Instructions for using Object Collection and Trigger mechanics in Unty

Jason Fritts

1 Object Collection and Scoring
e Add PlayerScoringscript toFirst Person Controller

— SelectFirst Person Controller object in the Hierarchy window.
— In Inspector window, click on thAdd Component button.

— In the drop-down menu, seleStripts — PlayerScoring You should now see the following script component
attached td=irst Person Controller.

¥ || M Player Scoring (Script) G %,
Script [ﬂ PlayerScoring @
Score Text None (GUIText) o]

e Add ObjectScoring script to each of th®igidbody objects you want to collect for scoring

— For each object that you want to collect for scoring, first select it irHiegarchy window.
— In the Inspector window, make sure that it has Rigidbody component.

— In the Inspector window, change the TagQollisionObject. If this Tag does not exist yet, you will need
to create it by selecting thadd Tag... option from the drop-down menu and entering the name of the next
Element in the Tag list to beCollisionObject. See page 95 in our Unity text for further clarification on
creating new Tags.

— In the Inspector window, click on thedd Component button.

— In the drop-down menu, seleStripts — ObjectScoring. You should now see the following script component
attached to the object.

¥ [is| [ Object Scoring (Script) [ %,
Script |s| ObjectScoring fc]
Value 1
Destroy On Collision [
Collect Sound None (Audio Clip) @

— The parameters in th®@bjectScoring script are:Value, Destroy On Collision, andCollect Sound. Value is
the number of points added to the game score when the player collides witlbjacs. Destroy On Collision
dictates whether the object is deleted from the game upon collision — if the labvecked it will be deleted
from the game; if not checked, it remains in the game. Fin@lbllect Sound is an optional audio file that is
played when a collision occurs.

Below shows an example parameterization that upon collision will add +5geiiil not delete the object from
the game, and will play theell_collectedsound.

| ¥ |5| ¥ Object Scoring (Script) @ =,
Script [ﬂ ObjectScoring (o}
Value 5
Destroy On Collision [J
Collect Sound == cell_collected [}




— Optionally, if you're creating many objects with ti@bjectScoring script, you can make a Prefab object that
already has the appropriate Tagigidbody component, an®bjectScoring script, and then quickly create
instances of this Prefab by dragging them into the game.

e Optionally add arAudio Source to theFirst Person Controller

— If you want an audio sound played when the player collec®oHisionObject, you need to add aAudio
Source component to th&irst Person Controller.

— In the Inspector window, click on thédd Component button.

— In the drop-down menu, seledudio — Audio Source. When the player now collides with an object, it will
play the sound file specified by that objedTsllect Sound setting in itsObjectScoring script.

— Note: If you haven't already, be sure to remove thedio Listener component on th&lain Camera. A scene
can only have ondudio Listener for audio to work correctly. Since both ti\dain Camera and the camera
in the First Person Controller have anAudio Listener, you need to remove/delete one. While playing the
game, the player should hear the audio from the perspective of the playteoller, so theAudio Listener on
theMain Camera is the one that should be deleted.

e To display the game score, ad@GaJl Text object to the Scene

— In the Hierarchy window, click on th€reate button and seledBUI Text.

— For reference, you may want to change the name of this object to sogetiore descriptive lik&sUI Text
Score though this is not required.

— Note: After adding this element, you will not immediately see it displayed in the Se@m#ow. It only appears
in the Game window, so you won't see it until you begin playing the Scene.

— To modify the paramters of theéUI Text element, select it in the Hierarchy window, and you will see the
following in the Inspector window.

i ® mspector | o=
_’ GUITextScore [Istatic =
| " Tag [Untagged :| Layer | Default |
¥ A Transform G #,
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Text Score:
Anchor upper left H
Alignment left H
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Font [ Avial o}
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— To change the position of tHeUI text element, in the Inspector window, change Bigel Offset values forX
andY as desired. For example, to position it in the upper left-hand corngmeeX andY values to something
like -500 and 400, respectively (these values will vary based on yaraes resolution).

