Chapter 1: Discovering Your Hidden Scripting Skills and
Getting Your Environment Ready
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1] using UnityEngine;
2L ysing System.Collections;
3

4[] public class LearningSeript : MonoBehaviour {
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Assembly-CSharp - Scripts/LearningSeript.cs - MoneDevelop-Unity
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1= using UnityEngine;

2L ysing System.Collections;
3

4[] public class LearningScript : MonoBehaviour {

5

6 // Use this for initialization
= void Start () {

8

9 }

10

" // Update is called once per frame
1200 void Update () {

13

14 k }
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Welcome to the Unity Scripting
Reference!

This section of the documentation contains details of the scripting API that Unity
provides. To use this information, you should be familiar with the basic theory and
practice of scripting in Unity which is explained in the Scripting section of our
manual.

The scripting reference is organised according to the classes available to scripts
which are described along with their methods, properties and any other information
relevant to their use.

The pages are extensively furnished with example code that you are free to use for
any purpose without crediting Unity. The examples can be viewed in any of the three
supported languages (C#, JavaScript and Boo) using the menu at the top of each
page. Note that the API is the same regardless of which language is used, so the
choice of language is purely down to preference.

Subsections of the reference can be selected using the menu to the left. For most
users, the Runtime Classes section will be the main port of call. Other sections of
the API, including the Editor extension API can be selected from the drop-down
menu at the top of the class listing.
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Chapter 2: Introducing the Building Blocks for Unity Scripts

Input.GetKeyUp

public static bool GetKeyUp(string name);

Parameters

Description

Returns true during the frame the user releases the key identified by name.

1
| void Start () {
8
9 int speedLimit = 6@;
10
1 if (speedLimit == 78) {
12 Debug.Log{"I can drive at maximum speed”};
13 }
14 else if (speedlLimit < 70 &% speedlLimit >= 3@8) {
15 Debug.Log("Speed limit is less than 70 and more or equals to 38");
16 }
17 else if (speedLimit < 3@) {
18 Debug.Log("I better be driving slowly, 38 mph or less");
19 }
20 L }
21
22




16
17 public bool imHugry = false;
18 public bool areKidsHungry = true;
19
20[1] void Start () {
21
22 if (imHugry || areKidsHungry) {
23 Debug.Log("I should cook some food");
24 }
25 1
26
public bool imLateForMeeting = true;
public bool roadConditionsArePerfect = true;
void Start () {
if (imLateForMeeting && roadConditionsArePerfect) {
Debug.Log("I need to drive fast");
}
}
1[=] using UnityEngine;
2 L ysing System.Collections;
3
4[7] public class LearningStatements : MonoBehaviour {
5
6 public bool willItBeRainingToday = true;
5
8- void Start () {
9
10 if (willItBeRainingToday) {
11 Debug.Log("Yes you need umbrella");
12 } else {
13 Debug.Log("No, you dont need umbrella");
14 }
15 }

16 L}
17



Do I need
umbrella
today?

Will it be raining
today?

Yes you No you don't
need need
umbrella umbrella
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UnityEngine.Debug:Log{Object)
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UnityEngine.Debug:Log{Object)
@ Update function is called
UnityEngine.Debug:Log{Object)
@ Update function is called
UnityEngine.Debug:Log{Object)
@ Update function is called
UnityEngine.Debug:Log{Object)
@ Update function is called
UnityEngine.Debug:Log(Object)
@ Update function is called
UnityEngine.Debug:Log(Object)

@ Update function is called
UnityEngine.Debug:Log(Ohbject)
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using UnityEngine;
using System.Collections;

public class LearningMethods : MonoBehaviour {

void Awake() {
Debug. Log("Awake function is called"};

}

Jf Use this for initialization
void Start () {

Debug.Log("Start function is called"};
1

// Update is called once per frame
void Update () {
Debug.Log("Update function is called");

}




using UnityEngine;
using System.Collections;

public class LearningScript : MonoBehaviour {

public int numberl
public int number2

2;
9;

