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Getting Started (A F9)

Unity Playground (&3 CEMNETHEHETHALIITEREINTVET , ZLTELMAD - AL
LV f2LY3043 AN TUnity PlaygroundIZfE@ 9 521245 TL LS, TAD TV MEE LUnity
PlaygroundDEEM SE BT HZ(TTT ., TNTEHRVIVTFOFEER-WERSITLLINS,
B&EMovementhTIVIZHEINTWSRVY TS RTHEELELS,

BHEDRV)TMETHFMERNIVELRGZE . VI7LURAAMRIESRLTIZEL,
unity3d.com@LearnR—I 4 AV I IMIEENTWNSPDFI7A LG ELRHYET,
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Unity PlaygroundZz{E A9 4 R1IZ. UnityD ERM LG EE IKEBRELTEWENHYET . KEF
BV —R(&E, Unity LT A FHREE 714 K7 dUnityHub TR DT Blearn2 T D HIZH DA 4
SHOT4TFa—r)T7ILTT,

Projects  Learn Bonew  [Hopen (@) Myhceount

" 01 :Play & Edit Mode

, | Take your first steps inside the Unity editor, as you learn the difference between the 2 main
modes in Unity - Edit mode for working on your project, and Play mode for testing

Basic Tutorials

Tutorial Projects

Resources 02 : Game Objects & Components - Rigidbodies to the rescue
o We build games in Unity using Game Objects and components. Learn about how adding a
Links " Rigidbody component to your game objects adds Physics behaviour.

Develop your companent knowledge further as you learn about values and how they affect
gameplay. Can you slow down the polygon-eating zombie in time to escape?

ﬁ 03 : Tweaking Components - Values vs Zombies

04 :Prefab power - Ramping up
Prefabs are the secret sauce behind all Unity games, in this lesson you'll leam about building

them as you ramp up your knowledge and escape another |aser death trap!
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Unity Playground T — LAZEDDIEETEHEETYT | T XBHELGILDOINBEYELLD,

TLANY—%1ERK

FHEMDRATSA+(ISpaceshipBlue | &l SpaceshipRed 1D 2F8EMHUYE T M. EHL5THOKTY)
%/ Images / Spaceships 74 LA DB EEL—VE 1—IZRSY S &ROYTTBRIENLIRHET,
RTS5A e —2Ea—IZRSyT &FAY T35 E., UnityldZ 2 hbGameObjectZERLET .
NBTLANY—IZHED T AVARIE IR D LERIZEH S D GameObject/ZIPlayer | &LV5
BT EFITET,

v

~ LUntagged
Respawn
Finish
EditorOnly
MainCamera

GameController
Player2
Enemy
Bullet
Ground
Pickup
Draw Mo

[Player | DAY %2 1R

INTIEFEREENLELL BINTHIZIE 20DV R—RU =R T-HNRBHETT,
A—H—BEICEDETAVITVTAITLREBETERIETH-ODMoveR V) Thé, FHMMYE
ERNZHES K S512F B 1= DRigidbody2DaAV 7 R—HR UM TY, MoveR4!) T %/ Scripts /
MovementZ# LA M5 FEM (TSpaceshipBlue JX° SpaceshipRed |) DAV ARG A(ZR YT &K
Ay TLELLS,

HLESY T &RAYTNTELRNGELRE L. FEHMDAVARIAO—FBTIZHAHAdD
Component |[RAY T A DU A1 —MbImove | EATTT BHTETMove RV TREEIRTESLSIC
BYET  Move RV TMERAUDFERELTRREINFET
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Add Component

Search
H Mowve With Arrows

Auto

AV AR BZDTAdD Component]ZROyTEHY

MoveR ") Tr%EINT % LT <IZRigidbody2DAVR—R U rEEBMENET , Thid. Movex 4!
ThH\HRET =0 Z(XRigidbody2DAV R— AR U M ERELET B-HTT,