— To make the text more visible, in the Inspector window, chafmya Size to a larger value like 20 or 24.



e Finally, link theGUI Text element for the score to tH&ayerScoringscript

— In the Hierarchy window, select tHerst Person Controller. Scroll down in the Inspector window until you
see the parameters for tRéayerScoringscript.

— Click and hold on thé&5UI Text element that displays the score. While holding down the mouse button, drag
theGUI Text element into th&core Text parameter in th@layerScoringscript.

— After completing this, théPlayerScoring script should show the name of yo@UI Text element after the
Score Text parameter. This links the two objects together, so now the score shoulalydisprectly when you
play the game.

1
¥ |s| M Player Scoring (Script) - g %
Script \ls|PlayerScoring o}
Score Text |&/ GuITextScore (GUIText o

ll——= aes |

2 Speed Boost from Object Collection
e Add PlayerSpeedBoosscript toFirst Person Controller
— Process is identical to the first bullet above, where you adde®ldgerScoring script to theFirst Person
Controller. Here you simply use thelayerSpeedBoosscript instead.
— The only difference is that thelayerSpeedBoosstcript is simpler; it does not have any parameters that need
to be defined.
e Add ObjectSpeedBoosscript to each of thRigidbody objects you want to give a speed boost upon collec-
tion

— Process is identical to the second bullet above, where you addédbijketScoring script to theRigidbody
objects. Here you're adding th@bjectSpeedBoosskscript instead, which has a few different parameters, as
shown below:

¥ [s| [ object Speed Boost (Script) ] #,
Script s ObjectSpeedBoost @
Speed Multiplier 3
Speed Boost Duration 5
Destroy On Collision )
Speed Boost Sound None (Audio Clip) @

— The parameters in th@bjectSpeedBooskcript are:Speed Multiplier, Speed Boost Duration, Destroy On
Collision, andCollect Sound. Speed Multiplier indicates how many times faster the player becomes g.g.
would indicate three times faster$peed Boost Duration indicates how many secontise speed boost will
last. Destroy On Collision and Speed Boost Sound are identical tadObjectScoring, determining whether
the object will be deleted and which sound (if any) will be played upon coflisio

Note: If you don’t want an object deleted after a collision, and both@igectScoring andObjectSpeedBoost
scripts are attached to an object, tlizestroy On Collision must be unchecked in bofferipts.

Below shows an example parameterization that will increase speed igr®8 seconds, will delete the object
from the game, and will play th€rossbow explosionsound.

— Optionally, if you're creating many objects with ti&bjectSpeedBoosscript (and/otObjectScoring script),
you can make a Prefab object that already has the appropriatdRigigbody component, and one or both
scripts, and then quickly create instances of this Prefab by draggingitiethe game.



¥ lls| M Object Speed Boost (Script) Eg #,
Script @OhjectSpechoost o]
Speed Multiplier i
Speed Boost Duration B8
Destroy On Collision [
Speed Boost Sound S Crossbow_explosion @

e Optionally add arAudio Source to theFirst Person Controller

— Just like bullet three foPlayerScoring, if you want to play an audio sound when the player colledBoHi-
sionObject, you need to akudio Source component to th&irst Person Controller.

3 Super Jump Trigger

e Change the Tag dfirst Person Controller to Player

— Selectrirst Person Controller object in the Hierarchy window.
— In the Inspector window, change the Tagtiayer.

e Add one or moréSuperJumpTrigger prefab objects into your Scene at the desired places

— To facilitate ease of use, we created a Prefab forStperJumpTrigger. However, this Prefab was easy to
make — it is nothing more than an empty object witlBax Collider, and Audio Source, and an attached
JumpTrigger script.

— In the Project window, select thssets/CSCI 130 Assets/Prefabs/ folder. Inside you will find theSuper-
JumpTrigger prefab object.

— For each location you desire to have a jump trigger in your scene, mawecgmera to that position and then
drag theSuperJumpTrigger prefab object from the Project window into the Scene window. Each tinue yo
drag one into the Scene, it will create a unique instance of the jump trigger.