// Use this for initialization
void Start () {

}
// Update is called once per frame
void Update () {

if (Input.GetKeyUp(KeyCode.Return)) AddTwoNumbers();
}

void AddTwoNumbers() {

Debug.Log( numberl + number2);

11 Debug.Log(2 + 9);
12

13 Debug.Log(11 + myNumber);



1] using UnityEngine;
2 L uysing System.Collections;
3

4[] public class LearningScript : MonoBehaviour {

5
6
7
8
o
10
11
12
13
14
15 |
16
17
18
19
20
21 L}

public int myNumber = 9;

// Use this for initialization
void Start () {

Debug.Log(2 + 9);
Debug.Log(11 + myNumber);
}

// Update is called once per frame
void Update () {

¥






Chapter 3: Getting into the Details of Variables
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uzing UnityEngine;
using System.Collections;

public class LearningScript : MonoBehaviour

{ ___________________________________________________
string blockl = "Block 1 text™; Code Block 1
wolid Start ()

{ ____________________________________________
1
Debug.Log (blockl) ; Code Block 2:
string block2 = "Block 2 text™:
Debug.Log (block2)
i ) !
1
Debug.Log (blockl) ; Code Block 3: !
Debug.Log (block?) ; | !
string block3 = "Block 3 text"™; !
Debug.Log (block3) ; |
} eccccsccccccsscsscscsssscsssssss===== ! 1
B o e e :
H

Script
Mumber 1

Mumbe
Saom

Check This O




|l e e T e e e R
(WU S

[T LI S S

aoLn

[T =]

&nooLn

[T -]

using UnityEngine;
using Svyvstem.Collections;

public class LearningScript : MonoBehawviour
{
public int numberl = 2;
public float number2 = 4.,7f;
public string someWords = "HNow iz the time";
public bool checkThisCut = true;

wvold Start ()
{

vold Update ()
{

Type Contents of the variable
int A simple integer, such as the number 3
float A number with a decimal, such as the number 3.14

string Characters in double guotes, such as, “Watch me go now”

bool A boolean, either true or false

(®) & Audio Listener

o Options
pt (Script)

Learni Reset

Remove Component

Move Up

Mowe Down

Copy Component

Paste Component As Mew

Paste Component Values

Edit Script




Chapter 4: Getting into the Details of Methods

1 using UnityEngine;

2 using System.Collections;

3

4  public class LearningReusableMethodsWithReturn : MoncBehaviour {
5

[

7 public int numberl = 2;

8 public int number2 = 3;

]

10

1

12 void Start () {

13

14 int sumResult = AddTwoNumbers{numberl, number2);
15

16 DisplayResult(sumResult});

17

18 ¥

19

20

21

22 int AddTwoNumbers (int firstMumber, int secondNumber) {
23

24 int result = firstNumber + secondNumber;
25 return result;

26

27 b

28

29

30 void DisplayResult (int total) {

31

3z Debug.Log("The grand total is: " + total);
33

34 }

a5

#®  }

a7

38

39

40

int AddTwoNumbers (int firstNumber, int secondMumber) {

int result = firstNumber + secondNumber;
return result;



El console
| Clear | | Collapse | Clear on Play | Error Fause |
5
UnityEngine.Debug:Log{Object)
9
UnityEngine.Debug:Log{Object)

10
UnityEngine.Debug:Log{Object)

1] using UnityEngine;
2 L ysing System.Collections;
3

4[=] public class LearningReusableMethods : MonoBehaviour {

5

6

7 public int numberl = 2;

8 public int number2 = 3;

9 public int number3 = 7;

10

1

12

13 void Start () {

14

15 AddAndPrintTwoNumbers (numberl, number2);
16 AddAndPrintTwoNumbers (numberl, number3);
17 AddAndPrintTwoNumbers (number2, number3);
18

19 | }

20

21

22

23[] void AddAndPrintTwoNumbers(int firstNumber, int secondNumber) {
24

25 int result = firstNumber #+ secondNumber;
26 Debug. Log(result);

