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1- Unity 3D Engine.
2- Unreal Engine.
3- Cry Engine.

4- Torque Engine.
5- FPS Creator.
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| Open Project [ICreate New Projectl] 1

Project Location:

C:\Users\DEl.LPoo.uments\New Unity Project] 2 | Browse... l
Import the following packages:

Character Controller.unityPackage -

Glass Refraction (Pro Only).unityPackage

Image Effects (Pro Only).unityPackage

Light Cookies.unityPackage 3
Light Flares.unityPackage

[7] Partides.unityPackage

Physic Materials.unityPackage il
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Scene And 3D Items

€ Unity - Untitled - New Unity Projects - PC, Mac & Linux Standalone <DX11 on DX10 GPU>
File Edit Assets GameObject Component Window Help

#: Scene :
Textured +|| Mipmaps #|| 2D | ¢ | <)) | Effects ~ Gizmos ~| (GrA
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€ Unity - Untitled - New Unity Projects - PC, Mac & Linux Standalone <DX11 on DX10 GPU>

File Edit Assets [ GameObject| Component Window Help

Create Empty Ctrl+Shift+N
Create Empty Child Alt+Shift+N H|erarhy 1 .
Create Other > Particle System Create | (@A )

Main C
Center On Children Camera ain Camera
GUI Text
Make Parent GUI Texture
Clear Parent 2D Text

Apply Changes To Prefab

Break Prefab Instance Direchional Light

Point Light
Set as first sibling Ctrl+= Spotlight
Set as last sibling Ctrl+- Area Light
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift<F Cube
Align View to Selected Sphere
Toggle Active State Alt+Shift+ A Capetfe

Cylinder

Plane
Quad

| @ Project

Sprit i -
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Cloth | v\ Favorites | Assets »
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©! Al Scripts
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Ragdoll...

Tree » & Editor
Wind Zone | > standard A
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‘ile  Edit Assets § GameObject § Component Window Help

@ 4‘; =3 Create Empty Ctrl+Shift+N
= e Create Empty Child Alt+Shift+N

# Scene |
Textured Create Other

Particle System

Center On Children | Camera
‘ GUI Text
Make Parent GUI Texture
Clear Parent 3D Text
Apply Changes To Prefab
Break Prefab Instance Directional Light
Point Light
Set as first sibling Ctrl+= Spotlight
Set as last sibling Ctrl+- Arealicht
Move To View Ctrl+Alt+F
Align With View Ctrl+Shift+F Cube
Align View to Selected Sphere
Toggle Active State Alt+Shift+ A Capsule
Cylinder
Plane

&
Quad

Sprite
Cloth

Audio Reverb Zone

Terrain
Ragdoll...
Tree
Wind Zone
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v A Transform ) ==
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Paint Texture
Select a texture below. then click to paint

Brushes

@3 Project
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| Assets -
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©L All Models s Standard Assets
L Al Prefabs <1

LAl Scripts | » . New Terrain

‘s New Terrain 1

» e Editor
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Textures

| No terrain textures defined. ]

||| *
l #* Edit Textures... I

Settings
Brush Size w— — 1. 7
Opacity — o 13
Target Strength —— —{ O .S 'S

¥ ie M Terrain Collider Q=
Is Trigger
Terrain Data wuNew Terrain 1 =]

Create Tree Collider
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¥ .~ Transform [P

Select Texture2D
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Assets
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Size Offset
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BigTree_branches
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ile Edit Assetsl GameOb'lectI Component Window Help

M P S Create Empty Ctrl+Shift+N m
T | ¢ Create Empty Child Alt+Shift+N — = BiEraTehE

Textured Create Other Particle System Create = | (arAl

1

Camera ‘Main Camera
GUI Text o
GUI Texture

3D Text

< Persp
Directional Light

Point Light

Spotlight
Area Light

Move To View Ctrl+Alt+F

Align With View Ctrl+Shift+F ke

Align View to Selected Sphere

Toggle Active State Alt+Shift+A CapeINe

Cylinder

Plane

Quad |

| @ Project
Create ~

Cloth V' /Favorites

All Materi
Audio Reverb Zone L All Model:
All Prefab
Terrain All Script:

|
Ragdoll... | )
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Tree | » &l Editor
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Sprite

—




BY ARE ESMAIL ibhas) Gyl ¢ 5158 vokold

Terrain Tools $90) (LS dlus yaS

Edit Assets GameObject Component Window Help

[avers ]
w=| O Inspector

[Terrain | M static

Tag | Untagged ¢ | Layer | Default
¥ .~ Transform
Position X 0 Y0 1Z0
Rotation X0 Y0 zlo
Scale X1 Y|1 Z|1
¥ MTerrain (Script)

[ PIFIPAIEIE )
Raise / Lower Terrain
Click to raise. Hold down shift to lower.