H ¥ Mowve (Script)

o

:ment Type

Orientation

Orient to direction

“ Rigidbody 2D

MoveRHVYTbERSy5 &FAYTF BL. Rigidbody2DRA Y1) ThEAFLVTLS

Note
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Scene Gizmos (& —YV X XE)

Unity Playground RV ZFbDT7AAV B KREL T IT49I DB TSI ENHBYET,

MoveZ AV MNFEHMEAEEH>TLES

CDESEEEIE. O—2Ea1—DGizmoskFAOY T A OV EFERALTH A X EH/INTEET . 743V
NELWHAXIZHEBET.IDTFAAVARIAZEEIZRSYSILET,

e —
Gizmos ~ | [GrAll )

—— —

|_|Selection Wire

_ - icon gi_zmn‘ A
Scripts

AnimationPlayableAsset A

3D Icons I —CNDFXFXEDHAXEFIELET

F 9. RigidBody2DaAVR—R U hD I Gravity IZ0IZEBLELLS, (COHETS) TLAREVEH
LTEHLFEMIIELLLGYET,
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“» Rigidbody 2D

Angular Friction

Cravity

Constraints

F1=. Move A2 FrDTInput keys > Type Of Control ITA DA KEBIRTEE T, Arrow KeysH
KENF—IZKDAN . WASDIEFW=L A=K :S=TFT-D=HBF—IZLKDANTT,

H ¥ Move (Script)

vement Type

Orientation

Orient to direction

SHIZ. FHMORETZEANT—DARZ—HIE-L\FZAIL. Orientation > Orient to direction ]
[ZFxzuo%E AN, TLook Axis |ZUplZLET,

H + Move (Script)

Input
Type C

Movement

ENTRUNtyTT 42D EMIZHETLAREUEHLT. ¥ —LETANTHELELD,
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Unity 2017.4.181 (64bit) - Untitled - PlayGroundProject - PC, Mac & Linux Standalone <OpenGL 4.1>

FEMEENTELOITSVEETEILTLEWN(=RFYTZRLTLEN) . OO — LT BT EMNEH
LWL B1E9 TI ., #Z TRigidbody2D M Friction (EE#R) #1012 LET .

“ Rigidbody 2D

Mass
Friction
'L'ul L i.'l i- I;:. |.i-||

Note
L 14E—F (Play Mode)

TUAE—RTAVARIRIZHDRD) T AV R—R U DEEHRELI-BE . S — LNMELET D
EEBRBENERDONET . TLAE—FIZHESTWEWSEEICOAERERRTELIEETNAL
TEEWN ! HEEARIEERICLEV—RHAEEZT AN TVWRBEEICOH, TLLE—FT
ZELTHETY,

TLALTHBE MBEHE(=F) TR FELGS>TWSIEN LN ET  F-. BETEHF—EA AL
THEFEMAREEN GG TVSIELLNET . CIE BN L TO AN ERIZE-TIT
LHSNTWSEHTY,
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HD T, MoveR9) T+ THSpeed/\SA—RE BT IHENHYET, 8ICLT. 35— EFETLA
RAVERLTAHELLI FEMEZIVIO—ILT E2DONEEBHRICHESFIET T, SN THD
TOT—LTVADREBELELZ, (BOTESISWET ,, HEIET—LTHA(F—TT 1)

PEE Y ERALIEZEEN

COBERTILATEDLDONENFELIZD ., BERICIET —LTIEHYEE A, /ImagesTHILE H
SINREDRATSA b (Asteroids7AIILF IZHYET)ERSVI &EOAYTLTFEEMAE#ITHITA
[XESHEDLOMDEETEZEBMLELLI . CORTERFRIZ. UnitylEZZh 5GameObjectZ{ER L
9,

Rigidbody2D&PolygonCollider2DD 20N AVR—R U hEBMT2BHELAHYET,
PolygonCollider2DI&, CDA Tz DA T/ EEZE () TESLSITLET, 2D
UR—RUMFERICEMTILENHYFET,

