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Setting up Rhino

To be able to work in different files (with textures applied) and then join them without
losing the textures we enable “save support files in 3dm file” in the options menu.
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Modeling a virtual world in Rhino
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Applying textures to the objects

We used different types of UV mapping
(Box, Surface, Plane)
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Applying textures to the objects
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Applying textures to the objects
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Applying textures to the objects
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Applying textures to the objects
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Applying textures to the objects

Since the textures will have to be applied again in Unity,
we apply the same texture to all the objects with the
same proportion just to create the UV projector.
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Modeling the “guiding” objects

To guide the player through the game we create a path of floating
spheres, some information points with floating “i", and some objects that
will be transparent to hold a message that will be displayed when the

player collides with them.
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Modeling the “guiding” objects
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Modeling the “guiding” objects
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Importing the geometry into Unity

We export the geometry from Rhino in .OBJ format (that generates a folder
with all the textures) and we import it as a new asset into Unity.

We generate colliders for all those objects that we don’t want to be “phisically
transparent” (especially ground planes).
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Importing the Character Controller package

To be able to use the mouse and keyboard to move around the game we import
the “Character Controller package” and we use the first person controller.

ﬁ‘ Un!ty - parametric form.unity - UNITY_GAME - Web Player® <DX11>
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Changing the Background Color

To create a more abstract world we change the background color to a dark grey
instead of blue.
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Reassigning Textures

Each texture has to be reassigned manually to its object.
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Creating Lights

To light the scene we use some directional and spot lights.
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Assigning materials to multiple objects

Unity doesn’t have an option to assign one material to multiple objects at the
same time. However we need to assign the same material to all the spheres that
create the path to guide the player. The solution is creating a script and save it
in a folder called “Editor” inside the “Assets” Folder. By doing so we will be able to
access the command from the top toolbar.
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Assigning materials to multiple objects

AssignMaterial Script

k 4 Lids
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Assigning materials to multiple objects

Running the Assign Material script from the top toolbar.
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Size K| 7841937 il Z | 267.3752
H object_322Mat e
‘ Shader | Diffuse + | [ Edit. |
Main Color 12
Base (RGE) ~ MNone
Tiling Offset CTextlire)
x i1 0 M
yil [¥] Eelect

Add Component

Assignment 3 - Gameify! (Unity 3D)
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Assigning materials to multiple objects

We select the material that we previously created (transparent
diffuse red material) for the spheres

(_@ Unity - parametric fcrm.unﬁi.t-g.; -UNH’Y_GAME ~Web P!;yeﬁ <DX11>

GameObject C ronent

File Edit

H# Scene

Custom

| Textured

P|II|H.

Gizmas 7| farAll

Assign Material [=] Select Material
Select Game Objects (&}
Script |l AssignMaterial @ A.s.sets SeerE
The Material W SPHERES MATERIAL @ @ , " r "
object_70.. object_70.. object 71.. object_71..
object 71.. object 71.. object 71.. ROK$00~1
Assign . .
T 000 TO01 T 002 TOOZ

SPHERES I"IATER'IZ_[HL
_ Material

object 71..

TOO4

Free Aspect x

| Maximize an Play | Stats

Gizmes

L= lof] e ]
Layers b | | Layout x |
-| _.g_'-alnspector | o=
| Create »| farAll | 14 o [object 322 [|static -
object_287 Y . v =
i E Tag | Untagged | Layer | Default &
object_288 e LG :
object_289 Model | Selsct I Revert | _Open |
ohject 290 ¥ .~ Transform [ #=
object_291 Position X0 Y0 Z 0
object_z97 Ratation */0 Y0 zZo
object 298 Scale X1 YL 2[1
object_z99 I
object_300 ¥ || Object 322 (Mesh Filter) @ %
ohject_301 Mesh |l object_322 @
object_302 ¥ .. M Mesh Renderer ([
object 303 Cast Shadows )
°b-1.e‘:t—304 Receive Shadows (|
ogqei—:gg || ¥ Materials
object :
object 307 e i S
object_308 Element 0 @ object 322Mat
object_309 Use Light Prabes L]
ob_ject_SlU |7 i [MBox Collider W
object 316 Is Trigger ]
Ob-].ECt—31? E] Material None (Physic Material) @
GHEE AL Center %|-24.78516 Y[-05 Z30.34515
T Si K| 7841937 il Z | 267.3752
object_320 == el s
! L S ,H ‘ object_322Mat @ =
— Shader | Diffuse + | [ Edito. |
i Project | = =
Create 7| /G | % | % Main Color :If
¥&& Editor Base (RGB) " HMone
Izl - _- " (Texture)
|| AssignMaterial Tiling Offsat
5 geometry x |1 ¥ _——
bl:ﬁ ol A L4} Belect
G Scripts
» 5 Standard Assets
b b textures Add Component
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Assigning materials to multiple objects

€]} Unity - parametric form 02.unity - UNITY_GAME - Web Player* <DX11> = i i
File Edit Assets GameObject Component Custom  Window Help

m !*':-. =5 | :ﬂ:J | == center| @ Local | | S| | Layers - | | Layout - |

#: Scene T - . . .= | =Hierarchy |
| | " . # T - | |
| Textured *|| RGB = |20 1) ] Effacts |~ | Gizmos ~ arall I | Create ~ o All ‘ ﬁ spheres material £,

et ] EIE A 1 ! object_696
. object_697 _ ?
ﬁ object_ 698 Main Color

bject 699
5 _!e = Base (RGB) Trans (A)  None
object_700 {Texture)

object 701 Tiling Offset
object_702 L
object 703 s
object_704
object_705
object_ 706
object_707
object_708
object_709
object_710
object_711
object_712
object_713
object_714
object_715
* hiy
B Main Camera
# FLIP NORMALS
b FINAL GAME []
w

-=| @ Inspector | CR—

Shader ;I?I-'I'ansparent?lf)-ih'use = || _EdiE.. |

| »

L

o L Eelect

B LIGHTS
b

| B Project | _ m =
|| reate =B | £
¥ 53 Editor
._gi AssignMaterial
b Eal geometry
¥ Materials

* spheres material
b Ga scenes
b+ 5 Scripts
k55 Standard Assets
h_ﬁ textures

-:E-Game |

Free Aspect x | Maximize on Play | Stats | Gizmas

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

We create the tag “TextWall” to differentiate objects
that contain information from those that don't.

| €} Unity - parametric form.unity - UNITY_GAME - Web Player* <DX11 on DX10 GPU>
File Edit Assets GameObject Component Window Help

l@ﬂ,:ﬂ:‘ |liPiuut|l§ﬂGlubal| IFIHIHJ

. # Scene | == = Hierarchy |

| Textured i | RGE s 2m | 2t | <l E'F_F;EtE *| | Gizmaes T Al | | Create ': o Al
 hjy