27

28 |- ¥

29

a0

a

2L}

33

a4

a5

36

ar

a8

void AddAndPrintTwoMumbers(int numberl, int number2) {

int result = numberl + number2;
Debug.Log(result);



Chapter 5: Lists, Arrays, and Dictionaries

18

18 if (personalDetails.Contains("firstName”}) {

20 Debug.Log((string)personalDetails["firstName"]);

21 }

2 else {

23 Debug.Log("First name isnt stored in the hashtable");
24 }

25

1E using UnityEngine;
2L using System.Collections;
3

4H public class LearningDictionaries : MonoBehaviour {

5

6 public Hashtable personalDetails = new Hashtable();
7

8

8] void Start() {

10

1" personalDetails. Add{"firstMame", "Greg");
12 personalDetails.Add{" lastName", "Lukosek");
13 personalDetails.Add{"gender", "male"};

14 personalDetails.Add("isMarried”, true);

15 personalDetails.Add("age", 29);

16

17 | }

18

19 L}

20

21

El Console
|ﬂear||Cuilapse|Clearnn PIalenurPansel |®2|A0|
System.Int32

UnityEngine.Debug:Log(Object)

@ System.5tring
UnityEngine.Debug:Log(Object)




1=l using UnityEngine;
2L using System.Collections;
3

4H public class LearningArraylList : MonoBehaviour {

5

6

7 public ArraylList inventory = new ArraylList();
8

9

10(] void Start() {

11

12 inventory.Add(1@);

13 inventory.Add(22);

14 inventory.Add("Adam");

15 inventory.Add(GameObject.Find{"Player")];
16

17

18 Debug.Log(inventory[1].GetType(});

19 Debug.Log(inventory[2].GetType()});
20
2| }
22
23
24 L}

1H using UnityEngine;

2 L using System.Collections;

3 - using System.Collections.Generic;
4

5

6 public class LearninglLists : MonoBehaviour {

7

8

g public List<string> familyMembers = new List<string=(};
10

1

124 void Start() {

13

14 familyMembers.Add("Greg");

15 familyMembers.Add("Kate");

16 familyMembers.Add("Adam");

17 familyMembers.Add("Mia"};

18

19
20 string thirdFamilyMember = familyMembers[2];
21 Debug.Log({thirdFamilyMember};
a2
23 - )
24

NE R



1= using UnityEngine;
using System.Collections;
using System.Collections.Generic;

[ ]

.

B public class LearninglLists : MonoBehaviour {

~j o N

8

8 public Listestring> familyMembers = new List=string=():
10

1

12 void Start(} {

13

4 familyMembers.Add("Greg");
15 familyMembers.Add("Kate");
16 familyMembers.Add("Adam");
17 familyMembers.Add("Mia"};
18

19 | }

21 L}

[
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Kl -
GameObject.FindGameObjectsWithTag

SWITCH TO MAMUAL

public static GameObject[] FindGameObjectsWithTag(string tag);

Parameters

tag The name of the tag to search GameObjects for.



Chapter 6: Loops

1 using UnityEngine;

2 ysing System.Collections;

3  using System.Collections.Generic;

4

5 public class LearninglLoopsSearching : MonoBehaviour {

]

T public Listestring> familyMembers = new List<string>(};
8

[

10 void Start() {

11

12 familyMembers.Add("Greg"});

13 familyMembers.Add("Kate"});

14 familyMembers.Add("Adam");

15 familyMembers.Add("Mia"};

16

17

18 int adamsIndex = -1;

19

20 for( int 1 = @; i < familyMembers.Count; i++} {
21

22 if (familyMembers[i] == "Adam") {

23 adamsIndex = 1i;

24 break;

25 }

26 }

27

28

29 if (adamsIndex == -1) {

30 Debug.Log("Adam value is not stored in the list");
31 }

32 else {

33 Debug.Log("Adam value found at index " + adamsIndex);
34

35

38 }

a7
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1is odd
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2 is even
UnityEngine.Debug:Log{Object)
3 is odd
UnityEngine.Debug:Log{Object)
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UnityEngine.Debug:Log{Object)
5 is odd
UnityEngine.Debug:Log{Object)

