Bai 1: Hieu irng va am thanh trong
Game Unity
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Su dung Particle System

= Particle System la mQt trong nhiing ky thuat tao ra
cac hiéu ing chay nd hay sudng, khoi... dugc su
dung rat thuong xuyén trong game.

= Cac ban chon Menu/GameObject/Particle System
nhu hinh sau:

File Edit Assets [GameObject] Component Window Help

u Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N
3D Object

2D Object

Light

Audio

U1

Particle System

Camera
Center On Children

Make Parent

Clear Parent

Apply Changes To Prefab
Break Prefab Instance

Set as first sibling Ctrl+=
Set as last sibling Ctrl+-
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F

Align View to Selected
Toggle Active State Alt+5hift+A




Su dung Particle System

= Tiép theo cac ban thém mot Script cho doi tugng
Particle System nay, va dat tén E
ParticleSystemBehaviour.cs Va edit ndi dung cua no
thanh nhu sau:

= Void Start()
« {Destroy(gameobject,3}

= Destroy(gameObject, 3) --> cé nghia rang dai tugng
nay sau khi xuat hién 3s sé tu dong huy.




Su dung Particle System

= Tiép theo ta kéo doi tuong Particle System vao thu
muc Prefabs dé toa prefab cho doéi tuong nay

= Sau do ta co thé xoa dbi tugng Particle System nay &
cura s6 Hierarchy di, luc nao c6 va cham ta mdi sinh
ra mot ddi tugng Particle System nay.




Su dung Particle System

= Tiép theo & MainCharacterBehaviour.cs ta khai bao
thém mot thudc tinh la particleSystem nhu sau:

public GameQbject gameGround;
public GameQbject particleSystenm;
public Vector3 speed;

puplic Vector2 movingForce;
public Vector2 jumpForce;




Su dung Particle System

= Chon ddi tugng MainCharacter, & ctra sO Inspector,
thanh phan Script ta sé thdy thém mot thudc tinh dé
la Particle System nhu hinh:

= Ta chon vao nut khoan tron mau do, sau dé mot cua
sO cac Prefabs sé hién ra, ta chon cho né Ia doéi tuong
Particle System.
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Su dung Particle System
= Tiép theo, ta sé& thém Sprite dong tién, dé khi doi
tuong cham vao déng tién.
= Ta phai thém day du cac thanh phan vét ly, xu ly va
cham va thém tag cho déng tién.
= Chu y: |a ta sé chon: Is Kinematic va Is Trigger cho
doi tuong dong tién.
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Su dung Particle System
Chu y: Néu chua cd tag "Coin" ta c6 thé chon Add Tag

A e

roi thém.

Layer |Default
| v Untagged

Respawn

Finish

EditorOnly

MainCamera

Player

GameController

Ground

Add Tag...




Su dung Particle System

= Ta dat dong tién & mot vi tri sao cho khi MC chay tdi
thi cé thé va cham véi dong tién.




Su dung Particle System
= Nhu vay moi khi cé va cham gilra MainCharacter vdi

mot trigger nao do, ham nay sé duoc goi va chung ta
sé kiém tra néu doi tugng va cham cdé Tag la "Coin" ta
sé xoa dbéi tugng coin_gold di bang Iénh
Destroy(other.gameObject) va dat vao tai do mot
doéi tugng Particle System banglénh Instantiate
(Do6i tugng Particle System nay sau 3s sé bién mat theo
nhu da thiét |1ap ¢ trén).

= Ta cé thé nhan nut Play dé kiém tra lai két qua.




Su dung Particle System

= Ngoai viéc str dung doi tugng Particle cé san, dé cho
dep hon ta cé thé mua thém cac Particle System khac
hodc su dung céac Particle System free trén Internet
hodc cdng dong Unity chia sé.

= Ta import cac goi assets free cua Unity nhu sau:

= Budc 1. Import Package -> Particles

= Budc 2: chon céac asset can, va nhan nut Import




Su dung Particle System

= Budc 3: cac assets sé duoc import vao thu muc nhu
sau:

= Sau doé ban chi viéc kéo tha cac Asset nay thay VL&
dung doi tuong Particle System co6 san.



Chuyén doi man choi

= Trong mOt game sé& cd nhiéu man chaoi, hodc
nhiéu canh game,.

= Vi du don gian khi déi tugng roi xuéng thi game sé
két thuc va hién ra man hinh thong bao la Gam Over
chang han.

