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Unity installation

< c & unity.com & % ?

Q Unity Products Solutions Case Studies Learning Support & Services Community

Unity for all

Start bringing your vision to life today with the Unity real-time 3D development platform.
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Plans and pricing
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We offer a range of plans for all levels of expertise and industries.

All plans are royalty-free.

Student

Learn the tools and workflows professionals
use on the job

Free

Eligibility:
Students enrolled in an accredited educational institution
of legal age to consent to the collection and processing of

e St i mmm el T fn— il e et A i il BT A Sl

Individual Business

Personal

Start creating with the free version of Unity

Free

Get started Learn more

Eligibility:
Revenue or funding less than $100K in the last 12 months

Unity Learn

Master Unity with expert-led live
sessions and on-demand learning

Start learning
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Q @

& unity Store

Start creating with Unity

First-time users Returning users
Download Unity with this fun, _ Already have experience creating
guided learning path to create . with Unity and want to download
your first game today! N the standard Unity installer

¥ \
} instead? /
s r 2/ [ /




Install Unity Hub and launch with “skip install wizard”

€ Unity Hub X

© install unity & English

<

Create Unity ID

Select Microgame

Install Unity 2019.4

Downloading and installing requires 9.3 GB of disk space.
Currently available disk space is 933.1 GB.

Launch Unity

Select Install Location:

C:\Program Files\Unity\Hub\Editor

INSTALL



Select install tool and add
Unity 2018.4.14 from
download archive

with Android Build Support

VIIHLY £V IVULT.L VY

10 Jan, 2020

Unity 2018.4.14
11 Dec, 2019

Unitv 2018.4.13
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Add Unity Version

0 Select a version of Unity

Can't find the version you're looking for? Visit our download archive for access to long-term
support and patch releases, or join our Open Beta program releases.

Recommended Release

(@ Unity 2019.4.13f1 (LTS)
Official Releases

(O unity 2020.1.10f1

(O unity 2018.4.28f1 (LTS)
Pre-Releases

(O Uunity 2021.1.0a2 (Alpha)

CANCEL BACK NEXT

Downloads (Win) + Downloads (Mac)

Downloads (Win) Downloads (Mac)
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Install android studio and open SDK Manager tool

C @& developer.android.com/studio ® BB X g

developers Platform Android Studio Google Play Jetpack Kotlin Docs News Q_ search LANGUAGE ~ €83 g

Android Studio

DOWNLOAD WHAT'S NEW USER GUIDE PREVIEW

android
studio

Android Studio provides the fastest tools for building apps on every type of Android device.

DOWNLOAD ANDROID STUDIO

4.1 for Windows 64-bit (896 MB)



. File Edit View Navigate Code Analyze Refactor Build Rgn-vcg Window Help My Application [C:AU insk G5-15 " e s eation] ~ Android Stidio _ o X
B < ' Al e ]s AR EC A G M B A0S
= Android v ¢ (L AVD Manager

SDK Manager
v iapp
> @ Gradle Scripts

A

QF

& Resource Manager

Troubleshoot Device Connections

5 G2 App Links Assistant
g ¥ Firebase . Settings for New Projects X
=
g B lloutice oo [a \p & Behavior > System Settings > Android SDK
3 Save as Live Template...
-4 Generate JavaDoc... v & Behavi M for the Android SDK and Tools used by Android Studio
e
IDE Scripting Console Appearance Android SDK Location:  C:\NVPACK\android-sdk-windows Edit  Optimize disk space
XML Actions »

Menus and Toolbars

JShell Console... SDK Platforms SDK Tools SDK Update Sites

@ Groovy Console... ¥ System Settings

Each Android SDK Platform package includes the Android platform and sources pertaining to an API level by

K Kotin > Basswords default. Once installed, Android Studio will automatically check for updates. Check “"show package details" to
HTTP Proxy display individual SDK components.
Data Sharing Name API Level Revision Status
Date Formats Android 10.0+ (R) 30 3 Installed i
Updates [ Android 10.0 (Q 29 5 Partially installed
Android SDK () Android 9.0 (Pie) 28 6 Partially installed
droid S
= D Android 8.1 (Oreo) 27 3 Partially installed
Rlemoiesings D ‘Android 8.0 (Oreo) 26 2 Not installed
Notifications Android 7.1.1 (Nougat) 25 3 Installed
Quick Lists [~ Android 7.0 (Nougat) 24 7 Not installed
Path Variables (") Android 6.0 (Marshmallow) 23 3 Not installed
Keymap (] Android 5.1 (Lollipop) 22 2 Not installed
< [ Android 5.0 (Lollipop) 21 2 Partially installed
°r [ Android 44W (Kitkat Wean) 20 2 Not installed
Elugins o Android 4.4 (KitKat) 19 4 Installed