FHMENBREFTZRBDOEREERLTOET

PolygonCollider2DANBINEN =5, TLARAVEBLTAHATZSW, FEBRMNINKEZH NI S
EMTESFIICLHYFET NBREDENZOICHBT A LETNLENTZEW, T IMNRED
PolygonCollider2D® 735 A—42 T BFriction (BE#8) . Angular Friction (BIE5EER) | KU Mass
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(BE)ZBEHICHABLT. AEERYDHEITT HIELTEET . MassEI0IZRET HEELRY,
FERICHANTERVBSLBVRIIZBYES . £5. KEVWRERFFEICEVIGEVNVELDTY !

ZLC.CONREFZFERMDBEBELSESIZLELLD, / Scripts / Attributes(Z#H %
ModifyHealthAttributeE LN\ S B RTD RV T hEINEREITEMLET

v % Modify Health Attribute (Script) £,

This gameObject will damage or heal other gameObjects
~1 on impact (only if they use the HealthSystemAttribute).
=" Negative values mean damage, positive values mean
healing (like a medipack).

Health Change -1
This object will damage on impact

ModifyHealthAttribute D 1 > AR A

TNHS, FEMEFA—UNEETELLIICTEILELAHYET , TDE=HIZIE, FHEMIC
HealthSystemAttribute L\ & BT A1) Tk (/ Scripts / AttributesD FIZHYFET)EMAET .

v bi ¥ Health System Attribute (Script) .+ 8

1 This scripts allows the Players or other objects to
~2+ receive damage.

Health 13 |

The HealthSystemAttributeD 1> AR5 4

HealthSystemAttribute [ FEHMIZF A—U B E (Health) 2 5 X 51217 THL, ZTD W EAEZEEE
TEFET . HRIC/IREZHERL (P 3—FAHYE:WindowsTILCtrl + D, MacTlZCommand + D) .
FEHROBEYVIZINREFED I+ —ILREERLET,

Note
Prefab(F L/ D)

INRBEEET DA NEREZPrefab(TL/NT)ITLIZWERITLED, T3TNIK M DIEK
EZ—EICHEICRET AENTEDRIITHYET,

PrefablZ DWW THISHEWHBNIFELLANY - WMEEIE. X a7 I LKIEETAFa— IT7ILE
TELEELY,
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Prefabld. MENKRELGT —LZEESYF—LTHRERAFELIZYVT HHE DUty D EARBEHEE
TIMN. SDECHENLERICEVNTHELIELTEFT . HUTEHE-DERIDT —LIZEH
L. ZL TR HEHEZICENLEZHO THERIT S THLEVFEE A

2L, FEMIAKBEZ(TEEICT—FN\VIEZITMAILIEHYFEH A, TIE. FEROF
A=V BREFREILTH-HDUIZFEMLELLD, /PrefabsZ4 LA hi5Userinterface Prefab
EO—VITRSyT &FAYTLET GFEWALRWMEE L. ETTILF—E2—ITFIvT &FAYT
LET). ¥Y—LE1—ZFRDEBEMICRATESA—CHBEDUINKRYT7YTILET,

INTH—LETLATEHE. FEMN/NMNRESSDONS-URITHT A—DHFBRE =healthhMRA>
FREAZENOMVET | R DOMY T EThealthh¥ 01T EHES — LA —/N—TT !

