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Unit 1
Summary

In this Unit, you will program a car moving side-to-side on a floating road, trying to
avoid (or hit) obstacles in the way. In addition to becoming familiar with the Unity
editor and workflow, you will learn how to create new C# scripts and do some simple
programming. By the end of the Unit, you will be able to call basic functions, then
declare and tweak new variables to modify the results of those functions.

To Tutorial oto Unity-Learn

YAwo mtou Ba xpeLaotel oto Project
Prototype 1 - Starter Files.zip

To katePAleTe KAl TO ATMOCUMTILELETE O€ EvaV PAKEAO TOU UTTOAOYLOTH OO


https://learn.unity.com/project/unit-1-driving-simulation?uv=2019.4&missionId=5f71fe63edbc2a00200e9de0&pathwayId=5f7e17e1edbc2a5ec21a20af
https://learn.unity.com/project/unit-1-driving-simulation?uv=2019.4&missionId=5f71fe63edbc2a00200e9de0&pathwayId=5f7e17e1edbc2a5ec21a20af
https://learn.unity.com/project/unit-1-driving-simulation?uv=2019.4&missionId=5f71fe63edbc2a00200e9de0&pathwayId=5f7e17e1edbc2a5ec21a20af
https://learn.unity.com/project/unit-1-driving-simulation?uv=2019.4&missionId=5f71fe63edbc2a00200e9de0&pathwayId=5f7e17e1edbc2a5ec21a20af
https://learn.unity.com/project/unit-1-driving-simulation?uv=2019.4&missionId=5f71fe63edbc2a00200e9de0&pathwayId=5f7e17e1edbc2a5ec21a20af
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip

1.Make a course folder and new project

Avoliyoupe to Unity Hub kat emAéyoupe tnv KaptéAa Projects
Ermt\éyoupe New yla va Eekvrioou e véEo Project

Erm\éyoupe to 3D template, ovopdloupe to project “Prototype 1”, kat adrjvoupe to Unity va Snuloupynoet to
folder tou Project otnv default 8€on

Matape Create, kot epluévoupe to Unity va Eekwvrioel tov Editor.

Projects v ; 202034011 us 2

Projects = All templates

Essentials Project

Byron_Game_RTS_2020_VR_Oculus

3D Sample Scene (HDRP)
ARMap

TestAR 3D Sample Scene (URP)
Byron_Game_RTS_2020_VR_PC
Prototype 1
Byron_Game_RTS_2020
3D Mobile D:AUnity

Byron_Game_RTS_2020_WEB

jestva 2D Mobile

Cancel




2.Import assets and open Prototype 1

Click to download the Prototype 1 Starter Files, then extract the compressed folder. Windows: Right-
click on the file > Extract All Mac: Double-click on the file

From the top menu in Unity, select Assets > Import Package > Custom Package, then navigate to the
folder you extracted and select the Prototype-1_Starter-Files.unitypackage file.

In the Import Unity Package window that pops up, select Import and wait for the assets to import.
In the Project window, in Assets > Scenes > double-click on the Prototype 1 scene to open it
Delete the Sample Scene without saving

Right-click + drag to look around at the start of the road


https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip?_ga=2.24002682.1186801097.1620052249-59568313.1601905412
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip?_ga=2.24002682.1186801097.1620052249-59568313.1601905412
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip?_ga=2.24002682.1186801097.1620052249-59568313.1601905412
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip?_ga=2.24002682.1186801097.1620052249-59568313.1601905412
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip?_ga=2.24002682.1186801097.1620052249-59568313.1601905412
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip?_ga=2.24002682.1186801097.1620052249-59568313.1601905412
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip?_ga=2.24002682.1186801097.1620052249-59568313.1601905412
https://connect-prd-cdn.unity.com/20210507/6c595e73-affa-42f7-ae53-9d7e33e7247a/Prototype 1 - Starter Files.zip?_ga=2.24002682.1186801097.1620052249-59568313.1601905412
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3.Add your vehicle to the scene

1. Inthe Project Window, open Assets > Course Library > Vehicles, then drag a vehicle into the Hierarchy
2. Hold right-click + WASD to fly to the vehicle, then try to rotate around it

3. With the vehicle selected and your mouse in the Scene view, Press F to focus on it
4. then use the scroll wheel to zoom in and out and hold the scroll wheel to pan

5. Hold alt+left-click to rotate around the focal point or hold alt+right-click to zoom in and out

6. If anything goes wrong, press Ctrl/Cmd+Z to Undo until it’s fixed
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4.Add an obstacle and reposition it
The next thing our game needs is an obstacle! We need to choose one and position it in front of the vehicle.
1. Goto Course Library > Obstacles and drag an obstacle directly into the Scene view
2. In the Inspector for your obstacle, in the top-right of the Transform component, click the
more options button > Reset Position Note: The more options button may appear as three
vertical dots or a gear icon, depending on your version of Unity

3. Inthe Inspector, change the XYZ Location to x=0, y=0, z=25

4. Inthe Hierarchy, Right-click > Rename your two objects as “Vehicle” and “Obstacle”
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5.Locate your camera and run the game

1. Select the Camera in the hierarchy, then press F to focus on it

2. Press the Play button to run your Game, then press Play again to stop it
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v () Environment
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6.Move the camera behind the vehicle

In order for the player to properly view our game, we should position and angle the camera in a good spot behind the vehicle

1. Use the Move and Rotate tools to move the camera behind the vehicle looking down on it

2. Hold Ctrl/Cmd to move the camera by whole units

Account ~ | Layers = M Layout
o Game i | @ Inspector = 4
Display 1~ 1920x1080 ~ Scale @— 0.32x Maxim “RMain Camara Static
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To begin a new timeline with Main Camera, create a Director component and a Timeline asset
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Lesson 1.2 - Pedal to the Metal

In this lesson you will make your driving simulator come alive. First you will write your very first lines of code in C#, changing the
vehicle’s position and allowing it to move forward. Next you will add physics components to your objects, allowing them to collide
with one another. Lastly, you will learn how to duplicate objects in the hierarchy and position them along the road.

