful and versatile game engine. It is available in both Indie (free) and Pro
(paid) versions. In case you haven't installed Unity yet, this recipe will show you how to do it.

Getting ready...

You will need Internet access to follow this recipe.

How to do it...

To Install Unity, please follow these steps:

1. Access the Unity website at www.unity3d. com.

2. Locate and click the Download button, placed in the top-right corner.

Unity Gallery Store Asset Store Community Company Download

3. Now, on the Download page, click the button to get the latest version of Unity. Wait
for the download to complete.

4. Run the Installer. This is a very straightforward process that will install everything you
need in a couple of minutes.

5. Once the software is installed, run Unity. That should take you to the activation dialog
where you can choose between activating Unity Pro (provided you have a valid serial
number), Unity Free, or a 30-day trial of Unity Pro:

[ ticense.

Activate your Unity license

Thank you

trial of Unity Pro
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6. Select your choice and click OK. You should be prompted to log in or create
an account.

7. Register (if necessary) and log in to activate your copy of Unity and start using it
right away.

There's more...

You can expand Unity's capabilities and reach new audiences by adding more platforms
to your editor.

Acquiring new licenses

iOS and Android exporters are now included free, and others can be bought from the Unity
Store at https://store.unity3d.com.

Setting your preferences

Setting the editor to your preferences might sound superfluous to some. However, it could
accelerate your development process and make Unity even more comfortable to use. In this
recipe, we will learn how to adjust some of those settings to your taste.

How to do it...

To adjust Unity's preferences, follow these steps:

1. Inside the Unity editor, navigate to Edit | Preferences... (or, if you are using Mac OS,
Unity | Preferences...).

2. As the Preferences window shows up, notice that it is divided into these sections:
General, External Tools, Colors, Keys, and Cache Server.

3. Select the General tab. If you're working with multiple projects, you might want to
leave the Always Show Project Wizard option checked.

4. Also, if you use OS X and are used to its native color picker, leave the 0SX Color
Picker option checked.

5. Now select the External Tools tab. In case you want to use a different script editor
than Unity's built-in MonoDevelop, you can use the drop-down menu in External
Script Editor to browse to your favorite application.

6. If Image Application is set as Open by File Extension, you might end up working
with several image editors simultaneously. To avoid that, use the drop-down menu to
browse to your favorite software.

7. Also, if you happen to develop to Android, make sure to browse to the SDK in Android
SDK Location.

Bl
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8. Let's move on to Colors tab. The default settings are fine, but feel free to change
colors that make you most comfortable.

9. Now select the Keys tab. You might select any action to change its shortcut. Again,
the default settings are perfectly fine. Use this opportunity to learn more about them.

There's more...

As you probably noticed, Unity's Preferences window has more options than was covered
here. If you want a full explanation for each setting, please check the online documentation
athttp://docs.unity3d.com/Documentation/Manual /Preferences.html.

Changing the editor's player quality settings

Depending on your target platform, you might want to adjust the level of graphical quality
of your game. This can be done through Quality Settings, which controls, for instance, the
resolution of real-time shadows, or how much anti aliasing will be applied. Those options
(and much more) are organized in levels that range from Fastest to Fantastic. If you want
to experience a particular quality setting when running your game from the Editor, navigate
to Edit | Project Settings | Quality and select it from the table in the Inspector view.

» The Understanding and optimizing the User Interface recipe.

Understanding and optimizing the User

Interface

Game engines, especially 3D-capable ones, can be a bit intimidating the first time you open
them. Although Unity is particularly intuitive, user-friendly, and well documented, we have
provided this recipe to show you how to operate inside its User Interface (Ul).

How to do it...

Let's take a look at Unity's user interface:

1. Run Unity. Unless you have previously changed it, its layout should initiate in Wide
mode. Access Window | Layouts and choose another option, such as 4 Split or 2
by 3, and notice how the interface is organized into Views:
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Let's take a look at those views:

o Scene: This view is used to position, rotate, scale, and select game objects,
and also navigate your level.

o Game: This is the place to play and test your game. It will reproduce the
player's experience as accurately as possible.

o Hierarchy: Game objects (as diverse as characters, cameras, level geometry,
lights, and even GUI textures) placed in our scene will be listed here.

o Project: This is where you create, organize, and access your game assets.
From 3D models and 2D textures to C# scripts and Prefabs, every re-usable
element will be listed here.