SVNRENTESZAT—UNHEEANY IMNEREICHFEY SO T FEMEBMN T ZEAERRIC
TEIMNELI—ETAMTHELLI T —LIZEHIREREQHLEIABETI N HLIETH
BATT INREDNMEBEEZERBL TS —LETANT HIET, HATIET —LNZVRIZRYEA
THEY.HRMICLRILTHAUZLTUVET,

O— L& B

ST, BEF=DES = —LIZESITIN? FNATIK. IREICEHET A LLEFEEHMMNETED
BESILGHT —LIZLI=W - ELFELED, TRTODENEF 0. F—LO)TIZHYET, HIZHh
FYIZEENBRE LISy aLE=B A IS — LA —/N\—TTF,

/ Images/GameElements 74 LA MBH 2 (Starn) &> —2IZRS5yT &RSvI L TEMLELELS, ZL
TEIZ / Scripts / Attribute 74 JL A Hhvi> CollectableAttribute 7 ) TrEEBMLET, TR, T
Collider2D needed IDH A 7O NERFREINBD T, PolygonZ:&IRLZEL &S, PolygonCollider2D
AVR—R UMD EETEMEINET,

Collider2D needed

This script requires a Collider2D to work. Which shape do
you want it to be?

If you are not sure, choose Polygon.

Circle Rectangle

Fiz. 12 AR A TPolygonCollider2DaAviR—R U bER 5B E. Is TriggerlTF v I M A> TSI
TTT HLADTVWEITNIE FovIZANTEEELLD CNTEEEZHETEDLIICHYE
ER

"
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¥ Polygon Collider 2D

CollectableAttribute A7) TME EFUNERREL T A T LIZL T, E1DERTHETLAVY—IZIRA
VA EZENBKSIZHEYET,

Note
Triggers (F)H —)

MIA—IEHRNGEZATDAZTAE =TT, MA—REFTOOrDOBEERILL. ATV MRT
DN DIENTELGEVELSICRONET, LALUNity[F2 DDA TV VN ENIHEALI-C L%
BHETHDT.HERELTTIVIVERITTHCENTEET,

BIZIE M)A—FTLAVY—DRT—DPORRZICEZELILAEINERETIDICEEICERT
¥, HOFLEIRADERICMNA—ZEBE. TLAV—DR) AT D E, You WinklL 54y
T—CERTTIIENTEET, MA—FTLAV—ICERAFRAD NIA—EH4= (FAF
B)ICHAREBZRE I A-O0O0vIERELES,

BN EGT —LETLATEHELIE, HEEIEENFERICEOTEDLNDIDIZRALTLELS,
COEETEEZTILNTIZLT(EROTLNTIZODVWTODZEEZSR) BWELBEbhAEHET
BRGTDHELTEET, V—VICEZESDECELFELELES, ZLTINLEFRY DT LMIEPTYIC
MIBIZERBELTAHELELEI CORIILT. H—LALICHZEEFDITTNEET,

=&ZIZ. ETS/ILF—MSUserlnterfaceZ 2R L. Ul ScriptX ') T kM Score To WinDIEMNSTH S
CEEHRLET S —LADEDHEScore To WinDEZ—HSEEWLE, ELLLF—LATEE
HA,
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Dialogue System (Script)

E5—ETLAREAVERLTY —LETLEA—L. ¥—ALIZHATESLEHERLELLS, 502
I RTEBLEB AL, TPlayer 1winsl JEWS Ay E—UNRRENFET,

BOTEITEVEYT ! HULERDDT—LNMENFELZ, SEHIC. FEROFIHESCHES
BRE. ZLTLARILLATONEBRET HFTHELTAHELLD,

RDRTYT

Unity&Unity Playground& ¥ CTEETE-D T, TNEF > CIUEMLY —LEEDIENTE
B39 TT, —ATRDATYTELT, Unity PlaygroundZ &Y K<EREE S S 1= (ZUnity
Playgournd® General Concepts (BB &) & Rz EBS5TLLS,

ZNIEEZTEULTLIEELY, Unity Playground (X EERIZERETL TSN T, HiE-BEDY —L
CrUEEZHLEY., BEDS —LEFIE—LTH=YLELLS ., A THOKTY !

