ROAD 10
GAMEDEY



WELCOME !



Asequrdmonss de, que estamos trabajondo e 20
» Edit > Project Settings > Editor > Default Behavior Mode
> Scene view
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Editor Settings

Version Control
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Default Behavior Mode

Sprite Packer
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Mai Canera
» Position: (0, 0, -10)
» Projection: or thographic
> Siz6:3.2

© Inspector _ =
™ Main Camera [_|Static =

s Tag | MainCamera + | Layer| Default ¥

¥ .~ Transform ﬁl 3,
Position Xj0 Y O Z -10
Rotation X 0 Y O Z 0 '
Scale X1 Y 1 Z1

v & [V Camera i %
Clear Flags | Skybox &
Background . v
Culling Mask | Everything Al

| Projection | Orthographic 4
1Zze =



Projoct
Creamos una carpeta para las escenas
Guardamos Ia escena (s / 38S) €omo Jet Jerry.unity



Resolucion

Creamos una nieva:
- IPhone Landscape: 1136x640



Anadimos el spritéemouse_f1y a/a escena:

I Lo renombramos amouse
2. Position: (o, 0, 0)
3. Anadimos Cirele, Collider 20 / Radius: 0 . 5
4. Anadimos Rigidbody 20 / Habilitamos

Freeze Rotation

Create ~ *

Main Camera

~ MOouse

¥ A~ Transf
q Position Ix'o Y0 'z'o
Rotation
X1 Y1 zZ'1

@) v & Rigidbody 2D

[ ]St

Tag| Untagged * | Layer| Default

Scale

v . [V Sprite Renderer

Sprite Eimouse_fly

Color

Material & Sprites-Default

Sorting Layer | Default

Order in Layer 0
ﬂVQ@CiKI ollider 2D

Material None (Physics Materi

Is Trigger [ ]

Center

X 0 Y O

Mass 1

Linear Drag 0

Angular Drag 0.05

Gravity Scale 1

Fixed Angle E

Is Kinematic [

Interpolate | None

Sleeping Mode | Start Awake

Collision Detection | Discrete

Add Component




FL RATON SE VA A
LA MIER™™ !




Creamos una carpeta para los scripts
Creamos un script de (#, MouseController.cs
Vinculamos el script con [ Instancia demous e y aorimos él edrtor



DEVNOTES: USAR CAFEINA PARA POTENCIAR LOS EFECTOS DEL CODIGO



jetpackForce = T,
Rigidbody2D rb;

Start() {
rb = GetComponent<Rigidbody2D>();
FixedUpdate() {

jetpackActive = Input.GetButton( )

(JetpackActive) {
rb.AddForce( Vector2((, jetpackForce));



Vamos a ajustar la gravedad, no 7
» Edit > Project Settings > Physics 20
» Gravity Y = -15



Vamos a. aitadir particulos !
» Llick derecho en Hierarchy > Particle System

» Anidarlo en Ia instancia e mouse
» Renombrara jetpackFlames



» Position: (-0.62, -0.33, 0)
» Rotation: (65, 270, 270)
» Start Lifetime: o . 5
» Start Size;0 .3
» Start Color: rgba (255, 135, 40, 255)
» Emission Rate:300
» Shape: cone /Angle: 12 / Radius: o . 1 / Random Direction



Vamos a wejoraras ua poco...

» Lolor Over Lifetime
» Le bajamos la opacidad a o al slider de arriba a la derecha

O Gradient Editor




Creamos un nueve Empty GameObject &N la Hierarchy y lo
nombramos £ Loor

Il Position: (0, -3.5, 0)
2 Scale:(14.4, 1, 1)
3. Anadimos Box Collider 20)



CHALLENGE!