P Main Camera

P FLIP NORMALS
 FINAL GAME

CuEe
Cube
P LIGHTS

= Persp

| £ Project

Create =| {4

| » 5 geometry

P& scenes
P& Scripts
PG Standard Assets
e . PG textures
€ Game - ~ .= -
Fres Aspect r Mawimize on Play | Stats | Gizmos = i|

= |
Lavers - | | Layout - |
= |-b Inspector | o=
m ' M cube M static -
Tag | Textwall s Layer f__ﬁefault S— s
YA ] Untagged s - Ll #
Positio R : 0 £1111. 37895
= Espawn —_
Rotatic e A0 Zin
| scale R T ¥is 21
? EditorCnly Wk
Mezh MainCamera @
v ..M Player WED
Cast S GameController
RECEN o Tedwall
¥ Mater)
Size Add Tag...
Element U (W Uetault-Diffuse (o]
Use Light Probes -
v ¢ M Box Collider Gl %
] Is Trigger ]
Material Mane (Physic Material) |-
Center W -4 76B37Ze Y 1.90734%9e- 2.0
Size sl . Z.1.000001
v |z o Tent Object (Script) @G #
Script I TextObject (o]
Message ‘este es el platano
' Default-Diffuse &g
I Shader | Diffuss d Edit..

I &dd Component ‘

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them
We create the script “TextObject” that will store the message to be displayed.

€ Unity - parametric form.unity - UNITY_GAME - Web Player™ <D¥11 on DX10 GPU> = &=
File: Edit Assets GameObject Component Window Help
l@ = | :ﬂ:‘ | i Pivot | @ Global | I | S | HJ Layers - | | Layout - |
i # Scene il » - = = Hierarch: . = 8 Inspector | =
| Textured $ | RGB £ | 20 | & | sl | Effects |7 | Bizmaos 7| (G=All ) | Create ~ | o Al ) i M [Cube M static

|
| > hjy

| Tag '_;I:e-;-:ﬂh;!}“ — aly P S PR .|
| * Main Camera i

Js —
b FLIP NORMALS ¥ ;:Sitm:ranﬂ' 7 : | z[111 SES#‘
> FINAL GAME : < FAESGTIE S e

Cube Rotation o !_E o
Cube | Sele |TextObject |! A
| Cube ¥ ... Cube( —— | EI o,
b LIGHTS Mesh Language lcshap |~ o
v . [¥MMeshR i .
Cast Shadow:
Receive Shad
¥ Materials
Size {
Element 0 (o]
Lse Light Prnﬁ

| 3 Project & = | Default: & =,

| Create =| (9 LAk : ‘ shader | = = Edit...

P Ga geometry Create and Add

P& scenes
,_-i_ : I Ldd Component ‘
Fam Scripts
5 Standard Assets
""" . PG textures

€ Game L .= -

Free Aspect r Mawimize on Play | Stats | Gizmas 7| ||
|

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

The script “TextObject” only contains a public message that can be accessed
from the player controller. Every object has its own message.

| 2} Assembly-CSharp - Scripts\ TextObject.cs -

File Edit Wiew 5Search Project Build

>) =

MonoDevelop-Unity

Run Version Control Tools Window Help

® MonoDevelop-Unity

= ||

] Solution
E ¥ [ | Class 8
_|
]
5]
&

[

* || Assembly-CSharp

P || Assembly-CSharp-firstpass

b € Assembly-UnityScript-firstpass
v [ | UNITY_GAME

* || Assembly-CSharp

P || Assembly-CSharp-firstpass

» € Assembly-UnityScript-firstpass

TextOhject.cs

=f ..
| || No selection

ging UnityEngine;
=zing System.Collections;
4 public class TextObject
public =2tring message
aoid Start ()
oid Update: ()

y L LML

__| Errors |£| Tasks

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

Every object from this class must have a proper collider. The best collider is the simplest one that
fits the object. For example mesh collider, which is heavier, is useful for highly irregular objects, for
simple geometric forms a geometric collider can be used.
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Creating objects that display a message when the player collides with them

We create the script “PlayerCollision” that will handle the collision with the objects that
contain information.
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Creating objects that display a message when the player collides with them

“PlayerCollision” script.

|58 Assembly-CSharp - Scripts\PlayerCollision.cs - MonoDevelop-Unity

File Edit Wiew Search Project

=]

|:..L F-’ :I

Build Run

Version Control

Tools Window Help

‘ ® MonoDevelop-Unity

(RN HR (5

( Q Press 'Control+,' to search

Solution

* [ Class 8
» || Assembly-CSharp
b | Assembly-CSharp-firstpass
» €} Assembly-UnityScript-firstpass
¥ [ UNITY_GAME
¥ || Assembly-CSharp
»  References
v [ | Scripts
| | color changing.cs
| PlayerCollision.cs
| | TextObject.cs
» [ Assembly-CSharp-firstpass
b €} Assembly-UnityScript-firstpass

Mo selection

© ' | PlayerCollision.cs

1 }..iS."..f‘l.I;.' UnityEngine;

2 using System.Collections;
4 public cla=s=s PlayerCollision @ MonoBehaviour {
5 private =string m=g; The message thatbt 1s being ¢
& private float timeCol; Time since the las collisl
7 private GameOCbject collidedChb]j: by ect fthat collided
3
9 Oze this for i1nitializati
10 vaid Start ()} 4
mag = ""; No: message Lo shov o at = heginnindg
12 timeCol = 0.0fL; No previcos collisio
13
14 GUI . calar = pew Colae{l . 8E, 1. 8E,; 1. 8F, 1. 8E);
g 3
16
17 Updats 15 callec nes per frame
13 vaoid Update () {
19 * If Ehers 15 a message and morse than & seconds have pass
20 since. the last collision clear the previoos messags
z1 and retorn the 11153 capabilit to the wall
22 £
23 if (meg.Length !'= 0 &£ Time.time - timeCol »>= 5.0){
74 Moy —
25 collidedObhj.collider.enabled = true;
25 ]
27
28
29 void CnControllerColliderHit (ControllerColliderHit col){
30 If the pbject pcollides with a TextWall ({wall with 1nform
31 if {cel.gameObject.tag =— "TextWall") {
33 Heti Che capabilil £ I1rde to the previons

Ih

}.{inCID_L E} .

=
v
Ia
v
@
(o
]
m
-
&
aetl]
=il
3
1]
=
o
=
=
i}
[
|5
3
_|
48]
A
| &
-
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Creating objects that display a message when the player collides with them

Three variables are needed: the message, the time since previous collision (to make the message
disappear after a established period of time) and the object that collides with the player.

