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Unity 5.0.0f4 Download Assistant

This assistant will guide you through downloading and
installing Unity.

Please make sure you are connected to internet before
continuing the installation process, as selected components
for Unity needs to be downloaded.

Click Mext to continue,
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Language: English ¥ Create Account Log In

hextures & Materials/Ground
Whimsy Lab

LB & & & 1

$5 §2.50

Create gorgeous terrains! Whimsy Lab proudly
brings you this masterfully hand-painted
collection of over 60 perfectly-seamless
terrain textures, ideal for bringing your
games beautiful and rich terrain
environments:

- Over 60 stunning terrain textures/splat
maps

- Rich terrain soils and earth in various hues
- Forest floor terrains with leaves, twigs and
roots

- Clover and grass terrains

- Wildflowers, jasmine and forget-me-nots
- Beautifully painted terrain cliff faces

- Stones and terrain mosses

Mixamo Fuse

60+ Painterly Terrain Textures -tl

~

Alloy Physical Shad...

Applications Shaders
Mixamo RUST LTD
%k ok Kk LB B 8 & 1
$100 $125

Most Popular

Playmaker
s Editor Extensions/Visua
Hutong Games LLC
* &k k ok
playMaker L

.M""J

|

More than sixty hand-painted SRS
seamless terrain textures! > 3D Models

$50

White Oak Package
3D Models /Vegetation
SpeedTree®

* &k ok ok

$39

Light2D - GPU Ligh..
Scripting/Effects
Alexander Penkin

» Animation
Applications

»  Audio

» Complete Projects

» Editor Extensions

» Particle Systems

» Scripting
»  Services
» Shaders

P Textures & Materials

»  Unity Essentials

PolyWorld: Ancient ...

3D Models/Environments/His.
Quantum Theory

Kk ok ok ok

$50
60+ Painterly Terrain Tex...
$§2.505%5

Tyra Top Paid

3D Models/Characters

Wwill B

* %k ok

$20 . ﬁ

~
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hextures & Materials/Ground

60+ Painterly Terrain Textures --l

More than sixty hand-painted SRS

sy Lo seamless terrain textures! > 3D Modeis
$5 $2.50 » Animation

i Applicati
Create gorgeous terrains! Whimsy Lab proudly A pplications

brings you this masterfully hand-painted
collection of over 60 perfectly-seamless
terrain textures, ideal for bringing your
games beautiful and rich terrain
environments:

»  Audio
» Complete Projects
» Editor Extensions

» Particle Systems

. . P Scriptin
- Over 60 stunning terrain textures/splat e
maps »  Services
- Rich terrain soils and earth in various hues » Shaders

- Forest floor terrains with leaves, twigs and
roots

- Clover and grass terrains

- Wildflowers, jasmine and forget-me-nots
- Beautifully painted terrain cliff faces

- Stones and terrain mosses

P Textures & Materials

»  Unity Essentials

Light2D - GPU‘ Ligh_ .. PolyWorld: Ancient ...

Mixamo Fuse Alloy Physical Shad...

Applications Shaders Scripting/Effects 3D Models/Environments/His.
Mixamo RUST LTD. Alexander Penkin Quantum Theory
%k ok Kk LB B 8 & 1 Kk ok ok ok
$100 $125 $50 $50
60+ Painterly Terrain Tex...

Most Popular $2.50%5

Playmaker @S5S wnite Oak Package Tyra Top Paid

Editor Extensions/Visua * 3D Models/Vegetation 3D Models/Characters

Hutong Games LLC SpeedTree® Will B

* Kk kK * kA ok ok * Kk ok

595 Free ./0/]/ ’ $39 Free ./0/]/ 320 Free ./0/]/ | | hd
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UFPS : Ultimate FPS

Category: Complete Projects/Templates

Publisher: VisionPunk
Rating * % Kk kK
Price $45

)] £]s-

50% OFF SALE! (Regular Price: $95)

Featuring the SMOOTHEST CONTROLS and
the most POWERFUL FPS CAMERA available
for Unity, Ultimate FPS is an awesome script
pack for achieving that special AAA FPS
feeling. A fantastic way to enhance your FPS
- or get you started on a new one!

