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ENGLISH VERSION

Project Setup and Forest Scene Creation

Hey everyone! Lovely to see all of you here!

Welcome to the game development course using Unity. Today, we are going to
look at creating a new project called “Food web”. I’'m excited, let’s get started!

Today, we will learn how to create a new project in Unity and setup the game
theme. Before we start, ensure that you have the latest version of Unity installed
on your system.

Go to projects and click on ‘New’. Remember to select the version that you want
to start creating with!

This project is going to be a 2D one, so let us select the 2D template and name
this project as “FoodWeb”. With that, select the location on your local disk- this
is basically where you want to save this project. I’'m choosing Projects folder as
the local directory where | want to save this project. Now click on ‘Create’.

Remember that Unity will take time to set up your project with 2D libraries and
the required files and we are done!

Once the Unity project is launched we have multiple windows. On the top left
side, it is a ‘Scene window’. This is a place where all the images and the objects
go in for a game design. The output of scene window is seen below in the ‘Game
window’. This is place where you get to see the final output of the game design.
On the right side of scene window is the ‘Hierarchy window’ and it contains all
the objects currently used in the game design. Below this is a ‘Project window’
which contain all the assets for our game design like images, shaders, 3D models,
sounds etc.

Along with Project tab, we have Console tab too which show the output & debug
logs of the game design. On the right side, we have ‘Inspector window’. It shows
all the properties of the selected object from the hierarchy window or project
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window. For example, if | select Main Camera, it lists down all the properties of
main camera

So, let’s begin creating our game design.

Before we proceed, let’s save the scene. To do that, go to File and click on Save
As. Select the Project folder, go to assets folder and then scenes folder. Name
your scene as “Forest Scene”. Double click on assets folder to see the created
scene. Delete the sample scene as we don’t need it. Next, let’s add some images
to the assets folder for designing the game. The images can be download from
the description link below.

Go to the asset folder, right click on it and select create and click on folder
option. Name this folder as ‘Images’. Double click on images folder and create
another folder called as “Forest”. Double click on this folder and add images to
it. Use the downloaded images from local drive. There are multiple ways to add
images. Either you can drag an image to the folder as shown or right click in the
forest folder, select ‘Import New Asset’ option. Select the images and click on
import. Another way is to go to Assets section in the top menu. Click on Import
New Asset and follow the same step as done previously.

Great! Let’s begin adding these images to the scene!

Let's minimize this game window. Select the Hand tool from the top of scene
editor to centrally align the Scene view.

We’'ll add Forest image as the background. To do that, go to hierarchy window,
right click, select Ul option and click on Image. Canvas gets created with image
inside it. Canvas keeps all the 2D images, Ul elements etc. that can be used in
the scene.

As the camera angle is not, let’s render the canvas to set the proper view. There
are 3 ways to render the camera — Screen Space Overlay, Screen Space Camera
and World Space is the last. Select Screen Space Camera. We noticed that
Render Camera is missing. This indicates that the camera called the main camera
is missing. The role of main camera is to focus on the scene that is going to be
displayed as an output or in our case, how the user sees it.
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To set the camera view, select Canvas to see the properties of it. Drag Main
Camera and drop it on the field of Render Camera. You can select the same by
clicking on the small circle and selecting the same from there.

Also, when you double click on any of the object, it gets focused in the scene
editor. So, let's zoom out by scrolling down. Rename this image to ‘Forest
Background’ which you can do by right clicking on it and select rename option
or rename it in the Inspector window.

Select the Forest Background object to add Forest image onto it. To do that, go
to the inspector window, click on the dot circle of Source Image section under
Image component, double click on the Forest image. Right now, the image looks
very small.

So, let me just go to the forest background object. Click on the inspector window
and click on the button called the ‘Set Native Size’. This will expand the image to
its original resolution. The image is not centred currently. To get it to the centre
of the screen, we are going to set the X to zero and Y to zero, because the
coordinate system of unity starts from the centre of the screen. So, anything on
the right of the centre is positive x, anything on the top is positive y. Anything
below the centre is negative y, anything on the left is negative x.

