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The week after that is Spring Break, so there’s no class.
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Class on the 17th and 24th

Graduation on the 31st
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Where to do it: http

Show before you start (importance of grid size)
https://www.youtube.com/watch?v=k0jIBbmwvGk



https://www.piskelapp.com/
https://www.youtube.com/watch?v=k0jIBbmwvGk

window

©)
©)

O

Preview: Displays a visual preview of the Tile with the selected Sprite.
Sprite: Select the Sprite texture to be rendered on this Tile. Click the circle
icon to the right to open the object picker window to select from the
available Sprite Assets, or drag a Sprite directly onto this box.

Color:Tints the Tiles placed on this Tilemap with the selected Color. When
set to white, the Tiles are rendered with no tint.

Collider Type: Defines the shape of the Collider generated for the Tile.




o Essentlally you are placmg”ou daries around a sprite so that when that
boundary is touched, it triggers some event
o ltisinvisible and doesn't need to perfectly match the sprite shape
e In Unity for 2D games there are box colliders and circle colliders based on
which shapes you're using and what type of physics you want to imitate
e Physics Materials can be applied in order to create realistic collision and object
interactions between sprites.



File Edit Assets Component Cinemachine Kit Tools Tutonal Window Help

Create New Scene...

Behaviour Tree Debug

e First we want to create our own level, do so by clicking Kit Tools > Create New

Scene..
e Name it whatever you'd like

e The walkthrough can also be found here: https:/tinyurl.com/uf/ek7h



https://tinyurl.com/uf7ek7h

€ Unity 2019.1.0f2 - _TemplateScene.unity - GameKit-2DPlatformer - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Cinemachine KitTools Tutorial Window Help

¢ S =E g ~R Pivot Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Hierarchy
ate Layouts
_TemplateScene

Timeline Playable Wizard...
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Gameplay ---
GameUtilities Asset Store Ctrl+9

‘

Package Manager
Asset Management
TextMeshPro
General

Rendering
Animation

Audio

Sequencing
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d Analysis
® Background 2D Sprite Editor
Al > Sprite Packer
XR > Tile Palette

To see the tiles you can use to prototype your own game world within
the 2D game kit, go to Window, 2D, tile palette
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Add one node
The apply a
Loop in the
Same area

Of the inspector
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changes to your
moving platform,
can you guess how
this one will move?
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e Then get a pressure p pad from t "‘
scene view on the ground next to the door
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First Select the pressurepad prefab from the h|erarchy view, then in the
inspector view for that gameobject find the pressure pad component (it is a

script) V [5)7] PresswoPad (Seri®t) @ %
Then select the + button near the bottom of the list for | BresiemdrEsrec e
On Pressed() section L Em
Then drag the door game object from the hierarchy | Actvsted sox Spite (tone (spte)
Onto the None(Object) field in the event onPresse

Runtime ‘v = SpriteRenderer.sprite
[gPresst © | [¢]PressurePad_0

Runtime v  AudioSource.Play
'@ Presst ©




e Now Test!!

bool applyRootMotion
Avatar avatar

bool enabled

float feetPivotActive
bool fireEvents

bool keepAnimatorControllerStateOnDisable

bool layersAffectMassCenter

bool logWarnings

string name

float playbackTime

float recorderStartTime

float recorderStopTime

RuntimeAnimatorController runtimeAnimatorController
float speed

bool stabilizeFeet

string tag

ApplyBuiltinRootMotion ()

BroadcastMessage (string)

InterruptMatchTarget (bool)

InterruptMatchTarget ()

Play (int)

PlayInFixedTime (int)
PlayInFixedTime (string)
Rebind ()

ResetTrigger (int)
ResetTrigger (string)
SendMessage (string)
SendMessageUpwards (string)
SetLookAtWeight (float)
SetTrigger (int)

SetTrigger (string)

StartPlayback ()
QtartRacrnrdina (int)

ure Pad (Script) @ 3+ @

her # PressurePad (Pl ©
Item Count &
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SpriteRenderer.sprite
[sIPressurePad_0

AudioSource.Play

No Function
v No Function

GameObject
Transform
SpriteMask

AudioSource
RandomAudioPlayer
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- Inspector view when youclickonone
e Allyou needt “use these is to drag an

e You can use inspector view to change them around
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Reduce the View Distance numbe .I§
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Spitter does not shoot you

immediately while you test this gamepl ayj

In the Project Window go to Prefabs > Interactables, and click and drag the
PushableBox Prefab into the Scene View

——




In the Search .*.Q.’.‘.‘.‘.‘. !