*** ALSO SEE THE MULTIPLAYER ADD-ON

rex

WEBPLAYER DEMO Extensive F.AQ

Online MANUAL Youtube

TUTORIALS

Version: 1.5.0 (Aug 11, 2015)

Package has been submitted using Unity 4.6.2, and 5.0.0 to improve compatibility within the range of these versions of Unity.

Package Contents

&8 urps
(3 Base
{8 Content
& An
Body

&8 Animations

Size: 488.9 MB

Q ~

W Add to Wish List [*

# Home

» 3D Models

» Animation
Applications

1 . 5 »  Audio

¥ Complete Projects

ALSO CHECK OUT THE NEW
MULTIPLAYER i
ADD-ON! Systems
Templates
Tutorials

Unity Tech Demos
Other

» Editor Extensions

»  Particle Systems

»  Scripting

»  Services

» Shaders

¥  Textures & Materials

»  Unity Essentials

Support Website Visit Publisher's Website

Lightning. Electric Effect...

$5%10

Expand Ieyel
" eleven
777 . 1
SEARCH.
| LISTEN.
MUSIC LICENSE. .




Importing package ﬂ

UFPS Ultimate FPS

V55 Projectsettings L
. AudioManager.asset

v DynamicsManager.asset
. EditorBuildSettings .asset
. EditorSettings.asset

W GraphicsSettings.asset
v InputManager.asset

. MavMeshAreas.asset

. MetworkManager.asset
L PhysicsZDSettings.asset
. ProjectSettings.asset

W QualitySettings.asset

v - TagManager.asset

L. TimeManager.asset

Lirrmes AN

|

[ All ][ MNone ] [Cancel][ Impurt]
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| Language: English ~
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Prototype

Category: Editor Extensions/Modeling
Publisher:  ProCore

Rating: * ok ok kK

Price Free

GEETTED DOnE

UPDATE: Prototype is now FREE, AND gets new
functionality! Thanks for the awesome
response, everyone- we can't wait to see what
you create!

Overview Video: youtu_be/hmlkKrysUQY
Full Info: www.procore3d.com/prototype

Prototype uses the powerful core of ProBuilder,
enabling you to build entire game levels (or
objects) with speed and simplicity, then test

i and tweak i i there is zero
lag in the creative process. You can always
upgrade to ProBuilder later on, when you need
the full 3D and UV toolset.

Using Prototype, vou can quickly build and test

Version: 2.4.3p0 (Mar 13, 2015)

Size: 1.1 MB

Package Contents

(&3 ProCore
Prototype
About

BUILD. EDIT. PLAY.

The ultimate level
design and prototyping
tool for Unity

Support E-mail

B changelog.txt

Credits.txt

pc_AboutEntry_ProBuilder.txt
Classes

[M Pro

Core-LInitvs dil

Support Website

W Add to Wish List

Visit Publisher's Website

dohn Doran

e (Q Se

# Home
3D Models
» Animation
Applications
»  Audio
» Complete Projects
¥ Editor Extensions
2D & Sprite Management
Animation
Audio
Design
Effects
cul
» Came Toolkits
Language
Modeling

Painting

System
Terrain
Utilities
Version Control
Visual Scripting
Other

» Particle Systems

»  Scripting

> Services

» Shaders

Expand

> Textures & Materials
»  Unity Essentials

~




Edit Assets GameObject Component UFPS Tools Window Help

Lol & | 'S [ el [ [E]| [ = center| @ Local ] (> 11 [ ] [Layers - [Layout -]
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I & - . [ [pb-Cube-144686 ] [Elstatic +
Y Tag (Untagaed  ¢|Layer [Defaul 4]

None (Physic Material
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| ' Default_Prototype
Shader i
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< Unity Personal (64bit) - CleanScene.unity - FPS Game - Chapter 2 - PC, Mac & Linux Standalone* <DX9> @ S “

File Edit Assets GameObject Component UFPS Tools Window Help

® Inspector :
M [AdvancedPlayer | Cstatic v |
Tag | Player 4+ | Layer | Default 4]

