Create Prefabs from the scene objects

Step 1: Create prefab folder K

Go to Assets folder

Right-Click .

Hover over the "create" option
Then Choose "Folder"

Scenes Sc

s
Mat ripts

Step?2 : Create prefabs

* Select and hold the object that you want to create a prefab to
e Then drag and drop it to the "Prefab" folder (Note : The object name in
the scene will turn blue)

v €} SampleScene v € SampleScene
() Main Camera () Main Camera

() Directional Light [7) Directional Light

1) Ground ¥ Ground >

() Rocket u w Rocket >

{1 Launching pad ¥ Launching pad >
>

({1 Landing pad W§ Landing pad

Assets > Prefab

Ground

Landing pad Launching pad Rocket

Rocket Movement and Rotation Constraints (1 of 2)

Step 1: Freeze the position constraint

e Select the "Rocket" Object

e Go to the "Inspector" TS _Rakbony 1
n 1 H I Dra 0
e Scroll to the "Rigidbody o D —
Component s Knemate -
e Within the "Rigidbody" interpoietel Tone
Collision Detection Discrete
\ » ¥ Constraints
Component’ and Under the Freeze Position X ¥ vz
Constraint option go to the "freeze Freeze Rotation Xt ol

» Info

position" fields and check the "z"
box



Rocket Movement and Rotation Constraints (2 of 2)

Step 2:

Freeze the rotation constraint

e Select the "Rocket" Object

* (o to the "Inspector”

e Scroll to the "Rigidbody"
Component

e Within the "Rigidbody"
Component, and under the

Constraint option go to the "freeze

rotation" fields and check "x" and
"Y" boxes

v #  Rigidbody

Mass 1

Drag 0
Angular Drag 0.05
Use Gravity v

Is Kinematic

Interpolate MNone
Collision Detection Discrete

R : | Constraints
Freeze Position X Y v Z

> Info

Step 3: Activate and deactivate the freezing constraints

* Open "Movement" Script

Freeze Rotation v X v Y Z

e \Write the code below in the "ProcessRotation" function

void ProcessRotation()

{
if (Input.GetKey(KeyCode.A))

{
U [ rd.freezeRotation=true; )

transform.Rotate(Vector3.forward* RotateThrusting * Time.deltaTime);

N\ > ( rd.freezeRotation=false; )

}

else if (Input.GetKey(KeyCode.D))
{

\_)( rd.freezeRotation=true; )

transform.Rotate(-Vector3. forward* RotateThrusting * Time.deltaTime);

\_2 ( rd.freezeRotation=false; )

}

}

Step 4: Update the "Rocket" object prefab

Select the "Rocket" Object

Go to the "Inspector”

Click on the "Overrides" button
Click on the "Apply All" button

© Inspector = 1
-
."’ v Rocket Static =
- Tag Untagged ¥ Layer Default v |
Prefab Open | Select L Overrides v]
v N Transform Overrides loﬁ Rocket
in Q Scene
Position
Rotation v @ Rocket
# Rigidbody
Scale

v B cube (Mesh Filter)
Mesh

v % v Mesh Renderer

» Materials

# Movement (Script)

| Click on individual items to review, revert and
® apply.

Rewvert All ‘ Apply All '

NN

1



Objects Collision (1 of 2)

Step 1: Create an obstacle

e (Create a new 3D object using "Cube"
* Name it "Obstacle"
* Place it between the "launching pad" and the "landing pad" objects

v

) Main Camera
7] Directional Light
@ Ground
W9 Rocket
¥ Launching pad

Obstacle

Step 2: Create New tags and Assign them to the objects

e Select the "launching pad" object 1

© Inspector

* (o to the "Inspector” ~_ Launching psa S
'Ea.[“"ﬁ&“’ J~] Layer Default -
° Open the HTag” ||St %\/ :2::23:1 ect Overrides = ,