1 using UnityEngine;
Z using System.Collections;

Gl.eolaor — new Color{l .0, 1.0, 1.9, 1.9E);

3

4 public class PlayerCollision :@: MonoBehaviour {

B

7

8

q /4 Use this for initialization

10 void Start () {

11 msg = ""; A4 No message to show at the beginning
1z timeCol = 0.0f; A No previcous collision
13

14

15

)

At the beginning there is nothing to show, so the message should be empty and the time 0.
GUl.color changes the default color of the font to be fully opaque

private string msqg; A/ The message that i1is being displayed
private float timeCol; S Time since the last cellision
private GameCbject collidedObij; // Object that collided

A Dpdate 15 called once per frame
void UOpdate () {
A* If there 15 a message and mors than 5 seconds have passed
since the last collision. clear the previous messags

BEEES8RE0REE vwwownm

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

If we are displaying a message and more than 5 seconds have passed since the last collision, the message is
cleared and the other object’s collider are activated again.
The collider is deactivated when the player hits the object in order to let the player pass through the object.

14 GUIL.color = 'new Color(l.0f, 1.0f, 1.0f, 1.0f);

15

16

17 Update 1=z called ance per frame

13 void Update ()} {1

19 = 1If Chere 1&s g message-and moeres tinan -bh secends Rave - passes
20 since the last coellision, clear the previoRs message
21 and return the collisieon capabality Lo The vall

22 -

23 if (m=g.Length '=- 0 && Time.time — TtimeCol >= 5.0){

E_; m3g = ||||;

25 collidedOb].collider.enabled = true;

26 H

27 }

28

29 vold OnControllerColliderHit (ControllerColliderHit col) {

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

This is the function that controls the collision between the player and other objects. It reacts when the other
object has the tag “TexWall”. This “if” condition ensures that the following code is applied only to objects that
store a message.

[ |

27

28

79 void OnControllerColliderHit (ControllerColliderHit col) {

30 It the ochject collides with a8 TextFall 211 with informatic
31 if (col.gameObject.tag = "TextWall"™) {

32

34 1if { msg.Length =0 }{

35 collidedOb]j.collider.enabled = true;

36 ;

33 Update Che informatbian

32 var box = col ..gameObject;

40 m3g = box.GetComponent<TextObject> ()} .message; - Retriev
41 collidedOb] = col.gameObject; '/ Updatce
42 collidedOb].collider.enabled = false; . Disable
43 timeCol = Time.tTime; Update
45 }

46 ¥

48 void OmGUI({) {

L8 |

......

R

e o e R

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

The message contained in the object is retrieved and stored, the object’s collider is disabled and the time
since the last collision is updated.

Lol g L g L
TR i R o R 9

IS LR R L Ll
| P N (N Ty l"l_'l [ B 1 B

g >

= m o

$

If the

27
28
29

30

if | m=g.Length '= 0 ) {
callidedOb].collider.enabled = true;

pdabte Ehe 1hformabion
var box = col.gameObject;

m=g = box.GetComponent<TextObiject> () .mes3sage;

A e b L

collidedOb] = col.gameObject; Update £he celliiding ©bj
collidedOb].collider.enabled = fal=se; I =sable Che cthery ocbjec
timeCol = Time.time: Update Lhe Lime
void OnGUI() {
message of another object is being displayed, the collider is enabled again to allow future collisions.
vold OnControllerColliderHit (ControllerColliderHit col) {
'/ If the object collides with a8 TextWall (wall with information)
if {(col.gameCbject.tag = "TextWall"™) {
A Retorn the capability teo collide to the previous cbject
if { msg.Length '= 0 )} {
callidedOb]j.collider.enabled = true;
}
var box = col.gameObject;
m=sg = box.GetComponent<TextObject> [) .mes=age; RHetrieve Che message
collidedObj = col.gameOCbject; / Dpdate the colliding cb

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

The message is displayed is displayed in the upper left of the screen (starts in 20,20 and ends in 1/4 of the
screen width horizontally and 1/2 of the screen height vertically.

gl L

42
43

45

A R Rl

22
3

var box = col.gameOCbject:

m=2g = box.GetComponent<TextObject> () ..mes=sage;

collidedObj = col.gameObject:
collidedObj.collider.enabled = false;
timeCol = Time.time;

// Retrisve the message

A/ Dpdate the ceolliding okject
// Disable the other object's
F4 Dpdate the time

collider

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

We apply the PlayerCollision script to the camera.

File Edit View 5earch Project Build Run  Version Control

|Dehug |Dr:fau|t Iz‘ [ ® MoncDevelop-Unity ] (Q_ Press 'Control+,' to search

Tools  Window Help

Solution » | AssignMaterial.cs x yplaver&:ﬁs'm.c; % B
[ UNITY No selection g
L5 D-ﬂﬁd 1 using UnityEngine; i g
Pﬁl‘.‘. 2 using System.Collections; =
v [E s 3 ) o ) =i
4 public class PlayerCollision @ MonoBehaviour { =g |3
5 private =tring m=sg; J The messags that 1s being displayed §
& privacte float timeCol; £/ Time sinece the last collision _ﬁ’.
7 private GameObject collidedObj; // Objsct that ceollided ﬁ
8
9 /¢ Use this for initislization &
10 vaid Start () £ g
it msg = ""; £/ No message to shov at the beginning Bal F
12 timeCol = 0.0f; S Wo previcns cellision g
3 2
i4 EOI.color = mew Color{l.0f; 1.0E£; 1. 0£,; 1.0£); Ez
15 ¥ 2
15
17 /¢ Update iz cslled once per frame =
18 void Update {) £ g
15 f* If there 15 2 message and more than 5 seconds have passed r_'_';
20 sipce the last collisign, clear the previgus message L
21 and return the collision cagpability to the wall o
22 '
23 if {mesg.Length = 0 && Time.time — timeCol »= 5.0}{
24 mEg =
25 collidedCbj.collider.enabled = true;
26 ¥
27 H
28
9 wvoid OnControllerColliderHit (ControllerColliderHit col){
30 Ff IE the object collides with a TextWFall (wall with information)
i3 8 if (col.gameObject.tag = "TextWall™} {
32
33 /¢ Return the capability teo collide to the previous ohject
34 if ((msg.Length '= 0 ){
35 collidedObj.collider.enabled = true;
36 ¥
37
38 S Update the information
35 war borx = col.gamelbject;
40 msg = box.GetComponent<TextObject> ().message; ./ Hetricsve the message
41 collidedOb]j = col.gameObject: /¢ Update the colliding object
42 collidedObj.collider.enabled = false; // Disable the other cbjsct's collider
43 timeCol = Time.time:; /4 TUpdate the time
44
45 }
Tk @ ’ =

ClErrors ] Tasks

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

We tag the object that we want to contain a message with the "Text Wall" tag.