:"’“"‘W"“' light : Prefab [ Select | Revert | Apply
oor
i ¥ .~ Transform
Terrain Position X 4.36 Y -6.75
Rotation X0 Yo zZ0
Scale X1 Y41 Zjl
¥ & M character Controller
Slope Limit 45
Step Offset 0.3
Skin Width 0.08
Min Move Distance 0
Center X[o 1¥[o” 12lo”
Radius 0.5
Height fz
v (| M vp_FP Controller (Script) *,
£ = » Motor
3 Project L= | b Jump
| create -| » Physics
=T |4 Assets » UFPS » Base » Content » Prefabs » Players » States
i Gt ¥ Preset
: ::e::;l;ypel [ Load [ Save ][ Save Tweaks |
» &5 CleanScene v Vp_FP Input (Script) @ %
» & DemoScenel » Mouse Look
Ad: 8 Camera&C.. Here HeroHDWe..  SimplePlay..
Pg DemoScene2 ATt e AR SRR » Mouse Cursor
» &8 DemoScene3 b States
> skyCity ¥ Preset
¥l Prefabs
oal ave ave Tweaks
G Effects ( Load [ s J[ save Tweak: |
- Explosions Mvp_FP Weapon Handler (Script)
- M]Ic Script i vp_FPWeaponHandler o}
P& Picki Start Weapon 0
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< »> a &8 Language: English ¥ Create Account Log In

Close Quarters Assault Rifle xQ

~

# Home
Category.
Publisher. ¥ 3D Models
Rating * %k ok Kk > Charact
Price Free
Il 0OnG
An assault rifle in FBX format, including ~

magazine and ammunition.

-Ideal for 3rd person shooters, but also suitable
for first person gameplay (However no sights
for ADS due to CQ design)

-Ammunition included (massive 15.13x31.82
Rimless straight rounds: fictional), as well as
spent cartridge and box magazine

-Uses bumped specular shader with normal,
diffuse, and gloss map in the diffuse alpha
chanel.

-Model information and texture resolutions:-
-Rifle Body (and all working parts) 5000 tris
with 2048 teviurac

Version: 1.0 (Aug 26, 2014) Size: 20.8 MB Visit

Othe

» Animation
Applications

»  Audio

» Complete Projects

» Editor Extensions

» Particle Systems

» Scripting

»  Services

» Shaders

»  Textures & Materials

» Unity Essentials
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File Edit Assets GameObject Component

ierarchy
|create~| @Al )
¥ Pistol
» AdvancedPlayer
Directional light
Floor
Floor
Terrain

3 Project
| create 7|

UFPS Tools Window Help

ol | S =Bl

(a

[ 4% [*

- rreraus
& Effects
& Explosions
Misc
» & Pickups
& Players
» &5 Projectiles
& Props
& RandomSpawners
» && SpawnPoints

& MuzzleFlashes
& Shellcasings
» & WeaponsHD
» &5 Resources

Assets » UFPS »

Base » Content » Prefabs » Weapons

MuzzleFlas...

‘n

Revolver

ShellC Mace Machinegun

C R AT AT A

MechCockp..

Pistol

® Inspector

<
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File Edit Assets GameObject Component

Lol b | S | o] | [ =t Center | ® Local |

UFPS  Tools

Window Help

® Inspector =
M [CQAssaultRifle | [static v
Q Tag | Untagged 4+ | Layer | Default +
» Pistol Model | Select ] Revert | Open
» AdvancedPlayer
Directional light ¥~ Transform
Floor. Position X 2.21684! Y -7.8449: Z -8.74
Floor Rotation X Yo zo0
Terrain Scale X Y1 Z[1
v &
Controller [None (Runtime Animator Controlle| @
Avatar ¢ CQAssaultRifleAvatar [}
Apply Root Motion  []
Update Mode | Normal 4]
Culling Mode [AlwaysAnimate  ¢]
(1) Notinitialized
= l Add Component ]
& Project
| create |
v Favorites ‘4 Assets » Close Quarters Assault Rifle
@AH Materials
©\ All Models
(©\ All Prefabs
(©L All Scripts
V& Assets Materials  CQAssault.
*= Close Quarters Assault Rifle
» & MyGame
» & ProCore
V& UFPS
Vi Base
Vi Content
> At
> GuL
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® Inspector