Finish

® ChOose ”Add Tag” Position o 56 Y 1.54 Z -7.692

2 Rotation MainCamera Yo Zo
PY C||Ck on the g Scale Player 41442 | Y 0.076977 | Z 0.46171
. v B (o] GameController e i :
e Name the tag as "Friendly" T — o)
w B~ Mach Rendearar =t 3

* Save the tag
* GO back and open the "Tag" list and choose "Friendly" tag

© inspector [

Tags & Layers o ! +_[Launching pad ] Istatic~
Tag |Friendly J ] Layer Defaurt -
Prefab Open | Select Overrides v
¥ Tags
v ). Transform e 3 !
I Tag 0 (Removed)
Position X -1.356 Y 1.54 Z -7.692
New Tag Name Friandly! Rotation X o Yo Zo
ave Scale X 0.441442 Y 0.076977 | Z 0.48171

» Sorting Layers v H  Cube (Mesh Filter) e i
s Mesh | B Cube [}
3 v BJ ~ Mesh Renderer o

Step?2 : Assign "Finish" tag to the "landing pad" object

ﬁ v Landing pad ~ Staticv |
" Tag Finish v | Layer Default -
Prefab Open Select Overrides -




Objects Collision (2 of 2)

Step 1: Create the collision function

e (GO to the Assets/Scripts folder
e (Create a new C# script and name it "ColliderHandler"
e Open the Script and write the following

using UnityEngine;

0 references
public class CollisionHandler : MonoBehaviour

{
0 references
void OnCollisionEnter(Collision other)
{
if (other.gameObject.tag == "Friendly")
{
Debug.Log("This thing is friendly");
}
else if (other.gameObject.tag == "Finish")
{
Debug.Log("Finish, Add success audio sound™);
}
else
{
Debug.Log("Add crash audio sound");
}
}
}

Step 2: Attach the "CollisionHandler" Script to the "Rocket" Object

O Inspector =)
USE LidVviILy W
Is Kinematic
Interpolate None v
Collision Detection Discrete v |
¥ Constraints
Freeze Position X Y v Z
Freeze Rotation v X v Y zZ
> Info
¥ # +~ Movement (Script) e 3 :
Script Movement
Main Thrust 700

Rotate Thrusting 50

v |# Collision Handler (Script)

Script CollisionHandler




Unity Audio (1 of 3)

Step 1: Check that the camera has an audio listener

e (Click on the "Main Camera" object (), ¢ MainCamera Static~
ag MainCamera A ayer Defaul v
* Gotothe Inspector and search for ~— — = Rt -
the "audio listener " component L € ¥se  Jal10.13
Rotation X 4.381 i 0 Z0
e |fnot available, then add it =t X . L
(inspector-> Add component->audio
listener)

Step?2 : Choose the background, success and crash sounds effect

e (o to https://freesound.org/
® Register using your preferred email and password

e Search for "explosion" and choose the first sound name "Explosion”, then

download it to your local drive ( first figure to the left).

* Search for "game win" and choose the third sound name
"magic_game_win_success", then download it to your local drive ( the figure in

the middle).

e Search for "thrusting" and choose the fourth sound name
"RocketThrustMaxx", then download it to your local drive ( the figure to the

right).

search

previous next 1 2 3 456 7...11 | 228 sounds

Iwiploppenisse

N Game win
May 20th, 2012

Sound of win in a game. For game
wi s development.
105 comments [ 2 R sound sfx bonus win game melody event

B e
x boom good mixed pow bazooka BEZL®

f m shoot car gun minecraft

magic_game_win_success_2 i
Explosion Simulation ALLANZ10D a magic / game win sound. Jaﬁr‘u?ry 19th,
explosion sound created using a Zoom H1 and  APrl 30th, 2014 magic success win game cartoon notifier " oads
empering with metal fibers near the mic 10765 downloads > ¢ _00:00 o
s ) N e . 21 comments e t
tnt omb shot ler ul
magic_game_win_success.wi:
_ a uccess / or
magic =
> C Gl win game magic cartoon success