&) Unity - parametric form D2.uni

File Edit Assets GameObject Component

Custom  Window Help

J. [ =4 Center| @ Local ]

# Scene |

=

| Textured + | RGR

€ Game

#|| 2D | % | <) | Effects |

| Gizmos 7|

| Free Aspect =

| Maximize on Play | Stats |

»&a Editor
¥ &3l geometry
Vi Materials
&) spheres material
& transparent material
¥l scenes
Vi@ Scripts
@ color changing
|z mouseclick
|| PlayerCallision
|z Textobject
b G Standard Assets
hﬁte}(tures

[Lavers - I | Layout - |
= Hierarchy | -—= ) Inspector i o=
| create -| (G AT o =" transparent collider 01 [Istatic

- -Tag | Untagged + | Layer | Default & |
transparent collider 02 e "
: Madel | Untagged Revert | Open |
embryologic floor e e -
end floor VA Respawn & #
b OTHERS Pasitig e 0.7053185 | ¥[0.9334717 | Z[-0.5814819
i}l inis|
P hiy Rotatid ! 1% [0 |'Z]0
» Main Camera Scale EditorOnly ¥l Z[1 |
> | :
% EII_FI“ZLN(;RA::LS v | MainCamera ﬁ &,
3 Mesh Player bject 1 (o]
object_2 el i
object 3 v i GameCentroller [ =
object 4 CastS  Toqwall
object_5 Receiy
object_§ ¥ Materi Add Tag...
Ob]:ect_? Size o
0:-‘_33—2 Element 0 |@transparent material @
:b;:ct:lﬂ Use Light Probes -
object_11 transparent material
object 12 S, -ent/Diff
object_13 Il ader ransparent/Diffuse
ob]:ect_14 Main Color
ob].ect_15 Base (RGB) Trans (A)
object_16 Tili Offset
abject 17 — :1' i 5 25
hiact 180 b x - |
P —— 11 i
Project | = LS
| Create - (@ |4[%

Add Component

Assignment 3 - Gameify! (Unity 3D)
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Creating objects that display a message when the player collides with them

We apply the "TextObject™ script to the chosen objects and write the message in the Inspector.
We don’t need to open the script because the message is a public variable.

Assets

File Edit GameObject Component

:m#

: ) Assembly-CSharp - Scripts\TextObject.cs - MonaDevelo

Tewtuy | File

Custom Window Help

=~ & & |

Edit View Search Project Build Run  Version Control Tools Window Help

I\t-"l Debug Iz‘ ® MonoDevelop-Unity

- | 5
Solution- %} 4 b _,af AssignMaterial.cs

® V PlayerColision.cs % | TextObject.cs x \ - ‘ﬂ
I =1
7 UNfr"fl No selection 18
v [ Ast 1 |;:sing UnityEngine: g
- { =
|| R 2 using System.Collections;
==l 5 L
v [l 5 2 =]
& | 4 public class TextObject : MonoBehaviour { T
]| 5 public string message = ™0 2
Bl | &
E' 7 Use this for initislizaticon E
EJ! 8 vaid Starc () {
» ] Ass : &
»lass | g
11 c
b €] Ass 2 3
12 isd once per frame o
13 2
13
o
14 =
15 =1
15
=
—
o
w
i
€ Ganl
Frae A
P
ZlEmors [ Tasks

Create = | (oAl

a‘mrs —

an

& Inspector

| [static +

« B transparent collider 01
ff"ﬂf'iﬂt"é i CEOJidE'T; 0 A _'Tag | Textwall | Layer | Default T
tra'nspg : callider 02 un Madzl | Select | Revert | Open |
embryologic floor
end floor ¥ .  Transform G &
b OTHERS Position ®[-0.7053185 |¥ 0.9334717 | Z -0.5814819 |
P"f'ﬁ\,' Rotation %0 v o 20 J
F Main Camera Scale Xi1 i lz[1 |
mELNDAN ¥ | Object_1 (Mesh Filter) %,
et GAME Mesh LWobject 1 T L]
object_2 : e
object 3 ¥l W.Hesh_ Renderer
object 4 Cast Shadows
object 5 Re::e,_i_\_.'re.sﬁadbwi. o
object_6 ¥ Materials
object_7 Size 1 ]
e Element 0 Utransparent material o
::;:2:2:1 Use Light Probes -
object_11 ¥ |c| M Text Object (Script) #
object 12 Script |- TextObject | &
abject 13 Message WELCOME TO THE PARAMETRICFORM.COM WORLD
ohject_14
object 15 transparent material %,
ohjjécf;lﬁ Shader | Transparent/Diffuse = | [ Edit,.. |
L ]'B_l' || Main Color :J
| 88 Project i Base (RGB) Trans (A)
I eV 1LY e o
'| »E5 Editor x 11 lio
Yﬁ Materials vl o
g.spheres material
D-Iranspaﬁent material [ Add Companent J
+ G scenes. ——
TE Scripts

color changing
G| mouseclick
| PlayerCollision
G| TextObject
|| &5 Standard Assets
b Gl textures.
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Creating the information points

1. They rotate around and the rotation speed can be controlled with the slider. 2. They display a message
when the player collides with them. 3. Their color changes when we hover the mouse over them.

=

K2 Unity - parametric form 02.unity - UNITY_GAME - Web Player® <DX11>
File Edit Assets GameObject Component Custom Window Help

m ‘i’ < | :U:J | = center| @ Local | | | | Layers v] | Layout - |

#5cene | > - _';é_l—[ierarcl-w | _Eli-b_lnspector o=
| Textured + | RGR #|| 2D | % | <)) | Effects |~ | Gizmos = | [arAll _ ) || | Sreate = | (oAl ) |‘_‘ [ [rotating i [static =
transparent collider 01 Tag | Untagged 4 | Layer | Default s |
DARCY THOMPSON e ——
3 embryelogic floor
end floor ¥ . Transform I
Position X -35.02002 Y -0.594197. 7 111.1933
* OTHERS
On Growth and FE- " T Rotation X0 Yo zo
Graphics Scale %[1583414 |Y[1583414 |Zz[1.583414
Main Camera
B hjy Add Component

W FLIP MORMALS

B FINAL GAME

B LIGHTS

| rotating |
Cube
Cube

GUI

Project | o=
| Greate -| (T RIE 38 3!
»&a Editor
b5 Materials
V& Prefabs
By rotating i
» &l scenes
V& Scripts
9 ' !:gi color changing
et || GUIElements
— | mouseclick
€ Game L=l |G| PlayerCallision
Free Aspect x| | Maximize an Play | Stats | Gizmos = | E RatateMes
|G| TextObject
b G5 Standard Assets
b-ﬁtextures
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Creating the information points

ROTATION

We create the GUIElements script and apply it to an empty Game Object.
The script creates a slider and stores the value of the slider in a public static variable.
We match the size of the slider with the size of the text box that displays the messages.