= Dau tién, ta save Scenes hién thoi lai va dat tén la
InGame.

=D& dé quan ly ta sé luu trong thu muc Scenes cula
thu muc Assets.

[File] Edit Assets GameObject Component

New Scene Ctrl+N Lacal
Open Scene Ctrl+O . ol e

T 0 Save Scene
Save Scene Ctrl+S
Save Scene as... Ctrl+Shift+S o
e Save As: IInGameI ] &4
Open Project... 1
Save Project Tags:
Build Settings... Ctrl+Shift+B Where: ' L_J Scenes 2 |
Build & Run Ctrl+B X
Exit

| Cancel | [ Save ]




Chuyén doi man choi

= Tiép theo ta vao Build Setting:

Edit Assets

GameObject Component Window Help

New Scene
Open Scene

Save Scene

New Project...

Save Project

Build & Run

= MOt clra sO
ta chon Add Current.

Save Scene as..

Open Project...

Build Settings...

Ctrl+N
Ctrl+O

Ctrl+S
Ctrl+Shift+S

Ctrl+Shift+B
Ctrl+B

ma&i hién

v+ Animator

s In Build

ario.unity

Platform

ﬁ Web Player ; 'C, Mac & Linux Standalone

—fg PC, Mac & Linux Standalone <4

evelopment Build
% Android

m BlackBerry

Build And Run



Chuyén doi man choi

= Tat clra s6 mdi hién ra, tiép theo cac ban tao mdi mot
Scenes, luu lai vdi tén la GameOver

nity BalC8 Edit Assets GameC

New Scene EN
' Open Scene...

w

Al

i

Save Scene
Save Scene as...

New Project...

Nnan Draiart

OOOOOOOO




Chuyén doi man choi

= Chu y: Scenes nao can hién thi dau tién thi ta sé
thém vao Build Setting dau tién, hoac chung ta co
thé kéo tha ngay tai clra so Build Settlngs

- Nala Build Settings

Scenes In Build

[ Scenes/GameOver.unity 1

Add Current

= Bay gio ta co hai Scenes la InGame va GameOver.
Tién hanh Save lai, sau d6 Open Scenes InGame lai.

Load Scene

= v | | i Scenes el Q

< q

GameOver.unity

InGame.unity



Chuyén doi man choi

= Xt ly chuyén déi man choi:
J MainCharacter, ta sé st dung animator.SetBool dé
chuyén trang thai.
Ta sé diéu khién nhan vat ra ngoai nén, dé doi tuong
roi xuéng khi gia tri y cua position < -5 game sé tu
dong chuyén qua man hinh GameOver.




Sound

= Audio Listener: Giong nhu mot thiét bi Microphone.
N6 nhén dau vao tur bat cr mét nguén dm thanh nao
trong Scenes va cac am thanh thdng qua may tinh.
Da6i véi hau hét cac iing dung, nd la y nghia nhat dé
gan tai nghe 1én Main Camera.

= Ranh gidi/dd anh hudng am thanh nghe cua Reverb
Zone dugc ap dung cho toan Scene thi cé thé nghe
thady am thanh trén bat c’ dia diém nao cua Scene.




Sound

Cac thudc tinh ctia Audio Source

Phai thém am thanh vao Scene va chinh stra thudc
tinh cia am thanh bén Inspector View.

= Audio Clip: Chon file am thanh cho Scene.

= Mute: bat/tat am thanh.

= Bypass Effects: Loc nhanh hiéu ung “by-pass” to
audio source. Mdt cach dé dang nhat dé bat/tat hiéu
ung(effect).




Sound

= Play on Wake: Néu enable, am thanh sé& dugc chay
ngay khi ra mat Scene. Néu dé Disable, khi can chay
am thanh chung ta phai goi phuong thirc/chirc néng
Play() tUr Script.
= Priority: Xac dinh d6 uu tién cua Audio Source trong
sO tat ca cac Audio Source co6 trong Scene.
e Priority = 0: Rat quan trong. St dung & muc O
cho bai nhac dé tranh bj thudng xuyén trao doi.
* Priority =256: D6 quan trong thdp nhat(bo6 uu tién
& muc thap nhat).
- Mac dinh(default) = 128.
= Volumn: Lam thé& nao dé am thanh I6n trén mot bd
phan cua thé gidi Scene tur Audio Source.

= Pitch: S6 dung thay do6i toc do cua am thanh«I g
dd bang 11a & muc chay binh thudng.




