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Scripting in Unity

๏Scripting allows developers to extend functionality

๏Unity uses C#

๏C# syntax is almost identical to what you learned in C++

๏Typically scripts apply to a single game object



Scripts as Behavior Components

๏Scripts can be added to objects as components

๏Scripts are used to create behavior

- Change size or color

- Apply intelligence to an object



Variables

{type} variableName = {value};



Functions

{type} functionName({type} inputVariable){ Do Something }



Conditionals



Loops

๏Supports for, while, and do-while loops



Passing in Values Through Inspector

๏Set a variable to public!



Built in Unity Functions

๏Awake()

๏Start()

๏Update()

๏Other functions 

(http://docs.unity3d.com/ScriptReference/MonoBehaviour.html)

http://docs.unity3d.com/ScriptReference/MonoBehaviour.html


Awake Function

๏A default function in Unity objects

๏Should be treated like a class constructor

๏Called once, only once, upon initialization



Start Function

๏Called after Awake() upon the first frame if and only if the object is 
enabled

๏Called once and only once

๏Called before Update()



Getting a Component



Update Function

๏Update() is called every frame when the object is enabled

๏This is the most used function in Unity

๏Time.deltaTime gives you the amount of time since Update() was called 
last. Use this for animating!



Translate and Rotate Objects

๏The Transform Component of an object holds its Position, Rotation, and 
Scale

๏Use GetComponent<>() to change these values



In Class Activity

๏Modify existing scripts to see what happens
๏ Dont be afraid to break things

๏Create new scripts and functionality

๏Be creative!