o Inspector: From the Inspector, you can configure any game objects (selected
from the Hierarchy view) or assets (selected from the Project view). That
includes changing its Transform settings, configuring existing components
and attaching new ones. Also, you can adjust other preferences for your
game, once you have accessed them from the menu, in the Inspector view.

o Toolbar: Includes transform tools (used for manipulating game objects and
navigating the scene), control tools (used for playing / pausing and stopping
the level), and drop-down tools (used for managing layers and layouts).

o Menu: Gives access to a diverse list of commands covering asset import/
export, preferences setting, game object creation, components, terrain,
layout, and documentation.

s
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2. If you want to customize the layout any further, drag and drop the views to relocate
and/or dock them.

3. If you like your custom layout, save it through the Window | Layouts | Save
Layout... menu.

4. When testing your game, it might be a good idea to check the Maximize on Play
button, in the Game view. Also, if you work with more than one display monitor,
you could drag the Game view into the second display, leaving a display exclusively
for the Editor.

5. You can also adjust the Game view resolution. It's a good idea to test your game
running on its standard standalone resolution and every supported aspect ratio.

6. In case you want to check the graphics performance of your game during testing,
you should turn on the Stats button (you can also turn it off during testing, if so
you wish).

7. Finally, activate Gizmos if you want them to be drawn at runtime, making it easier
to spot rays, colliders, lights, cameras, and so on in your scene, as shown here:

€ Game ] =

Standalone (1024x76 % Maximize on Play | Stats | Gizmos  ~

8. There is another view you should pay attention to: the Console view. Access it by
navigating to Window | Console. This is a very important view when it comes to
debugging your game, as it displays errors, warnings, and other debug output
during testing.

9. Another interesting view (for those with Unity Pro) is the Profiler (Window | Profiler),
where you can check out detailed statistics of your game performance in real time.

To get an extensive explanation on each Ul feature, please check out Unity's documentation
athttp://docs.unity3d.com/Documentation/Manual/LearningtheInterface.
html.

See also

» The Setting your preferences recipe.
» The Searching assets with the Project browser recipe.
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Saving assets created in Unity as Prefabs

You can easily create primitive geometry with Unity. In this recipe, we will create a game object
from Unity's resources and keep it in our project as a Prefab.

How to do it...

To create a Prefab, follow these steps:

1.
2.

Inside the Unity editor, navigate to GameObject | Create Other | Sphere.

In the Hierarchy view, right-click Sphere and choose the appropriate option from the
context menu to rename it to Cue Ball.

Now, in the Project view, click on the Create button and choose the Material option.
Then, rename the new material to Cue Ball Material.

In the Project view, select Cue Ball Material. Then, in the Inspector view, change its
Shader value to Specular.

Also, set Specular Color to white and set its Shininess to the maximum, as shown in
the following screenshot:

O Inspector | =

Cue Ball Material @ =
Shader | specular "

Main Color

Specular Colar

Shininess
Base (RGB) Gloss (A) MHane
(Texture20D)
Tiling Offset
= |1 4]
o o Select

From the Project view, drag Cue Ball Material into the Cue Ball game object, in the
Hierarchy view.

Select Cue Ball. Then, access Component | Physics | Rigidbody. That should attach
a Rigidbody component to that game object.

Now that your game object is complete, click on the Create button in the Project view
and choose the Prefab option. Then, rename it to Cue Ball Prefab.
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9. Drag the Cue Ball game object from the Hierarchy view into the Prefab in the Project
view. Your game object is ready to be re-used in this project.

= Hierarchy

Al ) eae | (G | &[]k
CubeBall ¥ |/ Favorites Assets

Directional lig @AII Materials
Main Camera @AII Models
@AII Prefabs
@:‘SAII Scripts

Cube ball Material

In Unity, game objects can be stored as Prefabs. This is very useful in case you want to re-use
a game object in several levels or instantiate it through scripting. Adobe Flash users can think
of it as the Unity equivalent of MovieClips.

There's more...

There are many other ways to use Unity's built-in resources. Here are some ideas:

Adding external files

In this recipe, we haven't used any external asset. However, there's no reason you could not
have imported a texture and used it as the Cue Ball Material base map, for instance.

Taking your Prefabs to another project

Also, if you plan of re-using your Prefab in other projects, you can do it by exporting it as a
custom package.