~« M [CqAssaultrifle
Tag | Untagged
Model | Select | Revert | Open ]
¥ .~ Transform

4| Layer | Default

¥ Pistol
» AdvancedPlayer

Directional light |
Floor Position X 2.103 Y -7.631
Floor Rotation X0 Yo
Terrain Scale X3 Y3 23
¥ 3 M Ani #*
Controller [None {Runtime Animator Controlle] ©
Avatar | £ CQAssaultRifleAvatar e

Apply Root Motion  []
Update Mode Normal
Culling Mode Always Animate

@ Mot initialized

[ Add Component ]

3 Project
| create -/ (
VQFavnrlhes |4 Assets » Close Quarters Assault Rifle
@AII Materials
(©L All Models
(©L All Prefabs
©L Al seripts

CQAssault...

Materials

Vi Base
Vil Content
P& At
» & GUI ——
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o EAEIFAIo]

® Inspector

ierarchy
| create -| (@rAl ™ [cQassaultRifle
Tag | Untagged ¢ | Layer | Default
|- Gl Model [ Selsct I Revert I
» AdvancedPlayer
Directional light ¥ A Transform
Floor Position x[2.151 | ¥/-7.631
Floor Rotation x/o Yo zlo
Terrain Scale x[3 Y3 23
¥ £2 MAnimator @ =
Contraller [None (Runtime Animator Controlle| @
Avatar | & cQAssaultRifleAvatar ‘o
Apply Root Motion ]
Update Mode | Hormal %]
Culling Mode | Always Animate ™
(1) metinitialized
- [ Add Component
3 Project
| create -|
¥ 7Favorites H Assets » Close Quarters Assault Rifle
@AII Materials
©LAll Models
@AII Prefabs
@AII Scripts
Assets Materials  CQAssault.




< Unity Personal (64bit) - CleanScene.unity - FPS Game - Chapter 2 - PC, Mac & Linux Standalone* <DX9>

UFPS  Tools

File Edit Assets

Y & [ S [ Bl = conter[ @ wocal]

ierarchy

| Create ~| (@A ™

GameObject Component

Window Help

® Inspector
I [Foor

| [static v

» CQAssaultRifle Tag | Untagged 4| Layer | Default ry|
% Pl;ttﬂ 1 ¥ .~ Transform L
’Q. ":*"."d'; i Position X[-4.52158 Y [-11.5302/] 2|-2.99481;
Loctona g Rotation x[0 I¥[o z[o
Scale X[24.62657 | Y 7.387971) Z[24.62657
e ¥ .| Cube (Mesh Filter) *
Mesh Wi Cube (]
¥ i M Box Collider *
Edit Collider
Is Trigger
Material 'None (Physic Material) o
Center X0 Yo 1zlo |
Size X1 R4 lz1 |
- [MMesh Renderer @ %
Cast Shad On +
@ project Receive Shadows [V
| Create | » Materials
¥/ Favorites 4 Assets » Close Quarters Assault Rifle Use Light Probes [
O All Materials [ Reflection Probes  |BlendProbes ]
@AN Models Anchor Override None (Transform) [}
©\ All Prefabs
©L Al seripts MeasureGrey @ %,
> Shader | Standard Bl
Assets Materials ~ CQAssault..
’ alters Assault Rifle l edicaroonant ]
» &5 ProCore
V&S UFPS
Vi Base
¥ Content
> Art
» &8 GUI ——
< Unity Personal (64bit) - CleanScene.unity - FPS Game - Chapter 2 - PC, Mac & Linux Standalone* <DX9> (C] - 0 -

File Edit Assets GameObject Component UFPS Tools

By % [ S [ [[51) = center] $Locl]