XY B X3
L ERd L [
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N
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L T ST Settings
Project U Console. R pch Size O [17
| | Create-| (G IE IR TE 31 B e
¥ Favorites Assets » e =
© Al Material G Editor ¥ s M Terrain Collider
©) All Models Standard Assets Is Trigger

©. Al prefabs €1
@Ml Scripts ¥ . New Terrain

Terrain Data «New Terrain

Create Tree Collider(y

| G Editor [ Add Component |
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= Hierarchy | = | © Inspector

iizmos * | (M stat

| | Create ~| (G AT ‘ ™ Terrain
Main Camera | Tag | Untagged 4 | Layer | Default
Directional light ‘ Mo = jiransfocin S, __[
Select GameObject S— [
aQ
Assets Scene R —
Light Snow Nighttime Simple... MNighttime Water ocean_plane
b m Small explosion small flames Smoke Trail
Soap Bubbles Sparkle Rising Sparks Sparks \
Palm
Game Object
Assets/Standard Assets/Terrain Assets/Trees Ambient-Occlusion/Palm/Paln
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[Layers -]

|:| © Inspector -
M Terrain | M static -

I Tag | Untagged ¢ | Layer | Default $
¥ .~ Transform £

hE Position X 0 Y 0o Z 0
Rotation X0 Y 0 Z 0
Scale X1 Y1 Zi1
v MTerrain (Script) *

(a2 [ ad (a2 | 7 [ w0 N %

Paint Details

Hold down shift to erase.
Hold down ctrl to erase the selected detail type.

Brushes

[] Console 2 - Details
_
JE IR IES No Detail Objects defined
Assets » - - ]
ial™ @ Editor [ [ Edit Details... | Refresh
Is Standard Assets Settings
- Q i - Brush Size e s | 17
s i New Terrain S e
1 Target Strength e e [0.3125
1A ¥ o M Terrain collider =
Is Trigger ]
Terrain Data l«uNew Terrain | <
Create Tree Collider

{ Add Component )|

1
1
1
1
1
1
1
1
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| Create | (&7 ™ Terrain
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B i

Directional light

Select Texture2D.
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Detail Texture ¥ BigTree_branches o

Max Width 2 oL
Min Height 1 STt
Max Height 2

Noise Spread
Healthy Color
Dry Color

Sillboard
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color correction r.
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Edit > Render SettingD

iheaalintitied - New Unity Projects - PC, Mac & Linu:
| Edit | Assets GameObject Component Windc

Undo Selection Change Ctrl+Z
Redo Heightmap Edit Ctrl+Y
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Ctrl+D
Delete Shift+Del
Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Select All Ctrl+A
Preferences...

Modules...

Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
Selection »
Project Settings »
Render Settings

Network Emulation »
Graphics Emulation »
Snap Settings...

[
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elect Material

2 sky

Assets Scene

MNone

Overcastl Skybox

@

Sunny2 Skybox

DawnDusk Skybox

Overcast2 Skybox

Sunny3 Skybox

Eerie Skybox

StarryNight Skyb...

Sunny3 Skybox
Material
Assets/Standard Assets/Skyboxes/Sunny3 Skybox.mat

MoonShine Skybox

Sunny1 Skybox

© Inspector - -
. RenderSettings s
%’
Fog O
Fog Color —
Fog Mode [Exp2
Fog Density 0.01
Linear Fog Start 0
Linear Fog End 300

Ambient Light

kybox Material

& Sunny3 Skybox

Halo Strength
Flare Strength
Flare Fade Speed
Halo Texture
Spot Cookie

0.5
L —
EO—
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«aSesAdd Component yawdd LS 13 Inspector oy QD

Animation ,ii9s Miscellaneous gl ]

Y& D
$ Adogli pdo
> Layout - D
* Hierarchy © Inspector ~
reate *| (AT ) @ ¥ [Cube — | [Jstatic
Main Camera Tag | Untagged s | Layer | Default
1;""'9 . ¥ .~ Transform kS
Rotation X0 YO0 Z0
Scale X1 Y|1 Z{1
¥ .. Cube (Mesh Filter) 3
;
Q] ~ Box Collider L
O

Miscellaneous

<
S8 Animator
£ Animation
Network View Component

\ Mesh >
Effects >
Physics >
Physics 2D >

»

»

»

'None (Physic Material)

)I_

! Project
“reate 'l Q

Navigation

_/Favorites
©\ All Materials
©\ All Models
All Prefabs
All Scripts Image Effects
Character
&l Editor Camera-Control
Gl Standard Assets New Scrip
Add Component