Creating other kinds of game objects

As you have probably noticed, spheres are not the only entities you can create directly with
Unity. Other primitives are also available, as well as many other types of entities: lights,
camera, GUI textures, and so on. Navigate to GameObject | Create Other and experiment
with the options available.

iz
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» The Exporting Custom packages from your project recipe.

Discovering Unity's content

As you enter Unity for the first time, you might think you'll need to build and code everything
from scratch. However, Unity comes with several collections of content called Packages,
designed to save you time when implementing commonly required features.

How to do it...

Let's find out what's inside Unity's standard packages:

1. Inside the Unity editor, access the Assets menu.
2. Expand the Import Package submenu.

3. You will see a list of available packages from Unity. These are filled with
ready-to-use content.

Unity makes implementing commonly requested features easy by making them available as
packages ready to be imported and used in your project. These packages include First-Person
and Third-Person Character Controllers, Image Effects (Pro Only), Terrain textures and assets,
Skyboxes, Water, Tree Creator, and more.

There are other ways to learn from ready-made material. Here are some:

Studying the sample project
Unity also comes with a sample project ready to be dissected by you. It automatically opens
the first time you start the software.

Downloading more resources

You can find and download even more resources, such as packages, projects, tutorials and
assets, from Unity's resources page at http://unity3d.com/support/resources/.

» The Importing Custom packages into your project recipe.




Getting Started with Unity 4.x

Importing your own content

After you have created a 3D model, audio clip, movie clip, or texture, you can import it into
your project. In this recipe, we will learn how it can be done.

How to do it...

Follow these steps to import an asset:

1. Inside the Unity editor, access the Assets menu.
2. Select the Import New Asset... option.

3. Browse to your file and click Import.
4

Your file should be now listed in the Project browser, as shown here:

2 Project | - =
|Create"' (a \|"-|‘|'!
Tﬂ}Favnrites Assets

@}‘A” Materials
(©) Al Models
@}‘A” Prefabs
@}‘A” Scripts

m
How it works..._

Unity makes a copy of your file, converts it to an appropriate format (if necessary) and saves it
into the Project browser's Assets folder.

There's more...

Here's a couple of helpful pieces of information on the subject:

importedTex..

Organizing it with the Project view

Unity updates its Project view whenever a new file is added to the Assets folder. You could
then save or export your work directly into that folder. You could also paste or move multiple
files into there. However, you should not reorganize or rename your imported files via your
0S file management system (Window's Explorer or Mac OS Finder), as this could damage
important information kept by Unity about those files.

6]
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Exporting your assets to Unity 4.x

If you are not sure about how to prepare and export your work to Unity, or which file format
you should use, please check out Unity's documentation at http://docs.unity3d.com/
Documentation/Manual/AssetImportandCreation.html for a very comprehensive
guide on the subject. Some other useful pages regarding the subject are:

» Importing objects from 3D Studio Max: http://docs.unity3d.com/
Documentation/Manual/HOWTO-ImportObjectMax.html

» Importing objects from Maya: http://docs.unity3d.com/Documentation/
Manual/HOWTO- ImportObjectMaya.html

» Export FBX - How-to: http://docs.unity3d.com/Documentation/Manual/
HOWTO-exportFBX.html

» The Importing Custom packages into your project recipe.

Importing Unity packages into your project

The packages provided by Unity can save you a lot of development time. They usually contain
resources (such as texture maps, materials, and so on) and fully implemented features ready
to go into your project. When creating a new project, Unity offers to install those packages
into the Assets folder. However, if you've missed it at first, you can still import them into your
project at any time.

How to do it...

To import a Unity package, follow these steps:

1. Inside the Unity editor, access the Assets menu.
2. Enter the Import Package sub-menu and choose a package from the list.

3. Make sure every needed component is selected and click Import.
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4. Package contents should be ready and listed in the Project view.

Assets | GameObject Component  Terrain Window  Help

Create 3

Find References In Scene

Select Dependencies

(1024x76 + Mazximize an P|

Show in Explorer = Hierarchy 3 Project
Open cm—) IR | crese <] (3
Delete Main Camera ¥ 'Favorit
OLAll Ma
Import New Asset... %AII Mo
All Pref
I rt Pack Custom Package...
mport Package ustom Package G\l s
Export Package... Character Controller —

Glass Refraction (Pro Only)

Image Effects (Pro Only)
Refresh Light Coockies
Reimport Light Flares
Reimport Al EanEcles
Physic Materials
Sync MonoDevelop Project Projectors
Scripts
Skyboxes

Standard Assets (Mobhbile)
Terrain Assets

Teszellation Shaders (DX11)
Toon Shading

Tree Creator

Water (Basic)

Water (Pro Only)

Unity installation files include a number of packages that can be imported into your project
as ready-to-use resources. Inside those packages are all the assets needed to implement a
specific feature or functionality. Once imported, new features can be accessed through the
Project view (and dragged and dropped into your level) or through newly added menu items

(the Tree Creator package, for instance, adds the Tree option into the Create Other sub-menu

of the GameObject menu).
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There's more...