@ b is even

UnityEngine.Debug:Log{Object)
7 is odd
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8 is even
UnityEngine.Debug:Log{Object)

9 is odd
UnityEngine.Debug:Log{Object)

10 is even
UnityEngine.Debug:Log{Object)

1y 11is odd
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using UnityEngine;
using System.Collections;

public class LearningLoopsWithStatements :

void Start () {

for{ int i = @; i = 1808; i++) {

if (i=10){
Debug.Log(i + " is zero"};
}
else if (IsNumberEven(i}) {
Debug.Log(i + " is even"};
}
else {
Debug.Log(i + " is odd");
}

public bool IsMumberEven(int number)} {

if (number % 2 == @) {
return true;

}
else {

return false;
}

hy
+
15
int i = @;
= while (i<1@8) {

ffloop block
Debug.Log(i);

i++;

BENERRBRERE

MonoBehaviour {



while (condition) {

//loop block

1= using UnityEngine;

2 L using System.Collections;

3 L using System.Collections.Generic;
4

5
6 public class LearningLoopsFor : MonoBehaviour {

T

a

g public Listestring> familyMembers = new List=string=();
10

1

124 void Start() {

13

14 familyMembers.Add("Greg");

15 familyMembers.Add("Kate");

16 familyMembers.Add("Adam");

17 familyMembers.Add("Mia");

18

19

2004 for( int i = @; i = familyMembers.Count; i++) {
21

22 f/loop block

23 Debug. Log(familyMembers[i]);
24 | }

25

26

27 | }

28

29

an L}

<3|






1[=] using UnityEngine;

2 L using System.Collections;

3 - using System.Collections.Generic;
4

5 public class LearningLoopsForeach : MonoBehaviour {
4]

Fi
8 public List=string> familyMembers = new List<string=(};
L
10
11 void Start(} {
12
13 familyMembers.Add("Greg");
14 familyMembers.Add("Kate");
15 familyMembers,Add("Adam");
16 familyMembers.Add("Mia"};
17
18
19
20[-] foreach (string familyMember in familyMembers} {

21
2p Debug. Log(familyMember) ;
23
24

26
27
28

foreach (Type elementName in myCollectionVariable)

//loop block



Chapter 7: Object, a Container with Variables and Methods

1H using UnityEngine;
2 L ygsing System.Collections;
3

4 public class LearningObjectsWithConstructors : MonoBehaviour {

=2

&

7 public Person man;

8 public Person woman;

9

10

1

124 void Start{) {

13

14 man = new Person("Greg", "Lukosek");
15 woman = new Person("Kate", "Lukosek"};
16

17 man. Spouse = woman;

18 WOman. spouse = man;

19

20 if (man.IsMarriedWith({woman)}) {

21 Debug.Log(man.firstName + “ is married to " + woman.firstName);
22 }

23 else {

24 Debug.Log(man. firstName + " and " + woman.fTirstName + " are not married”};
25 }

26 | }

27 L}

28

void Start() {

new Person(

public Person { & 20183

string pFirstName,
string plLastMName
)



void Start() {

new Personi

public Person () |3—1255:4

1= using UnityEngine;
2 L ysing System.Collections;
3

4[] public class Person {

5
6 public string firstName = "";
7 public string lastName = "";
8 public Person spouse;
g
10
e public Person () {
12
13 | }
14
15
16 public Person (string pFirstName, string pLastMame) {
17 this.firstMName = pFirstName;
18 this.lastName = plLastMName;
19 | }
20
ol
22I'T'I public bool IsMarriedWith (Person otherPerson) {
23
240 if (spouse != null)} {
| //Person object is stored in spouse wariable
28[] if (otherPerson == this.spouse) {
27 //otherPerson object is the same as stored spouse
28 return true;
29 }
30[] else {
31 /fnot married
a2 return false;
33 - ¥
34 1
35[] else {
36 //spouse variable is not assigned so this
37 //Person is not married at all
a8 return false;
39 - 1
40 - }
41
42 L}
43

public Person (string pFirstMame, string pLastName) {
this.firstName = pFirstName;
this.lastMame = pLastName;