13


https://connect.unity.com/g/unityoxue-bigurupu

SHEME UniyB 2 YT L —T ~ESE

Note

T—LDEYAEESREE, SOFERMLDL AT —L (fzEZ (X, Asteroids (P RTHRAKRX)
Arkanoid (7 JLA/AK) . Space Invaders (RR—RZX A R—4& —)  Frogger(ZOvH—) % E) D
E—(ELDT2DE. FNoDT—LIESVTNEGT —LTHFAUEDOT, FEIZRVEZTY,
ZLTHEENLEETBIIONT, HAEEIEKVELDT —LERFEML. ¥—LEXYREKETD
ZEMTEFET,

HLHBEDNAVREL—2 30 EBEELET BHH5(E., Examples7A LA EFHWNT, Z0OH DS —L%
U EFTHELLS =LA TN ERARTENLODEDLSIZEON =D DO EHENDTH
B &3 EDEE>THELELS,
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General Concepts (E =

ZDtH 3> TlE, Unity PlaygroundD WO M DERM LB EEFBNLET . £LFMSENTET
HBNIE. NS BNTIAREFE > TIYBH LT —LEENDEISITHENET, CDEII IV
HFEROHC, FKITHBN LI=Getting Started (AP E1T52EEHENDLET,

FHREE S

Unity Playground@® 3 R TODHRZLADZ) THZIE, EEICINSIIFERARVIZINHY . RTUTRH
MZxd50OMIEHEICHALTHNET,

v ;J | Camera Follow (Script) B %

‘ @ This script makes the Camera follow a specific object {usually the Flayer}. ‘

Object to follow
Target 'Mone (Transform) | ®

‘ & WARNIMNG: No object is selected, so the Camera won't move. ‘

Camera FollowRA9) T+ DIFHRELE

B#RIZ. ZLDRI)THZFL DD DEE AvE— (BERBVEBRY/UAZEDID)NHY., Y
YT ICRIENH I ERTENFET . CALICIFEEL TSN, ROUTRAHEEEL TLVRLVE
HIZDWTHORWEVFEEZ T MWAMNELAEE A,

&2 (Collisions) &+ 1) 77— (Triggers)

Unity Playground® [FEAED AT YIRS T I EER#EEE (Collisions) #EALET ., hld.
Colliders&E#D2DDA TPz VMM E NI LI-LE, Fz[EColliderZF DA T VMM BID
AT xHR(Colliderdb#F>TVBM R A —ELTI—IEN TS ITRALIZEEZICAR VIO H
EFHIELEEHRLET,

BIZIE. BEDBERTHEA—CEHEEZ Y ATOTOMIfN=EZITLANLEEBLIZY, a1
IND—=TITTFATLEEDY . HAEIWETLAVY—NELWEZE>TWV =0T LAY —HAK7IC
i f-EEFICRALYRE,

BRI, BRDXYIIENFD XS IEADRINZAS-EEICHEESAUENI A —FBHLLTEE
T, (Unity LearnDF 21—k 7 JLIZ&H BRoguelike 7O I D &512)

HLSFELEINGEA o=, BB EIZRILNITTHELELS, [BoALCollider®BMLI=M? 1&,

15
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%% (Tags)

BTEFERTHE ATOIMNEATIITEIZDETESDT, RVYTMIELWAT DIt
NEBEICDHATIAVERTTECENTEEY, 2V LGLTRAT O VMERBITHIEMNT
EFEEA

BREFARKRIZ, ZLDRV)THMIELLEMET B=OITAT O IMIBTNELLEESNTNSS
ENROENFET  RVVTINBRLIEBYDBELAWNE R L. VIFLUYRT(REHRAT, E
BRATDIEVNANEINEHERL T,

AVOFIVEBRDAR—k

Unity Platground|Z(&. Images 74 ILE —D T IZFKSADZEBESLWRTSA A HYET, L
L. HEEIEIINL2DEEZRERDITHEEL. BN BE TE--2DEBRZEEDSESELL. EA
H2DERLEHICHERATEET !