I Build, Execution, Deployment
Kotlin
I Tools

%« 7 Structure

Hide Obsolete Packages [ ] Show Package Details

£
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7000 B Terminal = 6:logcat N Build @ Eventlog @ Layout Inspector
ICJ Android Studio is using the following JOK location when running Gradle: // C:\Program Files\Android\Android Studio\jre // Using different JDK locations on different processes might cause Gradle to spawn multiple daemons, for example, by executing Gradle tasks from a terminal while using Android Studio. // More info... // Select a JDK from the File S... (moments ago)




Build Settings

Create new 3d prOJeCt and Scenes In Build
switch platform to Android

ﬂ MyFirstGame - Untitled - PC, Mac & Linux Standalone

File Edit Assets GameObject Component Window

Add Open Scenes

New Scene Ctrl+N [F]center
S " Platform

Open Scene Ctrl+O : =
= H ;] PC, Mac & Linux Standalone £ |'| Android

=
Save Ctri+S S |
Save AS... Ctr|+shiﬂ+s E E WebGL No Android module loaded.

Install with Unity Hub

New Project == Universal Windows Platform

Open Project... lvOS tvOS
Save Project

=ra PS4

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B

IOS ios

!.\ Xbox One
Exit

|ﬁ| Android

Learn about Unity Cloud Build
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Validation of path detection to SDK and NDK 6 %Eﬁlﬁﬂﬁé

Edit -> Preferences -> External Tools ->

"G Preferences |
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# Scene o Game @ Asset Store

4 (& Categories + Sell Assets Feedback FAQ B My Assets
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& unity Asset Store

Q oculus integration

Oculus Integration
B g

alternatively install the package delivered in class &, B

Import nity Package B * X Kkww 31419 Reviews

FREE

==

e gustavosantosr
* % % %% 4 daysago

aod work




ts GameObject Component OculuffeRsiellIa@T=tiilalelS : AX

Editor

Craphics y
Untitled* { Input Manager Cursor Hotspot X0 )

o 5 ; Audio Player )

Package Manager — =
Physics = w g
Physics 2D
Player
Preset Manager Icon
Quality

Script Execution Order
Tags and Layers
TextMesh Pro

Scenes In Build Settings for Android

Resolution and Presentation

Splash Image

Time Other Settings
VFX
XR Plugin Management Publishing Settings

XR Settings
Platform ARCore Supported

;] PC, Mac & Linux Standalone

System in Project Settings

= ;
|'| Android Deprecated Settings

nrne Virtual Reality Supported v

E Gkt Virtual Reality SDKs

== Universal Windows Platform Oculus
Low Overhead Mode

tvOS Protected Context

V2 Signing (Quest) v

iOS ios Stereo Rendering Mode* Multi Pass Cardboard

Daydream
fa) Xbox One Mock HMD
virtualRealitySupported' is obsolete: ‘'This APl is obsol None

mpression Method
Compression Methoo 2 Oculus

virtualRealitySupported' is obsolete: 'This APl is obsolete, and should

Player Settings...
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BU|Id|ng d snnple 3d scene

- delete MainCamera
- insert OVRCameraRig (assets/oculus/VR/prefabs)
- insert box under OVRCameraRig and a few others 3d primitives

v € SampleScene*
£ Directional Light
. 2 era R

) Cube ;
£ Cube (1)
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Connect Oculus Quest to PC by USB wire

set enable USB connection for developer:

e settings->developer->USB Connection Dialogue

Once you belong to a developer organization, follow these steps to put your device in developer mode:

Open the Oculus app on your iOS or Android phone.

In the Settings menu, select the Oculus headset that you want to use for development.
Select More Settings.

Toggle Developer Mode on.

