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Key Phrases

o Code/Script
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« Game Engine (Unity) @l




Video Game Development Team

o Programmers

« Graphic Designers
« Sound Engineers

« Level Designers

« Testers



What Goes Into Making a Game?
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( Art f Design \
Create Visuals Create Gameplay
Concept World Design
Models Documentation

Environments High Concept
Interface Characters
Textures Story / Dialog
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Particles Gameplay Mechanics
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Audio

Create Sound

Music
Sound Effects
Voice Over
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Quality Assurance
L Testing game 5
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Production / Management
& Keep everyone on schedule )
s = ™
Marketing
L Getting product to market / maintaining community / data analytics W




Process

Establishing Controls
Writing the Code
Animating

Creating Graphics
Creating Sound

Level Construction



Controls

e Access to Controls

o Changing Controls



Code

Scripts
Character Controller
Player Movement

Miscellaneous Scripts



L‘J CharacterController2D.cs - Microsoft Visual Studio & Quick Launch (Ctrl+Q) P - & x
File Edit View Project Debug Team Tools Test Analyze Window Help
-0 B-WEPH D-Q- b Attach.. ~ | M _ M| =% W AW R
CharacterControlleD.cs % X 2
@Mlscelrlaneousrﬁles - -‘QCharacteyContpllerZD - @ QnCroy;hEvent -
1 Elusing UnityEngine; +
P using UnityEngine.Events; -
3
4 Elpublic class CharacterController2D : MonoBehaviour
5
6 : [SerializeField] private float m_JumpForce = 400f; // Amount of force added when the player jumps.
7 | [Range(@, 1)] [SerializeField] private float m_CrouchSpeed = .36f; // Amount of maxSpeed applied to crouching movement. 1 = 100%
8 [Range(@, .3f)] [SerializeField] private float m_MovementSmoothing = .85f; // How much to smooth out the movement
9 [SerializeField] private bool m_AirControl = false; // wWhether or not a player can steer while jumping;
10 i [SerializeField] private LayerMask m WhatIsGround; // A mask determining what is ground to the character
11 : [SerializeField] private Transform m_GroundCheck; // A position marking where to check if the player is grounded.
12 : [SerializeField] private Transform m_CeilingCheck; // A position marking where to check for ceilings
13 i [SerializeField] private Collider2D m_CrouchDisableCollider; // A collider that will be disabled when crouching
14 !
15 const float k_GroundedRadius = .2f; // Radius of the overlap circle to determine if grounded
16 ,  private bool m_Grounded; // Whether or not the player is grounded.
17 | const float k CeilingRadius = .2f; // Radius of the overlap circle to determine if the player can stand up
18 i private Rigidbody2D m Rigidbody2D;
19 \  private bool m_FacingRight = true; // For determining which way the player is currently facing.
20 | private Vector3 m Velocity = Vector3.zero;
21 '
22 | [Header("Events")]
23 i [Space]
24 :
25 | public UnityEvent OnLandEvent;
26 i
27 i [System.Serializable]
28 i} public class BoolEvent : UnityEvent<bool> { }
29 :
30 public BoolEvent OnCrouchEvent;
31 | private bool m_wasCrouching = false;
32 :
33 El:  private void Awake()
34 ot
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L‘J Player_Movement.cs - Microsoft Visual Studio ﬁl Player_Movement.cs - Microsoft Visual Studio

File Edit View Project Debug Team Tools Test Apalyze Window Help File Edit View Project Debug Team Tools Test Analyze Window Help
- B-TWMP| DT - all - P Attach.. - M _ C-O(B-QWP | D-C- : P Attach.. - M _ M fE =

Miscellaneous Files ~ *3 Player_Movement [&#] Miscellaneous Files ~ #3 Player_ Movement

1 Elusing System.Collections; 25 =k L if (Input.GetButtonDown("Jump™))

2 using System.Collections.Generic; 26 {

3 | using UnityEngine; 27 ' ' i\ Jump = true;

4 28 { | | animator.SetBool("IsJumping”, true);

5 Elpublic class Player_Movement : MonoBehaviour 29 : S

6 { 30 i

7 5 31 @ | if (Input.GetButtonDown("Crouch”))

3 | public CharacterController2D controller; 32 RN ¢

9 | public Animator animator; 33 i I | crouch = true;