* (o to the project tab
e (GO to the Assets folder

uncompre rer ban
I[vwm explosion_06
Made wi eworks Sounds like a hi

it
Explosi orks Boom f're—works bang
Ll 20: 00T Ewok h umd roy explosion hit punch

e (Create new folder (right-click -> create -> folder ), name it "Sounds"

e |Import the sounds to "Sounds" folder


https://freesound.org/people/Maxx222/sounds/446764/#

Unity Audio (2 of 3)

Step 4: Add the background sound effect

Click on the "Ground" object

¥ » v Audio Source e =

Go to the Inspector AudioGip usicie. @</ °
Add "Audio Source" component Ve g :
(scroll-down -> Add component -> Ef G

Audio Source) L,pw g

Add the "ThrustingClip" sound effect proy <~ =

to the "AudioClip" field : . ./
Check the "Play On Awake" option ° .
Check the "Loop" option vz : =5

Adjust the audio volume to be 0.1

Step 5: Add the success and crash sounds effect

Click on the "Rocket" object

Go to the Inspector

Add "Audio Source" component (scroll-down -> Add component -> Audio
source)

Uncheck the "Play on Awak" Option

Open the "CollisionHandler" to modify its code

Step 6: Create a reference to the Audio source component and create clips fields

* Write the following code after the staring of the "CollisionHandler"

class, and before the "OnCollisionEnter" function

public class CollisionHandler : MonoBehaviour

{

[SerializeField] AudioClip success;

1 reference
[SerializeField] AudioClip crash;

\) 5 references
AudioSource audioSource;

0 references
void Start()

{

audioSource = GetComponent<AudioSource>();

}

U references
void OnCollisionEnter(Collision other)




Unity Audio (3 of 3)

e Update the "OnCollisionEnter" function.

void OnCollisionEnter(Collision other)

{
if (other.gameObject.tag == "Friendly™)
{
Debug.Log("This thing is friendly");
}
else if (other.gameObject.tag == "Finish")
audioSource.Stop();
audioSource.PlayOneShot(success);
audioSource.Stop();
audioSource.PlayOneShot(crash);
}

Step 7: Attach the Success and Crash sound effects

e (lick on the "Rocket" object

e (GO to the Inspector

e In the "CollisionHandler (Script)" Component, attach the "SuccessClip"
to the "Success" field, and the "CrashClip" to the "Crash" field

¥ # + Collision Handler (Script) e it
Script CollisionHandler
Success 1 SuccessClip < ®

Crash 17 CrashClip < / ®



Reload the Scene

Step 1: Add the current scene to the scene manager

* File -> Build settings

e (lick on the "Add Open Scenes"

* Then the scene name will
appear in the "Scenes In Build"
Window with index "0" as the
staring index.

ooooooo
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Step 2: Update the "CollisionHandler" Script

using System.Collections;
using System.Collections.Generic;

e Open the "CollisionHandler"

Script and first add the using UnityEngine;

fO”OWiﬂg statement before using UnityEngine.SceneManagement;

the begiﬂniﬂg of the 0 references

"CollisionHandler" class public class CollisionHandler : MonoBehaviour

Step 3: Update the "CollisionHandler" Script

e (Create "Reloadlevel" function after "OnCollisionHandler" function and
Within the "CollisionHandler" class

void ReloadlLevel()
{

int C_Scence_I=SceneManager.GetActiveScene().buildIndex;
SceneManager. LoadScene(C_Scence_I);

}
o (Call the "ReloadLevel" function within the "OnCollisionHandler"
function, more specifically within the "else" statement

void OnCollisicnEnter(Collision other)

{
if (other.gameObject.tag == "Friendly")
{
Debug.Log("This thing is friendly");
}
else if (other.gameObject.tag == "Finish")
{
audioSource.Stop();
audioSource.PlayOneShot(success);
}
else
{

\ > [ReloadLevel(); ]
audioSource.Stop();
audioSource.PlayOneShot(crash);

}