1.Create and apply your first script
1. Inthe Project window, Right-click > Create > Folder named “Scripts”

2. Inthe “Scripts” folder, Right-click > Create > C# Script named “PlayerController”

3. Dragthe new script onto the Vehicle object

4. Click on the Vehicle object to make sure it was added as a Component in the Inspector



< Prototype 1 - Prototype 1 - PC, Mac & Linux Standalone - Unity 2020.3.40f1* <DX11>

File Edit Assets GameObject Component Window Help

® B
= Hierarchy o5 Game
+v [« Display 1
v € Prototype 1* H
) Main Camera

() Directional Light
¥ () Environment
» @ SkyDome
% MountainSkybox
9 Road

| v Vehicle
OB

Novov v

I Project ad
+ v & e x| ®7
» o Favorites

¥ @ Assets
» i Course Librar
I Scenes
I Scripts
» Wm Packages

P —
© Animation i Timeline
Clear | » Collapse Error Pause | Editor v

& Console

¥ 1920x1080

~ Scale ®— 0.32x Maxim

Account v M Layers ~ [ Layout -
0 Inspector i
8@~ Venicle Static ¥
T Tag Untagged ~ Layer Default ~
Prefab Open Select Overrides v
v A Transform o
Position X0 Yo zZo
Rotation X0 Yo zZo
Scale X1 Y Z1
v i ST_Ven_Ute_Red_Z (MeshFi @ = :
Mesh ST _Veh_Ute Red Z ®
v B8 v Mesh Renderer [
» Materials 1
» Lighting
» Probes
» Additional Settings
v [~ Mesh Collider @i
Convex v
Is Trigger
Cooking Options Mixed... -

Material
Mesh

None (Physic Material) ®
B#ST_Veh_Ute Red Z ©

Simple Town (Material)
> Shader Standard v | Edit...

Add Component




2.Add a comment in the Update() method

1. Double-click on the script to open it in Visual Studio

2. Inthe Update() method, add a comment that you will: // Move the vehicle forward

void Update()
{

// Move the vehicle forward

¥

3.Give the vehicle a forward motion
1. Under your new comment, type transform.tr, then select Translate from the autocomplete menu
2. Type(,add O, 0, 1 between the parentheses, and complete the line with a semicolon (;)

3. Press Ctrl/Cmd + S to save your script, then run your game to test it

void Update()
{

// Move the vehicle forward
transform.Translate(0, 0, 1);

}

Eival to transform component tou GameObject tou €xeL to Script ota components tou



N File  Edit View Project Build Debug Test Analyze Tools Extensions Window Help Search (Ctrl+Q) P Prototype 1 . — (]

-0/ 8- @D -] pebug - Anycru ~ B Attach to Unity = @, i =a|(M A,
PlayerController.cs* & X
v-2eam & Assembly-CSharp -[‘t:wayercmmugr ~| @z Update()
Susing Syste tions;
Search Solution Explorer (Ctrl+") P~ N vstem. Collections.Gene
3 Solution ‘Prototype 1' (1 of 1 project) 3 using UnityEngine;
b [ Assembly-CSharp a
5 Epublic class PlayerController : MonoBehaviour
6
7 /I start is called before the first frame update
8 - void Start() {
9
10 }
1
12 // Update is called once per frame
13 = void Update(}) {
14 /1 Move the vehicle forward
15 4" transform.Translate(0, 0, 1);
16 b [ 4 40f6 w void Transtorm. ranslate(float x, float y, float z)
i;‘ i Moves the transform by x along the x axis, y along the y axis, and z along the z axi
#3 TrackedReference &
*2 TrailRenderer
#3 Transform
& transiorm Transform Component.transform ( get; }
@] translation: The Transform attached to this GameObject.
& TransparencySortMode
#¢ Tree
{} Treekditor -
E| ) o oo & 5L o
99%  ~ & Noissues found LA Ln:15  Ch:23  SPC

tput
4 Add to Source Control ~ /8




4.Use a Vector3 to move forward

Delete the 0, 0, 1 you typed and use auto-complete to replace it with Vector3.forward

void Update()

{
// Move the vehicle forward
transform.Translate(&—68—* Vector3.forward);

5.Customize the vehicle’s speed

Right now, the speed of the vehicle is out of control! We need to change the code in order to adjust this.

Add * Time.deltaTime and run your game

‘Evag cuVTEAEOTNC TaXUTNTAG TOU OXHLOTOC.
Add * 20 and run your game

void Update()
{

// Move the vehicle forward
transform.Translate(Vector3.forward * Time.deltaTime * 20);

To Time.deltaTime ival o Xpovog Tou TEPAGE Ao TNV TPONYOULEVN EKTEAECH TOU
Update (ouclaotik@ o xpovog mou Xpeldotnke to frame yia va oxediaotel). Me
OUTO TOV TPOTO KAVOULE TIO OMOAN TNV Kivnon adol TpocapUoloUpE TNV
anootacn mou Oa PUETAKIVICOUHUE OTO XPOVO TIOU TIEPACE OO TNV TIPONYOULEVN
kivnon (6nAadn oto frame-rate pe to omolo TPEXEL N oKV Hag).



6.Add RigidBody components to objects

Right now, the vehicle goes right through the box! If we want it to be more realistic, we need to add physics.

1. Select the Vehicle, then in the hierarchy click Add Component and select RigidBody
2. Select the Obstacle, then in the hierarchy click Add Component and select RigidBody

3. Inthe RigidBody component properties, increase the mass of vehicle and obstacle to be about what they would
be in kilograms and test again

7.Duplicate and position the obstacles

1. Click and drag your obstacle to the bottom of the list in the hierarchy
2. Press Ctrl/Cmd+D to duplicate the obstacle and move it down the Z axis
3. Repeat this a few more times to create more obstacles

4. After making a few duplicates, select one in the hierarchy and hold ctrl + click to select multiple obstacles, then
duplicate those
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Lesson 1.3 - High Speed Chase

Summary

Overview:

Keep your eyes on the road! In this lesson you will code a new C# script for your camera, which will allow it to follow the vehicle
down the road and give the player a proper view of the scene. In order to do this, you’ll have to use a very important concept in
programming: variables.

Project Outcome:

The camera will follow the vehicle down the road through the scene, allowing the player to see where it’s going.

1.Add a speed variable for your vehicle

We need an easier way to change the vehicle’s speed and allow it to be accessed from the inspector. In order to do so what we need
is something called a variable.

1. In PlayerController.cs, add public float speed = 5.0f; at the top of the class
H public petaBAntn speed Ba eudaviletal

2. Replace the speed value in the Translate method with the speed variable, then test otov editor kot Ba umopolue va TV
TPOTOMOLOUHE amd eKel

3. Save the script, then edit the speed value in the inspector to get the speed you want

public float speed = 20;

void Update()
{

transform.Translate(Vector3.forward * Time.deltaTime * 28 speed);

}



1 ~|1920x1080

~ | Scale @ — 0.31x | Ma

’ . .
.'v v Vehicle Static ¥

v

Layer Default ~

I H public petaBAntn speed Ba eudaviletal
otov editor kot 6a pmopoUue va TNV

Prefab Open \ Select Overrides v
v Transform o
Positon X0 YO ZoO
Rotaton X0 YO  ZoO
Scale X1 ) Z1
v B  ST_Veh_Ute_Red_Z (Mesh @ 3t :
Mesh EiST_Veh_Ute_Red_z ®
v B v Mesh Renderer @ i
» Materials 1
- » Lighting
» Probes
» Additional Settings
: » B v Mesh Collider e i
#)  Rigidbody Q 3 i

TPOMOTOLOUUE MO eKEl

Iv #. v Player Controller (Script) @ 3t

Script PlayerController
Speed 20
Simple Town (Material) 2 Bl
Shader Standard v || Edit...