JAnimation
| » | WMo v s
$ Sample 60

Dope Sheet | Curves | |« ()

L4 Salggr 335 kg
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Edit Assets GameObject Component Window Help

S | 3 [ wepivet | © Global > Il Layes -} Layout
cane  Hierarchy 0 Inspector .
wued o [ Mgmaps 3 20 5 Q) Cects * || Gitmey * (oA | Groate +| b (st
Main Camera Tag (Untagged & Layer (Defaui
Terrain
bl YA Transform L
Drsdons Poston X580 Y[z Z4u0
Rotation X0 Yo z[o
Scale X1 Y1 201
¥ .. Cube (Mesh Filter) L
Y Mesh (]
¥ 4 ¥ Box Collider L
18 Trigger g
p Material None (Physic Material
G e e
X0 Y0 20
S
X1 Y z[1
v ¥ Mesh Renderer L

CastShadows
Receive Shadows (¥
» Materials

Use Uight Probes [

A
Defaut-Diffuse K
nimation Shader Diffure
> 0100, 0130, 100, gt ; =
Main Color
= ) - 3 Base (RGS)
Add Curve Tihag Offiet
xl 0
i Editor ya 0] 1
i Standard Assets
| Add Comp:

Edt Assets GameObject Component Window Help

o= O Inspector
¥ Cube 1 stat
Tag |Untagged ¢ | Layer Defauks

¥ A Transform

Positon

Rotation

Scale Xt fvir j2i

¥ Cube (Mesh Filter) L

Mesh WCube

¥ 4 ¥ Box Collider L

Is Trigger ]

Material None (Physic Matenial)

Center

X0 Ivjp 120

Size

T T

¥/ Mesh Renderer L

Costshadons

Receive Shadons

P Materials

Use Light Probes [

| Mipmaps 3|20 ¥ |G Effects || Glamos *| AT

‘ Default-Diffuse L

Shader | Dfuse *

Main Color ]

Base (RG) i
Tiing ofset Uiy

x! 0
¥y ° y

Add Componant |

Add Curve
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> I | Layers ~ | | Layout ~
= Hierarchy | = © Inspector -
Create - | (arAll New Animation =
Main Camera [ Open
Terrain
Directional light Length 1.000 60 FP
Cube Wrap Mode Default $
—
v Default
Once
Loop
Ping Pong
Clamp Forever
3 Project | O console -
Create ~ QU E |4 | | *x
g Favorites  Assets »
L All Materials &l Editor
L All Models Gl Standard Assets
<1 New Animation -
| |
» . New Terrain -
» G Editor
> dard A
&8 standar ssets No model is available for preview.
Please drag a model into this Preview Area
0:00 (000.0%)
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Transform

7
0
o

i

a1 J
|

ANImM. tion
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nimation:

. Default-Diffuse
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First Person Shoote (FPS) [/

© Inspector

| Create - | GEATT s [First Person Controller | L sStatic ~
_l\:ain f:amera ag | Untagged 2 | Layer | Default *
SLrany 3 v Transform ) ==
/¥4 Discticnaliliaht ;:sition x[-30.76: ¥ [3.2578] = --_1
V. Rotation X 0 Y O Z o
Scale X1 AL Z|1
v &% M Character Controller
Slope Limit as
Step Offset 0.4
Skin Width 0.05
Min Move Distance O
Center
x[o Ivo 1z[o
Radius ‘0.4
Height 2
v || @ Mouse Look (Script) i
Script - Mouselook (=
Axes MouseX sl
Sen vity X 1s
@3 Project O] console O Animation - = Sensitivity Y o
|create ~| c&———————————————————————— > | 4| | *x Minimum X -360
S = 4 Assets » Standard Assets » Charact Maximinn o 360
Vil Assets &S Sources Minimum Y D
» G Editor = d.B=
e

- = | First Person Contro

Character

Light Flares
» Gl Particles

» Gl Scripts

» Gal Skyboxes

Component  Window

© Inspector

- | | Gizmos - | (G- All = w @ [First Person Controller [Istatic ~

Tag [ Untagged 4| Layer | Default :
Main Camera Prefab Select | Re | Appl:
e ¥~ Transform 3
Clractionallisht Position | X|588:41 ¥[1:931% 2[S02.1"
Rotation X0 Yo ‘zo
Scale x[1 J¥iT 46
¥ 4 ¥ Character Co @
Slope Limit
Step Offset a
Skin Width 0.05
Min Move Distance 0
Yo ‘1z
4
2
Script) ©.
Script = Mouselook | ©
Mousex ¢
15
0
Assets ~ Standard Assets » Charact! 7360
(& Sources o
> Editor : i 3rd Person Controller 5
¥ e Standard Assety A First Person Controller el 5
¥ [/ ¥ character Motor (Script) o
Seript 1= CharacterMotor ©
Can Contral ™
Use Fixed Update
» Movement
» Jumping
» Moving Platform
» sliding