— After creating an instance of tf&uperJumpTrigger, you may position and re-size it as desired, either through
the Inspector window, or via the Unity selection, translation, rotation, ardgsteols available in the upper
left-hand corner of the Unity editor (see below):
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— In addition, theSuperJumpTrigger includes alJumpTrigger script, which has the following paramters:

¥ 5] M Jump Trigger (Script) @ %
Saript @JumpTrigger (o]
Jump Multiplier =

Jump Boost Sound Mane (Audio Clip) (2]

— The parameters in théumpTrigger script are:Jump Multiplier andJump Boost Sound. Like the speed
boost,Jump Multiplier indicates how many times higher the the player can jump when inside the jurgertrig
area, whileJump Boost Sound is an optional sound that plays if the Player jumps when inside the jump trigger
area.

Below shows an example parameterization that will increase the jump hgitt and will play thedoor_powerup
sound when the Player jumps (while inside the jump trigger area).

— Unlike the scoring and speed boost gameplay mechanics, you aeedto add aAudio Source component
to theFirst Person Controller in order to play the jump boost audio sound. TheperJumpTrigger prefab
already contains the requisifeidio Source component.



¥ |ls| MIump Trigger (Script) & #

Seript EllumpTrigger (o]
Jump Multiplier 5

Jump Boost Sound - door_powerup (o]

4 Audio Trigger

e Change the Tag dfirst Person Controller to Player
— Process is identical to the first bullet8uperJumpTrigger, above.
e Add one or mordudioTrigger prefab objects into your Scene at the desired places

— Process is again identical to the second bullet above, where you addaddes of th&uperJumpTrigger
prefab element into the game. The only difference is thatidioTrigger has its own script, with different
parameters, as shown below:

Y [J_5| [MAudio Trigger (Script) [ %,
Seript |Js| AudiaTrigger fc}
Audio File Mone (Audio Chp) @
Play Only Once
Multi Play Delay 1

— The parameters in thaudioTrigger script are: Audio File, Play Only Once, andMulti Play Delay. The
Audio File parameter is obviously the sound file that will be played when the Playersehie trigger area.
ThePlay Only Once option is a checkbox that indicates whether the audio clip can be playedthaorence
per game — if checked, the audio clip can be played only once during tine game; if unchecked, it will play
again whenever the Player re-enters the trigger area.

The last parameteMulti Play Delay is only relevant ifPlay Only Once is unchecked. It's purpose is to
prevent the audio trigger from re-playing the audio clip too frequently ifgreing a minimum wait period
until the audio clip can be played again.

Below is an example parameterization that will play thender3 sound when the Player enters the trigger
area. It will play this sound each time the Player enters the trigger a@aded at least 15 seconds has passed
since the sound file was last played.

¥ [is) M Audio Trigger (Script) & %
Script US_I AudioTrigger @
Audio File +'thunder3 @
Play Only Once O
Multi Play Delay 15

— Similar to theSuperJumpTrigger, it is not necessary to add &wudio Source component to th&irst Person
Controller in order to play the audio clip. ThAudioTrigger prefab already contains the requisihedio
Source component.

— Note: Again, if you haven't already, be sure to remove flio Listener component on th&lain Camera.
A scene can only have orfaudio Listener for audio to work correctly. Since both tiain Camera and the
camera in thé&irst Person Controller have anAudio Listener, you need to remove/delete one. While playing
the game, the player should hear the audio from the perspective of ther ptantroller, so théwudio Listener
on theMain Camera is the one that should be deleted.

e Optionally modify theAudioTrigger’s play parameters, in the attach&ddio Source component

— TheAudioTrigger includes arAudio Source component that specifies further parameters regarding how the
audio clip is played. These include whether it is 2D or 3D audio, whether djsitg, the attenuation charac-
teristics for 3D audio, etc. Modify these as needed for each individidibarigger.