HABITACIONES



[ Arrastramos el spritebg_window 4 la Scene View
2. Le reseteamos la posiciona: (o, 0, 0)
J. Arrastramos dos copias del spritebg a la Scene View
4. Usandovertex swapping ajustamos las posiciones de estos (v)



FL RATON ESTA




SURTING
LAYERS !




nspector

Tags & Layers

gs
rting Layers
- Layer (O

- Layer 1

- Layer 2

- Layer 3

- Layer 4

yers

Detaull

Seleccionamos la instancia dlemouse y
buscamos el componente Sprite Renderor

Anadimos las siguientes Sorting Layers:
» Background

Background

» Decorations

Decorations » Objects
Object

Jects » Player
Player



» Establecemos la Sorting Layer de la instancia de mouse a
Player

» Establecemos la Sorting Layer de las instancias bg y
bg_window dBackground

» Establecemos la Sorting Layer delParticle System aObjects



DISENO DE
INTERIORES




DEMOSLE VIDA A
NUESTRO HEROE !



Abrimos el seriptMouseController . cs Jafladimos la siguiente
variable:

forwardMovementSpeed = T,



Anadimos el siguiente codigo al final de F ixedUpdate().

Vector2 newVelocity = rb.velocity;
newVelocity.x = forwardMovementSpeed;
rb.velocity = newVelocity;






Creamos un nuevo seript, CameraFollow. cs, lo vinculamos én la
InstanclaMain Camera J abrimos el edrtor..



GameObject targetObject;

() {
targetObjectX = targetObject.transform.position.x;

Vector3 newCameraPosition = transform.position;
newCameraPosition.x = targetObjectX;
transftform.position = newCameraPosition;



Establecemos [a Instancia (e mouse €OMO targetObject énél
inspector de Unity

Hierarchy o= O Inspector "=
Create | @8 ) | Scale X1 Y 1 Z1 A
bg v & ¥ Camera (WE-S
bg Clear Flags [ skybox :
bg_window Background T
CE— Culling Mask [ Everything "
floor
Mai era Projection | Orthographic s
¥ mouse X Size 3.2
jetpackFlame. e jinning Planes Near 0.3
object_bookcas Far 1000
object_mouseh Viewport Rect
X 0 ‘Y0
3 m w1 H1
4.% Depth -1
Rendering Path | Use Player Setungs
Target Texture None (Render Text ©
Occlusion Culling (v
HDR -
¥ & ¥ GuiLayer e
' ¥ @ ¥ Flare Layer e
v 0 o Audio Listener g
v | Camera Follow (Script) e
Script » CameraFollow o
Target Object ‘None (Game Objec ©

Add Component




Hagamos que el raton estd en una posicion adecuada. par. que
podamtos ver los obstdculos a ticntpo:

Seleccionamos 1a instanciamouse
» Position: (-3.5, 0, 0)



Anadimos la siguiente variable al script CameraFollow.cs.

flat distanceToTarget;

! la siguiente linea al prineipio e Start ().

distanceToTarget = transform.position.x - targetObject.transform.position.x;



Modificamos update ().

Update() {
targetObjectX = targetObject.transform.position.x;

Vector3 newCameraPosition = transform.position;
newCameraPosition.x = targetObjectX + distanceToTarget;
transftform.position = newCameraPosition;






» Lreamos unEmpty GameObject énlaHierarchy
» Lo renombramos a room1
» Le reseteamos Position: (0, 0, 0)

» Anidamos todos los componentes de la habitacion en la nueva
Instancia



» Lreamos una carpelaPrefabs
» Arrastramos la instancia room1 a dicha carpeta






» Lreamos un muevo Scripl, GeneratorScript.cs
» Lo vinculamos con Ia instancia de mouse
» Abrimos el editor de cod|go...



