Colors, Materials, Interaction

Colors
Materals
Interaction — Key and Button input
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Color Systems

MYK - The Subtractive System kGB - The Additive System

CMYK Color Model RGB Color Model
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Color Cube

Green Y ellow
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RGBA Color

Representation of RGBA colors

Values for red, green, blue and alpha are floating point values with a range
from O to |

Alpha component (a) defines transparency
alpha of 1 is completely opaque, alpha of zero is completely transparent

Black RGBAis (0, 0, O, 1)

Blue RGBAis (0,0, 1, 1)

Gray RGBA is (0.5, 0.5, 0.5, 1)

Clear Completely tfransparent. RGBA is (0, 0, O, O)
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RGBA Color

Black RGBA is (0, 0, O, 1)

Blue RGBA s (0,0, 1, 1)

Gray RGBA is (0.5, 0.5, 0.5, 1)

Clear Completely transparent. RGBA is (0, O, 0, O)

Magenta?
Yellowe
cyane
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Colors

Create a scene (or use the scene from lab2) with the following
components:

3D Plane
« 3D Cube
« 3D Cylinder

Create 2 new materials and add trasnparent/diffuse shader
Assign materials to the cube and the cylinder (drag and drop)
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materialsScript

private var orange . Color = Color(0.8, 0.4, 0.0, 0.7);
var newMaterial : Material;

function Update()

{
if (Input.GetButtonDown("Fire1"))

{

GetComponent.<Renderer>().material.color = orange;
newMaterial.color = orange;

1}

Assign Materiall to the var newMaterial in the inspector
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Interaction — Key and Button input

You can access keys on the keyboard and mouse buttons through
scripting interface.

Edit > Project Settings >Input
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Interaction — Key and Button input

Input.GetButtonDown("Fire1"))
Mouse button left

Input.GetButtonDown("Firel”)) S
Mouse button right o

\\\\\\

Input.GetkKeyDown("Jump"))
space key

orizontal

ertica
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Interaction - Key and Button input

Modify the script to create a new var and assign the second
material to the same Cube or Cylinder using mouse button input

Make sure you drag the second material to assign it to the var in
the inspector
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Interaction — Key and Button input

private var orange : Color = Color(0.8, 0.4, 0.0, 0.7);
private var green . Color = Color(0.0, 0.9, 0.2, 0.7);
var newMaterial : Material;

var newMaterial2 . Material;

function Update()

{
if (Input.GetButtonDown("Fire1"))

GetComponent.<Renderer>().material.color = orange;
newMaterial.color = orange;

}
if (Input.GetButtonDown("Fire2"))

GetComponent.<Renderer>().material.color = green;
newMaterial2.color = green;

1}
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Interaction — Key and Button input

Add RigidBody component to the Cylinder
In the Inspector
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Interaction — Key and Button input

Create addForceScript and assign it to the Cylinder
Detects mouse clicks on an element

#pragma strict

function OnMouseDown ()

{
GetComponent.<Rigidbody>().AddForce(transform.forward * 500f);

GetComponent.<Rigidbody>().useGravity = true;
}

CS 491 / DES 400 Creative Coding Computer Science ® Do



Interaction — Key and Button input

Use ESC key to test mouse input and the Add Force function
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Interaction - Key and Bution input

Use ESC key to test mouse input and the Add Force function

» FPSController
Directional Light
Plane
Cube
Cylinder

[l console 83 project
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Project Organization

Project > Create >Folder
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Project Organization
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