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= Java & NetBeans

DOWNLOAD *

Java Platform (JOK) Tuds JOK Tuds & NetBeans 7.4

Download the SDK

ADT Bundle for Windows

If you prefer to use an existing version of Eclipse or another IDE, you can instead take a more customized approach to
installing the Android SOK. See the following instructions.

~ USE AN EXISTING IDE

If you already have an IDE you want to use for Android app development, setting up a new SDK requires that you
download the SOK Tools, then select additional Android SDK packages to install (such as the Android platform and
system image). If you'll be using an existing version of Eclipse, then you can add the ADT plugin to it.

Download the SDK Tools for Windows

~ SYSTEM REQUIREMENTS
~ DOWNLOAD FOR OTHER PLATFORMS



Android SDK Manager

Packages Tools
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]+ Android SDK Tools
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[+ Android SDK Build-tools
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a [C][2 Android 4.3 (API18)

]9 SDK Platform

1 L Samples for SDK

[T][EE ARM EABIv7a System Image
[T] ¥ Intel %86 Atom Systern Image
[]1£3 Google APIs

Sort by: @ API level (7) Repository

SDK Path: C:\Program Files (:86)\Android\android-sdk

API

[[] [& Documentation for Android SDK 13

18
13
18
13
18

Deselect All

Rev.

2221
1801
1811
181
18.0.1

[N R R L Lt

Show: Updates/New [¥|Installed  [| Obsolete Select Mew or Updates

Status

[ Installed
[ Installed
|| Not installed
[ Installed
|| Not installed
|| Not installed

Installed
Installed
Installed
[ Installed
7 Installed
[ Installed

daq

E=R (R (==

| »

m

Install packages...

Delete packages...
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€ Unity 4.2.2f1 Setup
Choose Components

Choose which features of Unity 4.2, 2f1 you want to install.
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install. Click Mext to continue.

Select components to install:

Space required: 3.6GB

Chedk the components you want ta install and unchedk the components you don't want to

Example Project

Unity Development Web Player

MonoDevelop

Mullsoft Install 3ystem «2,46-Unicade
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Activate your Unity license U unity

ion of Unity

-day trial of Unity Pro
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Unity - Project Wizard (4.2.2f1)

Open Project | Create New Project |

Select recently opened project:

Open Other...

Open




Unity - Project Wizard (4.22f1)

Open Project | Create Mew Project |

Project Location:
C:¥lsers¥Tom¥Desktop¥Packt¥Book¥Ch 1_He||c'|.l'l.|'or|d_CS| Browse...

Impart the following packages:
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Colors
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& Inspector

ﬁ FlayerSettings

Cross-Platform Settings
Company Name TomPacktindBegin
Product Name Chl Hello World

1S Hone
Default Ican (Texture20D)

Select

Default Cursor Mone

[Texture2D)

Other Settings
Rendering
Static Batching

Dynamic Batching

Identification

Bundle Identifier* com. TomPacktAndBegin.Ch
Bundle Version®* 1.0

Bundle Version Code 1

Minimum API Level Android 2.0,1 'Eclair' (API le

Unity Preferences |

General

General Auto Refresh
‘oject Wizard

External Tools 7 o Do

search hits
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Button
Mame
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On Hover

Border
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Margin
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Font Mone (Font)
Font Size 0
Font Style Maormal

Alignment Middle Center

Ward Wrap
W
Text Clipping 1
Image P o Image Left
Content Offset
Fixed Width
Fixed Height
Stretch Width
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l‘ # EuttonMormal Import Settings
Cipen

d

Texture Type Tewture

Alpha from Grayscale

Wrap Mode Repeat
Filter Mode Bilinear

Aniso Level

Cefault
1024

Compressed

¥ Button
Mame button

b Normal

Background button hover
Text Color ﬁ
b Active




[ New Game |







i ] Inspectar




Imported Object
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'&]4 ¥ Tanl Static
Tag | Untagged : | Laver | Default
~ Transform i %,
Position 4

Preview

Losing prefab

This action will lose the prefab connection. Are you
sure you wish to continue?

