Setting up F# with a Unity Project (Unity 2019.2.5f1)

1. Install the NET Core SDK
2. Create a Unity project. I’ll use my Desktop as my home directory.

<

New Unity Project

O ¢
2D
C\Users\August\Desktop
I I
—_—— —

3. Navigate to the Unity Project in a command prompt, or an application that
supports executing bash commands.

EX Comman d Prompt - O x

C:\Users\Augusti\Desktop\New Unity Project>

4. Make a new directory using the command: mkdir FSharp


https://dotnet.microsoft.com/download

5. Enter the new directory using the command: ¢d FSharp

B Command Prompt - O *

lew Unity Proje kdir FSharp

\New Unity Project>cd FSharp

lew Unity Proje Sharp>

6. Enter this command to create a new FSharp Class library that we will set up
so Unity can interact with it: dotnet new classlib -lang F#

E¥ Command Prompt - O *

igusti\Desktop\New Unity Proje arp>dotnet new classlib -lang F#

.NET Core 3

help us impr your erience. The data is anonymous. It is collect
u can opt-out of telemetr setting the NET_CLI_TELEMETRY_OPTOUT e
ite shell.

tnet-cli-telemetry

alled HTTPS dey
ilable

.:%5ppgj.

Restore s




7. Enter this command to build the FSharp project dll: dotnet publish

BE Command Prompt - O *

otnet publish

8. Enter this command to move the dll (holding all the class library files in our
F# project) into the Unity Project Assets folder: copy
A\bin\Debug\netstandard2.0\publish\FSharp.Core.dll ..\Assets\

E¥ Command Prompt - ] *

ktop\New Unity Project\FSharp>copy .\bin\Debug\netstandard2.@\publish\FSharp.Core.dll ..\Assets\
opied.

C:\Users\August\Desktop\New Unity Project\FSharp>

9. Open the .FSPROJ File in visual studio




10. In the Solution Explorer window, expand the FSharp Solution and
right-click on Dependencies. From there, click Add Reference...

Solution Explorer =

St Depender

- - Add Reference...
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Add Connected Service
Manage MuGet Packages...
Scope to This

Mew Solution Explorer View

Unity Project Explorer Team Explorer




11.Click the Browse... button and enter the path to your Unity install directory
and select the directory ending in /Contents/Managed/UnityEngine

<« Windows (C:) » Program Files » Unity » Hub » Editor » 2019.25f1 » Editor » Data » Managed » UnityEngine v O Search UnityEngine S
Mew folder jin | ‘
2] Unity.Cecil.dll |2] Unity.Cecil. Mdb.dll %] Unity.Cecil. Pdb.dll

|2] Unity. Legacy NRefactory.dll

|2] UnityEngine.AlModule.dll

|2] UnityEngine.ARModule.dll

|] UnityEngine.ClothMedule.dll

|| UnityEngine.CoreModule.dll

|#] UnityEngine.dll

|] UnityEngine.GameCenterModule.dll

|2] UnityEngine.lmageCeonversionModule.dll
|2] UnityEngine.InputModule.dll

|| UnityEngine.ParticleSystemModule.dll
|| UnityEngine.PhysicsModule.dll

|%] UnityEngine.SharedInternalsMedule.dll
|%| UnityEngine.StreamingModule.dll

|| UnityEngine. TerrainPhysicsModule.dll

|| UnityEngine. TilemapModule.dll

|2] UnityEngine.UIModule.dll

|2] UnityEngine.UnityAnalyticsModule.dll
|%] UnityEngine.UnityWebRequestAssetBundleMo...
|2] UnityEngine.UnityWebRequestTextureModule.dll
|2] UnityEngine.VFXModule.dll

|%] UnityEngine.WindModule.dll

project

Assemblies

ag@ag

4|

Recent

]

