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C# and VR Basics
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[bookmark: _vrhvb96nxxe9]Summary
1. C# and Unity basics: variables, strings, loops, control, numbers, instantiation and VR Setup test run
2. Class events:
a. C# coding 9-9:30 minutes (10 to explain, 15 for them to actually do it, 5 to go over it):
i. (Setup for github, code explanation, push code to git calling a static class they design (note that it doesn’t have to be static).
ii. Pull code from github.  Then, 
iii. Given a string or number input, return ‘string’ if a string and ‘number’ if a number after user presses enter.
b. Go over code and expectations for Milestone 1 space shooter project 9:30-10, maybe push that code to github.
c. VR Station setup test run.  Get Oculus prefabs working on all stations. 10-11
d. End of class put oculus away check them off in blue group names.
[bookmark: _fnjk6vnqzbqk]Individual Project Meetings/VR setup
1. Come up with a narrowed in scope idea for a prototype level this semester.
a. What is the main task going to be?
b. What is the most common thing a user will be doing (the core gameplay or gameloop)
c. How is VR/AR important to the user experience?
d. What kinds of assets are you going to need? (and can you create the ones you will borrow from the asset store this semester)
e. What would make this prototype better or worse?
2. Checkoff who set up something this week for each group (blue text in googlesheets), track which groups are setting up rifts.  First three weeks I just want everyone to get a prototype working themselves, and get an AR tablet/phone working themselves.  Each group should have one person doing AR, one doing VR, one doing Milestone one work.
[bookmark: _41f3anpyxsen]End of class challenge:
1. Not yet, setup the challenge environment today.
[bookmark: _cwpgxthk12l6]Resources
1. https://docs.unity3d.com/ScriptReference/Object.Instantiate.html
2. c# crash course section 6 in the Unity Games book.
3. Introduction and Chap 1 in Ten Things book.
4. Up to end of chapter 1 in the Grasshopper book on blackboard.
[bookmark: _ox6tt8kbzltv]Hmw
1. Read through reference one, make sure you can instantiate an object in code.
2. Read through c# crash course, put any useful code into utilities that you see.
3. Read the introduction in the ten things book.  Think about a video game where you learned something or experienced something profound and have that example in mind when you come to class.
4. Continue working on the part 2 space shooter game that is a part of milestone one in Introduction to Game Design book, we will go over how to implement some of it next week.
5. Read chapter one of The Grasshopper book on blackboard.
6. Bring laptops to class.
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