S
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Detect the connected unit to set
Development Build S

;: , PC, Mac & Linux Standalone

"‘ Xbox One

NDefault device
[ Default device
All compatible devices
Oculus Quest (1PASHOAMC

make and run your application on the unit

t  Oculus Window Help

— OVR Scene Quick Preview  Ctrl+L
Biars ,  OVRBuldAPKAndRun CtrkeK
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Animation support et

https://www.mixamo.com/

Format

DOWNLOAD SETTINGS

Skin

mixamo

A

[ FBX For Unity(.fbx)

v ‘ With Skin

Frames per Second

Keyframe Reduction

‘30

v‘ none

CANCEL




RN Co-funded by the
LIS Erasmus+ Programme
i of the European Union ’ @WESTERN BALKAN UNVERSITIES
[ ]

Assets -> Create -> Folder

to make structure like:

assets — character | textures

materials

. pearl@Jump Import Settings Rl

put into “character” folder fbx files (mixamo)

' Model I Rig | Animation fﬂqﬁﬁal@}

Material Creation Mod Standard

extract textures and materials to the appropriate folders e

Location Use Embedded Materials
Textures Extract Textures...
Materials Extract Materials...

1 Materials are embedded inside the imported asset. Material
A\ * ( assi can be ped below.

Remapped Materials



. Add Component
add Animator Component to character = 5
Search
(*) Animation

# TMP_Sprite Animator

assets -> create -> Animator Controller (character folder)

adding Animator trigger e serine >

O, All Materials

O, All Models

_— b

v @ Assets L.
v @ character materials textures peari@l peari@Ju... e s
Bm materials
B textures Set as Layer Default State
Copy

® ] Base Layer Create new BlendTree in State

I Layers [ Parameters E
Delete

~ jump




- pearl@ldle Import Settings R T
Open
Model l Rig | Animation = Materials
Import Constraints

Import Animation v

Bake Animations
Resample Curves v

Anim. Compression  Keyframe Reduction v
Rotation Error 0.5
Position Error 0.5
Scale Error 0.5

| Rotation error is defined as maximum angle deviation allowed in
| degrees, for others it is defined as maximum distance/delta
|deviation allowed in percents

Animated Custom Prof
 Clips Stat  End
ldle 0.0 499.0

o+ -

;‘ Idle o

Length 16,633 30 FPS
QO0D ., 150D, ., ., 1OP0, ., ., . 1500P|

Stat 0 End 499

Loop Time e

Loop Pose
Cycle Offset 0

Additive Reference Po
Pose Frame 0

» Curves

» Events

» Mask

» Motion

» Import Messages

© Inspector

e [dle -> Jump e
8 1 AnimatorTransitionBase

[T Solo Mute |
ldle > Jump. N
[= 1§

-]

z

ldle -> Jump

Has Exit Time

1

© Inspector

e Jump -> Idle ]
8 1 AnimatorTransitionBase

i Solo Mute |
Jump > ide. " m
L=
- o
o
Jump -> Idle
Has Exit Time v
P Settings

C |

‘LlstIsEmply ‘

[+ = 1§
Preview —————————————— | | L [& v §
> | ——e——1.00x

Idle {20 | & |&v):

(Sl |
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Adding a script to handle characters

Add Component -> New Script [nameOfClass]

public class proc : MonoBehaviour
{

Animator m Animator;

void Start ()
{

m Animator = gameObject.GetComponent<Animator>();

}

void Update ()
{
if (Input.GetKey (KeyCode.UpArrow))
{
m Animator.SetTrigger ("jump");
}
else
{

m Animator.ResetTrigger ("jump");

' @WESTERN BALKAN UNIVERSITIES
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How to use the physic?

1) add a 3D object (eg. a ball) and a cube (imitating the floor) to the scene;

2) add rigidBody component to the ball and set mass parameters

3) add rigidBody component to the floor and add /s Kinematic (fixed object) -
check what happens in VR

4) add new Physic Material [bounciness: 0.8] and use them to all colliders (floor
and the ball) - check what happens in VR
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Interactivity

1) add OVRControllerPrefab to RightHandAnchor and
to LeftHandAnchor (drag and drop method) and
check the results in VR;

2) add two spheres to the scene with the spatial
location according to zgodng z location of
RightControllerAnchor i LeftControllerAnchor;

3) add RigidBody to both spheres, make sure if both
spheres have Sphere Collider. Check the results in
VR - if it works correctly, turn off the sphere shell
rendering in the project - uncheck the Mesh
Renderer switch)




