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FRONT VIEW

Free for subscribers

Hulu+
Free for subscribers

Amazon Prime
Free for subscribers
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SIDE VIEW
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Google Fonts

651 font families shown

Filters:

All categories

» Thickness

» Slant

» Width
Script:

Latin -

[X] Reset all filters/search

Styles:
[E Show all styles

Word Sentence Paragraph Poster

Preview Text: sign, HTMLS, CSS3, Front-end Development ¥  [E§ ~  Size: 28px ~ Sorting: Popularity ~

Normal 400

Designil.com is the place to learn Web Design, HTMLS5, CSS

Open Sans, 10 Styles by Steve Matteson

Normal 400

Designil.com is the place to learn Web Design, HTMLS, CSS3, Front-e

Slabo 27px, 1 Style by John Hudson
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Unit 4 — Gameplay Mechanics

® Quick Click Prototype

= Clicky Mouse

. KeepingpScore
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Clicky Mouse

> Step 1 : Create project'and switch to 2D view 1
® Step 2 : Create good and bad targets

® Step 3 : Toss objects randomly inithe air

. Step 4 : Replace messy codetwith new methods

® Step 5 : Create-object listin Game Manager

4 Step 6 : Create a coroutine to:Spawn objects

® Step 7 : Destroy target with click and sensor
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WI2Wst time... we need toicreate a new project and download the starter files to get things up and

tunning.Open Unity Hub and create an empty “Prototype 5" project in your
course directory on the correct Unity version.

2. Click to download the Prototype 5 Starter Files, extract the compressed
folder, and then import the .unitypackage into your project.

3. Open the Prototype 5 scene, then delete the sample'scene without
saving

4. Click on the 2D iconin Scene view to put Scene view.in 2D

New Concept : 2D View
Demo : Notice in 2D view:
You can’t rotate around
objects or move them in the

Z direction




Clicky Mouse — Step 2 : Create good and bad targets

The first thing we need in our gage are three good objects to collect, and one bad object to avoid. It'll be up to
you to decide what's good andwhat’s bad.

1.

2.

3.

From the Library, drag 3 “good” objects and 1 “bad” object into the
Scene, rename them “Good 17, “Good 27, “Good 37, and “Bad 1”
Add Rigid Body and Box Collider components, then make sure that
Colliders surround objects properly

lip : The bigger the collider
boxes, the easier it will be to
hit them

Tip : Try selecting multiple

Create a new Scripts folder, a new “Target.cs’ script inside it, attach it objects and applying

to the Target objects
Drag all 4 targetsiinto the Prefabs.foldefto-create “original prefabs”,
then delete them from the scene

scripts/components - very

handy

v € Prototype 5*
-
—'w-




Clicky Mouse — Step 3 : Toss objects randomlyein. the.@ifue

Now that we have 4 target preT"abg with t

foraue, ae 7ogHRst cs, decPare a new private Rigidbody
targetRb; and initialize it in Start()

2. In Start(), add an upward force multiplied by a
randomized speed

3. Add a torque with randemized. xyz values

4, Set the position with adrandomized ‘X value

private Rigidbody targetRb;

void Start() {
targetRb = GetComponent<Rigidbody>();
targetRb.AddForce(Vector3.up * Random.Range(12, 16), ForceMode.Impulse);
targetRb.AddTorque(Random.Range(-10, 10), Random.Range(-10, 10),
Random.Range(-1@, 10), ForceMode.Impulse);
transform.position = new Vector3(Random.Range(-4, 4), -6); }

same script, we need to toss them into the air with a random force,

Tip : Test with different
values by

dragging them in during
runtime

Don’t worry : We're going to
fix all these hard-coded

values next




methods B
Instead of leaving the randgm force, torque, andposition making our Start() function messy and

yinreadable. e s@indtaIBe R HohteMus: Rrandnew psrin gpeed, sHsiRapREHOdS.

2.