Continue ] | Cancel




¥ &= [ Character Controller

@

Slope Limit 45 |
Step Offset 0.3 |
Skin Width 0.08 |
Min Move Distance |U |
Center

X [0 | ¥ [0 z o |
Radius |D.5 |
Height |2 |

@ Inspector | i .=

@ %

’ Pebhles
Shader | Diffuse
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Preview
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Target Import Settings
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Target Import Settings i,
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E |Default Take | G -

Source Take | Default Take % |

Length 10,273 24 FPS
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Start 0] End
Loop Pose -
Cycle Offset 0

Root Transform Rotation

Bake into Pose -
Based Upon | Root Mede Retation =
Offset o |

Root Transform Pasition (Y)

Bake into Pose -
Based Upon | original ™
Offset o |

Root Transform Pesition (XZ)
Bake into Pose -

Based Upan | Root IMode Pasition

FTransform Mask

0:00 (000.0%)

Base Laver Auto Live Link

> Base Layer

Lavers

FParameters

Models/Targets/TargetContraller.controller
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Motion B None (Motion) .
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Mothing
Everything
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Occluder Static
Batching Static
Mavigation Static
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Navmesh Display
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Laser Import Settings £k,

| Cpen |
Audio Format | Mative (WAW) : |
3D Sound (]
Force to mono L]
Load type | Load into memary $ |
Hardware decoding [ ]
Gapless looping []
Compression (kbps) o 156

Preview
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¥ | [ Audio Source &,
Audio Clip Mone (Audio Clip) @ @

Mute
Bypass Effects
Play On Awalke
Loop

O & OO

Priority 128

()

Volume E——) | ]
Pitch
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:'u"' Renderer
Render Maode Billboard x
Mormal Direction 1
Material whDefault-Particle ©
Sort Mode Mone x
Sorting Fudge ]
Cast Shadows 4
Receive Shadows o
Max Particle Size 0.5

Gradient Editor

d B
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Color _é’? Location 0.0 Y

v Size over Lifetime L

Particle System Curves




Gradient Editor

L

() 0
color I #

Lacation

0.0




Open Editor Log

Maximize

Close Tab

Add Tab »




Textures
Meshes
Animations
sounds
Shaders

other Assets
Levels
scripts
Included DLLS
File headers

2.0 mb 9.5%
159.6 kb 0.7%
0.0 kb 0. 0%
15.4 mb 72.1%
41.2 kb 0. 2%
7.8 kb 0. 0%
37.9 kb 0. 2%
14.0 kb 0.1%
3.7 mb 17. 2%
8.6 kb 0. 0%
100, 0%

Complete size 21.4 mb

Used Assets, sorted by uncompressed size:
64.1% Assets/Audio/Background.wav

13.7 mb
1.0
682
682
682

.8 kb
.8 kb
.7 kb
516.9 kb
189.7 kb
109.5 kb

A1 1 -k

1%
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mb 4.7% Assets/audio/Explosion.aif

Assets/Models/Playership. png
Assets/Models /Enemyship. png
Assets/Models/Asteroid. png
Assets/audio/alarm. wav
Assets/audio/Laser.wav
Assets/Models/Enemyship. blend
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Import Animation (]

Bake Animations []

Anim, Compression | Keyframe Reduction $ |
Rotation Error 0.5

Position Error 0.5

Scale Error 0.5

Rotation error is defined as maximum angle deviation allowed in degrees,
far athers it is defined as maximum distance/delta deviation allowed in
percants

Texture Type | Texture A

Alpha from Grayscale L]
Alpha Is Transparency [ |

Wrap Mode | Repeat #
Filter Mode | Bilinear $ |
Aniso Level (2 1
Default |$|£|D|'i'lﬁlf'l

Max Size | 1024

Format | Compressed

Revert || Apply |

Audio Format | Mative (WAW) Ll
3D Sound [+

Force to mono L]

Load type | Load inte memory
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Hardware decoding

Gapless looping

a1

Compression (kbps) 156
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Other Settings

Rendering
Static Batching

Dynamic Batching

GPU Skinning*




DOptimization
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Key Average Total Longest
spacespawn_Update 43 0.001991361
Playership_Rotate 0.0002421485 11910
Touch=shoot_Fire 7.281303E-05

-,

Clear

a Declusion

Ohbject Bale Visualization

Technique Automatic Portal Generation

1

Mear Clip Plane 0.3

Far Clip Plane 1000

Mo scclusion data has been baked.




Occlusion Culling
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Occlusion Culling

isualize