1H using UnityEngine;
2 L ysing System.Collections;
3

44 public class LearningObjects : MonoBehaviour {

public Person man;
public Person woman;

=] void Start() {

man = new Person();
man.firstName = "Greg";
man.lastName = "Lukosek';

woman = new Person();
woman, firstName = "Kate";
woman, LastName = "Lukosek™;

B R e e Tl
- o R I T R R = - - B

man.spouse = woman;
woman.spouse = man;

if (man.IsMarriedWith(woman)) {
Debug.Log(man. firstName + "
}

else {
Debug.Log(man. firstName +

is married to + woman. firstName);

BENBRRER

" and " + woman.firstName + " are not

FREER28R

married");



using UnityEngine;
using System.Collections;

public class Person {
public string firstMame = "";

public string lastName = "";
public Person spouse;

0 =i th b @D R =

a

10

1 public bool IsMarriedWith (Person otherPerson) {
12

13 if (spouse != null)} {

14 //Person object is stored in spouse variable
15 if (otherPerson == this.spouse) {

16 /fotherPerson object is the same as stored spouse
17 return true;

18 }

19 else {

20 //not married

21 return false;

22 }

23 }

24 else {

a5H /fspouse variable is not assigned so this
2 L JfPerson 1is not married at all

27 return false;

28 ¢

29 T

a0

3}

32

E console

Erorpause | (D11 40 @0

utiful son Adam
th

Greg and Kate have a beautiful son Adam
UnityEngine.Debug:Log(Object)
Family:Start(} (at Assets [Scripts /Chapter 7 fFamily.cs:39)




12 using UnityEngine;
2 L using System.Collections;
a3

43 public class Family : MonoBehaviour {

5
6
7
8
E:

10
1

124

13
14
15
16
17
18
19

SHERBRLEBRYSERBRLEBENRRRBRRE

public Person father;
public Person mother;
public Person son;

void Start() {

father = new Person();
father.firstName = "Greg";
father.lastName = "Lukosek";
father.age = 29;
father.isMale = true;
father.isMarried = true;

mother = new Person();
mother.firstName = "Kate";
mother. lastName = "Lukosek";
mother.age = 2B;
mother.isMale = false;
mother.isMarried = true;

son = new Personl);
son.firstName = "Adam";
son. lastName = "Lukosek";
son.age = 3;

son.isMale = true;
son.isMarried = false;

Debug.Log(father.firstName + " and "

* have a beautiful son "

using UnityEngine;
using System.Collections;

public class Person {

+ mother,firstName +
+ son,firstName);

public string firstMame = "";
public string lastName = "";

public int age = @;

public string address = "";
public bool isMale = Talse;
public bool isMarried = false;



1H using UnityEngine;
2 L using System.Collections;
3

4 public class LearningScript : MonoBehaviour {
5

6 /f Use this for initialization
= void Start () {
i

8- }

10

11 // Update is called once per frame
12 void Update () {

13

14 | }

15L %)

16



Object

Variables

Methods




Chapter 8: Let's Make a Game! — From Idea to Development
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Chapter 9: Starting Your First Game

FixedUpdate(} {

if (rigidBody.velocity.x < runningSpeed) {
rigidBody.velocity = 1 Vector2{runningSpeed, rigidBody.velocity.y);

}

¥ Player Controller (Script) [ =
Script @ PlayerController ©
jump Force 25

Animator % sprite (Animator} ©

Ground Layer

Entry

jump




¥ Player Controller (Script)
Script | FlayerController

Jump Force 25

Ground Layer

Default

Ay ers TransparentFX
Ignore Raycast
Water

i

Ground

Add Layer...