Importing Unity packages can also be done through the Project Wizard. When starting a new
project, check the boxes of the packages you want to import.

See also

» The Importing custom packages into your project recipe.
» The Exporting custom packages from your project recipe.

» The Adding custom packages to Unity's quick list recipe.

Importing custom packages into your

project

Custom Unity packages are available from a variety of sources, and they can be very helpful
when developing a project.

Getting ready

As its title implies, this recipe requires a custom package to be imported. If you need one for
testing purposes, please use the one inside the folder named 0423 01 09-11.

How to do it...

To import a custom package, follow these steps:

1. Inside the Unity editor, access the Assets menu.
Enter the Import Package sub-menu and choose the Custom Package... option.
Browse to the package file you have saved on your disk and click Open.

Preview package contents in the top-right Preview window, if you like.

ok 0N

Make sure every needed component is selected and click Import.
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6. Package contents should be ready and listed in the Project view.

Importing package (=]

Items to Import Preview

Downloading the example code

purchased from your account at http://www.packtpub.com. If you
purchased this book elsewhere, you can visit http://www.packtpub.
com/support and register to have the files e-mailed directly to you.

Custom packages are commonly used to distribute a number of assets inside a single
compressed file. As they are made by third parties, the content inside those packages may
vary, as they can include scripts, 3D models, texture maps, materials and any other file
handled by Unity. Once imported, the package content is uncompressed into your project's
Assets folder, and can be accessed through the Project window.

Third-party made content can also be found, downloaded, and bought from the Unity Asset
Store. For more information, access http://unity3d.com/unity/asset-store/.

» The Importing Unity packages into your project recipe.

.\'Q You can download the example code files for all Packt books you have

» The Exporting custom packages from your project recipe.
» The Adding custom packages to Unity's quick list recipe.

=]
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Exporting custom packages from your

project

Creating packages can be a very useful and practical way of storing your game objects and
assets for future use and reference. If you want to save a feature, a group of assets, or even
a prefab from the project you are currently working on, it's a good idea to export them as a
package, so you can easily import them into your future projects.

Getting ready

In order to export a package, you will need a project containing some assets. If you need one
for testing purposes, please use the one inside the downloadable content for this book, which
can be found inside the 0423 01 10 folder.

How to do it...

To export content as a custom package, follow these steps:

1. Select the RotatingCube prefab in the Project view.

2. Go to the Assets menu and choose the Select Decencies option. This will highlight,
inside the Project tab, all assets that are linked to the RotatingCube prefab.

3. Once again, select only the RotatingCube prefab.

4. Go to the Assets menu and choose Export Package.... A new window will now pop up:

Aszsets | GameObject Component  Terrain - Window  Help

i Create 3
t _ > 11 M
ShenlEploiy Hierarchy | o= | B Project . a-=
Open eate 7| (orAll Create =| (2 | % [ %
Delete ain Camera ¥y Favorites Assets
JLAll Materials

Import Mew Asset... All Models
Import Package 3 Al Prefabs

All Scripts
Export Package..
Find References In Scene -
Select Dependencies
Refresh Ctrl+R
Reimport

RotatingCub...

Reimport Al A

Sync MonoDevelop Project L

5. Inside the Exporting Package window, make sure the Include dependencies checkbox
is selected. It is important that checkboxes for all listed objects are also selected.

s
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6. Click Export and save your package into your disk. You can give it any name you want
(although a name similar to RotatingCube will make things easier later, when you
want to use it).

7. Your custom package is ready to be imported.

Exporting package B

Items to Export

EQ Assets/RotatingCube Material.mat
E*\,ﬁ Assets/RotatingCube .prefab
B8 Assets/RotatingCube_diff.png
E“__gl Assets/RotatingCubeScript.js

[¥Include dependencies

By exporting a package, you have stored your selected objects and dependencies into a single
compressed file. Importing them to your project will uncompress them into its Assets folder.