Click on Damager to add it to the PushableBox

e Damager Component tells any GameObject that has a Damageable
Component on it (like a Spitter or a Chomper) to give it damage.

e Inthe Inspector locate the Damager Component

e Adjust the Offset and Size to position and size the collision box. The
easiest way to do this is to left-click on the words and drag left and right

to scrub through values.




can easily be found and seperated:
o Select the PushableBox X
o Inthe Inspector, find the Damager Component
o On the HittableLayers dropdown select the Enemy Layer




Player Pushing Left Position
Pushable Position

Pushable Audio Source
Starting Push Clip
Loop Push Clip

End Push Clip

[] ¥ Box Collider 2D
[[] ¥ Box Collider 2D
[[] ¥ Box Collider 2D
4y Rigidbody 2D

v Damager (Script)
Damage

Offset

Size

Offset Based On Sprite Fac

Sprite Renderer
Can Hit Triggers
Force Respawn

Ignore Invincibility

Water
Ul )

Level

Enemy

Usable
Interactable
IgnorePlayer
Player
Cameras
LitSprites
Destructable
EnemyWeapon
BossWeakPoint
Bullet
PlayerDrop

Platform

On Damageable Hit (Damager, Damageable)
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Don't forget to che
M Project B Console
+ -

v = Favorites 4| Assets > 2DGamekit > Art > Sprites > Environment
O, All Materials

O, All Models
O, All Prefabs . .Q %‘0 ‘Q g&@

V (@@ Assets
v @@ 2DGamekit Alcove AlienBlock...

v (a9 Art

> Anima'tions
TET | o o po go fo

» Bm AnimatedSprites
» Bm Environment

m Interactables
> im Ul

AlienBlock... AlienBlock... AlienBlock...

AlienSculp... AlienStatu... AlienStatu... AlienStatu... AlienStatu...




o Find the TransitionStart Prefab
o Drag TransitionStart to the Scene View. Place it at a position where the
player will touch the Collider (the green box) when walking



tart Prefab from the Scene
art Prefab from the Scene

the Scene View
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b. Inthe Inspector, rename this to TransitionEnd

gt

0 Inspector
Static v

’ ag e
! .’v v | TransitionEnd

Tag Untagged v Layer Default ~
Prefab Open | Select = Overrides ~
| v . Transform e i+ :
Position X 22.608 'Y 9.9685 Z 0
ZO0
7l 1

Rotation X0 YO
Scale X1 ol 1




b. In the Inspector Ind the TransitionPoint ( mp“onent
c. Dragthe Ellen GameObject from the/Hlerarchy into the Transition
Point Component’s Transitioning Game Object slot
d. Set Transition Type to Same Scene
e Now to set destination
a. Drag the TransitionEnd GameObject into the TransitionPoint
Component’s DestinationTransform slot
b. Set Transition When to On Trigger Enter




v # v Transition Point (Script) [ ? i

Transitioning Game ( §7 Ellen

Transition Type Same Scene v
Destination Trans # TransitionEnd (Tri ®

Transition When On Trigger Enter v

Reset Input Values Or v

Requires Inventory CI

Add Component




“sends” the player to the destination. It contalns a Transition Pomt
Component, which defines all the properties for where the teleportation
starts, and where the teleportation should take the player.
TransitionDestination is a prefab which “receives” the player. It contains a
Transition Destination Component. Place this prefab in a different Scene,
where you want the transition to finish.
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Component° Scene Transition Destination (Script)

?

Destination Tag A

Transitioning Game 0l ® Ellen

On Reach Destination ()

Runtime Only : CharacterStateSetter.SetCharacterState

B TransitionDes ©




with that letter.

20000000800

Next, tell it which GameObject it should e: ~pe5f to receive. Drag the player
GameObject (Ellen) from the Hierarchy window to the Transitioning Game
Object slot.

Finally, make sure your destination Scene is in your Editor’s Build Settings. To
do this, go to File > Build Settings and click Add Open Scenes.



o Set New Scene Name to the ¢ cene you want to send |t (o}
o Set Transition Destination Tag to the Destination Tag letter you set in
the Transition Destination Component.