Unity Playground CEIMEZE T 512X, B ZFAssets TA LA DE MRSV T 5T T,
EIERTSARELTAIUR—bESN FRTIERBMNENET, ThEI—2FIFEISILF—
Ea—IZRZyY &FAYTF 51T THLL GameObjecthMER S, ¥ — L THEATES K514
UES,

REZZFTDHICIFH. EARTEHEGOERITEBICTILELHYET , Z5LGNEFTEMNEL
RRSINFET, BEESEBTELEUET7MILER L pngE (L .gif T, jpgldFEBIFHREFT
FHA, T Unityld7 = A—a GIFEBETEEH A,
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Advanced Concepts ( L # & [ (1 =

BEEIFIEETTN? FhELHBFEETIDN? COEILAVIFFALDLIICESTORHEES
23> T9 ! Ffz. Unity PlaygroundZ & U K<EBELIZW LI —F—ICHLE#8H T,

F—ro—h

Unity PlaygroundIZE ARV T HEDOMNEBRETHILIE. —RLIZECATIEEELLIVMBLA
FtH A, £IZT. Unity Playground(ZIEZ & EF—F— b FELTUWET , Chik. 6R—TITEY
FTRTDRVI)TRDT7AAVETOHRBALRBHYET ., TH5EHTTY (Movement, Gameplay%i
E)TRBEN, BRITENTVET,

- ® then then [y then] then]
E & o4 g ¥ u
Rotate 1 Jurmy Uhieﬂ-Shw onfoff Create
e abt pasteanchiect ropasorthing u St ot sopes Tamsmotiet | Cistesanewobet  Destopssnobie Vores oo
it e S oo o pmards 474 P sl oy
£, R » o
2 ;}' @* = ]
Aut AutoRotate h TimedSelfDestruct ickUpAne gueBalloor LoadLevel
T shtirors T bt e P sy Thaotject doapeors Pk panotiec oo e Sepleysalie lsetie
mmmmmm phadtecy e s o Nt o s ey Uy s
Movement Gameplay s Actions it Condiian Actions

F—ho—FORE

F—b—krEUNity 7B =S RO ENRI . pdfEEE A OE L 0. jpgsDEAIZEENTLNET,
2 —H([ZUnity Playground D > TS T R TORIBEMZ RS =62, Unity[C R Eh i1 —F &
NDIT—92avTTlE, ZOF =, —FrEWDODTYURTIORLTENLEER AT HD(EL\WLAE
LhEEA,

INSITMA T IN—=PBIZEEATOELDV O DEMBRENHYET, LLHLF=NT—S
AT EEBELTWALEL, SMEICAIMNFLOILZRAYHIVEHNEEZ5-0I2IND
DEMREZERATIHIELTEEFT (T —LOYLDT—IDEIID),

JAavorEE

7 —%33v 7 TUnity Playground& B9 5(21&. 7Y RMTHALEHTA OO O—FT 50, A
VA=Y T O ANIRBIZHE BB A X, Assets T4 ILF —EProjectSettings 74 ILF —EFEH T
EREICREALET.

TEyrITAILE
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DocumentationZA LA 2L, CORF2AVMEED., pdf ADRF AN EENTHVET, 2D
FF 1A DI Getting Started (AM) IZZEDHEFEREL. SHITRRVUT RO FEMERANE
EFEM)IFLURATARIEFRTHIENTEFT, RERIC. [F—F—FIEEMRILTEE HFICE
MTBHIENTE RVTNEDABTE— B THRRTHIENTEET,

Images 74 ILFIZIE, Fv T30 23— B I\—Ta DI FE—VDERICERTELEG T Y
FAAEFENRTOETH BDEICKHELTHEBIEHLVEGZEBRICAVR—FTEET,

Unity Playground® #& iy E% B R 2 TR & Scripts 74 L F IZHYET . TNODIFEAE TS —2
ICHLUTEMESEE TN MESED-DITHEDAHETHT IV IIMIAT #F 115 EEEKRT
53DLHYFET (ENLICOVTOFMIZZT £V arTERALTZEN),