= Hierarchy

Window Help

® Inspector

» &3 Close Quarters Assault Rifle

| Create -| @A M [WeaponMesh ] Clstatic + |
¥ CQAssaultRifle Tag | Untagged 4+ | Layer | Default +
Meshl Prefab | Select | Revert | Apply |
Muzzle
WeaponMesh ¥ A Transform ~ el
A Varce i ayer Position x[-0.02200( ¥ [-0.171 | 2[0.589999
Directional light Rotation X0 Y0 z
Floor Scale X3 Y3 z
Floor vEM %,
geal Controller [None (Runtime Animator Controlle| ©
Avatar & CQAssaultRifleAvatar o
Apply Root Motion  []
Update Mode | Normal 23
Culling Mode | Always Animate 3]
(1) Notinitialized
S . l Add Component ]
& Project 5
| create | q ) [ 4% ]*
VﬁFavcrites Assets » Weapons
@AH Materials
©\ All Models
(©\ All Prefabs
(©L All Scripts
v Assets CQAssault...
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Y & [ S [ Bl = conter[ @ wocal]

ierarchy _+=| # Scene ® Inspector

@

| Create ~| (@A Shaded CQAssaultRifle
» AdvancedPlayer | Open |

Directional light
Floor
Floor
Terrain

Script Wvp_UnitBankType

Indefinite Article a

Display Name CQ Assault Rifle
Description
Icon None (Texture 2D) ‘e

Inventory Space 0 ]

@ This object declares an ItemType, or an 'ID card'
for an object,

« ItemType objects are basically labels that can
be attached to gameobjects (using the
Identifier component) saying "this is a
mac 'this is a pistol", "this is a machinegun
bullet" and so on.

* The vp_Inventory system uses ItemTypes to
keep track of stored items.

@ Project 7 ol =
* The vp_ItemPickup component use them to
| Create - | c3 decide what type of item to-distribute when picked
@A" Materials 4 Assets » UFPS » Base » Content » ItemTypes LY
©1 All Models == = =,
(©) All Prefabs — =
@A" b - . - o
il Assets Capacity
Close Quarters Assault Rifle 4TS s/ aspenshiD Reloadable
MyGame Remove When Deple[_]
ProCore
FPS @ This object declares a 'UnitBank' item type.
Inventory item instances that have hun_

Asset Labels

v [ coAssaultRifle asset

< Unity Personal (64bit) - CleanScene.unity - FPS Game - Chapter 2 - PC, Mac & Linux Standalone* <DX9> (C] - 0 -
File Edit Assets GameObject Component UFPS Tools Window Help

By % [ S [ [[51) = center] $Locl]

ierarchy ® Inspector

| create -| (@Al ¥ [5CQ Assault Rifle ] Cstatic v
¥ AdvancedPlayer Tag | Untagged +| Layer | Default

¥ FPSCamera Prefab | Select | Revert | Apply ]
1Pistol =
2Revolver ¥ A Transform _ @
3Machinegun P°"t‘f’" x Y z
4Mace Rotation X o 75
5CQ Assault Rifle Scale X Y z
MEsponCamera g v &) ¥ Audio Source

Directional light AudioClip None (Audio Clip)

Floor -
Floor Output None (Audio Mixer Group) o]
Terrain Mute L]
Bypass Effects O
Bypass Listener Effe [ ]
Bypass Reverb Zone[ ]
Play On Awake ™
Loop ()
@ Project | o Priority e Qe =i
| Create -| T v Rl
— olume —)
VﬁFavcrlns Assets » UFPS » Base » Content » ItemTypes » Weapons
%A“ Materials Pitch —_—
All Models
©\ All prefabs 63 Q Steren;far T O
©L Al Scripts Spatial Blend — el
v Assets CQAssault... Mace Machinegun Pistol Revolver Reverb Zone Mix s e
:- :!Yné:::arteﬂ Assault Rifle » 3D Sound Settings
roCore v || MVp_FP Weapon (Script) @ =
» 5 UFPS. » Rendering
& Weapons » Position Springs
» Rotation Springs
» Retraction v
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© Inspector