if (Physics2D.Raycast( «transform. po

RaycastHit2D Raycast (
Vector2 origin,
Vector2 direction,

float distance,
int layerMask




Jump() {
if (IsGrounded()) {

rigidBody.AddForce (Vector2.up % jumpForce, ForceMode2D.Impulse);
'

LayerMask groundLayer;

bool IsGrounded() {

if (Physics2D.Raycast| .transform.position, Vector2.down, 8.2f, groundLayer.value)) {

¥
else {

s




ig UnityEngine;
] System.Collections;

PlayerController : MonoBehaviour {

float jumpForce = 6f;
Rigidbody2D rigidBody;

d Awake() {
rigidBody = GetComponent<Rigidbody2D>();

Update () {
if (Input.GetMouseButtonDown(@)) {

Jump(};
}

Jump() {
rigidBody.AddForce(Vector2.up * jumpForce, ForceMode2D.Impulse);

UnityEngine;
] System.Collections;

PlayerController : MonoBehaviour {

i Start () {

Update () {

if (Input.GetMouseButtonDown(@))} {
Debug.Log("Left mouse button clicked!");
I




Input.GetMouseButtonDown

public static bool GetMouseButtonDown(int button);




Transform
Position
Rotation

Linear Drag

Angular Drag

15traints

O ¥ Circle Collider 2D
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Project name*

New Unity Project

Location®
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Chapter 10: Writing GameManager

StartGame() {
PlayerController.instance.5tartGame();
SetGameState(GameState. inGame) ;

PlayerController : MonoBehaviour {

PlayerController instance;

float jumpForce = 6T;

float runnimgSpeed 1:5%;

Animator animator;

Vector3 startingPosition;
Rigidbody2D rigidBody;

Awake() {

instance = this;

rigidBody = GetComponent<Rigidbody2D>(]);
startingPosition = transform.position;

. | StartGame() {
animator.SetBool("isAlive", | H
.transform.position = startingPosition;




UnityEngine;
System.Collections;

KillTrigger : MonoBehaviour {
OnTriggerEnter2D{Collider2D other) {

if (other.tag = "Player") {
PlayerController.instance.Kill();

& |nspector
f v Player
Tag | Player
Prefab Gelact

Transform

UnityEngine;
System.Collections;

KillTrigger : MonoBehaviour {
OnTriggerEnter2D{Collider2D other) {
if (other.tag = "Player") {

Debug.Log("Player collider entered the trigger");
}
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Update() {

if (Input.GetButtonDown{"s"}) {
StartGame();
b

Update () {

if (GameManager.instance.currentGameState == GameState.inGame)
{
if (Input.GetMouseButtonDown(@)) {
Jump();
}

animator.SetBool("isGrounded", isGrounded());

i FixedUpdate() {

if (GameManager.instance.currentGameState == GameState.inGame)

{

if (rigidBody.velocity.x < runningSpeed) {
rigidBody.velocity = new Vector2(runningSpeed, rigidBody.velocity.y);




UnityEngine;
] System.Collections;

= c enum GameState {
menu,
inGame,
}
=

gameQver

GameManager : MonoBehaviour {
GameState currentGameState = GameState.menu;

start() {
StartGame();

d StartGame() {
SetGameState(GameState. inGame) ;

GameOver() {
SetGameState(GameState.gameOver);

BackToMenu{) {
SetGameState(GameState.menu) ;
SetGameState (GameState newGameState) {

if (newGameState == GameState.menu) {

}

else if (newGameState GameState.inGame) {

}

else if (newGameState GameState.gameOver) {
}

currentGameState = newGameState;

|
|
|
T




] UnityEngine;
System.Collections;

GameManager : MonoBehaviour {

StartGame() {

GameOver() {

BackToMenu() {




Chapter 11: The Game Level

UnityEngine;
System.Collections;

s LeaveTrigger : MonoBehaviour {
OnTriggerEnter2D(Collider2D other) {

LevelGenerator.instance.AddPiece();
LevelGenerator. instance.RemovelldestPiece();

Remove0ldestPiece() {

LevelPiece oldestPiece = pieces[@];

pieces.Remove(oldestPiece);
Destroy(oldestPiece.gameObject);