3.
4.

maxTorque, XRange, and ySpawnPos;
Create a new function for Vector3 RandomForce() and call it in Start()

Create a new function for float RandomTorque() and call it in Start()
Create a new function for RandomSpawnhPos(), have it return a new Vector3 and

call it in Start()

private float minSpeed = 12;
private float maxSpeed = 16;
private float maxTorque = 18;
private float xRange = 4;
private float ySpawnPos = -6;

void Start() {

targetRb.AddForce(=—=—= RandomForce(), ForceMode.Impulse);

targetRb.AddTorque(=== RandomTorque(), RandomTorque(), RandomTorque(),
ForceMode.Impulse);

transform.position = === RandomSpawnPos();

}

Vector3 RandomForce() {
return Vector3.up * Random.Range(minSpeed, maxSpeed);

}
float RandomTorque() {
return Random.Range(-maxTorque, maxTorque);

}
Vector3 RandomSpawnPos() {

return new Vector3(Random.Range(-xRange, xRange), ySpawnPos);

}
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M@%ﬁ%{; we should dd& i |s create a list for these objects to spawn fromn fsteaeoftmpikiag a
Spawn Manager for these Qpawn functions, we're.going to make a Game Nﬁé\ﬁﬁl?cfn%tt Wil _also

i gie Q?rggtgt%tenselv%tebame Manager” Empty object, attach a new < Manager

GameManager.cs script, then open it Demo : Feel free to

2. Declare a new public ListsGameQbject> targets;, then in the reference old code: We
Game Manager inspector, change the list Size.to 4 and used an array instead of a
assign your prefabs list to spawn the animals in

¢l | - [Ty [T Unit 2
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qume have a list oﬂ-otaject prefabs, we should instantiate them in'the game using
Soroutif2€ Ak ANdViRIZEI S pew private float spawnRate

Variable Tip : Feel free to reference old
code:
2. Create a new I[Enumerator SpawnTarget () method we used coroutines for the
: j : powerup cooldown in Unit 4
3. Inside the new method, while(true), wait 1 second, [ ———

with .Length, while Lists return
an integer with .Count

4. In Start(), use the StartCoroutine:method to begin pNeWsCeneept - While Loops

spawning objects

generate aprsandom index, and spawn”a random target

private float spawnRate = 1.0f;

void Start() { StartCoroutine(SpawnTarget()); }

IEnumerator SpawnTarget() {
while (true) {
yield return new WaitForSeconds(spawnRate);
int index = Random.Range(®, targets.Count);
Instantiate(targets[index]); } }
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Sensor + New Function :
Now thd dargedes, @é%@wawgmmgétmg peeie iveddhe air, we ﬁ’é%Uée\%’yﬂfor the player

There is also

to destion MeuseiiosliFk Wentsonssed thatesteeny dergetsythat (&l belaw te,screen.

the gameObject OnMouseEnter, but Down is
_ deflnitely
2. Add a new method for private void the one we want

Tip : You could use Update
and _eheck if target y position

destroy the gameObject is lower than a certain value,
but a sensor is better because

OnTriggerEnter(Collider other).andiinside that function,

private void OnMouseDown() { it doesn't run all the time
Destroy(gameObject); }

private void OnTriggerEnter(Collider other) {
Destroy(gameObject); }
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Keeping Score

® Step 1 : Add Score text position it on screen 1
° Step 2 : Edit the Score Text’'s properties

- Step 3 : Initialize score text.and variable

. Step 4 . Create a new,UpdateSeore method

®  Step 5 . Add score when'targets are destroyed

4 Step 6 : Assign a pointivalue'to each target

e Step 7 . Add a Particle explosion



2D view .

In order to display the score on-screen, we need-to add our very first Ul elerng\r)vt.
1.

In the Hierarchy, Create > Ul > TextMeshPro text, then if
prompted click the button to Import TMP Essentials

Rename the new object “Score Text”, then zoom out to see the
canvas in Scene view

Change the Anchor Peint so that'it is anchored from the top-left
corner

In the inspector, change its Pos X'and Pos™ sexthat it is in the
top-left corner

File Eot Assets GameObject Component Wedow Help

e+ m::w [ up Fivor | @Globa |

Y J R e o, g I s | a3 y I Je. e

Concept : Text Mesh Pro
I TMPro

New Concept : Canvas

New Concept : Anchor Points
Tip : Look at how it displays in
scene vs game view. It may
be_hard to see white text
depending on the background




e N

R&PP&&L'%& text is in th& scene and positioned properly, we should edit its properties so that it looks nice
and has the correct text. - 9