Fall Impact Threshol 0.19 ] ,:‘
e Death On Fall Impac[_]
¥ FPSCamera Fall Impact Pitch X1 |Y/1
1Pistol » Fall Impact Sounds
2Revolver
AMachoeatn Camera Shake Factc 0.02 |
4Mace e v [c| Mvp_Player Inventory (Script) @ =
5CQ Assault Rifle Script ie vp_PlayerInventory (]
WeaponCamera ¥ Item Records
Directional light
Floor MachinegunBullets (Internal Units:| Units (64 |[x
Floor Bullets (Internal UnitBank) Units 0 1%
Terrain =
pistol (Uniteank)  [1D]0 =19 | (%]
Machinegun (UnitBank) [1D.[0 || Units (32| ]
Revolver (UnitBank)  [1D[0 || Units (6 [
CQAssaultRifle (Unitea | 1D [0 s(32 |[x
Mace (Item) [_ 0 X
B3 Project O ol . p——————————————————
| create -| & [Drag an ItemType objecthere, |
@AII Prefabs Assets » UFPS » Base » Content » ItemTypes » Weapons
(©) All Scripts
= This list shows the items currently contained in the
Vi Assets Q Q @ (@ @ inventory.
& Close Quarters Assault Rifle « Click on an item card to locate its ItemType object
MyGame in the Project View,
CQAssault.. Mace Machinegun Pistol Revolver
roCore * Mew item type objects can be created from the Unity
UFPS main menu -> UFPS => Create -> Item Type
Vi Base
V& Content
> Art
»& GUI » Item Caps
¥ ItemTypes » Space Limit
& Ammo > Auto Wield
Weapons » Misc
< Unity Personal (64bit) - CleanScene.unity - FPS Game - Chapter 2 - PC, Mac & Linux Standalone* <DX9> ® - o -
File Edit Assets GameObject Component UFPS Tools Window Help |

ol 4 | S |3 [[E]] [ = center| @ Local

Maximize on Play
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e Edit Assets GameObject Component UFPS Tools Window Help

PistolShell




UFPS Tools Window Help

File Edit Assets GameObject Component

MuzzleFlashPistol01

R Unity (64bit) - Chapter2.unity - FPS Game - Chapter 2 - PC, Mac & Linux Standalone* <DX9> ] - DR
File Edit Assets GameObject Component | UFPS | Tools Window Help

[ocemer[@  AboweUs
e

UFPS Manual
UFPS Add-ons

| ereate +| (@Al )

P AdvancedPlayer
Directional light

Input Manager

Floor Wizards Create ltem Type
Floor y
Terrain Event Handler Convert Old DamageHandlers Unit

Generate Remote Player

Help 3

Community

Check for Updates
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File Edit Assets GameObject Component UFPS Tools Window Help

i vp_FPPistolReloader
- PistolReload

Mone (Animation Clip)
ult Rifle i vp_ltemldentifier

Tips far identifying weapans:

= 'An ItemType' objectis required, 'ID"
is optional.

« Projectile weapans should have a
'UnitBank' object,

* Melee weapons should have an 'Ttem’
ohject.

« An ID of zero (0) is the typical
weapon setting, and will always target
the FIRST record of 'TtemType' in the
inventory (whether its ID is zero or
not),

= A positive ID will target a SPECIFIC
inventory record of matching
410

TtemType' and 'ID",




Chapter 3

Assets  GameObject Compenent UFPS  Tools

= Assets

Mssets  GameObject Component UFPS  Tools

[ [pb-Cube-1562 | Elstatic +

Tag [Untagged i Layer [Defaul &

Wipb_Mesh-1562

—
U Default_Prototype

None (Transform

= Assets

None (Physic Material
Wpb_Mesh-1562
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File Edit Assets GamcObject Component UFPS Tools Window Help

| create | AT ) |||shaded || zC [ < | | | Gizmes | @A | -

| I |- (ear ) . [ [pb-Cube-1562 | Elstatic = 4
Y Tag (Untagaed  ¢|Layer [Defaul 4]

Assets

Prototype




Assets  GameObject Component UFPS Tools ow Help
o [ S [0 | 1| (= center| ® Local | > 1M e M

Prototype
| Shaded || 2D | <) | | Gizmas * | (arA
ey EEc e I IR K ) | ¥ pbCube 1552 ] [Elstatic +

ag [Untagasd ¢ Layer [Defauk 4]

L o I -
L b R —
S | —

&l

iipb_Mesh-1562

O —
 Default_Prototype

| Blend Probes %]

=)
[Detail 4]