Add Component




2.Create a new script for the camera

The camera is currently stuck in one position. If we want it to follow the player, we have to make a new script for the camera.
1. Create a new C# script called FollowPlayer and attach it to the camera
2. Add public GameObject player; to the top of the script
3. Select the Main Camera, then, drag the player object onto the empty player variable in the Inspector

4. In Update(), assign the camera’s position to the player’s position, then test

H public petapAnth player 6a pa emutpédel otov editor
VO OUVOECGOULE TNV KAUEPO LE TO OXNUA

public GameObject player;
void Update()

{ Baloupe tnv KAuEpA oTNV
transform.position = player.transform.position; 6la Béon pe To OXNHA

3.Add an offset to the camera position
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3.Add an offset to the camera position

In the line in the Update method add + new Vector3(0, 5, -7), then test

public GameObject player;

void Update()
{

transform.position = player.transform.position + new Vector3(®e, 5, -7);

}

4.Make the offset into a Vector3 variable

1. Atthe top of FollowPlayer.cs, declare private Vector3 offset;

N

Copy the new Vector3() code and assign it to that variable
3. Replace the original code with the offset variable

4. Test and save

public GameObject player;
private Vector3 offset = new Vector3(e, 5, -7);

void Update()
{

transform.position = player.transform.position + newVeeter3(8,—5—7) offset;
}



5.Smooth the Camera with LateUpdate

You may have noticed that the camera is kind of jittery as the car drives down the road - let’s fix that.

1. Test your prototype to notice the jittering camera as the vehicle drives.
2. In FollowPlayer.cs, replace Update() with LateUpdate().

3. Save and test to see if the camera is less jittery.

void LateUpdate()
{

transform.position = player.transform.position + offset;

}



Lesson 1.4 - Step into the Driver's Seat

Summary

Overview:

In this lesson, we need to hit the road and gain control of the vehicle. In order to do so, we need to detect when the player is
pressing the arrow keys, then accelerate and turn the vehicle based on that input. Using new methods, Vectors, and variables, you
will allow the vehicle to move forwards or backwards and turn left to right.

Project Outcome:

When the player presses the up/down arrows, the vehicle will move forward and backward. When the player presses the left/right
arrows, the vehicle will turn.

1.Allow the vehicle to move left/right

1. Atthe top of PlayerController.cs, add a public float turnSpeed; variable
2. In Update(), add transform.Translate(Vector3.right * Time.deltaTime * turnSpeed);

3. Runyour game and use the turnSpeed variable slider to move the vehicle left and right

public float turnSpeed;

void Update()
{

transform.Translate(Vector3.forward * Time.deltaTime * speed);
transform.Translate(Vector3.right * Time.deltaTime * turnSpeed);

}
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2.Base left/right movement on input

Currently, we can only control the vehicle’s left and right movement in the inspector. We need to grant some power to the player and
allow them to control that movement for themselves.

1. From the top menu, click Edit > Project Settings, select Input Manager in the left sidebar, then expand the Axes fold-out to
explore the inputs

2. In PlayerController.cs, add a new public float horizontallnput variable
3. In Update, assign horizontallnput = Input.GetAxis("Horizontal");, then test to see it in inspector
4. Add the horizontallnput variable to your left/right Translate method to gain control of the vehicle

5. Inthe Inspector, edit the turnSpeed and speed variables to tweak the feel

public float horizontalInput;

void Update()
{

horizontalInput = Input.GetAxis("Horizontal™);

transform.Translate(Vector3.forward * Time.deltaTime * speed);
transform.Translate(Vector3.right * Time.deltaTime * turnSpeed * horizontalInput);

}
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public float horizontalInput;

Public yia va BAémoupe tv
T tng otov Editor void Update()
{

horizontalInput = Input.GetAxis("Horizontal");

transform.Translate(Vector3.forward * Time.deltaTime * speed);
transform.Translate(Vector3.right * Time.deltaTime * turnSpeed * horizontallInput);

}



3.Take control of the vehicle speed

We’ve allowed the player to control the steering wheel, but we also want them to control the gas pedal and brake

1. Declare a new public forwardInput variable
2. In Update, assign forwardinput = Input.GetAxis("Vertical");

3. Addthe forwardInput variable to the forward Translate method, then test

public float horizontallnput;
public float forwardInput;

void Update()
{

horizontalInput = Input.GetAxis("Horizontal");
forwardInput = Input.GetAxis("Vertical");

transform.Translate(Vector3.forward * Time.deltaTime * speed * forwardInput);
transform.Translate(Vector3.right * Time.deltaTime * turnSpeed * horizontallInput);

}



4.Make vehicle rotate instead of slide

There’s something weird about the vehicle’s movement... it’s slides left to right instead of turning. Let’s allow the vehicle to turn like a

real car!

1. In Update, call transform.Rotate(Vector3.up, horizontallnput), then test
2. Delete the line of code that translates Right, then test

3. Add * turnSpeed * Time.deltaTime, then test

void Update()
{

horizontalInput = Input.GetAxis("Horizontal");
forwardInput = Input.GetAxis("Vertical");

transform.Translate(Vector3.forward * Time.deltaTime * speed * forwardInput);
transform.Rotate(Vector3.up, turnSpeed * horizontalInput * Time.deltaTime);




Unit 2
Summary

In this Unit, you will program a top-down game with the objective of throwing food to
hungry animals - who are stampeding towards you - before they can run past you. In
order to do this, you will become much more familiar with some of the most important
programming and Unity concepts, including if-then statements, random value
generation, arrays, collision detection, prefabs, and instantiation. In completing this
Unit, you will learn how to program a basic game with the ability to launch projectiles
and maneuver the player to keep the game alive..