1. Change its text to “Score:”
2. Choose a Font Asset, Style, Size, and Vertex color.to

look good with your background

fa=all
N el

i
v mm
Q " Fan Select TMP FontAsset
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variable 4
ot Vel S BLIRIGIE vocica o popte o ere Vs need e Ulto dspay
2. Declare a new public TextMeshProUGUI scoreText, then
assign that variable in the inspector New Concept : Importing
3. Create a new private int score variable-and‘initialize it-in Libraries
Start() as score = 0;
4. Also in Start(),’set scoreText.text = *Score: " + score;

using TMPro;

private int score;
public TextMeshProUGUI scoreText;

void Start() {
StartCoroutine(SpawnTarget());
score = ©;
scoreText.text = "Score:

+ score; }




B WS

method ”

The score text displays the scare Variable perfectly, but it never gets updated. We need to write a new function

{nat rackes Ho-paini, A HISRIRY I Rfd U pdate Score method that requires

one int scoreToAdd parameter

2. Cut and paste scoreText.text = "Score: " + score; into the new
method, then call UpdateScore(0) in Start()

3. In UpdateScore(), increment the score by adding score +=
scoreToAdd;

4. Call UpdateScore(5) in theispawn l-arget()-function

void Start() {
.. ScoreTexttext—=5core——+—Scores
UpdateScore(®8); }

IEnumerator SpawnTarget() {
while (true) { ... UpdateScore(5); }

private void UpdateScore(int scoreToAdd) {
score += scoreToAdd;
scoreText.text = "Score:

+ score; }

New Concept : Custom
functions requiring parameters
Don’t worry : It doesn’t make
sense to add to score when
spawned, this is just

temporary
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S e

estiroye
ﬂow ]c(hatxle(aave a methbd 4O update the score, we should call it in the target script

¥vhenever a target is dest?oyed.

2.

In GameManager.cs, make the UpdateScore method public
In Target.cs, create a reference to private GameManager.
gameManager;

Initialize GameManager in Start() using the Find() method
When a targeétiis, destroyed, call UpdateScore(S);, then
delete the method call from SpawnTarget()

IEnumerator SpawnTarget() {
while (true) { ... UpdeteSecore(S): }

private—public void UpdateScore(int scoreToAdd) { ... }

Jarget.cs
private GameManager gameManager;

void Start() {
... gameManager = GameObject.Find("Game Manager™)
.GetComponent<GameManager>();}

private void OnMouseDown() {
... gameManager.UpdateScore(5); }

Tip : Feel free to reference old
code: We used script
communication in Unit 3 to
stop the game on GameOver
Warning : If you try to call
UpdateScore while it's private,
it won'’t work
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target R
The scormga’tapgg@jtgg ,wbpe@'@s ﬁ@mlpkﬂgligum@mnﬂpaj[\@ each of the targets a different value. The

good objects should vary in point value, and the bad object should subtract points.

2.

variable Tip : Here’s the beauty of

: . iables at work. Each target
In each of the Target prefab’s inspectors; set the Point S 51 AR WOTSs SECh TArge

$ can have their own unique
Value to whatever they're worth, including the bad pointValue!

target's negative value
Add the new variable to UpdateScore(pointValue);

public int pointValue;

private void OnMouseDown() {
Destroy(gameObject);
gameManager.UpdateScore(5 pointValue); }




Keeping Score — Step 7 : Add a Particle explosion
Z\'_he score ﬁsa}%tgp%gurgza&ng‘fngw Bllﬁg”?,glﬁ%rlqﬁ:t%§y§?grﬁf unsatisfying. To spice things up,

’ I |
let’s adde SQ glgﬁ@osr{ gﬂggl\évhenever a target gets clicked!
2. For each of your target prefabs, assign a particle

prefab from Course Library> Particles to the Explosion
Particle variable
3. In the OnMeuseDown() function, instantiate a new
explosion prefab

public ParticleSystem explosionParticle;

private void OnMouseDown() {
Destroy(gameObject);
Instantiate(explosionParticle, transform.position,

explosionParticle.transform.rotation);
gameManager.UpdateScore(pointvValue); }
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