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1. About

Fantastic Glass is a set of tools developed by Fantastic Development for creating and managing realistic and abstract objects with
transparent volumes.

As well as including presets that demonstrate a diverse array of different types of materials, the parameters available allow for an
incredibly varied range of realistic and abstract objects.

The following documentation aims to clearly explain how to use Fantastic Glass and provide resources for further learning as well as
means of contacting Fantastic Development in the case of any issues.
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2. Installation
To install Fantastic Glass, import the Asset Package into your project:

1. In Unity Editor, select Assets > Import Package > Custom Package...

|F|Ie Edit | Assets GameObject Component Window Help

Create »
Show in Explorer
Open

Delete

Open Scene Additive

Import Mew Asset...
Import Package 3
Export Package... »
Find References In Scene ATt
Select Dependencies G
Refresh Curl+R CrossPlatforminput
Reimport Effects
Reimport All Erwimnment
ParticleSystems
Run API Updater., e
Open C# Project Utility
Vehicles

Visual Studia 2015 Tools

2. Select the Fantastic Glass package you wish to import

€} Import package ... X
T - - v O | Search Glass »
Organise *  New folder (= @ @
= ~
& Name Date modified Type
- ) FantasticGlass.unitypackage Unity package file
e
- @ -
. -
. & -
= r
a
. -
- ——
- v < >
File nome: [| | |unitypackage (-unitypackage) ~ |
o
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3. Import all assets from the package you require (Recommended: All) by selecting Import.

Impaort Unity Package n
FantasticGlass
» o &5 Editor i |
> 4 G Materiale L]
> i EModels ek |
» [ & Prefabs L HiE |
> o G seripts e ]
> i S shaders ek |
> o & Textures L e |

=

<

| I

All None Cancel P

4. Done! You should now have the latest Fantastic Glass assets in your project and be ready to finalise the installation with the
Setup stage (Section 3. Setup).
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3. Setup

To complete the setup of Fantastic Glass, simply follow the next two short sets of instructions: 3.1 Layers, and 3.2 Resolution.

3.1 Layers

The following steps will guide your through creating the following Layers, if they do not yet exist:

e GlassFront
e GlassBack

1. Select Edit > Project Settings > Tags and Layers

|File Edit | Assets GameObject Component

Undo Inspector
Redo

Cut

Copy

Paste

Duplicate

Delete

Frame Selected
Lock View to Selected
Find

Select All
Preferences...
Modules...

Play

Pause

Step

Signin..

Sign aut

Selection

Project Settings
Network Emulation

Graphics Emulation

Ctel+Z.
Ctrl+¥
Ctrl+X
Cir+C
Ctrl+
Cirle D
Shift+Del
F
Shift=F
CtrisF
Chel+A

Ctrl+P
Ctrl+Shift+P
CtrleAlt+P

Window Help

Eame 5
lplay 1 #| | 1080 {1320:<1080)

Input
Tags and Layers

Audic
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2. Add the tags into two separate empty layer slots.
NOTE: the names must be entered exactly.
@ |nspector

ﬁ Tags & Layers

Builtin Layer 0 | Default |
Builtin Layer 1 |Trar|sparentFx |
Builtin Layer 2 |Igrlnre Raycast |
Builtin Layer 3 [ |
Builtin Layer 4 [water |
Builtin Layer 5 I[T] |
Builtin Layer & [ |
Builtin Layer 7 [ |
User Layer 8 |GlassFront |
User Layer 9 |GlassBack |
User Layer 10 | |
3. Done! You are now ready to see Glass objects in Play mode. Follow the rest of the instructions in the next section to complete

the setup.
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3.2 Resolution / Aspect
To avoid the depth textures not matching up to the objects on screen, you must create a view profile that matches your screen’s
resolution. Here is an example showing what to do if your screen is 1920x1080 (1080p):

1. Open the drop-down menu.

2. Click the @ button to open the ‘Add’ dialogue.
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3.

4.

Fill in the width and height of your monitor and give the profile a name.

ccame

www.fantasticdevelopment.co.uk
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4, Usage

The following sections will show you how to use Fantastic Glass, focusing on creating new Glass objects and turning existing Game
Objects into Glass Objects.

4.1 Creating new Glass objects
1. Right-click on a blank area in the Hierarchy window and choose Create Other > Glass...

Window  Help

File Edit Assets GameObject Component

#@ Pivot | @ Global |

= Hierarchy

[l ——

Main Camera
Directional Light

Copy
Paste

Rename
Duplicate
Delete

Select Prefab

Create Empty
Create Other
30 Object
2D Object
Light

Audio

vow v v v e

jo—
@ Projec u

it LU Particle System L L
¥iiFaw + ¥ Using resolutio
Camera

OR choose the menu option GameObject > Create Other > Glass...

EFiIe Edit Assets | GameObject Component Window Help
Create Empty Ctri+Shift+ N m
Create Empty Child AlteShifte N
Create Other
3D Object
2D Orbject
Light
Audio
ul
Particle System

Forana

Glass...

Vv v v v S

Camera

page 12 of 41


http://www.fantasticdevelopment.co.uk/

2.

The Glass Maker window will now appear, showing the Create New GameObject section.

Glass Maker |
P Glass Presets {Default)
¥ Main Options
¥ Physics(Box Collider)
¥ Create New GameObject [Cube)
Glass Preview
{not all changes will be visible}

Mesh W Cube
» Mesh Scaling
» Default Mesh Scale

[ _Create Glass ]

¥ Advanced Settings
¥ Debug

¥ Use Existing GameObjact (0]
» Help

Advanced Settings (details in Section 5):

Set your options in the Glass Maker. These can be found under the togglable sections such as Main Options, Physics, and
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