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B. Tao cac doi turong co ban
1. Game Object

. Sprite

. Animation va diéu khién hanh ddéng nhan vt

. Prefab

. Script va mo6t s6 xur ly co ban

. Thanh phan vat ly va xu ly va cham

Hé thong Ul

. S dung Particle System

. Chuyén do6i man choi

10. Sound

11. Design Pattern trong Game
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Design Pattern trong Game

= Design Pattern hay mau thiét ké, 1a cach xay dung
mot I6p dua trén mot thiét ké nhat dinh nao do. Mot
Pattern dugc sir dung nhiéu trong game dé la Singleton.
= Vay khi nao thi str dung Singleton ? - Singleton st dung
khi trong chuong trinh chi ton tai duy nhat mot instance
(thé hién or doi tuong) ctia moét Idp nao do.

= Vidu: Ta co I6p SoundManager dé quan ly tat ca sound
cho game, thi suét chuong trinh chi can duy nhat
1 thé hién cua lép SoundManager dé quan ly am thanhg |

trong game.

= Nhu vay ta sé cai dat Igp SoundManager th
Singleton. ,-



Design Pattern trong Game

= Vé co ban mau Singleton dugc thiét ké nhu sau:

= Ham dung (constructor) dé I1a private, d& dam
bao khdng tao dugc doi tuong tlr bén ngoai 16p, chi
cho phép tao doi tuong tir ham Getlnstance thoi.

= CA4au lénh instance = this; dé dam bao bién
instance dugc tro dén doi tuong duy nhat vira mai
tao ra.

= Nhu vy ¢ bat cir dau trong du an, mudn diéu
khién Sound, bat tat bai nao do ta chi viéc goi
SoundManagerBehaviour.GetInstances().Methody()
la dugc.




Design Pattern trong Game
Cach truyén mot gia tri tur script nay sang script khac.

= Nhu cau truyén mot gla tri tu script nay sang script
khac rat thudng xuyen o] Unity mot scrlpt duoc coila
mot component cla mét GameObject, vi vy dé lam
viéec nay ta chi can xac dinh dugc doéi tugng
GameObiject chtra script can truyén gia tri, sau do tu
doi tuong nay ta sé truy xuat gia tri can thiét théng
qua component script.

= Vi du: g Script SoundManagerBehaviour ta muén truy
xuat dén cac gia tri ¢ Script MainCharacterBehaviour
ta lam nhu sau: g

= Dau tién ta sé€ dat cho doi tugng MainCharacter tar
a: Player (Xem lai phan 2 dé biét cach dat tag)s




Design Pattern trong Game
Cach truyén mot gia tri tur script nay sang script khac.
Chuy:
= LEnh mainCharacter =
GameObject.FindGameObjectWith Tag("Player");
can phai dat ¢ ham Start (ham nay chi goi moét lan
khi khai tao xong doi tuong),

= Néu |énh nay dat & Update/FixedUpdate/Render...
thi sé lam chdm chuong trinh va khéng téi vu. Vi qua
trinh tim kiém mdt déi tuong dua vao tag hay vao
mot tiéu chi nao dé sé mat rat nhiéu thadi gian.




Design Pattern trong Game
Cach truyén mot gia tri tur script nay sang script khac.
= Sau khi tim thay déi tugng chung ta c6 thé truy
xuat, thay déi cac thanh phan public cua script
do bang cach:
if (mainCharacter != null)

{

MainCharacterBehaviour script =
mainCharacter.GetComponent< MainCharacterBehaviour>();

script.speed = new Vector3(1, 0, 0); // access and change
speed va lue of main character

}

= Hodc ban cé thé cai dat déi tugng MainCharactérg
theo Singleton nhu hudng dan & trén, vi thong thitg
trong mot game thi chi c6 1 MainCharactens




Camera
= Camera trong Unity cling dugc dung dé hién thi game
trén thé gidi cho ngudi choi. N6 cling dugc coi la mét
Game Object trong Unity.
= Co thé xoay, di chuyén.... tuy chinh né theo y tudng.

= Camera dugc st dung dé hién thi canh trong game,
chung ta cé thé lam cho game cua minh tré nén doc
ddo hon nh& tuy chinh Camera.

= Trong mo6t canh, ching ta cé thé cé6 mot hodc rat
nhiéu Camera. '




Camera
Cac thudc tinh Camera:

= Clear Flags: Xac dinh cac bé phan ma man hinh
sé bi xda. Thuan tién khi sir dung nhiéu may anh
va dé vé nhiéu doi tuong khdc nhau. Khdong xda
nd sé hién thi mau den xi.

= Background: Mau nén cho phan man hinh con lai.




Camera

Cac thudc tinh Camera:

= Culling Mask: Chi dinh cac I16p dobi tugng cua ban
trong Inspector. Cho phép hodc bo qua cac dbi tuong
dugc hién thij trong Camera.

= Projection:
- Perspective: Camera hién thi cac doéi tuong theo
phoi canh tron ven.
 Orthographic: Hién thi cac doi tuong nhu mot thé
thdng nhat, khéng cé theo nghia cua phoi
canh(Perspective).
= Size: Kich thudc quan sat cua Camera khi chon phép
chiéu la: Orthographic.
= Field of view: Chiéu réng cua goéc nhin Camer
do bang db doc theo truc Local Y.




Camera

Cac thudc tinh Camera:
= Clipping plane:
- Near: Khoang cach gan nhat hién thj trong Camera.
 Far: Khodng cach xa nhat hién thi dugc trong tam
nhin cua Camera.
= Normalized View Port Rect:
- X:Bat dau tur vi tri ngang ma Camera hién thi.
- Y: B3t ddu tu vi tri thang dirng ma Camera hién thi.
= Depth: Vi tri. Camera co moét gia tri I6n hon sé dugc
hién thij lén dau. Tuc 1a cdi nao co gid trilén honthind
s& dugc uu tién dugc hién thi Ilén man hinh.




Cac thudc tinh Camera:
Rendering path: Tuy chon cho viéc xac dinh phuong
phap vé nhitng gi sé dugc hién thj Ién Camera.
- Use Player Setting: S dung cai dat Player.
- Vertex Lit: tat ca cac dbi tuong dugc dua ra bai
may anh sé dugc tra lai nhu doi tugng Vertex-Lit.

- Forward: tat ca cac doi tugng sé dugc tra vé nhu
mot tai liéu. Giong nhu tiéu chuan Unity 2.x.

- Deferred Lighting (Unity Pro only): Mat phi, khéng
choi. Tat ca cac dbi tuong sé duogc rut ra ma khong
cod anh sang, sau do tat ca anh sang duogc tra lai
trong hang doi Render.

- Target Texture: Phién ban free 4.0 da cd. Tha

chiéu dén moét texture. Cho phép dung hiah
Dynamic Range cho may anh nay.
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