To Tutorial oto Unity-Learn

YA mtou Ba xpeLaotel oto Project
Prototype 2 - Starter Files.zip

To kateBAlete Kal TO AMOCUUTILELETE OE Evav GAKEAO TOU UTTOAOYLOTH) OOC


https://learn.unity.com/project/unit-2-basic-gameplay?uv=2019.4&pathwayId=5f7e17e1edbc2a5ec21a20af&missionId=5f71fe63edbc2a00200e9de0
https://learn.unity.com/project/unit-2-basic-gameplay?uv=2019.4&pathwayId=5f7e17e1edbc2a5ec21a20af&missionId=5f71fe63edbc2a00200e9de0
https://learn.unity.com/project/unit-2-basic-gameplay?uv=2019.4&pathwayId=5f7e17e1edbc2a5ec21a20af&missionId=5f71fe63edbc2a00200e9de0
https://learn.unity.com/project/unit-2-basic-gameplay?uv=2019.4&pathwayId=5f7e17e1edbc2a5ec21a20af&missionId=5f71fe63edbc2a00200e9de0
https://learn.unity.com/project/unit-2-basic-gameplay?uv=2019.4&pathwayId=5f7e17e1edbc2a5ec21a20af&missionId=5f71fe63edbc2a00200e9de0
https://connect-prd-cdn.unity.com/20210507/bfd26de3-a68a-4a16-8cf6-8eacf2bb7f75/Prototype 2 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/bfd26de3-a68a-4a16-8cf6-8eacf2bb7f75/Prototype 2 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/bfd26de3-a68a-4a16-8cf6-8eacf2bb7f75/Prototype 2 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/bfd26de3-a68a-4a16-8cf6-8eacf2bb7f75/Prototype 2 - Starter Files.zip

Lesson 2.1 - Player Positioning

Summary

Overview:

You will begin this unit by creating a new project for your second Prototype and getting basic player movement working. You will first
choose which character you would like, which types of animals you would like to interact with, and which food you would like to feed
those animals. You will give the player basic side-to-side movement just like you did in Prototype 1, but then you will use if-then
statements to keep the Player in bounds.

Project Outcome:
The player will be able to move left and right on the screen based on the user’s left and right key presses, but will not be able to leave

the play area on either side.

Materials
Prototype 2 - Starter Files.zip



https://connect-prd-cdn.unity.com/20210507/bfd26de3-a68a-4a16-8cf6-8eacf2bb7f75/Prototype 2 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/bfd26de3-a68a-4a16-8cf6-8eacf2bb7f75/Prototype 2 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/bfd26de3-a68a-4a16-8cf6-8eacf2bb7f75/Prototype 2 - Starter Files.zip
https://connect-prd-cdn.unity.com/20210507/bfd26de3-a68a-4a16-8cf6-8eacf2bb7f75/Prototype 2 - Starter Files.zip

1.Create a new Project for Prototype 2
The first thing we need to do is create a new project and import the Prototype 2 starter files.

1. Open Unity Hub and create an empty “Prototype 2” project in your course directory on the correct Unity version. If you
forget how to do this, refer to the instructions in Lesson 1.1 - Step 1

2. Click to download the Prototype 2 Starter Files, extract the compressed folder, and then import the .unitypackage into your
project. If you forget how to do this, refer to the instructions in Lesson 1.1 - Step 2

3. Fromthe Project window, open the Prototype 2 scene and delete the SampleScene
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2.Add the Player, Animals, and Food

Let’s get all of our objects positioned in the scene, including the player, animals, and food.

1.

If you want, drag a different material from Course Library > Materials onto the Ground object
Drag 1 Human, 3 Animals, and 1 Food object into the Hierarchy
Rename the character “Player”, then reposition the animals and food so you can see them
Adjust the XYZ scale of the food so you can easily see it from above
= Hierarchy | 2 i | # Scene | i | o®Game | :
+v (oAl Shaded v/ || @ [w | |v|B0|H |v| % |m~|Gizmos | v |Display 1 v |1920x1080 ~ | Scale @ — 0.31x | Maxi
v € Prototype 2 g
£p) Main Camera
) Directional Light ‘}'
» () Environment (.‘
» §@ Player > V
» W9 Dog_Beagle_01 >
» &9 Animal_Cow_Brown >
» &9 Animal_Horse_Brown >
W9 Food_Steak_01 >
M Project | 2 i
+v [a |8 | @ | x|m®s
»  Favorites Assets > Course Library > Fo
——— W# Food_Banana_01

&7 Food_Bone_01
&7 Food_Cookie_01
&# Food_EnergyCan_01

v (@@ Course Library
» Im _Source_Files

AT sl % Food_Fish_Cooked
: ?:r?: &7 Food_Organic_Apple_01
o &7 Food_Organic_Apple_03
= ‘ &7 Food_Organic_Carrot
: :?J?nans @ Food_Organic_Pear_02
= W7 Food_Pizza_01
RS &7 Food_Sandwich_01

&7 Food_Steak_01

i Backages & Food_Wine_01




3.Get the user’s horizontal input

If we want to move the Player left-to-right, we need a variable tracking the user’s input.

1. Inyour Assets folder, create a “Scripts” folder, and a “PlayerController” script inside

2. Attach the script to the Player and open it
3. Atthe top of PlayerController.cs, declare a new public float horizontallnput

4. In Update(), set horizontallnput = Input.GetAxis(“Horizontal”), then test to make sure it works in the inspector

public float horizontalInput;
void Update()

{
horizontalInput = Input.GetAxis("Horizontal");
}

Matwvtag to TARKTPA yLa
= Se€la-aplotepd MpEMeL va

HETABAAAETAL N TLUH TOU
Add Component Horizontal Input




4.Move the player left-to-right

We have to actually use the horizontal input to translate the Player left and right.

1. Declare a new public float speed = 10.0f;

2. In Update(), Translate the player side-to-side based on horizontallnput and speed

public float horizontalInput;
public float speed = 18.0f;

void Update()

{

horizontalInput = Input.GetAxis("Horizontal");
transform.Translate(Vector3.right * horizontalInput * Time.deltaTime * speed);

}

5.Keep the player inbounds

We have to prevent the player from going off the side of the screen with an if-then statement.
1. In Update(), write an if-statement checking if the player’s left X position is less than a certain value

2. Intheif-statement, set the player’s position to its current position, but with a fixed X location

void Update() {
if (transform.position.x < -10) {

transform.position = new Vector3(-10, transform.position.y, transform.position.z);
}
}
Av Eenepaotel To 0pLo (-10) , akivnTtomoloU e

1o X 070 -10 kot Statnpoupe idteg TG aAAeg dvo
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6.Clean up your code and variables

We need to make this work on the right side, too, then clean up our code.