Now for me the image has fixed perfectly into this, but it might be possible that
for some of you the image might not fit perfectly in your scene. As I've set the
resolution to 1920 by 1080, which is the master resolution for me to start with.
As my forest image resolution is 1920 by 1080, hence, | have opted for the same
resolution for my scene. You can create your own resolution as per your choice.

So, we have done with the forest background. Next, we would like to add some
hanging leaves in the scene. As you can see, we have an image titled ‘Hanging
Leaves’. Select it to see its image. To add this, again go to Canvas, right click on
it and select ‘Create Empty’ option. A GameObject is created. Rename it to
‘Hanging Leaves’.

Now select hanging leaves, right click on it. Go to Ul and click on Image. This is
going to be the first hanging leaf. Rename it to “HL_1". Go to Source Image, click
on the dot circle and select Hanging leaves image. Click on set native size to set
it to the original size. Select the Rect tool from the top menu and drag the leaf
to the shown position.
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Now let's create a duplicate of it and rename it to “HL_2”". Select the HL_2 and
drag it on the right side. Align it perfectly with the other hanging leaves. Let’s
repeat the same steps by right clicking on HL_2 and select Duplicate. Repeat the
same steps for HL_3, HL_4 & HL 5.

Now, we need to make the hanging leaves semi-transparent so that we can see
what's going on behind it, without revealing too much in the background. To do
that, select HL_1, press SHIFT and click on the last one to select all the hanging
leaves together. In the inspector window, it will show all the common properties
of the selected leaves. Click on the Colour. To add transparency, we change the
Alpha to 180. You can see the leaves are semi-transparent. Remember to save
the scene every time a change is made.

Now, let us add a tree into the scene. To add a tree, right click on Canvas, select
Ul & click on ‘Image’ option. A GameObject is created. Rename it to ‘Tree’. Go
to Source Image, click on the dot circle and select Tree image. Click on set native
size to set it to the original size. Position it accordingly as shown on the screen.
It is important to keep the Rect tool selected for size and position change. Drag
the Tree in between Forest Background and Hanging leaves to avoid overlaying
it above the leaves.

Now, we will add bushes in front of all the leaves. To add bushes, right click on
Canvas, select Ul & click on ‘Image’ option. A GameObject is created. Rename it
to ‘Bush_1’. Go to Source Image, click on the dot circle and select Flower Bush
image. Click on set native size to set it to the original size. Position it accordingly
as shown on the screen. Right click on Bush_1 and select duplicate. Drag to the
position as shown on the screen. Rename the file as ‘Bush_2’. We will change
the type of bush. So, go to Source Image, click on the dot circle and select Bush
image. Click on set native size to set it to the original size. Resize it accordingly
to fit at the position properly.

Right click on Bush_2 and select duplicate. Drag to the position as shown on the
screen. Rename the file as ‘Bush_3’. Again right click on Bush_3 and select
duplicate. Rename the file as ‘Bush_4’. We will change the type of bush. So, go
to Source Image, click on the dot circle and select Bush 1 image. Drag to the
position as shown on the screen.
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| want all the bushes under one object folder, so right click on canvas and create
an empty object. Name this object as “Bushes”. Select Bush_1, hold shift and
select Bush_4 to select all the bushes. Drag all of them to the Bushes object
folder. Save the progress.

Click on Play button to see the whole scene. Maximise the game window by
clicking on 3 dots and selecting maximise option. Now, let’s animate the hanging
leaves by moving them left to right and vice-versa to show as if it is moved by
wind. Let's click the play button again to go into the editing mode. Before moving
further, let’s just quickly reposition the flower bush by selecting it bush and
moving down.

Now, let’s add animation to hanging leaves. Maximise the Hanging leaves object
folder and select HL_1. Go to window, select Animation option & click on
Animation. An animation window opens up. Drag the animation window and pin
it next to Game window. Now, click on create button and create a new folder
under assets folder named ‘Animations’. Create another folder under it namely
‘Hanging Leaves’. Name the animation as “HL_Animation” and click on Save.

As you can see ‘HL_Animation’ is created successfully. Now, go to the Assets
folder, then animations, then hanging leaves folder and the created
HL_Animation. There is another file which got created named HL 1, it is called
as Animator.