Q@ Unity - parametric form O2.unity - UNITY.GAME - Web Player® <DX11>

File Edit Assets GameObject Component Custom Window Help

File Edit View Search Project Build Run Version Control Tools Window Help

| Debug

| Default [~] [ ® MoncDevelop-Unity

Solution

¥ (] UNITY [ GUIElements » EJ OnGUI()

Pt 50 | Bl

_,{q Press 'Control+,' to search

RotateMe3.cs

.-. GUIElements.cs .-l-:;_..'-.._ .:'.-:-.'.;;- 5 x :=_,.='. __'.-:; 5 | m

;#f‘;uygxﬁﬁaam

1 u=sing UnityEngine;

2 using System.Collections;

3

4 public class GUIElements : MonoBehaviour {

livariable to hold the slider wvalns
S/this variable should be accessible to all of unity
//hence the puhlic and static declarations

public static float hSliderValue = 0.5F;
woid OnGUI () {

Sfcreate a8 Slider wvhich values 15 storsd 1in hSliderValus variable
hSliderValue = GUI.HorizontalSlider (new Rect | S,

}

£/ Use this for initializaticon
void Start () £

}

/S Update is called once per frame
woid Update ()} {

¥

hSliderValue,

o
Ll

0.0f; 100.0f);

ssaLin[l  eupnoewoaps  seiuedod

Assignment 3 - Gameify! (Unity 3D)
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Creating the information points

ROTATION
We create the RotateMe script and apply it to the i” object.
The rotation speed is controlled by the value of the slider.

Edit Assets GameObject Component Custom Window Help

File Edit View Search Project Build Run Version Control Tools Window Help
i[}ehug |DEFauI[ El [ ® MaonoDevelop-Unity l {q Press 'Control+," to search

Solution »| 4 | RotateMe3.cs <] tmm b t

1 u=sing UnityEngine;

? using System.Collections;

3

4 public class RotateMe3 : MonoBehaviour {

x0g00) b

Af Ose this for initialization
void Start () §

¥

AY Update 1s called once per frame
void Update () {

ssaLyn(l  eupno wewnogfn  sapsedold ()]

-
=]

Assignment 3 - Gameify! (Unity 3D)
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Creating the information points
DISPLAY MESSAGE

Fiie Edit View Search Project Build Run  Version Control Tools Window Help

i[}ehug |DEFauI[

El [ ® MWonoDevelop-Unity

l _{q Press 'Control+," to search

Solution | 4 QotateMe3.cs @ | GUIElements.cs % | AssignMaterial.cs

X yTEmﬂbj:Ect.cs

¥ [ UNITY No selection

1 u=sing UnityEngine;

? using System.Collections;

3

4 public class TextCbhject : MonoBehaviour {
public string message = "7;

// Use this for 1nitialization
wvoid Start ) f

}

A/ Update 1s called once per frame
woid Update ()} {

H

e
Ll

Assignment 3 - Gameify! (Unity 3D)
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Creating the information points
CHANGING COLOR

me

File Edit View Search Project Build Run Version Control Tools Window Help

i[}ehug |DEFauI[

El [ ® MWonoDevelop-Unity

l _{q Press 'Control+," to search

& mouseclick » EJ OnMouseExit ()

- ymmcidc.cs

1 u=sing UnityEngine;

? using System.Collections;

3

4 public class mouseclick : MonoBehaviour {
5 A4 Use this for initialization

-] public GameCbject other:

5 private Color previousColor:

a
2}

void Start () {
F gameObject. AddComponent (GUIText) ;
previousColor = renderer.material.color;

}

/S Opdace 15 gcalled once per frams
void Update ()} {

¥

¥
woid CnMouseUp(){

}

Assignment 3 - Gameify! (Unity 3D)
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Creating the information points

CHANGING COLOR
Two actions are considered in this script: mouse over and mouse exit.
When the mouse is on an object, it changes its color.

O O
renderer.material . .color
21 volid OnMouseExi

|
renderer.material..color

When the mouse leaves the object, the object changes to its original color.
To achieve this we saved its previous color before.

material.color:

Assignment 3 - Gameify! (Unity 3D)
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Creating the information points
CHANGING COLOR

me

File Edit View Search Project Build Run Version Control Tools Window Help

i[}ehug |DEFauI[

El [ ® MWonoDevelop-Unity

l _{q Press 'Control+," to search

& mouseclick » EJ OnMouseExit ()

- ymmcidc.cs

1 u=sing UnityEngine;

? using System.Collections;

3

4 public class mouseclick : MonoBehaviour {
5 A4 Use this for initialization

-] public GameCbject other:

5 private Color previousColor:

a
2}

void Start () {
F gameObject. AddComponent (GUIText) ;
previousColor = renderer.material.color;

}

/S Opdace 15 gcalled once per frams
void Update ()} {

¥

¥
woid CnMouseUp(){

}

Assignment 3 - Gameify! (Unity 3D)
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Playing the game in Unity

€} Unity - parametric form 02.unity - UNITY_GAME - Web Player® <DX11> o)

File Edit Assets GameObject Component Custom Window Help

+ ) e

Game =
‘Free Aspect = Maximize on Play | Stats | Gizmos |~

D’ARCY THOMPSON

On Growth and Form

Assignment 3 - Gameify! (Unity 3D)
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Playing the game in Unity

Assignment 3 - Gameify! (Unity 3D)
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Playing the game in Unity

Q:I-Un-i.ty—pam_ T : . .
File Edit Assets GameObject Component Custom Window Help

Take vour time Lo explore
the Topelogy Temple.

Assignment 3 - Gameify! (Unity 3D)
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Playing the game in Unity

&0 Unity - parametric form 02.unity - UNITY_GAME - )
File Edit Assets Custom  Window Help

1 + EIFA

GameObject Component

_| Maximize on Play | Stats | Gizmaos (7

Assignment 3 - Gameify! (Unity 3D)
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Playing the game in Unity

File Edit Assets GameObject Component Custem Window Help

Rl S || [ Center] @ Local|

€ Game
‘Free Aspect Maximize on Play | Stats | Gizmos |~

If the result of the fordist society was the mass production
of houses that look all the same. The embryclogical house
is the response to the post-fordist society that claims for
mass-customization. It is one single design with infinite
potential variations: there can be one version for any person
and it can be adapted to any climate.
It is NON-STANDARD SERIALITY
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Playing the game in Unity

File Edit Assets GameObject Component Custom Window Help

N + EpA

€ Game 5
| Free Aspect =

Walk around the Embryel

| Maximize on Play | Stats | Gizmos =

Assignment 3 - Gameify! (Unity 3D)
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Exporting the game for the web
We build the game using Web Player format.

