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A wild Agnite appeared!
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Topics

Holding a Weapon
Raycasting
RenderTexture

Texture Masking

Decals

Teleporting

ProBuilder and ProGrids



But Tirst, a demo!l



Our Goal




Holding a Weapon

¥ PortalGunFPSController
¥ FirstPersonCharacter

¥ PortalGun
GunTip




Raycasting
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Raycasting

; - V V 7.'7777" V y =
[ = \f
‘ . z | Bl
i
< Persp

Io'\\

@m
o
=
S50

B
CER
eED
[ Z 7




Raycasting
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RenderTexture




Reveal in Finder
Open

Delete

Rename

Import New Asset...
Import Package
Export Package...

Select Dependencies

Refresh
Reimport

Reimport All

Open C# Project

>

1

RenderTexture

Folder

C# Script

Shader

Testing

Playables

Assembly Definition

Scene
Prefab

Audio Mixer

Material
Lens Flare

Lightmap Parameters
Custom Render Texture

Sprite Atlas
Sprites
Tile

Animator Controller
Animation

Animator Override Controller

Avatar Mask
Timeline

Physic Material
Physics Material 2D

GUI Skin
Custom Font

Legacy

UlElements View
Material Palette

© Inspector

BluePortalTexture

Dimension

Size

Anti-Aliasing

Color Format

Depth Buffer

sRGB (Color RenderTexture)
Enable Mip Maps

Auto generate Mip Maps
Dynamic Scaling

Wrap Mode

Filter Mode

Aniso Level

[ 2D

1024

| None

| ARGB32

| At least 24 bits depth (with stencil)

L]

| Clamp

| Bilinear

RenderTextures with depth must have an Aniso Level of 0.




RenderTexture

v & ¥ Camera
Clear Flags | Skybox

sackground _/

Culling Mask | Everything

Projection [ Perspective
Field of View

Clipping Planes Near 0.3
Far 1000

Viewport Rect X 0
w1

Depth 0

Rendering Path | Use Graphics Settings 4]
Target Texture
Occlusion Culling 4

Allow HDR

Allow MSAA

Allow Dynamic Resolution

Target Display | Display 1




HRender Texture




Texture Masking




Texture Masking

© Inspector |
D portalmask Import Settings

Texture Type
Texture Shape

sRGB (Color Texture)
Alpha Source
Alpha Is Transparency

¥ Advanced

Non Powe 2

Read /Write Enabled

Generate Mip Maps
Border Mip Maps
Mip Map Filtering | Box
Mip Maps Preserve Coverage | |
Fadeout Mip Maps (]

Wrap Mode | Repeat
Filter Mode | Bilinear
Aniso Level —

Default
Max Size 2048
Resize Algorithm Mitchell
Compression Normal Quality
Forma

Use Crunch Compression




Texture Masking

Shader "MaskedTexture"

{
Properties
{
_MainTex ("Base (RGB)", 2D) = "white" {}
_Mask ("Culling Mask", 2D) = "white" {}
}
SubShader
{
Tags {"Queue"="Transparent"}
Lighting Off
Mrite Off
Blend SrcAlpha OneMinusSrcAlpha
Pass
{
SetTexture [_Mask] {combine texture}
SetTexture [_MainTex] {combine texture, previous}
k
}
}

http://wiki.unity3d.com/index.php?title=Texture _Mas
k



Texture Masking




Texture Masking




Decals




Telepor ting




A Better Version

https://www.youtube.com/watch?v=cuQao3hEKfs



Brackeys

https://www.youtube.com/channel/UCYbK tjZ20rIZFBvUG6CCMIA



The Best Version

VALVE]

Dave Kircher
Tejeev Konhli
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ProBuilder and ProGrids




Awesome Tutorials

V /f‘

A7 4

ProBuilder:
https://www.youtube.com/watch?v=PUSOgSYEfIM

ProGrids:
https://www.youtube.com/watch?v=UtNvtirdcNc


https://www.youtube.com/watch?v=PUSOg5YEflM

Assignment 10

Create your own level using ProBuilder!

Level should be of reasonable complexity and include at
least two different textures/materials (not including the
default).

Level must include an FPSController.

There must be at least one jumping puzzle for the player.
At the end of the level, there must be a collider with a
trigger that makes "Level Complete" pop up on the
screen,



This was GDOOT