System.Collections.Generic;

GameObject[] availableRooms;
L1st<GameObject> currentRooms;
screenWidthInPoints;

Start() {
height = f * Camera.main.orthographicSize;
screenWidthInPoints = height * Camera.main.aspect;



AddRoom( farthestRoomEndX) {
randomRoomIndex = Random.Range(0, availableRooms.Length);
GameObject room = (GameObject) Instantiate(availableRooms[randomRoomIndex]);

roomWidth = room.transform.FindChild( ).localScale.x;
roomCenter = farthestRoomEndX + roomWidth * T,
room.transform.position = Vector3(roomCenter, 0O, U);

currentRooms.Add(room) ;



GenerateRoomIfRequired() {
List<GameObject> roomsToRemove = List<GameObject>();
addRooms = ;
playerX = transform.position.x;
removeRoomX = playerX - screenWidthInPoints;
addRoomX = playerX + screenWidthInPoints;

farthestRoomEndX = 0;
( room currentRooms) {
roomWidth = room.transform.FindChild( ).localScale.x;
roomStartX = room.transform.position.x - (roomWidth * );

roomendX = roomStartX + roomwWidth;

(roomStartX > addRoomX)
addRooms = ;

(roomEndX < removeRoomX)
roomsToRemove.Add(room);

farthestRoomEndX = Mathf.Max(farthestRoomEndX, roomEndX);

}

( room roomsToRemove) {
currentRooms.Remove(room);
Destroy(room);

}
(addRooms)

AddRoom(farthestRoomEndX) ;



FixedUpdate() {
GenerateRoomIfRequired();



» Arrastramos Ia
» Arrastramos el

room1 dcurrentRooms

room1 davalilableRooms

3 Scene | € Game = Hierarchy = O inspector | o=
Textured ¢ | RGB s | 20| 3 | <) | effec] | Create | @Al ) | NS s A
: : “p . ~ Main Camera c.;(l.(; vTo [
mouse
jetpackFlames | ¥ &  Rigidbody 2D (WE-3
| » rooml Mass 1
Linear Drag 0
A Angular Drag 0.05
Gravity Scale 1
Fixed Angle
Is Kinematic LJ
Interpolate | None s
Sleeping Mode | Start Awake Y
_l;mm_[ @ Project ! - ‘i-.'l Collision Detection | Discrete : |
Create = | | N\ . *
’Lf Favorlus Assets » Prefabs - ‘C'J o Mouse Controller (Script @ °,
Script le MouseController ©
¥ i Assets Jetpack Force 75
& Audio Forward Movement Sp 3
E n v =|  Generator Script (Script) @ o
& Scenes Script = GeneratorScript. ©
& Scripts e ¥ Available Rooms
&l Sprites
Size 0
¥ Current Rooms
Size 0
[ Add Component




IMMA FIRIN MA
LAZERS !




I Arrastramos el sprite 1aser_on a/a
escena

2. Lo renombramosalaser

J. Le establecemos la Sorting Layer a
Objects

4. Le anadimos unBox Collider 20 / Activar 1 s
Trigger /8iz€:(0.18, 3.1)

3. Creamos un seript LaserScript.cs, o
vinculamos y abrimos el editor...

= = Huerarchy

=

Mam Camera

_ © Inspector
S y S
l _ Tag | Untagged + | Layer| Defau

¥ mouse

o

» rooml

mouse_die_1

n mouse_die_0

groundCheck
jetpackFlames

V.~ Transform

Position X 0.17953 Y -0.8252 .
Rotation X 0 YO
Scale X 1 1Yl

v . ¥ Sprite Renderer
Sprite i“llaser_on
Color
Material USprites-Defi
Sorting Layer Objects

Order in Layer

. ¥ Box Collider 2D .
Material None (Physics

Is Triggerw

Suze
ECR— R -

, Center

X0 YO

(« o Laser Script (Script)
Script (» LaserScript

l Add Component




Sprite laserOnSprite;
Sprite laserOffSprite;

interval = T,
rotationSpeed = T,
isLaserOn = ;
timeUntilNextToggle;

Collider2D collider:

Start() {
timeUntilNextToggle = 1interval;
collider = GetComponent<Collider2D>();



FixedUpdate() {
timeUntilNextToggle -= Time.fixedDeltaTime;

(timeUntilNextToggle <= 0) {
1sLaserOn = lislLaserOn;
collider.enabled = islLaserOn;