Transform

osition ¥ 0

Rotation

v Level Generator (Script)
E ML Generator

@ LevelPieceBasic {Leve

startPoint (Transforn <

dd Component




Random.Range

public static float Range(float min, float max);



id AddPiece() {

int randomIndex = Random.Range(®, levelPrefabs.Count);

LevelPiece piece = (LevelPiece)Instantiate(levelPrefabs[randomIndex]);
piece.transform.SetParent( transform, };

L

Vector3 spawnPosition = Vector3.zero;

if (pieces.Count == @) {
spawnPosition levelStartPoint.position;
}

else {

spawnPosition pieces[pieces.Count-1].exitPoint.position;
}

piece.transform.position = spawnPosition;
pieces.Add(piece);

UnityEngine;
System.Collections;
] System.Collections.Generic;
LevelGenerator : MonoBehaviour {
LevelGenerator instance;
List<LevelPiece> levelPrefabs = new List<lLevelPiece>();
Transform levelStartPoint;

List<LevelPiece> pieces = new List<lLevelPiece=();

Awake() {
instance = th




UnityEngine;
System.Collections;

System.Collections.Generic;

LevelGenerator : MonoBehaviour {

LevelGenerator instance;
List<LevelPiece> levelPrefabs =
Transform levelStartPoint;
List=LevelPiece> pieces

Awake() {
instance =

List<lLevelPiece=();

List<LevelPiece=();

Transform
Position

B
Script

Exit Point

Level Piece (Script)

UnityEngine;
System.Collections;

LevelPiece : MonoBehaviour {

Transform exitPoint;



CameManager

Main Camera

evelPieceBasic







Chapter 12: The User Interface

¥ Level Generator (Script)

LevelPieceHole

ExitPoint

LeaveTrigger




SetGameState (GameState newGameState) {

if (newGameState == GameState.menu) {
menuCanvas.enabled = :
inGameCanvas.enabled = -

}

else if (newGameState =— GameState.inGame) {

"
L)

menuCanvas.enabled

inGameCanvas.enabled = :

}

else if (newGameState =— GameState.gameOver) {

"
L

menuCanvas.enabled =
inGameCanvas.enabled =

}

currentGameState = newGameState;

OnN THE MYSTERIDUS PLANET

v Game Manager (Script) I
SCript DCGameManager
Current Game State Men

Menuw Canwvas MNone (Canvas)




SetGameState (GameState newGameState) {
if (newGameState == GameState.menu) {
menuCanvas.enabled = 4
1

else if {(newGameState =— GameState.inGame) {

menuCanvas.enabled = -

}

else if (newGameState =— GameState.gameOver)

menuCanvas.enabled = -

}

currentGameState = newGameState;




SetGameState (GameState newGameState) {
if (newGameState == GameState.menu) {
menuCanvas.enabled = H
ilse if (newGameState =— GameState.inGame) {
" menuCanvas.enabled = H

else if (newGameState = GameState.gameOver) {

menuCanvas.enabled = :

}

currentGameState = newGbameState;

B GameMan: @




GameObject
Transform

bool enabled GameManager

string name

string tag

bool useGUILayout

BackToMenu ()

BroadcastMessage (string)

Cancellnvoke (string)

Cancellnvoke ()

GameOver ()

SendMessage (string)

SendMessageUpwards (string)

StartGame ([}

StopAllCoroutines ()
StopCoroutine [string)

:

List is Empty




List is Empty




& |nspector 3
‘f" ¥ FlayButton
.-

T:'I:.I Untagged

Prefab

: : Rect Transform
t Po
0
Width Height
160 30

Canvas Renderer

Im (Script)

_____________________ V4

Raycast Target
Image Type
Fill Center
@ ¥ Button (Scripy)
Interactable v

List is Empty




@ & Importing package

None Cancel



Anchors

Min

|:| ¥ Canvas
Re

i
|z| ¥ Canvas Scaler (Script)
Ui Scale M 3

Height
I & Graphic Raycaster (Script)
Script T GraphicRaycaster
lgnore Craphics&®
Blocking C 5 Mone
Bloc

