No need to dig through your project looking for
a script, or having to remember its name,
they're all accessible through Action Scripts.

Finds all scripts in your project with just one click
and you can categorize them in seconds. Plus
you can apply them to your objects by clicking
a single button.

The program comes with a hundred free scripts Tutorial Video
to bring your objects to life, all pre-categorized

with helpful tooltips. These were sourced from

the Unity Wiki and have not been thoroughly

tested, your mileage may vary.
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Getting Started

To open the program first click on the Window menu item
on the Unity menu bar, scroll down to the Action Scripts
item and then click on Open Window.

When the program opens you will see the new floating
window called Action Scripts. At the top of this window is a
toolbar where you can access the pages for adding new
scripts, changing the setftings and for accessing the help
links.

Start Page

When the program opens you will see the start page. From
here you can choose to view the existing categories or
add your own script. Alternatively you can click on the Find
All Scripts button to search through your project for all
scripts that inherit from MonoBehaviour. All scripts that are
found will be automatically added to a new category
called New Scripts.

Categories
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From the start page you can click on the View Categories button or alternatively you can
click on the toolbar near the top right of the window. From this page you can select the

category you are interested in.
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Custom Scripts

From the Start Page you can click on the Add Custom
Script button to manually add a script to the categories. Action Scripts |

Custom Script +| Categories

The first field allows you to choose a script from the
project as long as it inherits from MonoBehaviour.

Button Mame

Below this you can give the script a new name. This can , :
|

be any name and doesn't have to be the same as the
script itself.
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Once complete you simply click on the Update/Add New of
Script Entry to finalize the creation of the new entry.

Context Menu

Within each category is the list of available scripts. By

default they are color coded as: | Action Scripts |

|| Settings +| Camera Control
Green: Pinned Camera Facing Billboard
Red: Used n::.arnera. Fug
Grey: Unused R
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The scripts will be sorted according to their color with Pin
the pinned at the very top, then the used scripts and UnPin

finally the unused scripts. By right clicking on the script
you can open a context menu which allows you to
change their status. You can also choose to Find Script,
Edit Script or modify a description by clicking on Edit
Script Entry. Edit Seript

Edit Script Entry
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If you have selected Reveal Hidden Scripts from the
Settings page or clicked on Toggle Hidden then the
hidden scripts will be revealed within the listing and G MR R
from the context menu you can choose to UnHide it. Motiea Avhit Trmnrnuaed
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Applying Scripts

Once you have opened a category and are ready to apply a script simply select an object
in your scene and click on the script button to apply it to the object. If everything worked
then you will hear a positive sound and the script will be added to the object. If anything
went wrong then please check the console for the error message to determine the cause of

the problem.
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Footstep Handler

Author:
Jake Bayer (Bakulakeld)

Description:
Simple C# script using CharacterController to
create footstep sounds.

Usage:

Use the sounds variable to assign the audio clip
you want to use, Use minInterval, maxVelocity,
and bias to change how the audio works.
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Settings Page

From the Settings page you can change some of the =
. 1on Scripts |

defaults used by the program. There are options for — P——
showing the toolfips, using audio and whether to show the |-
background image. You can also change the default ¥ Enable Audio %
colors used for the text labels and the button colors. These ¥ Background \\
include the use of an alpha channel. Script Text Color

Script Button Color .
From this page you can choose to Reveal Hidden Scripts or : ory Text Color
set them to all used or all new. This affects the colors of the
script buttons shown within each category.
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If you would like to save a copy of your settings or load Reveal Hidder
some previously saved settings then you can do that here
by clicking on the Save and Load buttons.

b

When the program closes the settings will be automatically
saved and loaded again when the program is restarted.
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Lastly you can reset the program back to the default R

settings by clicking on the Load Defaults button.

Help Page

If you need quick access to this tutorial then you can open 1"y ion seripts |

the file easily from the Help page. You can also access the Help —
FAQ page on the Mesh Maker website which may help FAQ

with a specific problem. You can also quickly access the =
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online videos from this page. pen Tutoria
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If you need further help you please write to
supporf@meshmaker.com and we will do
our best to solve the problem.
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Thank You

We hope you find the program very useful for working with the scripts in your projects and
thank you for your support while we confinue to improve the program and work on new
features. If you have a suggestion or find a bug then we would really like to hear from you.

To learn more about Action Scripts you can visit
MeshMaker.com



http://www.meshmaker.com/