1. Repeat this process for the right side of the screen

2. Declare new xRange variable, then replace the hardcoded values with them

3. Add comments to your code

public float xRange = 18;

void Update()

{
// Keep the player in bounds

if (transform.position.x < —38 -xRange)

{
transform.position = new Vector3(—28 -xRange, transform.position.y, transform.position.z);
}
if (transform.position.x > xRange)
{
transform.position = new Vector3(xRange, transform.position.y, transform.position.z);
}
}

METICIM Mpayer |
'

6.3609

o
- MopatnpAOTE MWE KWVWVTAG ToV Taiktn Se€d —
aploTePa, to X Sev EemepvaeL MOTE Ta OpLaL

'+ PlayerController ® 'XRange <> XRange

0
10

10 e




Lesson 2.2 - Food Flight

Summary

Overview:

In this lesson, you will allow the player to launch the projectile through the scene. First you will write a new script to send the
projectile forwards. Next you will store the projectile along with all of its scripts and properties using an important new conceptin
Unity called Prefabs. The player will be able to launch the projectile prefab with a tap of the spacebar. Finally, you will add boundaries
to the scene, removing any objects that leave the screen.

Project Outcome:
The player will be able to press the Spacebar and launch a projectile prefab into the scene, which destroys itself when it leaves the
game’s boundaries. The animals will also be removed from the scene when they leave the game boundaries.

1.Make the projectile fly forwards

The first thing we must do is give the projectile some forward movement so it can zip across the scene when it’s launched by the
player.

1. Create a new “MoveForward” script, attach it to the food object, then open it

2. Declare a new public float speed variable;

3. In Update(), add transform.Translate(Vector3.forward * Time.deltaTime * speed);, then save
4. Inthe Inspector, set the projectile’s speed variable, then test

public float speed = 40.0f;

void Update() {
transform.Translate(Vector3.forward * Time.deltaTime * speed);

}



2.Make the projectile into a prefab

Now that our projectile has the behavior we want, we need to make it into a prefab it so it can be reused
anywhere and anytime, with all its behaviors included.

1. Create a new “Prefabs” folder, drag your food into it, and choose Original Prefab

N

In PlayerController.cs, declare a new public GameObject projectilePrefab; variable

3. Select the Player in the hierarchy, then drag the object from your Prefabs folder onto the new Projectile Prefab box in the inspector

4. Try dragging the projectile into the scene at runtime to make sure they fly
Any CPU ~ P Aftachto Unity ~ Q@ _FE Y| = = | M -
Poyaconiotercs = x IR
ly-CSharp ~ | #z PlayerController @ p
=] System.Col S
ener
using UnityEngine;
Q
—lpublic class PlayerController : MonoBehaviour {
public float horizontalInput;
public float speed = 10;
public float xRange = 10;
F public GameObject projectilePrefab;

// Start is called before the first frame update

&

= Joid Start() {

}
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3.Test for spacebar press

Now that we have a projectile prefab assigned to PlayerController.cs, the player needs a way to launch it with the space bar.

1. InPlayerController.cs, in Update(), add an if-statement checking for a spacebar press:
if (Input.GetKeyDown(KeyCode.Space)) {

1. Inside the if-statement, add a comment saying that you should // Launch a projectile from the player

void Update()

{ if (Input.GetKeyDown(KeyCode.Space))
{
// Launch a projectile from the player
}
}

4.Launch projectile on spacebar press

We’ve created the code that tests if the player presses spacebar, but now we actually need spawn a projectile when that
happens

1. Inside the if-statement, use the Instantiate method to spawn a projectile at the player’s location with the
prefab’s rotation

if (Input.GetKeyDown(KeyCode.Space))
{
// Launch a projectile from the player

Instantiate(projectilePrefab, transform.position, projectilePrefab.transform.rotation);
¥
KaBe dopa mou Ba matietat to SPACE Ba Snuioupyeital otn oknvh €va OVTIKELEVO TUTIOU

projectilePrefab , otn 6€on tou maiktn (transform.positiojn) Ko pe TNV TEPLOTPOPI) TTOU EXEL TO
projectilePrefab (projectilePrefab.transform.rotation)
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5.Make animals into prefabs

The projectile is now a prefab, but what about the animals? They need to be prefabs too, so they can be instantiated during the
game.

1. Rotate all animals on the Y axis by 180 degrees to face down

2. Select all three animals in the hierarchy and Add Component > Move Forward
3. Edit their speed values and test to see how it looks

4. Drag all three animals into the Prefabs folder, choosing “Original Prefab”

5. Test lyy dragging prefabs into scene view during gameplay
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6.Destroy projectiles offscreen

Whenever we spawn a projectile, it drifts past the play area into eternity. In order to improve game performance, we need to
destroy them when they go out of bounds.

1. Create “DestroyOutOfBounds” script and apply it to the projectile

2. Add a new private float topBound variable and initialize it = 30;
3. Write code to destroy if out of top bounds if (transform.position.z > topBound) { Destroy(gameObject); }

4. Inthe Inspector Overrides drop-down, click Apply all to apply it to prefab

private float topBound = 30;

void Update() {
if (transform.position.z > topBound) {

Destroy(gameObject); }} \

‘Otav T0 Z TOU QVTIKELUEVOU TIoU PEPEL AUTO ToV KwOLKa EETTEPATEL
To topBound , KataoTpEPeTal.
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7.Destroy animals off screen

If we destroy projectiles that go out of bounds, we should probably do the same for animals. We don’t want critters getting lost in
the endless abyss of Unity Editor...

1. Create else-if statement to check if objects are beneath lowerBound: else if (transform.position.z > topBound)

2. Apply the script to all of the animals, then Override the prefabs

private float topBound = 3@;
private float lowerBound = -10;

void Update() {
if (transform.position\z > topBound)
{
Destroy(gameObject);
} else if (transform.posi
Destroy(gameObject);

b}

ion.z < lowerBound) {

Kavoupe mpooBrikeg oto DestroyOutOfBounds script wote va
efunnpetel kat tnv kataotpodn Twv prefabs lwwv otav Byouv anod
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Kal ta {wa



Lesson 2.3 - Random Animal Stampede
Summary

Overview:

Our animal prefabs walk across the screen and get destroyed out of bounds, but they don’t actually appear in the game unless we
drag them in! In this lesson we will allow the animals to spawn on their own, in a random location at the top of the screen. In order to
do so, we will create a new object and a new script to manage the entire spawning process.

Project Outcome:
When the user presses the S key, a randomly selected animal will spawn at a random position at the top of the screen, walking
towards the player.

1.Create a spawn manager

If we are going to be doing all of this complex spawning of objects, we should have a dedicated script to manage the process, as well
as an object to attach it to.