ExamplesEW\STA LA [ZIEWN O DINSET —LHAHYET . FEHEMEL T, £IETHRET
AADEFERELTHERTEET,

TACIHRIIE_INTERNAL_EVLVSHRIEIHILE D HYET . TORFIATRT L3I, Unity
PlaygroundDAER DL AZ B ELICLIZKBWRY ., ZhEfihonhdRETEHYEE A, 7R
VMDD LEELEGDBRV)T, TV FXE, TOMFIAENKREBICRICT HRETHLENELD
MEENTULET, LHL. Unity PlaygroundhSIELLHEBET B1=DIZIE. CDTHILT DR E(ET
ACIOMIEENTOERELAHYFET,

Dty avE. TOREDEHEAELYIFECERET SH1-HIZ. Unity Playground®D LD M D Ef
FIZTOVWTHLEELGRBALET . 2EZXEL. Y —LOMEZHERLET NI LGSRV EEEIC
BTTHTT,

2% (Tags)

BTE WKODDRYYTNTHIT D IRETANRIDT L. WDENLDNREEHHTHER
ETDEDITHERASINET, LWOMDRYYTREAT DI MIO0nCollisionEnter2DE = (&
OnTriggerEnter2DZ BEBMLE T AY. LD E D (HealthSystemAttributeZi &) (£, AT UM
Playere L TR (FIFEN TSN EIMIZE>THENERYET,

=AIZProjectSettings 74+ LA E A R—kLIZBE (X, WO DEMRZT BT TIZERIATL
F9. BEARMICIE:--

o TLAN—CLDFA—TORAT - RAVMNEE 2ADT LAY —THEAT HUINE L4
BET A ELSI2F BIZIE. PlayeréPlayer 2D 40 2 BT A2 ENHYET,

e Enemyld . REEDRAYVTFTHFEHAINTOWERAD, BHRPRB[ODRFEAHTE
EEETDHDICERILET,

o BulletlIFGHATELET,

o GroundlFTLANV—DDr U TLIEZITENNTSOUR(ME) THAINEFVIT 51
OIZFERINET,
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Player2J #BRWT. ZLDRVYTNTED AT E#FTHEEERTEET . &AL, JumpRIYTH
TIE. IOV F (M) ERGINDIEDEERT DEIITKOONFET, LIzA>T. 6T LEY
Ground2 7 #BIRTILEIEHYFEE A,

Condition RV TR THRTHET4IWNA) VT TEBDT, ALHhDAETRI FFTEShf=-AT ok
BRELIEELFRINMDRESZAREENHYET , FTVAMNIBHMICEHFINTET DR L
AKERRLET,

A—HF—AA—T( R

A—HF—A2B =T/ X (UIl) [EPrefabs T+ )L F —IZ&FEN Tl Sprefab (Userlnterfacek V3T
N [ZEEINTOET, UED—UITRSYT &RAYTT 51T T, TLAV—IDIRELF AL
BEIMIZRTREINFET Y, UlScript®d Number of playersTtwo playersZ:&iR§ 25 TEFET,

3 health

EDL—UBRIZRTBHUIFY/NR

Userinterface® 7L /\J (&, Game typeMIE B TScore, Life, Endless&s —LDIEEEZEET ST
L3 TEFT, E—FIZHL T, Game Over&You WinDBEIE AR RENET,

e ScoreE—KRTlE,. TLAV—HABIRLEROTIZET L BFEENRTEINET, 2A
DIL—N—HIEETIEE UIFRTI7DHERTL. RAOT7IZEELERVOTL—
Y—hELET,
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o LifeE—RTIX. TLAY—DRADOICHEDES —LA—N—DRREINFT, ZADTL
ANV—T . BILAV—DERADNERREINES, BRIHFE-FHEEHYFEEA,

o EndlessE—FTIX. F—LRTEEIIRREINT . F—LEZHLATTIIEETEEY
Ao

Game typeDHRAZIA X

ConditionAZ) FrEF R T HEE(X. UlScriptd® GameWon# & U GameOverBE £ % UnityEvent|Z
BEMTHENTEET . COXIITL T BHROZDMMD ARV IEEFRLTHRZLOBRSE
HEERTEET,