@ Unity - parametric fmm

File Edit Assets GameObject

J' [.-ICenter| & Local | | | || | H : .[_Layers - | _|_Layout v |

Component  Custom Window Help

# Scene | =  ‘EHierarchy | —— | ®Inspector | o=
| Textured + | RGR #| 20| | 4 | Effects || | Gizmos = | fa=All | Ereate 7| (oAl i T 2 M= []Static +
transparent collider 01 - Tag | Untagged 4 | Layer | Default s |
tr:;;spaent cqlllder : u Multiple Instance Manageme:nv_:_Disable_d
i : l ¥ .~ Transform @ =
I —— = ] » ¥ Main Camera Rotation X0 |0 |Zio
Scenes In Build Graphics Scale >4 i B Zi1 |
. HeiEenEn ¥ | Object 3 (Mesh Filter) W
4 ; Mesh - @
object 1
object 2 ¥ | [MMesh Renderer [
object 3 Cast Shadows %)
object_4 Receive Shadows
object 5 ¥ Materials
ob]:ect_ﬁ Size |1
OEJ_EZ— Element 0 |— o}
Zb;:ct: Use Light Prabes ]
object 10 ¥ |2l M Mesh collider ) %
object 11 Is Trigger U
object 12 Material None (Physic Material) ©
object_13 Convex O
ob].ect_ld Smooth Sphere Collisions [
ob_]_ect_lS Mesh = o
object 16 e
-w. |.Component5 that are only on seme of the selected objects cannot be multi-adited. |
_ Project | =
i | Craate =| (@ & % -
Add Current LR £k b, B 4dd Component
k- E5 Editor
| b5 Materials
= Wl Prefabs
u Web Player B » il scenes
. Vﬁ_Scripts
Streamed || color changing
Offline Deployment 5 || GUIElements
Development Build - !g mouseclick
— i e . |G| PlayerCallision
€ Game . Autoconnect Profiler i
g Script Debugaing | Maximize on Play | Stats | Gizmes '=L| [ ;
| Free Aspect A = | > v | 1 | &l TextObject
i b 55 Standard Assets
BlackBerry hﬁtextures
Windows Store
. Windows Phone 8
Switch Platform |[ Player Settings... | || Build And Run |

Assignment 3 - Gameify! (Unity 3D)
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Exporting the game for the web

Two files are created.
One .html file and one .unity3d file.
They have to be in the same location in order to be able to run the game.

1 —_.pam

b

File Edit Assets GameObject Component Custom W

indow Help

& S| | == Center| @ Local | m
7 =T o TR a3 T e =T e
# Scene | : .
| Textured +| | RGR #|| 20| | &) | Effects (| | Gizmes = | (arAll

€ Game
| Free Aspect

S| » IAAC » 03DIGTOOLS » Assignment3_Josep_lin_Nohelia » WEB GAME ~ | 49 [l Search wes Game

Organize » Include in library = Share with »

= I
i Favorites e

Bl Desktop || WEB GAME
& Downloads || WEB GAME.unity3d
5l Recent Places

» Autodesk 360
%3 Dropbox

L Google Drive

= Libraries
_il Docurmnents
ot Music
k=| Pictures

B2 Videos
+d, Homegroup
8 Computer

&, Local Disk (C:)
w Autodesk 360

Gn[t MNetwork

Date modified

14/12/2014 16:34
14/12/2014 16:34

Type

Chrorme HTML Do...
UMITY3D File

4KB
18505 KB

= | *= Hierarchy

lLayers '.I l_La\rout - ]

= -—Q Inspector . e

| Create = | (Al

transparent collider 01
transparent collider 02
embryologic floor

end floor

& OTHERS

B Main Camera

i

Assignment 3 - Gameify! (Unity 3D)
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Playing the game from the computer with a web browser

The .html file can be opened with a web browser that support WebGL.
Despite running it with a web browser the game is not online.

x

|9 file:y///C:/Users/JOSEP/Desktop,/IAAC/03_DIG%20TOOLS/Assignment36203_Josep_Jin_Nohelia/WEB%20GAME/WEB%20GAME.html|

Unity Web Player | UNITY_GAME

Y THOMPSON

On Growth and Form

« greated with Unity »

Assignment 3 - Gameify! (Unity 3D)
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Changing the background color of the .html file

We open the .html file of the game with a code editor and change the background color from white to black.
Therefore the black texts won’t be displayed and the page will look cleaner.

[Qf' *ChUsers\JOSEP\Desktop\IAAC\03_DIG TOOLS\Assignment 3_losep_lin_Mohelia\WEB GAME\WEB GAME.html - Notepad + + [Administrator] = | ol
File Edit Search View Encoding Language Settings Macre Run  Plugins Window 7 X

cHEB LB 4 Rl a3 B8 S 1E0EH LN E|IE

B index htmi dl = were fitmi ..;J] B mobiie_hame Aimi ..;3] B mabile work htmi -_.ii & moblie sphercsthtml ..'.']] & mobits gannstiun Hml dl Elcersbonicss ..;.ii B patametricfommihtml i'_;i] H parsmettcinstructions Hml -_Jl Bl berametncaame timl L B WEB GAME html E3

o

font—family: Helvetica, Verdana, Brial, sans—serif;
background-golor: black:

43 é] i case "mizsing" -
44 g : 3 3 : 3 : ¢missingScreen.find("a").click(function (e) {
45 E E E E E E ; e.stopPropagation()

=1 ] i i i i i i i e.preventDefaulc () ;

47 ! : : ! : : : u.installPlugin():

48 E E E E E E : return false;

49 I i i i i i i 13 8

50 i i i i i i SmissingScreen.show()

51 break:;

53 case "installed”:

i EmissingScreen.remove() ;

a4 break:

23 cage "Ifirsth:

58 i break:;

57 e i i i i }

58 H i i ] b

59 1 . initPlugin{jQuery{"funityPlayer™)y [0]; "WEE GAME.unity3d"): i
60 | N

61 : —>

02 - ; </script>

63 [H <style type="text/gss">

a4 % <1 ——

&5 body {

o

o

8 calor: black: E
g text—-align: geEnker:

T1 a:link, a:visited {

T2 coloxr: #000;

i azactive, a:haover {

TS Golar: #066;

T8

o p:header { =

78 fomt—size: =small;

Ta

80 p.header span {

81 font-weight: bold:

g2 ]

23 p.faooter {

B4 Ffont—size: =z-small;

85 }

fa div.content {

g7 margin: auta;

88 width: S60px;

g4 }

90 diy.broken,

51 diy.missing {

02 margin: aato;

53 position: relative; -

Assignment 3 - Gameify! (Unity 3D)
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Changing the background color of the .html file

Josep_Jin_Nohelia/W DGAN %20GAME.html

WELCOME TO THE PARAMETRICFORM.COM WORLD
1) Follow the red dots
2) Walk through walls to display information
3} Walk through rotating "i" to display extra information
4) Hover your mouse over rotating "i" to change its color
5) Use the slider to control de rotation speed of the "

RCY THOMPSON

On Growth and Form
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Creating other .html pages for the website

We want to upload the game to the internet but we don’t want it to be directly accessible.
We create a home page to receive the visitors and a page with the basic instructions of the game.
The structure ot the site willbe  HOME PAGE click INSTRUCTIONS PAGE click GAME.