1. Inthe Hierarchy, create an Empty object called “SpawnManager”

2. Create a new script called “SpawnManager”, attach it to the Spawn Manager, and open it

3. Declare new public GameObject[ ] animalPrefabs;

4. Inthe Inspector, change the Array size to match your animal count, then assign your animals by dragging them from the
Project window into the empty slots Note: Make sure you drag them from the Project window; not the Hierarchy! If you're
going to spawn objects, you need to make sure you're using Prefabs, which are stored in the Project window.
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2.Spawn an animal if S is pressed

We’ve created an array and assigned our animals to it, but that doesn’t do much good until we have a way to spawn them
during the game. Let’s create a temporary solution for choosing and spawning the animals.

1. In Update(), write an if-then statement to instantiate a new animal prefab at the top of the screen if S is pressed

2.  Declare a new public int animallndex and incorporate it in the Instantiate call, then test editing the value in the Inspector

public GameObject[] animalPrefabs;

public int animallndex; , , , ,
KabBe dpopa mou matiétal To mANKTpo S, Ba
dnuoupyeitat éva instance tou {wou

void Update() {
animalPrefabs[animallndex], otn 6¢on 0,0,20

if (Input.GetKeyDown(KeyCode.S)) {

Instantiate(animalPrefabs[animalIndex], new Vector3(e, @, 20), &— Kl pe MEPLOTPOdH AUTH TIOU €XEL TO AVTIOTOLKO
animalPrefabs[animalIndex].transform.rotation); prefab
Y

}

3.Spawn random animals from array

We can spawn animals by pressing S, but doing so only spawns an animal at the array index we specify. We need to randomize the
selection so that S can spawn a random animal based on the index, without our specification.

1. Inthe if-statement checking if S is pressed, generate a random int animalindex between 0 and the length of the array

2. Remove the global animalindex variable, since it is only needed locally in the if-statement

pule:c G'ameObJ‘ect [] animalPrefabs; EruAéyoupe Tuxala po B€on tou mivaka (Kot

pubtie—int—animatindesx; eMOUEVWE TtoLo Lwo Ba yivel spawn) amd 0 péxpt
To péyebocg Tou mivaka (to Max eivat exclusive)
void Update() {
if (Input.GetKeyDown(KeyCode.S)) {
int animalIndex = Random.Range(®, animalPrefabs.Length);
Instantiate(animalPrefabs[animalIndex], new Vector3(®, ©, 20),
animalPrefabs[animalIndex].transform.rotation); }}



4.Randomize the spawn location

We can press S to spawn random animals from animalindex, but they all pop up in the same place! We need to randomize their spawn
position, so they don’t march down the screen in a straight line.

1. Replace the X value for the Vector3 with Random.Range(-20, 20), then test
2. Within the if-statement, make a new local Vector3 spawnPos variable

3. Atthe top of the class, create private float variables for spawnRangeX and spawnPosZ

private float spawnRangeX = 20,
private float spawnPosi = 28@;

void Update() {
if (Input.GetKeyDown(KeyCode.5)) {

[/ Randomly generate animal index and spawn position
Vector3 spawnPos = new Vector3(Random.Range(-spawnRangeX, spawnRangeX),
@, spawnPos?);
int animallndex = Random.Range(@, animalPrefabs.Llength);
Instantiate(animalPrefabs[animalIndex], spawnPos,
animalPrefabs[animallndex].transform.rotation); }}

Em\éyoupe Tuxaia plo Béon X (Letall piag
Tieploxng) amod tnv omola Ba yivel spawn To
enopevo {wo



5.Change the perspective of the camera

Our Spawn Manager is coming along nicely, so let’s take a break and mess with the camera.Changing the camera’s perspective
might offer a more appropriate view for this top-down game.

1. Toggle between Perspective and Isometric view in Scene view to appreciate the difference

2. Select the camera and change the Projection from “Perspective” to “Orthographic”



Lesson 2.4 - Collision Decisions

Summary

Overview:

Our game is coming along nicely, but there are are some critical things we must add before it’s finished. First off, instead of
pressing S to spawn the animals, we will spawn them on a timer so that they appear every few seconds. Next we will add colliders
to all of our prefabs and make it so launching a projectile into an animal will destroy it. Finally, we will display a “Game Over”
message if any animals make it past the player.

Project Outcome:
The animals will spawn on a timed interval and walk down the screen, triggering a “Game Over” message if they make it past the
player. If the player hits them with a projectile to feed them, they will be destroyed.

1.Make a new method to spawn animals

Our Spawn Manager is looking good, but we’re still pressing S to make it work! If we want the game to spawn animals automatically,
we need to start by writing our very first custom function.

1. In SpawnManager.cs, create a new void SpawnRandomAnimal() {} function beneath Update()
2. Cut and paste the code from the if-then statement to the new function

3. Call SpawnRandomAnimal(); if S is pressed

void Update() {
if (Input.GetKeyDown(KeyCode.S)) {
SpawnRandomAnimal();
int—animalindex—.. (Cut and Pasted Below) }}

void SpawnRandomAnimal() {
int animalIndex = Random.Range(@, animalPrefabs.Length);
Vector3 spawnpos = new Vector3(Random.Range(-xSpawnRange, xSpawnRange), @, zSpawnPos});
Instantiate(animalPrefabs[animalIndex], new Vector3(®, ©, 28) spawnpos,
animalPrefabs[animalIndex].transform.rotation);
}



2.Spawn the animals at timed intervals

We’ve stored the spawn code in a custom function, but we’re still pressing S! We need to spawn the animals on a timer, so they
randomly appear every few seconds.

1. InStart(), use InvokeRepeating to spawn the animals based on an interval, then test.
2. Remove the if-then statement that tests for S being pressed

3. Declare new private startDelay and spawninterval variables then playtest and tweak variable values

private float startDelay =
private float spawnInterval = 1.5f;

void Start() {
InvokeRepeating("SpawnRandomAnimal", startDelay, spawnInterval); }

void Update() {

F{Iaput-GetkeyPewn{keyCode-S))—
SpawnrRanrdemdrimalo— T

H function SpawnRandomAnimal Ba kaAeitat
KaBe «spawnlinterval” sec evw Ba uTtapéel pia
koBuotépnon évapéng 2 sec.

Mpocoyxn! !

H InvokeRepeating MPEMEI NA MMEI £TO Start
woTe va KAnBel povo pia popad !

Av 1n Bc’onuue cro Update tote o€ Kc'xes frame



3.Add collider and trigger components

Animals spawn perfectly and the player can fire projectiles at them, but nothing happens when the two collide! If we want the
projectiles and animals to be destroyed on collision, we need to give them some familiar components - “colliders.”