Now, | want to move HL_1 from left to right and right to left. To do that, select
the Rotate tool and simply drag to see the angle of HL_1 getting changed. | can
see the change in Z value that defines the rotation change. After experimenting,
we can say that 3-degree change will be good for animation purpose.

Now, click on the red dot to start the recording. Zoom out the timeline to see
the seconds properly. Set the marker to 1 second i.e. 60 frames, change the z-
value in rotation to 3-degrees. Again move the marker further to 2 seconds i.e.
120 frames, change the z-value back to 0 degree. Now stop the recording to see
what happens. Select the Rect tool and click on Play button in animation field.
So, the animation is added to HL_1 . Click on play again to stop it.
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The good part about unity is that the same animation can be used for other
objects if required and you can add onto it easily. Once you select HL_1, scroll
down in inspector window to see the Animator component getting created
automatically and the animation created just now gets added to HL 1 as
controller. So, we can use HL 1 for other leaves too. To do that, select HL 2,
click on Add component in Inspector window and type Animator. Once animator
component gets added, click on the dot circle and select HL_1 to add the same
controller to HL_2. Repeat the same steps for HL_3, HL 4 & HL 5 to add the
same animation to all the hanging leaves. So, we have successfully added the
animations. Save the scene progress now.

Switch back to the Game window and select the option Maximise on Play. Now,
click on Play button to see the scene created so far. As you can see the scene is
working perfectly so far. Stop it by clicking back on the Play button.

So, this is it from the video. In the next video, we are going to learn about how
to place different animals into the forest and animate them!

Till then, keep practicing and keep exploring unity. See you in the next video!

HINDI VERSION

Project Setup and Forest Scene Creation

Hey everyone! masﬂafraﬁér@raﬂaual ofJTT!

Unity &I use b game development course H 3TURT T %I 3T, A
“Food web &TH hl Tdh new project EI?-I'IFTEITQ%'%I ?ﬁbc{-lllr%d 'g‘i, Tl A& Gyl

3T, W@'@ﬁﬁﬁ unity H TP new project $HI I4TT7 3R game theme G RGRe]
setup &Y | %W@W,ﬁ@ﬁaﬁﬁﬁmwmsystemw unity bl

latest version install &1

Projects UX SITU 3 ‘new’ UX click @ | 39 version &l Jelell gre; W 9 a1
3T create T start il ill%é %!
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g Udh 2 D project %’I?rsnm%, E'Hﬁ'(f 2 D template G| ﬂﬁ&ﬁ?%ﬂ project
P “Food Web” &l ATH ¢ | b TTY, 370 local disk T location T ﬂﬁ- qg
@WH?TWEﬁW%EIﬁHWﬁ projectﬁsavemﬂﬁ%l H project folder
&l local directory & form & e & {dsi # 3H project BT save TAT ATEAT {I
379 ‘Create’ UX click &Y |

e 39 b 2D libraries & ATY 37T project Pl set up P H unity &Pl time
o

Unity project launch %’I?-Ta?a'la?ﬁlﬁ CI'RTEh_g window ?;'I top left side ﬁ, ¢ Uch
‘Scene window’ %’I I Uh UH! S19T% ’e’-’ 0167 HHT images IR objects game design
%ﬁ"l’?ﬂ?—ﬁ%l scene window T output 'game window' H g W%I ¢ de
m%aﬁm game design &I last output éﬂﬂﬁﬂﬁﬁﬂ?ﬁ%l scene window
G right side 'Hierarchy window' %ﬁ?éﬂﬁf game design H Eﬁmaﬁﬂ'léﬂgﬁ
objects &