F#k1Z. AddOnePointd K U'RemoveOnePointF#E R AL CTRAT LERIBRD ZEERITTEET,

AVARGEDHREITAX

Unity Playground(Z. PlaygroundB & ® X9 7k (Move, Jump#i &) ET 74 )LED Unityar iR—
>k (Transform. Collider. SpriteRendererZE) DA ICHRBE LAV ARG BEZLZHALTWNVET,
BZ(X. Unity UMD SEHSERMYRE . HILOWV A — —DNRYBBE(CEETESELIIZTSHET
ERS

CDE=H, WO DEHLBEEREINFELI- (=& XL, Rigidbody2D® Dragl&Friction[ZEE I
ibf:) o

Unity Playground @ £ %1t

EBDOAZ2A—IN—DEARILA VARG AEF O EEATITTHIENTEET, iKY,
Unity PlaygroundM 2L TWAIEBEEREILT HIENTEEFT, WOTHEEEMNTEZXT , Unity
Playground(ZA Y ARG AEHRAIA XL TWBIEIHEDO T, BREL<ENELET,

ols BaEVE[IHtM Window He

Turn Playground Off

Turn Playground On

My T A= a—/8—M5Unity PlaygroundZ4 21293

DR yoI%. Unity PlaygroundWEL TS T A/NRTAIC—BICEEZMA SV ENHHIEE
F-REICTBEOTT, (FzEXIX BFEDFATDColliderfZ KD IRE)
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24 )Ly 7 (Tilemaps)

EB7EINMIE, YTV —LTHERASNE-—EDFIMNILRTSAE, ERH. K)HHY. Unity
DTilemaptpEZFFRALTHBDLANILEZBET L-OIFEARATEET,

TilemaplZ2WTH2E5YE=LMEA X, UnityD R —aZILIZEELWVA AR A HYET ., Learn®DWeb
HAMIL, ENICETEEN-Fa—M)T7ILHEEICHAESNTIET . 2D World Building®D #8
NETAMILIDHEIEEEHANDLET , £=IL. 2D Gamekit®Painting a Levelzo 3> THEUVER
BRLHYET,
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Appendix

Contributing

For questions, suggestions, feel free to email Ciro Continisio (or get in touch through Twitter for

quick comments). If you want to contribute to the project, check it out on Github , fork it, and
create pull requests.

Note

All suggestions will be considered, but keep in mind that the goal of the Playground is not to
have as many scripts and features as possible. Having a reasonable amount of content makes it
more focused and easier to learn. We believe that once the learners have explored the entirety of
the Playground and want more, it’s time for them to move on and create their own game from
scratch.

Credits

Unity Playground has been created by Ciro Continisio . Graphics by Stefano Guglielmana.

Special thanks to

Unity Technologies, and especially the Brighton Content team for helping with the final push to
put the Playground on the Asset Store.

Kenney.nl for the free graphics which have been used for the first iteration of the Playground.
Dioselin Gonzalez , John Sietsma for believing in the project and using it in their workshops first.
Stine Kjeerboll for some precious early feedback, and the Note: for the logo design.

Nikoline Hggh and Nevin Eronde for more UX early feedback and enthusiasm.

Phil Jean for suggesting an important change which would be a turning point for the project.
Numerous contributors to the Github repository: Sophia Clarke , Ethan Bruins , Mark Suter ,
Jim“Jimbo” Picton , “Arche-san”, and all the others I'm forgetting right now!

The kids of Coderdojo Brighton and the attendees of New Employee Orientation at Unity, who
have been the first involuntary test subjects.

Finally, all the teachers and educators who are using the Playground in any capacity today!
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