= Assets

iipb_Mesh-1562

Edit Assets GameObject Component UFPS Tools

(] 2] L oA ¥ o-Cube-tser | Elstatic + 4
Tag |Untagged & Layer [Defauke ¢

Wipb_Mesh-1562

0 Default_Prototype

None (Transform

= Assets
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|Greate-| GrAl ) |
P |

[Layers  ~||Layout  ~+|
¥ pb-Cube-1562 ] [Elstatic +
Tag [Untagged ¢ ] Layer )

CRIE —

o yo  zo
oyl Zo
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@ * 4 . « Documents » FPSGame- Chapter% » Export v & Search Export o
Organize = Mew folder (7]
-~ Date modified Type Size
#@& OneDrive
Mo itemns match your search.
*d, Homegroup
s, John Doran
1% This PC
e Desktop
| Documents
1 Downloads
LU W s v
File name: | FPSGame .|
Save as type: | exe (*.exe) W |
= Hide Folders save | | Cancel |
TERF IR Export = - R
Home Share View ~ @
=1 X cut [ New item - =4 Open FH select an
- [#=] Copy path ¢ —;:ansy aCCESS ™ EEdit 55 Select none
Copy Paste _ Move Properties - .
[2] Paste shortcut to - 40 History nEIn\rert selection
Clipboard New Open Select
T 1 « Users » John » Documents » FPS Game - Chapterd » Export v & Search Export o
< Favorites “ Name Date modified Type
B Desktop . FP5Game_Data 2/8/2015 &:02 PM File folder
Download , 199015 6 o . .
4 Downloads U FPSGame.exe 2/8/2015 6:02 PM Application Select 3 file to preview.
%3 Dropbox
& Google Drive
1 Source (2) vl
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Graphics | Input |

Screen resolution ’800 x 600

Graphics quality | Fantastic

Select monitor 'Display 2
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Q & Inno Setup %\

C' | [ jrsoftware.org/isinfo.php
M 3 Persenal 3 Professional (3 Tools

i1 Apps

jrsoftwa re.org /I jordan russell's software

» Home

= Inno Setup

* About
* Dovnloads
* Mailing List

¥ Donate
* Contribute

* Documentation
» FAD
* Knowledge Base

* Third-Party Files
» Translstions
* Links

» Toolbar2000
» Toolbard7

» StripReloc

» More...

r Newsgroups
» Contact Me

Inno Setup is a firee installer for Windows programs. First introduced in 1997,
Inno Setup today rivals and even surpasses many commercial installers in

*w 5 00

8, Amazon Cloud Player E The Public Domain 1., E 104 uuu™

== = |

9 v S

[m RainmeterHub |s a G... »

Whelcame e St
feature set and stability. St Wizard
+ Features B
Learn more about what Inno Setup can do.
- Download Inno Setup
Get the latest version of Inno Setup here.
r=rm ]

- Mailing List

Be notified by e-mail whenever major new versions are released.

- Frequently Asked Questions

Get answers to common questions and problems.

« Third-Party Files
Here you can find various useful tools for Inno Setup (for example, GUI
script editors) and translations of the Setup text in many languages.

+ Donate
Support the Inno Setup project.

IDE

Don't forget to check out the Inno Setup newsgroups, the primary source for Inno Setup support (web-based
interface available). additionally, a large number of questions and answers can be found on Stack Overflow.

i)

® - o NN

Setup - Inno Setup

Welcome to the Inno Setup
Setup Wizard
This will install Inno Setup version 5.5.6 on your computer,

It is recommended that you daose all other applications before
continuing.

Click Mext to continue, or Cancel to exit Setup,

i | Cancel

M&xt =




Welcome
Mew file
() Create a new empty script file
() Create a new script file using the Script Wizard
Open file
b @ Bpenan sxisting script fis
Example scripts. ..
More files...

[ ]Don't show this dialog again Cancel

Inno Setup Script Wizard

Application Information

Please specify some basic information about your application.