W AT TR 'project window' &, 9H TR game design & THT assets o

images, shaders, 3D models, sounds etc %-'I

Project tab & 1Y, %‘ﬂﬁ UTd console tab #HY % S game design G output 3R
debug logs fe@rar %-'I right side, AR U 'inspector window' %‘il e Hierarchy
window T project window a QFT 'g"(’ THY objects & Y properties o fe@rar
%I example aiﬁl'(f, gfe & main camera Fﬁﬂc‘l?ﬁ {, ar & main camera & g
properties Eﬁfﬁ'@'l?—ﬂﬁ

ar, afera A& L & 3794T game design |

Eﬂﬁqﬁﬁ?%ﬁmaﬁ,ﬂﬁfsceneaﬁsave P | THT B o foIT, file T ST
3R Save As W click &Y | project folder & T, assests folder # ST 3R T
scenes folder A SRI| scene &l “Forest Scene” aATH & | created scene &l
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W & foIT assets folder G double click @] sample scene @l delete T g
Fifh §H DT TR Tl ¢l b dIG, 3TST game Pl design A & forw
assests folder & P image add HY | images DI =i T&T 91T description link
¥ download fFaT ST ehdT &1

Assest folder # STU, 3g U right click B 3R create & EET 3iR folder option
W click Y| 39 folder T ‘Images’ AT ¢ | image folder G double click Y 3R
“Forest” STH T Tdh 3R folder TITT| 5 folder U double click Y 3R sTH
images add @Y | local drive & download &Y IS images &T use &Y | images Pl
add aﬂ?ﬂ*%‘ém%l g1 dr 3719 fopdT image @1 folder & Wi & o Gohd &
T forest folder A right click &Y, ‘lmport New Asset’ option 1| images &Y
ﬂﬁ 3R import W click Y| E@TFFI'@?FF top menu & assests section H ST |
Import New Asset X click P IR Ul T e & step follow Gy

Great! 313U 31 images &I scene H add SIAT Y& B!

gfelT 38 game window @I minimize ®d & scene editor & top & Hand
tool @I e, 3T Scene view I centre H allign Y|

& background & Forest image @I 9| UAT &l & foIT, Hierarchy
window TR ST, right click @Y, Ul option ﬂﬁf 31 image TX click Y| canvas
SHb image o TTY create &1 STIIT| canvas THT 2D images, Ul elements
etc. &I IGdT & TSdT use scene F TRIAT ST GhaT |

o1aT {6 camera angle %1 &, Il proper view set & & folT canvas &I
render @Y | camera render @Yl & 3 ways & - Screen Space Overlay, Screen
Space Camera a 3i¥ World Space last Screen Space Camera Eﬁg?—T I
%'«H?fa'@TﬁF render camera missing %’I ¢ indicate EI'T{FIT%ﬁF main camera
oATH bl camera missing %’I main camera <l hIHA 358 scene U focus EF{HT%

ST output & form & AT FAR scene A [G@A ATTET &, 3R user 3/ HY ST@AT S|
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camera view set &ia & [oIT, 3Tk properties I W@ & folT canvas ﬂ?-Tl
main camera @id 3iR & Render Camera field GX ©I5 & | 31TT small circle
W click ehieh ael | 33 &Y eI Fehd &

Wm, STe 317q fopdT ofY object U double click Hd &, dl I& scene editor
H focus B SITAT & | 3GTIT, A1 scroll @I zoom out &Y | H image & ‘Forest
Background’ ATH ¢, ST 31TT 30 W right click ®¥ch Y b & rename option
?:FT 3-ﬁT$'\ef inspector window H rename &<

38 W Forest image add @ & T Forest Background object Tt | U4T
&I & flT, inspector window TR S1TT, Image component @& under Source
Image section & dot circle X click &Y, Forest image U double click &Y|
37, imageﬂ@ﬁiﬁﬂwrgf%l

sgfey, forest background object @ S| inspector window W click &Y
3R ‘Set Native Size’ button WX click @] I& image P 3Fd original
resolution d I8T HT M| image 373 centre F el &1 38 screen & centre
H AT & ToIT, T x BT 0 3 y DI 0 W set T off g &, FIITDh screen &
centre T uUNity & coordinate system & Il &1 @7, centre & right side
positive X s, top UX positive y &l centre & AT negative y , left side negative