10 : 34 R

11 ) 35 Bl i else if (Input.GetButtonUp("Crouch"))

12 i public float runSpeed = 40f; 36 | |

E 37 i 1 | crouch = false;

14 . float horizontalMove = of; 38 : T

15 : bool jump = false; 39 0

16 : bool crouch = false; 40 :

17 : 41 El:  public void OnLanding()

18 i // Update is called once per frame 42 Y

19 El:  void Update() 43 { | animator.SetBool("IsJumping”, false);

20 G a4 b}

21 P a5 '

22 : i horizontalMove = Input.GetAxisRaw(“"Horizontal"™) * runSpeed; 46 B! public void OnCrouching(bool isCrouching)

23 Vo 47 Y

24 !\ animator.SetFloat("Speed”, Mathf.Abs(horizontalMove)); 48 | | animator.SetBool("IsCrouching”, isCrouching);

25 El! | if (Input.GetButtonDown("Jump")) 49 [

26 I 50 5

27 : ' i\ jump = true; 51 B! void FixedUpdate()

23 : i : animator.SetBool("IsJumping”, true); 52 '

29 i ni 53 i\ 1 // Move our Character

30 ] | 54 | | controller.Move(horizontalMove * Time.fixedDeltaTime, crouch, jump);

31 El! | if (Input.GetButtonDown("Crouch™)) 55 I jump = false;

32 A 56 L3

33 i 1 | crouch = true; 57 [}

34 Eo iy

alceif LIoout GakRuttontinflCroancholy,




Q Unity 2018.2.18f1 Personal (64bit) - Level 1.unity - Science Research Project - PC, Mac & Linux Standalone* <DX11> o X
File Edit Assets GameObject Component Cinemachine Window Help

[@ [ | S R[] :""):‘ =i Center | @Local > 1l | M | &collab - | @ | Account ~ | [Layers - |[Layout ~|

= Hierarchy | .= #:Scene | € Game £ Asset Store o= | © Inspector | &=
| Create ~| (arAll ||| Shaded |20 || % | <) (i) Gizmos 7| (arAll ;? By | static A
v < Level 1* = R T — ——
Tag | Player +| Layer | Player %]
CeilingCheck b A Transform @ = =
GroundCheck | | | | I ! | | ] v = ¥ Character Controller _‘7*¥ %,
> Camera E ] Script CharacterConti ©
¥ Scenery Jump Force 325
» Platforms Crouch Speed Jil
» Canvas b : _'O ————
Everteyatam M.ovement Smoothin = 0,05
SpawnPoint Air Control
KillFloor What Is Ground [ Mixed..
Ground Check A GroundCheck ( ©
Ceiling Check A CeilingCheck (7 ©
Crouch Disable Colli # Player (Circle ¢ ©
Events
L ,.
© a On Land Event ()
O‘ + * Iy _—= —
» v b .. | Runtime C# || Player_Movement.OnLandir $ |
4 L) . Playel © A
@ Project | B Console #2 Animator © Animation Pl e
| Create 7| Q | 2| | * -On Crouch VEvent (Boolean) |
4 Assets » | Runtime C# || Player_Movement.OnCrouc # |
% Animation . Playel O i '
> &5 Gizmos
it v e e e e o EL
%_Body Parts v « MPlayer_Movement (s [@ 3! #
5 Effect & FireBalls e . i ; ’ : ’ ) Script Player_Moveme @
> % Knight PNG Animation Gizmos Knight Files Misc, Stuff Pictures Scenes Scripts Useless Stu... z2Gizmos —_—
3 Controller « Player (Charac ©
& Misc. Stuff Animator siPlayer (Animat: ©
¥ &5 Pictures sl bl =
& Platforms Run Speed 125
&5 Scenery » @ ¥ Circle Collider 2D @ = %
%Sce.nes » @ /circle Collider 2D @ =
%Scrlpts » < Rigidbody 2D il
v &3 Useless Stuff - = =
Y e Sprite Renderer 3 Y

L= an ~L i P



Animation

« What are Animations?
« Creating an Animation

« Using the Animator



Anry State
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Sound and Graphics

Bosca Ceoil
WavePad Audio Editor
Microsoft Paint

Unity Asset Store
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Level Construction

« Importing and Placing Assets
o Adding Components

o Testing
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