/|

<[]

|#] UnityEditor.dll

|2] UnityEngine.Android)NIMedule.dll

|2] UnityEngine.AssetBundleModule.dll

|2] UnityEngine.ClusterinputMedule.dll

|%] UnityEngine.CrashReportinghModule.dil

|%] UnityEngine.D5PGraphModule.dil

|2] UnityEngine.GridModule.dIl

|#] UnityEngine.MGUIModule.dll

|#] UnityEngine.)50N5erializeModule.dll

|| UnityEngine.PerformanceReportingMedule.dll
|%| UnityEngine.ProfilerModule.dll

|| UnityEngine.SpriteMaskModule.dll

|| UnityEngine.SubstanceModule.dll

|%| UnityEngine. TextCoreModule.dll

|%| UnityEngine. TLSModule.dll

|2] UnityEngine.UmbraModule.dll

|2] UnityEngine.UnityConnectModule.dIl

|2] UnityEngine.UnityWebRequestAudioModule.dll
|2] UnityEngine.UnityWebRequestWWWModule.dll
|2] UnityEngine.VideoModule.dll

|%] UnityEngine.XRModule.dll

|%] UnityEngine.AccessibilityModule.d|
|#] UnityEngine.AnimationModule.dll
|#] UnityEngine.AudioMedule.dll

|%] UnityEngine.ClusterRendererModul
|%] UnityEngine.DirectorModule.dll

edll

|#] UnityEngine.FileSysternHttpModule.dll

|#] UnityEngine.HotReloadModule.dll
|#] UnityEngine.InputlegacyModule.d
|#] UnityEngine.LocalizationModule.dll
|%] UnityEngine.Physics2DModule.dll

|%] UnityEngine.ScreenCaptureModule.dll

|| UnityEngine.SpriteShapeModule.dll
|| UnityEngine.TerrainModule.dll

|%] UnityEngine. TextRenderingModule.
|%] UnityEngine.UIElementshModule.dll
|%] UnityEngine. UNETModule.dll

|#] UnityEngine.UnityTestProtocolMod
|#] UnityEngine.UnityWebRequestMod
|#] UnityEngine.VehiclesModule.dll

|#] UnityEngine.VRModule.dll

dll

ule.dll
ule.dll

12. Select all the dll’s and then click OK to finish adding the references to the

Name:
UnityEngine

Created by:

Browse...

Version:

P

Aodule.dll




13.0Open up Library.fs by double-clicking on it in the Solution Explorer

fa] Solution 'FSharp' (1 of 1 project)
4 FSharp

i Dependencies

F# Librany.fs

Unity Project Explorer Tearn Explorer

14.Modify the code inside Library.fs to look like this:
FSharp

UnityEngine

SimpleScript() =

MonoBehaviour()
this.Start() = Debug.log("Hello World!")




15.Right-click on the FSharp Project in the Solution Explorer and click
Properties

Solution Explorer -
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4 FSharm
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16.Add the post-build event command: xcopy $(TargetPath)
$(SolutionDir)\..\Assets\ /Y

N/A N/A

Pre-build event command line:

Edit Pre-build ...

Post-build event command line:
xcopy S(TargetPath) S(SelutionDir\. \Assets\, a’YI

Edit Post-build ...

Run the post-build event:

17. Build the project (CTRL+SHIFT+B)

18. Go back to the Unity Editor and see that your project’s DLL has been
copied over to your Asset folder. Also notice that within the FSharp DLL,
SimpleScript is present.

2 Project El Conscle
| Create '|
b Favorites  Assets

ﬁScenes
b3 Packages _ . _

Scenes FSharp SimpleScr.. FSharp.Core




19. Click and drag SimpleScript onto the camera in the game scene

File Edit Assets GameObject Component Window Help

EEE %]

20. Run the game. In the console, you should be able to see: Hello World!
printed out.

El Console
Clear an Play | Clear on Build

@ [12:45:25] Hello World!
LnityEngine.Debug:Log({Object)

This is the conclusion of the tutorial. Your F# project scripts can now be used in
Unity!