Application name:
FPS Game

Application version:
1.0

Application publisher:
John P. Doran

Application website:

http:/fichnpdoran. com|

= Back

Cancel



=4 Open
@ * T . » ThisPC » Documents » FP5Game - Chapter® » Export » v & Search Export o
Organize « New folder =~ 0 @
. ~
@) Creative Cloud [~ Name Date modified Type Size
. 1. FP5Game_Data 2/8/201510:20 PM  File folder
¢@ OneDrive o Mo preview
FP5Game.exe 2/8/201310:20 PM - Application 13,299 KB available.
4 Homegroup
4 John Doran v
File narmes |FPSGame.axe v| |Applicati0n files (*.exe) V|
| Open | | Cancel

Browse For Folder &

Please specify the source folder.

= . FP5Game - Chapter 7 - Old L
= 1) FP5 Game - Chapter &
4 | FPS Game - Chapter9
[= . Assets
4 | Export
4 | FPSGarne_Data
W Gl
.. Managed
0 Mono
.. Resources
[= | J. Library "

oK | | Cancel




Script Wizard File &

Source

hn\Documents\FPS Game - Chapter 9\Export\FPSGame_Datal™

Recurze subfolders Incdude empty subfolders

Destination
Destination base folder:

Application directory W

Destination subfolder:

FPSGame_Data|

Inno Setup Script Wizard e

Application Icons
Please spedfy which icons should be created for your application.

Application Start Menu folder name:
FPS Game

Allow user to change the Start Menu folder name
Allow user to disable Start Menu folder creation

[ ] create an Internet shortout in the Start Menu folder
[¥]reate an Uninstall icon in the Start Menu folder:

COther main executable icons:
Allow user to create a desktop icon
Allow user to create a Quick Launch icon

Cancel



Inno Setup Script Wizard e

Compiler Settings
Please specify some basic compiler settings.

Custom compiler output folder:
C:WUsers\lohn'\DesktopiMew folder \FPS_GameSetup Browse. ..

Compiler output base file name:

FPS Game Setup

Custom Setup ican file:

Browse...

Setup password:

= Back Cancel
Inno Setup Script Wizard e

‘fou have successfully completed the Inno Setup Script
Wizard.

To dose this wizard and generate the new script file, didk
Finish.

<Bsc Concel



[Task=s]
HNams: "desktopicon": Description: "{cm:CreateDesktoplcon}™: GroupDescription: "{cm:Additionallcc
Name: "guicklaunchicon"; Description: "{cm:CreateQuickLaunchIcon}™; GroupDescription: "{cm:Addit

£

Compressing: C:\Users\John\Documents\FPS Game - Chapter 9\Export\FPSGame_Data\Mono\etcmaono!2.0\settings.map
Compressing: C:\Users\John\Documents\FPS Game - Chapter 3\Export\FPSGame_DataMonoletcimonol2. 0\web. config

Compressing: C:\Users\John\Documents\FRS Game - Chapter 9 Export\FPSGame_DataMonoetcimono'\2,0'Browsers\Compat, browser
Compressing: C:\Users\John\Documents\FPS Game - Chapter 9\Export\FPSGame_DataMonaletcmono ymconfig\config. xml
Compressing: C:\Users\John'\Documents\FPS Game - Chapter 3\Export\FPSGame_Data\Resourcesiunity default resources
Compressing: C:\Users\John'Documents\FPS Game - Chapter 9Export\FPSGame_Data\Resources\unity_builtin_extra

Compressing Setup program executable

Updating version info

*=* Einished, [10:42:59 PM, 02:30.703 elapsed]

i Compiler Output

1= 1 Insert
s | FPS_GameSetup © = =&
“ Home Share View 0
™ Mew item * BH select all
[T » < | Easy access = A Select none
Delete Mew Properties . O .
- folder - £ History 55 Invert selection
(-:I * 1 b FP5_GameSetup v & Search FP5_GameSetup o
- - -
‘v Favorites Mame Date modified Type
B Deskto FPS Game Setup.exe 2/8/2015 10:42 PM Application ) )
E ﬁ! P PP Select afile to preview.
4 Downloads
.
Dropbox
hd F'I v £ >

Setup - FPS Game I =

Welcome to the FPS Game Setup
Wizard
This will install FPS Game version 1.0 on your computer,

It is recommended that you caose all other applications before
continuing.

Click Mext to continue, or Cancel to exit Setup,

Concel



