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Unity3D Basics

+ A little about Unity3D:

A cross-platform game engine developed by Unity Technologies. It allows developers to create 2D,
3D, VR (Virtual Reality), and AR (Augmented Reality) experiences.

Cross-Platform Support: \Windows, macOS, Linux, iOS, Android, WebGL, PlayStation, Xbox, and more.
Editor & Tools: visual editor, asset store, and tools for physics, lighting, animation, and Ul.
Programming Languages: Primarily uses C# for scripting (OOD)

Asset Store: A marketplace where developers can buy/sell 3D models, animations, scripts, and plugins.

Real-Time Rendering: High-quality graphics with support for real-time lighting, shaders, and particle systems. Pre-




git clone git@gitlab.com:c5952/developer/digital_phantom.git

Cloning into 'digital_phantom'...
Enumerating objects: 104, done.
Counting objects: 100% (10u4/104), done.
Compressing objects: 100% (77/77), done.

Receiving objects: 27% (29/104), 15.81 MiB | 7.90 MiB/s

Receiving objects: 27% (29/104), 26.38 MiB | 8.79 MiB/s

remote: Total 104 (delta 23), reused 101 (delta 23), pack-reused © (from @)
Receiving objects: 100% (1e4/1e4), 147.73 MiB | 11.46 MiB/s, done.

(base) joe.xing@Joes-MacBook-Pro:~/work$ git clone git@gitlab.com:c5952/developer/digital_phantom.git
Cloning into 'digital_phantom'.

remote: Enumerating objects: 104, done.

remote: Counting objects: 100% (104/104), done.

remote: Compressing objects: 100% (77/77), done.

remote: Total 104 (delta 23), reused 101 (delta 23), pack-reused @ (from 0)

Receiving objects: 100% (104/104), 147.73 MiB | 21.77 MiB/s, done.

Resolving deltas: 100% (23/23), done.

Resolving deltas: 100% (23/23), done.
Checking out files: 108% (85/85 d
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Unity Hub 312.1

@ Projects
& Installs
® Learn

-5 Community

* Downloads

Unity Hub 3.12.1 2028+

Installs

All Official releases Pre-releases

’ Unity (2021.3.1911) 178
= C:\Program Files\Unity\Hub\Editor\2021.3.19f1\Editor\Unity.exe

Windows

@ Projects

® Leamn

&% Community

+ Downloads

Hub V3.14.2 is now available and will install after restarting.

- See Release Notes

Installs

All Official releases Pre-releases

UNITY &

Unity 6.2 (6000.2.6f1) 4 Silicon ' SUPPORTED
/Applications/Unity/Hub/Editor/6000.2.6f1/Unity.app

WebGL macOS

OTHER VERSIONS

Unity (2021.3.19f1) & Silicon LTS
[Applications/Unity/Hub/Editor/2021.3.19f1/Unity.app

mac0S

Restart now Dismiss

Q, Search




Unity3D Editor

Version tested: 2021.3.19f1 (SOFA dependencies)

Microsoft Windows 11 -
x64-based PC Apple Silicon (M4 Max)
ARM64

CPU i-9 cores, NVIDIA GeForce RTX
3080 GPU

64 GB RAM




Visual Studio

D File Edit View Gt Project Debug Test Anobze Tools Extensions Window Help  Seorch (Cul+Q) P Solutionl
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EyeBrainControllercs & X
[e¥) Miscellaneous Files #2 EyeBrainController ~| @ brain
-using System.Collections;
using System.Collections.Generic;
using UnityEngine;

-public class EyeBrainController : MonoBehaviour
{
[Header("Child Objects")]
public Transform brain;
public Transform brainstem;
public Transform leftEye;
public Transform rightEye;

[Header("Animation Settings")]
public float rotationSpeed = 3@f;
public float bobSpeed = 2f;
public float bobHeight = @.5f;

[Header("Test Contrels")]
public bool enableTestMotions = true;
public KeyCode toggleMotionKey = KeyCode.Space;

private Vector3[] originalPositions;
private Vector3[] originalRotations;
private bocl motionsEnabled = true;

// Start is called before the first frame update
void Start()

// Locate child objects by name
LocateChildObjects();

// Store original positions and rotations
StoreOriginalTransforms();

// Start test motions
if (enableTestMotions)
{
StartCoroutine(TestMotions());
¥
}

// Update is called once per frame
= void Update()

7
€ No issues found ¥ -




O EyeBrainController.cs — Untitled (Workspace)

C* EyeBrainController.cs X

TIgEZphanonT>"amy™> phantom > Assets > Scripts > C* EyeBrainController.cs
using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class EyeBrainController : MonoBehaviour

{

[Header("Child Objects")]
public Transform brain;
public Transform orainstem;
public Transform leftEye;

public Transform rightEye; Eye_bral n_Contro”erCS

[Header("Animation Settings")]

public float rotationSpeed = 30f; Eye-brain-cgntro"er_cs
public float bobSpeed = 2f;

public float bobHeight = @.5f;

[Header("Test Controls")]
public bool enableTestMotions = true;
public KeyCode toggleMotionKey = KeyCode.Space;

private Vector3[] originalPositions;
private Vector3[] originalRotations;
private bool motionsEnabled = true;

Y/ Start is callled before the first frame update
void Start()

ppmppeweesthild objects by name
LocateChildObjects();

// Store original positions and rotations
StoreOriginalTransforms();
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