Tao du an game 2D, Sprite va GameObject

O phan trudc ching ta da tim hiéu md sd khai niém co ban trong lap trinh
game, ma dac bi¢t do 1a lap trinh game 2D va 1am quen véi moi trudong
Unity 2D. O phan niy s& huéng dan tao du an trong Unity, va thao tac véi
cac d6i twong co ban da nhic ¢ phan trude.

II. Lam quen véi mdi treong Unity (tiép theo)
1. Cac thanh phén va bé tri.

2. Tao va cAu hinh vé6i dw 4n 2D

a. Tao du an

- Bat Unity 1én, vao menu File/New Project

800 Project Wizard (4.3.21)

Project Directory:

fUsers/kem/RunningMan | Set...

Import the following packages:

| Character Controller.unityPackage
| Light Cookies.unityPackage
| Light Flares.unityPackage
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| | Physic Materials.unityPackage
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| Standard Assets (Mobile).unityPackage
| Terrain Assets.unityPackage
| Tessellation Shaders (DX11).unityPackage

3D |

Set up defaults fu E—Cﬂﬂ.—FFO)lGK—J

New Project
Chon loai project 1a 2D sau d6 gé tén project xong nhan Create Project. Két qua nhur sau:




A Modeh Tht Siaden o ooy ]

First look

b. CAu hinh dy an 2D
Sau khi tao du an xong, ¢ Hierarchy s€ c6 mot dbi tuong la Main Camera.
Chung ta can diéu chinh kiéu hién thi Scene 1a 2D

#: Scene
| Textured +|| ReE +|| 20| 0t | <) | Effects 7] | Gizmos ~ |

O cura sO Hierarchy chon Main Camera. O cura s6 Inspector s¢€ hién thi cac thong s6 cua camera,
ta s€ chon lai gia tri Projection hay phép chiéu la phép chiéu vudng gbdc thay cho phép chicu phdi
canh.



® inspector [ e o

™ Main Camera | [Static =
Tag[ MainCamera ] ] L,a'yrer[ Default ] ]
¥ .~ Transform i,
Position X0 [¥[1 |z -10 |
Rotation X0 |v o 'z 0 |
Scale X1 [¥ |1 |Z[1 |
v & [V Camera &,
Clear Flags | Skybox ™
ackground I #
Culling Mask P :
Perspective
Projection ¥ Orthographic
Size
Clipping Planes Mear 0.3
Far 1000
Viewport Rect

Chon phép chiéu vudng goc

Tiép theo, & ctra sd Project, ta sé tao sin cac thu muc dé chira tat ca cac tai nguyén c6 sir dung
trong game sau nay lan lugt la: Animations, Prefabs, Scripts, Sprites, Sounds, Scenes.

R-Click vao thu muc Assets & ctra s6 Project, ta chon Create, chon Folder.

Javascript
C# Script
Boo Script
Shader
Compute Shader
Createl  Reveal in Finder Prefab |
*x Open , '
Delete Material
Cubemap
Import New Asset... Lens Flare
Import Package > ,
Export Package... Animator Controller

Animation
Animator Override Controller
Avatar Mask

Find References In Scene
Select Dependencies

Refresh ¥R

Reimport Physic Material

Phvsics?2D) Material
Tao folder




Két qua nhu hinh sau:

-Fl't}t E]

Assels

IIL. Tao cac ddi twong co ban

1. Game Object

a. Empty Object

- O menu ta chon GameObject, chon Create Empty.

CameObjeg
Copy
Paste

Rename

Duplicate
Delete

Select Prefab

New object

Ta c6 thé doi tén, sao chép hay xo4 cac dbi twong thong qua cira s6 ndy.
- Empty game object 1a mot doi tuong don gian nhat, khi maéi tao ra, chi chira cac thong so bién
d6i (transform) ngoai ra n6 s& khong chira bat ky mot component nao ca.



Chang ta co thé thém cac component hodc dé nhém cac ddi tuong khac lai voi nhau thanh mot
nhom, hodc sir dung cac empty object cho cac muc dich khac (s€ ing dung sau)...

b. Parent object va Child object

- Parent object: 1a mot ddi twong chira cac ddi twong con khac, gin lién véi nhau.

- Child object: 1a mot dbi twong ndm trong mot dbi twong khac, gan lién v6i nhau.