SpriteRenderer spriteRenderer = GetComponent<SpriteRenderer>();
(1sLaserOn)
spriteRenderer.sprite = laserOnSprite;

spriteRenderer.sprite = laserOffSprite;

timeUntilNextToggle = interval;
}

transform.RotateAround(transform.position, Vector3.forward, rotationSpeed * Time.fixedDeltaTime);



» Arrastramos el sprite Laser_on al campoLaser On
Sprite delscript

» Arrastramos el sprite Laser _off alcampoLaser Off
Sprite delscript

» Establecemos Ia velocidad de rotacion a 30
» Position: (2, 0.25, 0)



ABRIMOS EL SCRIPTMouseController.cs



dead = ;
OnTriggerEnter2D(Collider2D collider) {
HitByLaser(collider);

HltByLaser(ColllderZD laserCollider) {
dead = :



FixedUpdate() {
jetpackActive = Input.GetButton( ),
jetpackActive = jetpackActive && !dead;

(jetpackActive)
rb.AddForce( Vector2(U, jetpackForce));

(!dead) {

Vector2 newVelocity = rb.velocity;
newVelocity.x = forwardMovementSpeed;
rb.velocity = newVelocity;



MONEY, MONEY,
MONEY, MONEY




[ Arrastramos el sprite coin a la Hierarchy

2. Anadimos unBox Collider 20 / Activar1s Trigger / Radius:
0.23

J. Lo guardamos como prefab
Ahora puedes usar tantos prefabs coin como guieras !



LE PUDO (A
AVARICIA..




[ Abrimos el desplegable Tag
2. Anadimos un nueve tag Coins
J. Le establecemos dicho tag al prefab coin
4. Editamos el seriptMouseController.cs..



coins = 0O

CollectCoin(Collider2D coinCollider) {
colns++;
Destroy(coinCollider.gameObject);

OnTriggerEnter2D(Collider2D collider) {
(collider.gameObject.CompareTag( ))
CollectCoin(collider);

HitBylLaser(collider);



GENERACION
ESPONTANEA DE
DINERD




1. Creamos un nueveEmpty GameObject
2. Lo renombramos coin_group

J. Ponemos varios prefab coin en la posicion gue mas nos guste y
los aniiamos én e/ coin_group1

4. Guardamos coin_group1 como prefal
J. Editamos el seript GeneratorScript.cs..



GameObject[] availableObjects;
List<GameObject> objects;

objectsMinDistance
objectsMaxDistance

_ f,
f;

objectsMinY
objectsMaxyY

objectsMinRotation
objectsMaxRotation



AddObject( lastObjectX) {
randomIndex = Random.Range((, avallableObjects.Length);
GameObject obj = (GameObject) Instantiate(availableObjects[randomIndex]);

objectPositionX = lastObjectX + Random.Range(objectsMinDistance, objectsMaxDistance);
randomY = Random.Range(objectsMinY, objectsMaxY);
obj.transform.position = Vector3(objectPositionX, randomY, 0);

rotation = Random.Range(objectsMinRotation, objectsMaxRotation);
obj.transform.rotation = Quaternion.Euler(Vector3.forward * rotation);

objects.Add(obj);



GenerateObjectsIfRequired() {
playerX = transform.position.Xx;
removeObjectsX = playerX - screenWidthInPoints;
addObjectX = playerX + screenWidthInPoints;
farthestObjectX = 0;

List<GameObject> objectsToRemove = List<GameObject>();

( obj objects) {
objX = obj.transform.position.x;
farthestObjectX = Mathf.Max(farthestObjectX, objX);

(objX < removeObjectsX)
objectsToRemove.Add(obj);

5
( obj objectsToRemove) {
objects.Remove(obj);
Destroy(obj);
5

(farthestObjectX < addObjectX)
AddObject(farthestObjectX);



FixedUpdate() {
GenerateRoomIfRequired();
GenerateObjectsIfRequired();



Conpiguremos el serpt:

I Arrastrar las instancias de objetos (monedas, lasers...) al array
Objects

2. Arrastrar los prefabs de objetos a la listaavailable
Objects



WELL DONE! ~