Sound

= 3D Source Setting: Cai dat, cai ma dugc ap dung cho

Audio source néu Audio Clip 1a moét file am thanh 3D.

- Pan Lever: Cai dat, lam thé nao dé may 3D cé
dugc hiéu ung tu Audio source.

- Spread: Cai dat goc anh huong téi 4m thanh 3D
Stereo néu Audio Clip la moét d4m thanh 3D.

- Doppler Lever: Xac dinh bao nhiéu hiéu otng am
thanh Dopper sé dugc ap dung cho Audio
Source(Néu cai dat la 0 thi sé khéng cd hiéu Ung
nao dugc ap dung).

- Min Distance: V&i Min Distance, am thanh sé dat
muc to nhat cé thé. Ngoai Min Distance, né sé bat
dau suy yéu di. Tang MinDistance cua am thanh de
dugc dm thanh I6n hon trong thé gigi 3D valai
MinDistance dé cho am thanh nhd hon.




Sound

- Max Distance: Khoang cach ma am thanh dung suy
giam. Sau khoang cach nay né sé tam ngung khoéng
cho MinDistance tang nira. Tuc la day la gia tri Max
ma MinDistance sé dat tdi.

- Volumn Rolloff: Lam thé nao nhanh chéng mat dan
am thanh. Gia tri cao hon, gan gii hon Listener cé
dugc trudc khi nghe am thanh.(Diéu nay dugc xac
dinh bdi moét Graph).

- Logarithmic Rolloff: Am thanh 13 I&n khi ban & gan
ngudn am thanh. Nhung khi chung ta nhan duogc tu
cac doi tugng né sé giam di nhanh chédng mot cach
dang ké.

- Linear Rolloff: Cang xa nguén am thanh, ban nghé
thdy cang it.

- Custom Rolloff:




Sound

= 2D Sound Setting: Cai dat ap dung cho ngubén am
thanh,
néu Audio Clip Ia dm thanh 2D.
= Pan 2D: Cai dat hiéu ing trén ngudén am thanh.
= Type Rolloff:
= Distance Function:
* Volume: Amplitude(0.0 - 1.0) over distance.
- Pan: Left(-1.0) to Right(1.0) over distance.
» Spread: Angle (degrees 0.0 - 360.0) over distance.

- Low-Pass (only if LowPassFilter is attached to the
AudioSource): Cutoff Frequency (22000.0-10.0)
over distance.




Sound

= Tao mot nguon am thanh:
- Import file &m thanh cua ban vao project. N6 Ia
nhirng Audio Clip.
- T6i Game Object -> Create Empty tu menubar.

« Trén file am thanh dang chon trén Game Object
View, chon Component Audio la Audio Source.

- Thudc tinh cla nguén am thanh sé duogc hién
thi trén Inspector View.




Sound

= D3u tién, ta sé import mot tap tin mp3 vao du an dé
lam nhac nén, bang cach click chudt phai vao thu
muc Sounds, chon Import New Assets, sau dé tim dén
tap tin MP3 cua minh.

Create

Show in Explorer
Open

Delete

Import New Asset...
Import Package

Export Package...

Find References In Scene
Select Dependencies

Refresh
Reimport

Reimport All

Sync MonoDevelop Project




Sound

= Pé sir dung va quan ly sound, ta sé quan ly thong
qua moét dbi tugng trong game.

= Tién hanh tao md&i mot Empty game object, dat tén la
SoundManager, sau do thém Audio Source
component cho dbi tugng nay.




Sound

«J clra s6 Inspector, ta nhan nut dugc bao tron 6
vuong mau do, dé chon nhac (th la phal import nhac
Vao san), chon Start on awake dé tu déng choi nhac
méi khi d5i tuong bat dau khéi tao, chon loop néu
cho phép nhac lap di 1ap lai.

* Nhu vay la ta da co6 dugc nhac nén cho game
th(r nut Play dé xem két qua. i



Sound

= Tiép theo ta sé tao mdt script cho doi tuong
SoundManager, dat tén laSoundManagerBehaviour va
viét script.
Nhu vay, khi game chay, moi lan nhan nat P 1a nhac
tat, nhan nut S Ia nhac choi lai.

= Ngoai ra cdc ban cé thé tim hiéu thém, dé str dung

linh hoat hon trong game tai:
https://docs.unity3d.com/Documentation/Manual/Sound.html.
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