iH"i" ChlUsers\JOSEM\Desktop\IAACK03_DIG TOOLS\Assignment 3_losep_lin_Nohelia\WEBSITE\parametricform.html - Notepad+ + [Administrator] = | = &3 =] = 1 3%
x t I x i RIK 4
File Edit Search View Encoding Language Settings Macror Run  Plugins - )
a5 s & | |dig| % s = (o] ml [b] [ [y (28I
B indechtmt £3 | B work it ]||,'__i nobie_hame himl L3 | 5 = ||,;| & ||_. I=! :
Z'DOCTYPE htmlz>

H<html>
- <head>

<title>PARAMETRIC FORM</titlex
= <style type="text/gss">

ffnilscreen {

z-index: -2;

height: 100%:
width: aunto;
position: fixed:;
top: O

left:0px:;
margin-left: —-2px:

.html">  <img sro="paramelrichome.ipg” alt="" id="fmllseresn"/> </a> Al ' | P A R A M E T R I C F O R M .C O M

</body> < A virtual world to explere in a non-linear way
the origin, concepts and applications
of parametric design.

[ CLICKTO CONTINUE]

ts Jinyang Han + Josep Alcover + Nohelia Gonzalez
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Creating other .html pages for the website

u{ CAUsers\JOSEM Desktop\IAACKD3_DIG TOOLS\Assignment 3_losep_lin_Nohelia\WEBSITE\parametricinstructions.html - Notepad+ + [Administrator]

SR

Run

Plugins  Window 7

EoEE| e E

. | '.:J nobile pannsl

<title>PARAMETRIC FORM</title>

<style tvpe="text/gss">

| #£mllscreen {
13 i z-index: -2;
12 | height: 100%;
3 | width: auto;
position: fixed:
top: O;
left:0px;
margin-left: -2px:

L <fatyle>

<body>

<a

</body>

Le/htmls>

File Edit Search View Encoding Language Settings Macro
cHEB 5 & O|2¢| | 2
B indecht [ work i |_I sbite_home:Him ]I_:I mobile wark b
SIDCCTYPE html3

H<html>
<head>

0
@
£

* B I = | : = y - x 4[5 PAF % q x| ®
L7 filey///C:/Users/JOSEP/Desktop/IAAC/03_DIG%20TOOLS/Assignment%203_Josep_lin_MNohelia/WEBSITE/par 5.7

PARAMETRICFORM .COM

INSTRUCTIONS _

Go Fullscreen

[ CLICKTO CONTINUE]
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Web Hosting

We sign up for a free web hosting service in www.biz.nf.
This gives us space in the internet.
We get a free .co.nf domain.

/[ Unity Web Player | UNITY % [1 Unity Web Player | UNITY % | [Y| PARAMETRIC FORM * ‘j|_','] Biznf Hosting x N l=lEp] % |
« = cn cplbiz.nf/beta/ % @ =

_ = Panel de confrol anterior | = F | = 'dioma |ES | ¢y Cerrarsesion -

| %J.BIZ.NF |

Panel de control | v Hemamientas de alojamiento | ¥ Comprar Servicios | v Cloud Servers | v Cuenta | v Soporte

& Bienvenid@Josep Alcover

ke |/ 396 | 3 5 |

Make 553 via Affiliste Program

Acceso al gestor de Dominio - . Te v Services | v Domain Names | * Web Hesting | ¢ Sup
%" gustaria registrar o transferir un nombre de m

Dominio? Pulsa agui...

oy Sectuon

=& rmeng Ematly
£ PR o

Instalador de herramientas Zacky - ;Te oo
4 Qustaria instalar un constructor de sitio ‘bg
" Web o cualuir ofra herramienta Web? g
Pulsa aqui...

Gestidn FTP - ; Te gustaria c onfigurar una

L

' cuenta FTPy empezar a subir tus archivos
N S S S S e S S S S S atraves de FTP? Pulsa agui...
Gestién de archivos - ; Te gustaria pr—
o acceder y gestionar tus archivos File Mlanager - Woud you e 10 secenn
©  dirsctaments desde &l panel de control?
ID Cliente 1492823 i i
Personal Hosting plan Actualizar/Renovar #
- e N
Caducidad de la DBdJun, 2015  Renovar | || 0
. Renovar. . s g
. Q
- - Q
Servicios Total Utilizado TR H
Disponible ' o~ M IF tion de come
Espacio en disco limitado 2579 MB 5 % o Qj
Ll : _3:9? s Gestor de Base Gestor S5H Cenfiguracion de Cuentas de correo  Agceso Comeo
Dominios 2 ‘0 alojamisnt; de datos Crontab electronico web
= I e
—- = & @ 9« @ d @ @
Base de Datos MySQL 7 1 Eestor de Configuracion FTP  Proteccion por Configuracion de Gestor 851 Eensrador Alias de correo Gestor de listas
archivos contrasefia PHP de hiaccess de comeo
Base de Datos T 0 .
PostgreSQL @
M 4 de soporte o T
' ' . Zatky Website Gestor ASP.NET :
& Actualizar estadisticas Buider @ Q%
Aviso: El espatio en disco y las TR | Motificar un Solicitudes de
estadisticas de trafico s actualizan problema recuperacion de
cada hora ) copias de
& & g
o i Registros de Webalizer Informacion de Términos del Preguntas Motific aciones del
LRt Estado m atCceso y errores cuenta Senvicio frecuentes de sistema
c leiami
. o T
Limite de tamafio de DESACTIVADO -
archivo ' . ~
Estadisticas de Infor de Contrasefia de la Eliminar ¢ uents
SMTP ACTIV T:I'Eﬁcgs nformes de usoc gjsa'm C
Versién PHP 5328 Cambiar
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.com Domain

We buy a .com domain name from www.godaddy.com.

itis PARAMETRICFORM.COM

D Unity Web Player | UNITY % 1 E‘l Unity Web Player | UNITY % ﬁ PARAMETRIC FORM %\ [7] Beznf Hosting x : Detalles del Dominio x O\

-

c

Mi cuenta Dominios v

Dominios v  Comprary Vender v  Configuraciones v  Ayuda v

Detalles del Dominio

3 Todos los Dominios » PARAMETRICFORM.COM

PARAMETRICFORM.COM |~

Estado: Active | Fecha de creacion: 06/12/2014 | Wence el: 06/12/2015 | Carpeta: Ninguno | Perfil Ninguno

@ Renovar |« & Mejorar j_ Cambio de Cuenta €3 Eliminar

Configuraciones Archivo de Zona DNS Contactos

Configuracién de Daminio

Renovacion Automatica (7) Estandar Activado
Ampliado Desactivado

Administrar

Bloquear (3) Activada

Administrar

Servidores de nombres () NS35.0D0OMAINCONTROLCOM
NS36.DOMAINCONTROL.COM
Actualizado 06/12/2014