» The Importing Unity packages into your project recipe.

» The Importing custom packages into your project recipe.
» The Adding custom packages to Unity's quick list recipe.

Adding custom packages to Unity's quick

list

If you have one or more packages you'd like to include frequently in your projects, it might be a
good idea to add them to Unity's package quick list.

Getting ready

In order to complete this recipe, you will need a custom package (any package will do). If you
need one for testing purposes, please use the one inside the 0423 01 _09-11 folder.




How to do it...

To add a custom package to the quick list, follow these steps:

1.
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Using your file manager (Windows Explorer on Windows, Finder on Mac OS), browse
to the package file and copy it by pressing Ctrl + C or Command + C.

Go to Unity's Editor folder. On Windows, that would typically be C: /Program

Files

0S, it should be Applications/Unity.

Access the Standard Packages folder.

Paste the previously copied package into this folder.

(x86) /Unity/Editor or C:\Program Files\Unity\Editor.On Mac

Restart Unity. It should now be listed on the Assets menu, under the Import Package

sub-menu, as shown in the following screenshot:

R e
Import Package

Export Package...

Find References In Scene
Select Dependencies
Refresh

Reimpaort
Reimport All

Syne MonoDevelop Project

i

Ctri+R

(102476 5| Maximize on Play | Stats | Gizme:

Unity's menu actually reads the Standard Packages folder content when starting up,
instead of getting that information from somewhere else. This is very practical, as it always
reflects the actual content of that folder and also allows the user to quickly retrieve his
favorite packages.

Custom packages stored in the Standard Packages folder will also appear in the Create
New Project Wizard window, making it simple to add them to new projects.

E

Custom Package...

Character Controller

Glass Refraction (Pro Only)
Image Effects (Pro Only)
Light Cookies

Light Flares

Particles

Physic Materials
Projectors

Seripts

Skybowes

Standard Assets (Mobile)
Terrain Assets
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Teon Shading

Tree Creator

Water (Basic)

Water (Pro Only)

custompackage

I

" jAll Prefabs

All Scripts

sets
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RotatingCub_
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See also

» The Importing Unity packages into your project recipe.
» The Importing custom packages into your project recipe.
» The Exporting custom packages from your project recipe.

Using the Project browser

It doesn't matter how organized you keep your project folders, there will be times when you
will need to search for one or more specific assets. To make things easier, Unity 4 includes the
Project browser. In this recipe, we will learn how to save time by using it.

Getting ready

All we need to follow this recipe is a collection of assets. We will use Unity's Terrain Assets to
populate our Project view.

How to do it...

Let's take a look at the Project browser:

1. Import the Terrain Assets package (Assets | Import Package | Terrain Assets).

2. Browse through the Assets subfolders to see the files that have been imported and
how they are organized, as shown in the following screenshot:

3 Project o=

|Create'| & |i'.|‘|t

¥ Favorites Assets » Standard Assets » Terrain Assets
@AII Materials
(© all Models

@AII Prefabs
@AII Scripts

T%Assets Materials
¥ il Standard Assets
¥ 53l Terrain Assets
E& Terrain Grass
E3i Terrain Textures
¥ 5l Trees Ambient-Occlu

PalEarIt PalmBranch
G5 Materials

3. Now let's search for all the assets containing the word "Palm" in their names. On the
search field located above, type in Palm. Observe how every file and folder is listed on
the search results window.

=
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4. Click on the Save Search button (the one with the star icon) and name your search
as Palm.

3 Project
| Cr!at!'l "Spalm {3}|4|‘ +*
T
‘!’{}Favnrites b
Palm|

@AII Materials —
(O All Models -
@AII Prefabs

Dial

@AII Scripts Dal

DialmB ol

5.  We could filter our search results by tag or file type. Click the Search by Type
button (the one with a circle, triangle, and square) and select only the Models
and Textures categories. You can select multiple options by holding Ctrl (Windows)
or Command (Mac).

6. Click on the Save Search button and save it as a new filter (name it Palm Models
and Textures).

7. Browse through the other filters saved in Favorites—they are shortcuts to browse
through specific file types (All Materials, All Models, and so on).

Unity's new browsing system scans through the assets and lets you save and organize your
search results.

See also

» The Understanding and optimizing the User Interface recipe.
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