xel

Wﬁﬁ?image@ﬂ@@ﬁ%ﬁﬂé%ﬁﬁﬁ%ﬁﬂ%ﬁm%ﬁﬁ
U H HHS b Tt image G d& § 3MUd scene H fit o a1 | ST o HA
1920 by 1080 c<h resolution set WT%,E’[%#T%I’U start @l o folT master
resolution &1 ST &6 T forest image resolution 1920 by 1080 &, 3HfAIT,
HeT 379 scene & ToTT 38T resolution @T option ﬂ?-ﬂ?il 3119 37UAT UG o 370
370 resolution AT Hhd &
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gafoIv, ¥ forest background T &1 QT X forar &1 $8D dTG, & scene
# P hanging leaves @I add HLIN| ST b 3T GW Tehd &, TAR UTH
‘Hanging Leaves’ title dTell T image &1 39T image & & folw 38 g |
SH add A & ToIT, T & canvas T 1T, 38 WX right click @Y 31X ‘Create
Empty’ option EE—TI T Game Object ITAT 31T &1 3 ‘Hanging Leaves’
T AT T&2T ITam & |

39 hanging leaves g, 38 W right click Y| UI O ST 33 image WX click
B | TE Ugeil hanging leaf 81 SITIET &1 38 "HL_1" ®IATH S| Source Image
R 91T, dot circle T click @Y 31X Hanging leaves image ﬂﬁl native size WX
set ¥ & [T 38 native size WX click &Y | top menu & Rect to e 3R leaf
g X shown position TR d |

319 SHDI Th duplicate TAT & 3N FH "HL_2" BT ATH & &1 HL_2 T A 3R
2 right side @d| 38 hanging leaves & ATY QT & A allign &Y | Iferw
HL_2 WX right click @& same steps @l repeat dY 3R duplicate @l g?-TI
HL 3,HL 4 3R HL_5 & foIT same steps Bl repeat |

379, T hanging leaves @I semi-transparent STl &l ST & dT1eh &1 &
Feh foh gHh (111010 9T I TET &, IR QAT &A background # agd 31h
reveal fopT AT h&aY | AT XA & ToIT, HL_1 &I T, SHIFT GaU 37X g
hanging leaves @ Teh ATY i & forw A arell leaf W click HY|
inspector window , I& el §U leaves & T common properties T
fe@r@aT| colour W click @Y | transparency add &a & foIT, &7 alfa &t 180
# change YT ©1 37T 2W Tahd & foh leaves semi-transparent. & | I1e W b
& IR IS Bl I scene Pl save P |
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379, scene A Th tree add I &1 tree add T & ToIT, canvas T right click
&Y, Ul gt 3R ‘Image’ option TX click Y| T Game Object IATAT IT &
3@ 'tree’ @ 1T T& AT 1 source image UY ST, dot circle WX click Y 31T tree
image oA | Y original size WX set &I & Teld set native size WX click &I |
SIET screen W fG@AT 3741 § 38 TRATE & 38 position HY| Rect tool &l
size and position change & T gel TWAT SIH & leaves & U overlying
& T3 & ford Forest Background and Hanging leaves & i tree ! i |

37, & THY leaves o TTHA bushes DT add LT | bushes BT add HIA & ToIT,
canvas W right click &Y, Ul g 3T 'image’ option WX click & | Teh Game
Object IATIT IRATE | 3/ 'Bush_1' T ATH S| source image TR SATT, dot circle
W click &Y 3R Flower Bush image Tei| original size TX set e & forw
native size U click Y| ST screen UX fe@mT 71T § 8% A< ¥ 39
position @[ Bush_1 UX right click @Y 3R duplicate ﬂﬁl SIET screen WX
fe@maT 7137 § 38 Wia &R position H AT | file BT 'Bush_2' BT ATH &1 & bush
& type Pl change LT AT, source image W AT, dot circle WX click &Y
3R bush image g | original size UX set &Y & foIT set native size T click
B | FE position WX fit B ST 3Hch f&dTd § 34 size ¢ |

Bush_2 X right click @< 31X duplicate ﬂﬁl ST screen W fe@rm & 44 58
position UX @il | file I 'Bush_3' &I AT ¢ | T & bush_3 TX right click &Y
3R duplicate ﬂﬁl file T 'Bush_4' ATH ¢, | T bush & type &I dGeidl | SHTAT,
source image W SITT, dot circle UX click @Y 3iR bush 1 image QFTI ST
screen U fG@raT & 48 SH position TT G|