Administrar

Reenvio () Dominio: http://josepalcover.conf/parametricform.htmiReenviar con Masking

Administrar

Subdominio: 0 subdominios reenviados

Administrar

Premium DNS (@ Na propic
Mejorar
Registros DS (@) 0 registros DS creados

Administrar

Nombres del Host (3} 0 nombres de host creados

Administrar

Codigo de Autorizacion (7) Transferencia blogqueada hasta el 05/02/2015 Registro de dominio nuesvo
Enviar mi codige por comeo electrénico

Instantéanea de Cuenta

GoDaddy.com, LLC [US]| https://dcc.godaddy.com/dcc50/DomainDetails.aspx?identifier=q6BMeyEEqsP3ZR5P%2facSOCUPONOtUcrQORpMyHNe7 8epwal MpRdumdFXOHdBqtd 7TSZztimUHB8%3d&isa=&marketid=es-ES&regionsite=es 'if? 0 =

Asistencia técnica Josep v

HOSTING
Mas informacion

CORREQ ELECTRONICO
QOffice 365 no comprada Mas
nformacion

CREADOR DE SITIOS WEB

Mas infarmacion

Mejoras de Dominios
Menetiza, Protege. Promociona.

~» PRIVACIDAD

<‘ J % A {D
Jo prapio Agregar

PROTECCIOM DE LA

PROPIEDAD DE UN DOMINIO

Mo prapio Agregar

b

..+ DOMINIO CERTIFICADO @

No propia Agregar

GODADDY AUCTIONSE @
Mo propic Agregar

CERTIFICADO SSL @
Mo propio Agregar

. REGISTRO DE EMPRESA @
Mo propio Agregar
Extras

PAQUETE DE DOMINIO @
PERSOMNALIZADO
‘ariaciones Disponibles Agregar

Assignment 3 - Gameify! (Unity 3D)

Josep Alcover Llubid + Nohelia Gonzalez + Jinyang Han



Institute for Advanced Architecture of Catalonia

2014/// Digital Tools

[2ac ‘

Forwarding parametricform.com to the .co.nf domain

We forward parametricform.com to the .co.nf domain that is linked to the web host

server where we will upload the game and other .html files of the website.

We activate the masking. This means that in the address bar of the browser we will always see
parametricform.com.

*® | Unit eb Player | UNIT x | PARAMETRIC R x .| Bz.nf Hosting x ! gy Detalles del Dominio x

C' |& GoDaddy.com, LLC [US]| https://dcc.godaddy.com/dcc50/DomainDetails.aspx?identifier=q6BMeyEEqsP3ZR5P%2f9cSOCUPO!

PARAMETRICFORM.COM

El reenvio de nombre de deminio te permite dirigir automaticamente a los visitantes de tu
nombre de dominio a un sitic web diferente.

Dominio Subdominio:
Reenviar a: redireccion Tipo
http://josepalcover.co.nf/parame... 301 {Permanente) Reenviar con Masking H®

Lanceiar
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Uploading the files with FileZilla

We use FileZilla to upload the files to our web host server.
We upload 3 .html files (the home page, the instrucions page and the game page)

and 1 .unity3d file that stores information of the game.

josepalcover.com - 1492823@josepalcover.co.nf - FileZilla

=

File Edit View Transfer Server Bookmarks Help

d -[FR 2R se | TN

Host: Usernarme: Password: Port:

(ot -

Command: PASY

Response: 227 Entering Passive Mode (82,197,130,108,192,111).

Command: STOR parametricgarme.html

Response: 150 Opening ASCI mode data connection for parametricgame. htm|
Response: 226 Transfer complete

Status: File transfer successful, transferred 3.789 bytes in 2 seconds

Remote site: | fjosepalcover.co.nf

Local site: | C:\Users\JOSEM Desktoph\IAACYD3_DIG TOOLS\Assignment 3_Josep_lin_Nohelia\WEB GAME',

00:09:25 |eft

393.216 bytes (32,0 KiB/s)

00:00:05 elapsed

B . Assignment 3_Josep_lin_Mohelia = =
‘.|| PROCESS IMAGES il || josepalcover.co.nf
.. RHIMO
| UNITY_GAME [
-, WEB GAME =
L) WEBSITE Filename Filesize Filetype Last modified Permissions  Owner/Gro... ;
; || 04 STUDIO = | - Ei
Eisme = Filesise: | el Last modified & work.html 23178 ChromeH... 09/10/2014 0:1... adfrw (0755) 1492823 20...
|| web.Ink 1.665 Shortcut 29/09/2014 22:...  adfrw (0755) 1492823 20...
gt . = & visualizations360.html 20624 ChromeH.. 03/10/201411.... adfrw (0755) 1492823 20..
5] pasametticgeme html il Cyorme HTNL. VTR IE 600 @ visualizations.htm 23302 ChromeH.. 14/09/2014 20... adfrw (0755) 1492823 20..
0| parametricgame.unity3d 18854036 UNITY3D File 1471272014 16:43:20 [} testunity3d 130914 UNITY3DF.. 06/12/201423.. adfrw (0755) 1492823 20..
& testhtml 3636 ChromeH.. 06/12/2014 23:... adfrw (0755) 1492823 20...
R spherelogod.png 91304 PNGimage  29/09/2014 22:.. adfrw (0755) 1492823 20... |
Selected 2 files, Total size: 18.857.825 bytes 49 files and 7 directories, Total size: 12.144 874 bytes
Server/Local file Direction Remote file Size Priority  Status
4 1492823 @josepalcover.co.nf
[ causersy OSEPYDesktopiIAAC\03_DIG TOOLS\Assig... - fjosepalcover.co.nf/parametricgame.unity3d 18.854.036 Mormal  Transferring

| Queued files (1) rF;Edtransfers | Successful transfers (1) [
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Playing the game online

Now the game is in PARAMETRICFORM.COM
and everyone can play it.

[ parametricform.com

PARAMETRIC FORM .COM

A virtual world to explere in a non-linear way
the origin, concepts and applications
of parametric design.

[ CLICKTO CONTINUE]

Han + Josep Alcover + Nohelia Gonzalez
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Playing the game online

[ parametricform.com

PARAMETRICFORM .COM

INSTRUCTIONS_

Go Fullscreen

[ CLICKTO CONTINUE]

Han + Josep Alcover + Nohelia Gonzalez
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Playing the game online

[ parametricform.com

WELCOME TO THE PARAMETRICFORM.COM WORLD
1) Follow the red dots
2) Walk through walls to display information
3} Walk through rotating "i" to display extra information
4) Hover your mouse over rotating "i" to change its color
5) Use the slider to control de rotation speed of the "

RCY THOMPSON

On Growth and Form
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Playing the game online

[ parametricform.com

D'ARCY THOMPSON

On Growth and Form
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Playing the game online

Welcome to the Trans

Welcome to.the Trar
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Playing the game online

any clima
SERIALITY
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