Bai 1: Tong quan vé lap trinh C#
trong Unity




MUC TIEU

Gidi thiéu chung

Ngén nglr trong Unity

L&p components

Truy xuat thudc tinh cua script
Céac phuong thirc co ban
Debugging

TOi uu hdéa ma ngudn
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NoOi dung

Ngén nglr trong Unity

CH

Syntax cua C# trong game

. Diéu khién GameObiject vdi C#
L&ép components

Truy xuat thudc tinh cua script
Céac phuong thirc co ban
Debugging

TOi uu hdéa ma ngudn
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Ngon ngtr

— GameEngine la gi?
e La phan mém dé xay dung, lap trinh 1én game
e Co thé giao ti€p vdi cdc phan mém khac.
e Giup cho viéc tao game mo6t cach nhanh chong

* wood * hit * male -
* |ce * Music * Female Game Englne
* bg * talk * house

(UDK, Blender,

XNA, Unity...) (Perfect world,
Chibi, Fantasy,
SwordMan...)




Ngon ngtr

« Unity chay trén Mono framework

« Unity ho trg 3 ngén ngir:
—JavaScript
- C#
- Boo

« MOt vai phan mém viét cho Unity.
— Notepad, Notepad++, MS Word
- MS .Net
— Cbng cu mac dinh cua Unity
— UnityScript Editor




Ngon ngit - Bién variable
« Member Variables
— Cach khai bao bién:
[|C#
public class example : MonoBehaviour

{

public float memberVariable = 0.0F;

}




Ngon ngit - Bién variable

» Cac bién Private
— Cac bién dugc khai bao vdi tir khda
Private
/|C#

public class example : MonoBehaviour

{

private float memberVariable = 0.0F;

}




Ngon ngir - Bién variable

Bién Global

— Tao mot bién global bang cach st dung tur khda static.
//CH
public class example : MonoBehaviour

{
static float globalVariable = 0.0F;

Truy cap tu mét class khac
trong project:

[ICH#

NameClass.globalVariable




Ngon ngir - Event

« Vi du: Khi click chubt trai, thi su kién “OnMouseDown”
dugc goi.

» Bay gio ta viét doan code:
Debug.Log(“l click mouse-left”);//Javascript

« Khi do, su kién dugc mot hanh ddng trong Unity goi khi
dugc xu ly.

» Cac su kién khac: OnMouseUp, OnMouseOver, Awake,
Start, Update, LastUpdate,...

« CO rat nhiéu cac su kién sé duoc gidi thiéu ¢ phan tiép
theo.




Ngon ngir- C#
+ CH
— Cu phap trong C#
e Class
e Variable
e Method
— Diéu khién GameObject véi CH#




Ngon nglr— C#

#+ Co thé dung MS.Net C# dé viét moi thir trong Unity
+ Phai co kinh nghiém I&p trinh hudng doéi tugng OOP
+ C# dugc bién dich nhanh hon JavaScript.

+ C# khodng giong JavaScript vé cach bién dich,
JavaScript thuc hién tung budec moét con C# thi
khdong

+ C# sir dung cac I&p phutrc tap hon.




Ngon ngir- C#
Class: Khai bao

+ SU dung tu khoda “class”
+ Tiép theo: Tén class, phai dat tén cla class gidng tén
file .cs

Vi du: tén file “MyClass.cs”
Tén class phai khai bao nhu sau:

public class MyClass: MonoBehaviour

{
}




Ngon ngir- C#
Class: Import

e S dung tu khoa “using”

e Thu vién stir dung phai c6 trén Mono hodc thu vién
.Net

e Vidu:
using UnityEngine;
using System.Collections;

public class MyClass: MonoBehaviour
{
}




Ngon ngir- C#
o Class: bién variable
e Cautruc sur dung:
private/public/static <type> <name>[=<new type()>];
o Khi khai bao bién, phai khai bao loai bién
e Vidu:
using UnityEngine;
using System.Collections;
public class MyClass: MonoBehaviour

{

public int count = O;
private bool flagShow = false;

static string myName = “iecedu”;



Ngon ngir— C#
e Class: method
e S dung ciu truc: private/public/static <type_return>
<name_func>([paril,par2]) { ...}

e Vidu:

using UnityEngine;

using System.Collections;

public class MyClass: MonoBehaviour

{

private int count = O;
private void Start()
{ /] Event
count =100;
}

public int GetCount()

{ //method
return count;
}




Ngon ngir- C#
o Diéu khién GameObject clia C#

e Su kién events trong C#




Ngon ngir- C#

o Diéu khién transform ctia gameobject
using UnityEngine;
using System.Collections;
public class MyClass: MonoBehaviour

{
private int count = O;
void Update()
{/levent
gameObject.transform.position.x += 1;

}

void OnMouseDown()

{

count +=1; Debug.Log(“Get count = "+count);

}
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