1. Double-click on one of the animal prefabs, then Add Component > Box Collider

2. Click Edit Collider, then drag the collider handles to encompass the object

3. Check the “Is Trigger” checkbox 210 prefab tou projectile (Mmnp{6Aa) MPEMEI

/ NA BAAOYME EMIMAEON RigidBody!
4. Repeat this process for each of the animals and the projectile

5. Add a RigidBody component to the projectile and uncheck “use gravity”

» > v Animator Q@ i+ :
v # v Move Forward (Script) @ 3t :

Script MoveForward
Speed 5

Vv #| v Destroy Out Of Bounds (: ® * :

Script DestroyOutOfBot G
v §# v Box Collider (2
Edit Collider -
Is Tri qger v
aterial None (Physic Mate @

Center

X 7.470491 'Y 13.29026 ' Z -10.9218F
Size

X 29.74861 'Y 26.55406 Z 55.86472

Add Component

PuBuiloupue to péyeboc tou BoxCollider wote va mepikAeiel To kaBe {wo



4.Destroy objects on collision
Now that the animals and the projectile have Box Colliders with triggers, we need to code a new script in order to destroy
them on impact.

1. Create a new DetectCollisions.cs script, add it to each animal prefab, then open it

2. Before the final } add OnTriggerEnter function using autocomplete

3. In OnTriggerEnter, put Destroy(gameObject);, then test

4. In OnTriggerEnter, put Destroy(other.gameObject);

void OnTriggerEnter(Collider other) {
Destroy(gameObject);
Destroy(other.gameObject); } \

Bafovtoc auto o script ota prefabs twv {wwv kot emeldn mAgov ta {wa aAld Kot n
unpLloAa €xouv boxColliders kal emumAéov n punploAa €xel kat RigidBody , kdBe dopd mou To
{wo cuyKkpoUETaL pe pia purplloAa Ba kaAeitatl n OnTriggerEnter . Ekel KataoTpEdoupEe TOCO
10 1610 TO {wo (gameObject) 600 KoL TO AVTIKELUEVO LIE TO OTIOLO CUYKPOUOTNKE

(other.gameObject)



5.Trigger a “Game Over” message

The player can defend their field against animals for as long as they wish, but we should let them know when
they’ve lost with a “Game Over” message if any animals get past the player.

1. In DestroyOutOfBounds.cs, in the else-if condition that checks if the animals reach the bottom of the screen, add a Game
Over messsage: Debug.Log(“Game Over!”)

2. Clean up your code with comments

3. If using Visual Studio, Click Edit > Advanced > Format document to fix any indentation issues (On a Mac, click Edit > Format >
Format Document)

void Update() {
if (transform.position.z > topBound)

{
Destroy(gameObject);
} else if (transform.position.z < lowerBound)
{
Debug.Log("Game Over!");
Destroy(gameObject);
}

}

To uAvupa Ba epdaviotel otnv Console tou Unity
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Avoiyoupe to Script GameManager.cs Kat ypAPOUHE TOV KWK

Public petapAntr mou Ba kpatdel TNV Uyeia Tou mailktn. TNV apxLkr TG TR T

using UnityEngine; Baloupe 100 aAAG umopoU e va tn pubuicou e kat amno tov Editor
using UnityEngine.UT;

@

—-ljpublic class GameManager : MonoBehaviour {
private int userScore = @;

public
public
public
public
public
public

// Start is called before the first frame update

MetaBAntég tumou Text mou Ba Tig cuvdécoue otov Editor pe ta
avtiotolya avtikeipeva Text tou Canvas waoTe va UmopoU e va alalou e
ortd Tov KWoLko ew TG TIUEC TTou epdavilouy,,

int playerHealth = 100; , . . .
Text gameOverTxt; MetaBAntr gameObject mou Ba t cuvdéooupe otov Editor pe to

Text scoreTxt; avOpwIAKL TTOU EAEYXEL O TTALKTNG WOTE VA €XOULLE TPOCSPOON O AUTO Ao
Text healthTxt; /— ToV KWK €SW.

GameObject player;
SpawnManager spawner;

MetaBAntr tmou SpawnManager (epelg £xoupe oploel auth TNV KAdon
oTov avtiotolyo Kwdika mou ypalape oto script SpawnManager) mou Ba
TN CUVOEOOUIE OTO AVTIOTOLYO AVTLKE(PEVO TG oKNVAEC oTov Editor wote

- void Start() { i i .
healthTxt.text = playerHealth.ToString(); va EXOUHE TPOCPaon O€ aUTo.
¥
// Update is called once per frame ‘Otav Eekvael n ektéleon epdaviloupe TV apxLkn Vyela Tou maiktn

= void Update() {

)
L public void addScore(int addScore) { Mé€B0obog ou Ba kaAeital og kAOe emtuxnpévn BoAn yla va auénoeL To Score Tou
userScore += addScore; naiktn Kat va epdaviosl otnv 00dvn to véo Score
scoreTxt.text = userScore.ToString();
¥
- public void induceDamage(int addDamage) { )
playerHealth -= addDamage;

- if (playerHealth<=0) { Mé£Bobog mou Ba kaAeitat kaBe popd Tou éva {wo Spanetevel kal Oa adpatpel
bestroy(player); _ TOVTOUG Ao TNV Uyela tou maiktn. Otav n vyeia undeviotel Ba e€adaviletal o
22;;2;’;;{58:gazgs;Zciegzngi‘;?ﬁii) L T[fI'LKTI']S, fa eucbosvi(eral. 10 ur"wu pa Game Ovc?r kat Bat orau’arr']csl. KOL TO Spawning
spawner. stopSpawinging(); VEWV {wwv ue kAjon tng peBodou stopSpawning oto avtikeipuevo Spawner.

= } else {
healthTxt.text = playerHealth.ToString();

} B
¥



Avoliyoupe to Script DetectCollisions.cs KoL TPOTTOMOLOUKE TOV UTTAPXOVTA LE TOV KWSLKOL

heManager.cs DetectCollisions.cs 4 X BJeEINGIVEGE sl DestroyOutOfBounds.cs

1

BN

W oo~ oW

10
11
12
13
14
15

16
17
18
19

20
21
22
23
24
25
26
27
28

\ssembly-CSharp ~ | * DetectCollisions

using UnityEngine; . L, , , ,
Public petaBAntn émou Ba punopoupe va pubuiloupe amo
tov editor méoouc movtoug Sivel kabe {wo.

- pu-bl.ic- -c-

lass DetectCollisions : MonoB
public int hitPoints;

private GameManager gameMngr; MetapAntn 6nou Ba amobnkeloou e €va cUVOECHO OTO

GameManager avtlKeipevo Tou malyvidlou yLa va €XoUUE
// Start is called before the first frame update npooPaon otig LeBodoug Tou edw.