Dé tao cac ddi tuong parent va child, ta chi viéc kéo tha mot dbi tuwong co san vao trong dbi
tugng di c6 trong ctra s6 Hierarchy. Khi thay d6i cac ddi tuong con thi chi ¢6 tac dong trén dbi
tuong con do.

- Khi thay d6i ddi tuong cha thi cac d6i twong con sé thay doi theo.

= Hierarchy [ e
| Create v| {ar Al Y
¥ Girl
| B |
Hat
Main Camera

Déi tuong Girl ¢ cac doi tuong con 1a Bag, Hat.

c. Tag
Tag 1a mot thudc tinh ctia cia mdt game object. Ta st dung thudc tinh nay muc dich xac dinh va
phan biét cac doi tugng voi nhau, khi xir 1y sy kién hay bat ké van dé gi can.

© inspecor LGS

& Ground | []static -
R T — T rr—
Tag

- Untagged Layout x
Respawn
L
nSPE  iish _
EditorOnly : [static =
MainCamera !rm

Player =3

Posit GameContraller |z [o |
Cround lz[o |

|z(1 |

Thém tag méi



@ Tags & Layers g %

© inspector [ G s

¥ Tags

Size [3

Element 0 [Coin

Element 1 [Ground|

Element 2 |

- Sorting Layers
b Layers
Danh sach céc tag cua nguoi dung

2. Sprite
- C6 2 loai sprite 1a Single sprite va Multiple sprite.

Single sprite



ERR Py
FELR Y

Multiple sprite

a. Single sprite

O ctra 6 Project, chon thu muc Assets, R-Click vao thu muc Sprites, chon Import New
Assets, sau d6 tim dén mot hinh anh nao d6. (Sir dung hai dnh ground.png va coin_gold.png, dé
tiép tuc lam game & cdc phan sau)

_ Create [ ] I

Reveal in Finder
Open L
Delete

1

Import New Asset...
Import Package
Export Package...

Find References In Scene
Select Dependencies

Refresh ¥R
Reimport

sunds

Reimport All

_ Sync MonoDevelop Project l

Import New Assets




O ctra s6 Inspector, chon Texture Type 1a Sprite, Sprite Model 1 single, sau d6 nhan Apply.

@ mnspector [ s
. ground Import Settings %,
| Open |

¥ Texture
Mormal map
Gul

Cursor
Reflection
Cookie
Lightmap
Advanced

Chon texture type 1a Sprite

b. Multiple sprite

- Tién hanh tuong tu, Import New Assets, chon dén mot tap tin anh chua nhiéu Sprite nhu ¢ vi
du trén, sau do & ctra s6 Inspector chon Texture Type la Sprite, Sprite Model 1a Multiple. Xong
nhén Apply.

© inspector AR
-ﬁ RunningVolt Import Settings
a4

Multiple sprite



Tiép theo ta can x4c dinh cac vung bao, dé xac dinh cac sprite con thudc Multiple sprite vira
import vao dé bang cach ¢ bang Inspector chon Sprite Editor.

O cira s6 Sprite Editor, ta chon Slice, sau d6 dé mic dinh céc thong s6, chon nt Slice, Unity s&
tu dong xéac dinh ving bao nho nhat cho cac sprite cho ching ta. Hoac chung ta cé the tu dung
chudt dé xac dinh cac viing bao nay.
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Sprite Editor ] ,
Revert | Apply | O (—

Slice 5

N
Type | Automatic s | o
Minimum Size 4
Pivot | Center ¢ |
Method ;D;l-cu E;tstt;ng 5.,

Sprite editor

Sau d6 nhan nat Apply & ctra sé Sprite Editor dé ap dung.

Vay la ta d4 tao xong hai loai sprite bang Unity.



c. Thém Sprite render cho Empty GameObject
- Tao mot Empty GameObject, dat tén 1a Ground. Sau d6 chon ddi twong ndy, & cira sd Inspector
ta chon Add Component sau d6 chon Rendering, chon Sprite Render.

© inspector  [TE s
& [Ground | [Jstatic =
Tag|Untagged ¢ Layer|Default &

o sprite Renderer

Tiép theo, & muc Sprite Render & cira s6 Inspector, ta chon Sprite dé v& (Nut khoan tron do)
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. M Ground | []static

ground

Chon Sprite

Mich nwée: ban co thé kéo tha truc tiép tur thu muc sprite vao cua sO Scenes.