Add Component




e el @ Component Window Help

Create Empty {+3EN
Create Empty Child " {N
3D Object >
2D Object >
Light >
Audio >

>

Particle System
Camera

Center On Children

Make Parent

Clear Parent

Apply Changes To Prefab
Break Prefab Instance

gB=

Set as first sibling

Set as last sibling 36—
Move To View L 3#F
Align With View {r38F
Align View to Selected
Toggle Active State  “C{tA

[+ c

Scaler (Script)

Ui Scale Mode Gcale With Screen Size

Reference

Match O Hel

Width

Reference Pixels Per Unit 1

Text
Image
Raw Image

Button
Toggle
Slider
Scrollbar
Dropdown
Input Field

Canvas
Panel
Scroll View

Event System

Height




GUI Oemo
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Chapter 13: Collectables — What Next?

] UnityEngine;
UnityEngine.UI;
g System.Collections:

ViewInGame : MonoBehaviour {

Text scorelabel;
Text coinlLabel:
Text highscorelLabel:

Updatel() {
if (GameManager.instance.currentGameState == GameState.inGame) {

scoreLabel.text = PlayerController.instance.GetDistance().ToString("f@"):
coinLabel.text = GameManager.instance.collectedCoins.ToString();
highscorelLabel.text = PlayerPrefs.GetFloat("highscore”, B).ToString(“fe");

Kill() {

GameManager.instance.GameOver():
animator.SetBool ("isAlive", =

if (PlayerPrefs.GetFloat("highscore", B) < Ls.6etDistance()) {

PlayerPrefs.SetFloat(“highscore”, this.GetDistance()):




Static Functions

DeleteAll Removes all keys and values from the preferences. Use with caution.
DeleteKey Removes key and its corresponding value from the preferences.
GetFloat Returns the value corresponding to key in the preference file if it exists.
Getlnt Returns the value corresponding to key in the preference file if it exists.
Getstring Returns the value corresponding to key in the preference file if it exists.
HaskKe Returns true if key exists in the preferences.

Save Writes all modified preferences to disk.

SetFloat Sets the value of the preference identified by key.

Setint Sets the value of the preference identified by key.

SetString Sets the value of the preference identified by key.

UnityEngine:
UnityEngine.UI:
System.Collections;

ViewInGame : MonoBehaviour {

Text scorelabel;
Text coinLabel;

Update() {

if (GameManager.instance.currentGameState == GameState.inGame) {
scorelLabel.text = PlayerController.instance.GetDistance().ToString("f@"):
coinlLabel.text = GameManager.instance.collectedCoins.ToString():




c float GetDistance() {

float traveledDistance = Vector2.Distance(new Vector2(startingPosition.x, 8),

Vector2(this.transform.position.x, @));
1 traveledDistance;

E ¥ View In Game (Script)
Script | ViewinGame
Coin Label M coinsLabel (Text)

coinsLabel

UnityEngine;
UnityEngine.UI;
System.Collections;

ViewInGame : MonoBehaviour {
Text coinLabel;
Update() {
if (GameManager.instance.currentGameState == GameState.inGame) {

coinLabel.text = GameManager.instance.collectedCoins.ToString();

}

Collect() {

isCollected = :
Hide(};
GameManager. instance. CollectedCoin();




UnityEngine;
System.Collections;

Collectable : MonoBehaviour {
bool isCollected = :
Show() {
.GetComponent<SpriteRenderer=().enabled =

.GetComponent<CircleCollider2D>().enabled
isCollected = Z

Hide() {
.GetComponent<SpriteRenderer>().enabled =
GetComponent<CircleCollider2D=>().enabled

Collect() {

isCollected =
Hide();

OnTriggerEnter2D{Collider2D other) {

if tﬂthEi".tEg = IIPLEYEF“] {
Collect();
}







® 8 Import Unity Package

Mone Cancel | |'Import
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