& @8l bushes Bl T object folder & 3ie ameeh §, AT canvas W right
click Y 31K T empty object ITT| 39 object &I "bush” ATH & | bush_1 @r
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e, shift T hold Y 3T HHT bushes BT GeAel o e bush _4 T gt | bush
object folder & 3 T3 &I Wi | progress ®l save B |

QT scene ¢@ & foT Play button W click &1 3 dots TX click &b 3R
maximise option &I el T game window I maximize & | 37d, hanging
leaves T left & right 3R right & left move @I animate B ST I odTl o
ot T & editing mode H I & forw e O play button U click P | 3T
g% ¥ Ugel, Toll a8 STeal ¥ bush Pl eI X 3R 38 A move X flower
bush @I reposition & |

379, 313U hanging leaves H animation @I add & hanging leaves object
folder @ maximize @Y 3R HL_1 ﬂﬁl window TX ST, animation option ﬂ?-T
3 animation X click @Y | T animation window open & SITIIITT | animation
window @id 3R game window & side & pin #Y| 319, create button T
click Y 3iX assets folder & under ‘Animations’ ST T new folder FATT|
SHdb under T 3R folder IATT fSTH@T AT & ‘Hanging Leaves’ | animation
@I "HL_Animation" d1H ¢ 3R save WX click &Y |

Star 6 3T @ Hahd § 'HL_Animation' successfully ST 9T &1 314,
assests folder & STT, Y animation &, T hanging leaves folder & 37X
create TFI ITT HL_Animation & ST | T 3R file § A HL_1 ATH lgar = g,

S@ animatorEh?aTmFlT%'I

379, H HL_1 T right I left 3iR left & right move TAT Tred él U7 L &b
forT, Rotate tool ﬂc_-T}ﬁT HL_1 @& angle & change ® @A & fu @il | H Z
value E}IWQ\'@WEET rotation change @I define &IdT & experiment
&I & dIE, , T Pe bd © 1ob animation & fIT 3-D change 37<&T @19 |
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314, recording [& HI & ToIT red dot TR click Y| second Pl ST & ¢ &
foIT timeline &Y zoom out Y| marker &1 1 second ATAT 60 frames TUT set P,
rotation & Z-value I 3-degrees H dcel | fthT & marker I 2 second ITAT 120
frames EIT?TEIT&J, z-value @10 degree W a9d o | 31e recording stop <Y
& 3R @ fop o/ @7 &1 Rect tool &Y ged 3R animation field # play button
W click ®Y| 3TTIT, animation @ HL_1 & SI1ST 9T &1 3 stop e & [T
T & play | click |

Unity & dIX H 3! T I8 & b Ife; STt & dl 38T animation &l SEAATA
dTehT objects o foIT TohaT ST HehdT & 31 31T 38 3T § add T

dohd %I Uch ¥ ol ATT HL 1 Eﬁﬂ?—l?f%, ar inspector window #H scroll B vaT
AP T 3T component ® ¢@ grudr 3R 3T I4Tr Ir animation,
controller & form & HL_1 ﬁqgﬁamm dl, &3 other leaves & Tl #T HL_1
T SEIHATS Y Tehd & | THT &l o TeIT, HL_2 I, inspector window #H Add
component TX click #Y 3R animator type ®Y| Teh A animator component
add & SITdT &, @ dot circle T click &Y 3R HL_2 # 34T controller &Y add &
& foT HL_1 A1 T4 hanging leaves # same animation add e & fow
HL 3,HL 4 3R HL_5 & folT same steps G repeatﬁl éﬂﬁ"(’, %?I?-T animation
&I successfully add @ &1 &1 31 scene progress &l save &Y |

Game window W dTUd ST 3R Play X Maximize T option el | 31d b
JTT 31T scene &Y W@ &b fIT play button TR click &Y | ST fop 310 2@
Hehd & o scene A Tk QI OE A HIHA A & & play button WX amad
click @b 28 stop Y|

ar =9 video # ST &1 3FTa difsal H g9 fAf¥d IFR &) SNa & @
ﬁﬁanimateﬁ%ﬁﬁm!
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