= \:oid Star't-() {
gameMngr = GameObject.Find("GameManager").GetComponent<GameManager>();
‘Otav £ekvdel n ektéleon Bplokoue TO avtikelpevo
\ GameManager ot oknvr Kal Kpataue éva reference
otov kwdika Tou component GameManager mou
TIEPLEXEL

// Upelate is catled once per frame

= void Update() {

¥

- private void OnTriggerEnter(Collider other) {
Destroy(gameObject);
Destroy(other.gameObject);

= if (gameMngr) {

gameMngr.addScore(hitPoints);

KaBe dpopd mou aviyveUeToL CUYKPOUGN KATAOTIPEPOUE
1000 1o {Wwo 000 Kal T UnpL{oAa-BoAn kot tpocBetou e
OTO OKOp TOU TIALKTN TOUG aVT{OTOLX0UG TTOVTOUG.

ANPOZOXH ZHMANTIKO: Ta {wa dnuioupyouvtal Suvapikd (on the fly) katd tnv ektéAeon tou mayvidlou. Ae umopoU e Aoudv amno npwv
va €Xoupe ouVOEDEL TO aviikeipevo GameManager t¢ oknvrn¢ Léow Tou Editor otnv avtiotolyn petapAntn.

Mpémnel va To KAVOUHE oTo Start() péow ¢ evtoAng GameObject.Find mou avalnteil otn oknvn To AVTIKEIPLEVO LE TO Ovopa “GameManager”
kol epooov 1o Bpet, p€ow tou GetComponent amoktoU e MpocPaocn otov kKwdika GameManager mou £€XEL (UTO EVOWUATWHUEVO WOTE Vol
pUrmopoU e va kaAléooupe pebodoug tou (tnv AddScore edw)



Avolyoupe to Script DestroyOutOfBounds.cs Kol TPOTTOTIOLOULLE TOV UTTAPXOVTA LE TOV KWELKOL

EManager.cs DetectCollisions.cs SpawnManager.cs DestroyOutOfBounds.cs + X [
'sembly-CSharp ~ | #3 DestroyOutOfBounds

1 =] ns;

2 ns.Generic;

3

4

@ Unity Script (4 asset references) | 0 references Public HeTaB}\ﬂTﬁ émou Ba HHOPOUHE va pUGH’lZOUPﬁ and

5 —-Jpublic class DestroyOutOfBounds : MonoBehaviour { tov editor moooug mévtouc {nuULdG pokalei kaOes Lwo

6 private float topBound = 3@; TIou Eedpelyel

7 private float lowerBound = -10;

8 public int healthDamage;

9 ) MetaPAntr onou Ba anobnkeloou e Eva cUVEECO OTO
1o private Gameffanager gameMngr; GameManager oVTLKELEVO TOU TIAXVLSLOU VLol VOL EXOULLE
E npocBaon ot peBodouc tou 6w.

13 // Start is called before the first frame update

14 E void start() {

15 gameMngr = GameObject.Find("GameManager").GetComponent<GameManager>();

i? b \ Otav &ekvasl n sKtéhsor] BpiGKOU[:lE '[O’ OVTIKELUEVO

18 // Update is called once pd GameManager otn oknvrj Kot Kpatape éva reference
& Unity Message | 0 references oTov kwdLka Tou component GameManager mou

19 - void Update() { TEPLEXEL

20 - if (transform.position.z > topBound) {

21 // Destroy Bullet Object

22 Destroy(gameObject);

23 = } else if (transform.position.z < lowarBound) { Otav éva {wo Byel eKTOC 0paThC TeEPLOXNS (ExEL EedUyeL

24 // An animal has escaped - reduce Heglth Aountov) ,kahoUpe tnv avtiotolyn method InduceDamage

25 JE if (gameMngr) { Tou £xw opioel oto GameManager wote vo adatpefolv

26 gameMngr.induceDamage (healthDamage); oL avTioToLXOL TTOVTOL.

27 }

28 // Destroy Annimal Object

29 Destroy(gameObject);

30 1

31 }

32 1

MNPOZOXH ZHMANTIKO: Ta {wa Kot ot UnpllOAeg Snpioupyoluvtal Suvautka (on the fly) katd tnv ektéAeon Tou matyvidLol. A UMOPOUE AOLTIOV ATIO TIPLV VA EXOUUE
ouVOEoELTO avTtikeipevo GameManager tng oknvng péow tou Editor otnv avtiotoyn petapAntn.

MpémeLva to KAvou e oto Start() péow tng evioArig GameObject.Find mou avalntel 0Tn oKNVI) TO AVIIKELMEVO LE TO Ovopa “GameManager” kol ebocov 1o BpeL, HEow
Tou GetComponent anmoktoUpe MpocPach otov Kwdika GameManager TIou €XEL AUTO EVOWUATWHEVO WOTE Va UIMopoU e va KAAEGOUE LEBOSOoUG Tou (Tnv
InduceDamage £6w)



Avolyoupe to Script SpawnManager.cs Kol TPOTIOTIOLOULE TOV UTIAPXOVTOL HLE TOV KWK

\ssembly-CSharp
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using UnityEngine;

@

5¢”" [Epublic class SpawnManager : MonoBehaviour {
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}

public GameObject[] animalPrefabs;
public int animalIndex;

private float spawnRangeX = 20;
private float spawnPosZ = 20;
private float spawnInterval = 1.5f ;
private float startDelay = 2;

// Start is called before the first frame update

@ Unity Message | O ref
void Start() {
InvokeRepeating("SpawnRandomAnimal™, startDelay, spawnInterval);

// Update is called once per frame
@ Unity M 0 as
void Update() {

void SpawnRandomAnimal() {
Vector3 spawnPos = new Vector3(Random.Range(-spawnRangeX, spawnRangeX), ©, spawnPosZ);
animalIndex = Random.Range(®, animalPrefabs.LlLength);

Instantiate(animalPrefabs[animalIndex], spawnPos, animalPrefabs[animalIndex].transform.rotation);

hublic"void stopSpawinging() {

CancelInvoke();

MpooBétoupe method stopSpawning mou Ba t kaAoUpe
and to GameManager 0tav TEAELWOEL TO TtaLyvibl.



Ztov editor emIAéyou e TO avTiKeipevo GameManager Kal 6To avtiotolyo component TOU CUVSEOUME OTLG
MHeTaPANTEC Ta avtikeipeva Text tou Canvas kaOwg Ko To avtikeipevo Player kot SpawnManager. TEAOG
puBuiloupe Kat tnv apykn Yyeia tou naikn.
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Avoiyouue éva éva ta Prefabs twv {wwv kot puOpiloupe toug movioug INULAG KA TOUG TTOVTQUG GKOpP TOU
KaBevoc. AmoOnkevoupe tic aAAayEg oto prefab kai ouvexiloupe oto enopevo {wo

ototype ototype ac & andalone 020.3.40
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