» @8 water (Basic' v e—
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¢ Edit Assets GameObject Component Window Help

© Inspector I g
™ Paim | static ~

il | ™ Tag (Untagged__¢] Layer [Defauke___:
> ﬁrft Person Controller (1 T e e
Main Camera :
Terrain ¥ A Transform _@e
Directional light Position X 603.9:Y0 2495
Rotation X Jyjo- jzjo -
Scale 2. T ¢ T 7 L
¥ . PolySurface 1 (Mesh Filter) @ %
Mesh {@polySurfacel | ©
¥ .\ [MMesh Renderer o,
Cast Shadows 1
Receive Shadows [V |:|
» Materials
Use Light Probes ]
¥ ¥ Animation .
Animation ‘None (Animation Clip| .
¥ Animations
Size U=
e Pje SRR Pla.y Ammnf:ally 1
| craate A% | * Animate Physics  []
Vi IF Fassetss Culling Type Always Animate 7
O All Materials & editor 2 = ]
@ All Models i Standard Assets palmbaL__W‘ -'— 2
@ All Prefabs Q1 Shader | Nature/Tree Soft Occlusr || Edit...
O\l Scripts u New Animation Main/Color -
ol ¥ 5 New Terrain Main Toxtiure
Assets A
| » G Editor Tling A Of st —
Gl Standard Assets L —
1 ] 5 ct

Layers

© Inspector
‘ [Palm | [Jstatic
Tag Untagged # | Layer | Default

Model | Select | Revert | Open

First Person Co
Main Camera

Teicain < Physics ¥ .~ Transform
Directional light § /% Rigidbody Position X 603.97 Y O
*Character Controller Rotlatlon \x, ? ‘Y’ ?
A Box Collider S Ql
&) sphere Collider v
Me Component

@ Capsule Collider
B Mesh Collider
© Wheel Collider
%= Terrain Collider
W Interactive Cloth
\» Skinned Cloth
w* Cloth Renderer
“$ Hinge Joint
“¥Fixed Joint

Mesh
Effects
Physics

« Physics 2D >
Pla. Navigation >
Ani  Audio >
Cul Rendering >
Miscellaneous >
Scripts >

3 Project = O Animat
Create ~| (& D Image Effects -
. /Favorites Assets » Character >
©LAll Materials &l Editor ‘! Camera-Control -
©\ All Models Standard Assets New Script ~
©\ All Prefabs <1
©\ Al Scripts K& New Animation I Add Component
» .. New Terrain

» Gl Editor
» Gl Standard Assets




.| © Inspector | -
’-] ) Palm [ static
I ™. (Uncagoei ] Layer (Deiauk

¥ First Person Controller e

” Model [ Select | Revert |  Open
Main Camera
Terrain ¥~ Transform @
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4var Numl:int = 5;
s var Num2 : float = 5.9;
& var Num3 : String = "MyName"; oY
7 var Num4 : boolean = false; “4.'.'“..3 ?MD
: [ oV 3 = .5
10 function Start () { 194 5 A9 Gt (huaS At 9 AAS gm0 Numl )ASMD

2}
” function Update () {
15
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true diad Numal]

1 Numd = true;
19 } s
20 if(Numl >= 5) . false afad

22 Numd = false;
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If(Input.GetButtonDown (“Firel”) )

{
Application.Quit();
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If(Input.GetKey (KeyCode.A))D
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GUI

Button, Label, And Rects
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https://www.youtube.com/watch?v=d7rjDvev4Eo
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Partl:
Part2 :
Part3 :
Part4 .
Part5 :
Part6 :

How To Make FPS |
69 32,8 Cuwgys St

100 (3 POl A gLIAD 49 gLIAD Gyl (938 ngﬁ[l

https://www.youtube.com/watch?v=LuZja2iX0vk
https://www.youtube.com/watch?v=9ZyExNpXcvc
https://www.youtube.com/watch?v=Pr8mAfqZxPQ
https://www.youtube.com/watch?v=8lbMiH5kI1Q
https://www.youtube.com/watch?v=7A4yz)G3i50
https://www.youtube.com/watch?v=pT-a6lVoWaY
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THE END
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E-mail : are.esmail556@gmail.com.

Facebook : https://www.facebook.com/profile.php?id=100003692841251
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