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HOOIMG SOME OB THCLES

CHECK OUT LESSON #1:
BASIC MOVEMENT AT
MANAROCKGAMING.COM

THE GOAL OF THIS
LESSON IS TO ADD SOME
DETAILS TO OUR WORLD
& ADD SOME BASIC
COMBAT ABILITIES

ADD/SHAPE A BOX COLLIDER 2D TO
THE PLAYER & LOCK RIGIDBODY 2D
CONSTRAINT ON Z ROTATION

bbb ° e R

CREATE A CAR TOP SPRITE

5 ADD CAR TO SCENE ADD
{ CHILD OF CAR TOP WITH
§ SPRITE LAYER 3

K ADD BOX COLLIDER 2D TO
L o J LOWER HALF OF CAR
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CHFMERH FOLLL

CREATE & ADD
“SMOOTHCAMERAFOLLOW?”
SCRIPT TO MAIN CAMERA

SmoothCameraFollow.cs =

SmoothCameraFollow.cs > “g SmoothCameraFollow » [T FixedUpdate
UnityEngine;
SmoothCameraFollow : MonocBehawlour

Wector3d offset;
damping;

Wector3d welocity = Wector3.zero;

Transform playerTransform;

Wector3d targetPosition = plawerTransform.position + offset;
targetPosition.z = transform.position.z;

transform.position = vVector3.SmoothDampi{transform.position, targetFosition, velocity, damping);

v Smooth Camera Follow (Script)

Damping
Player Transtarm

TO PREVENT GAPS ——
APPEARING WHEN MOVING I i "_'l II il!lll l_ l

ON TILE SET ADD A BORDER 'k..__,.ﬂ "'ﬂl "-.| |"~. |..-' l '-
i,
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=SHUOUTIM

CREATE AN EMPTY
OBJECT NAMED GUN
WITH A GUN SPRITE
AS A CHILD,
CHILDREN THESE TO
THE PLAYER

CREATE A SCRIPT
PlayerMovement.cs SmoathCameraFollow.cs Playershooting.cs NAMED
Assets > F'Ia'_-,-'ersimntir'|.g1.-:-_-'. > % Pla'_-,-'er':?.}mntir'ug “PLAYERSHOOTING”
Generdc; ON THE PLAYER

UnityEngine;

Q references
PlayerShooting : MonoBehaviour

IN THE SCRIPT MAKE
Camera Cam; THE GUN FACE THE

4 references

Transform gunTransform; CAM E RA

Z references

Yector? mousePos;

O references
Update()

I

L

mouseFos = cam.5creenToworldFoint{Input.mouseFosition);

VectorZ direction = mousePos - (YectorZigunTransform.positlon;
angle = Mathf.Atan2{direction.y, direction.x) * Mathf.RadZDeg;

gunTransform.rotation = Quaternlion.Euler{&f, &f, angle);

Wector3 scale = gunTranstform.localScale;
scale.y = direction.x < & 2 -1f : 1f ;
gunTranstorm.localScale = scale;
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EULLET=

CREATE AN EMPTY
OBJECT NAMED GUN
WITH A GUN SPRITE
AS A CHILD,
CHILDREN THESE TO
THE PLAYER

CREATE A SCRIPT
PlayerMovement.cs SmoathCameraFollow.cs Playershooting.cs NAMED
Assets > F'Ia'_-,-'ersimntir'|.g1.-:-_-'. > % Pla'_-,-'er':?.}mntir'ug “PLAYERSHOOTING”
Generdc; ON THE PLAYER

UnityEngine;

Q references
PlayerShooting : MonoBehaviour

-': IN THE SCRIPT MAKE

1 reference

Camera Cam; THE GUN FACE THE

4 references

Transform gunTransform; CAM E RA

Z references

Yector? mousePos;

O references
Update()

I

L

mouseFos = cam.5creenToworldFoint{Input.mouseFosition);

VectorZ direction = mousePos - (YectorZigunTransform.positlon;
angle = Mathf.Atan2{direction.y, direction.x) * Mathf.RadZDeg;

gunTransform.rotation = Quaternlion.Euler{&f, &f, angle);

Wector3 scale = gunTranstform.localScale;
scale.y = direction.x < & 2 -1f : 1f ;
gunTranstorm.localScale = scale;
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EULLETS #<

PlayerMovement.cs SmoothCameraFollow.cs PlayerShooting.cs = AD D AN E M PT I
Assets > PlayerShooting.cs » 2 PlayerShooting » (7] Shoot

o OBJECT NAMED
PlayerShooting : MonoBehaviour BARREL TO THE GUN

Qreferences

1 reference

Camera cCam;
4 references

Transform gunTransform;
2 references

Vector? mousePos;

3 references
Transform firePoint;

1 reference

j rEFEFEHEEIZEi.'.=4mEIZIZIL".IjE-.:t bulletPrefab; C REATE A SC RI PT

bulletForce = 26f;

NAMED

Update()

“PLAYERSHOOTING”
mouseFos = cam.5creenToWorldPoint{Input.mouseFosition);
Vector2 direction = mousePos - (VectorZ)gunTransform.position; ON THE PLAYER

angle = Mathf.Atan2{direction.y, direction.x) * Mathf.Rad2Deg;

gunTranstorm.rotation = Quaternion.Euler(&t, &f, angle);

R e SETPLAYER TAG TO
PLAYER

gunTranstorm.local5cale = scale;
if {(Input.GetButtonDown("Firel™)

Shoot{);

1 reference

Shoot ()

Gamedbject bullet = Instantiate({bulletPretfab, firePoint.position, firePoint.rotation);
Rigidbody2D bulletRE = bullet.GetComponent<Rigidbody2D :
bulletRB.AddForce(firePolnt.right * bulletForce, ForceModeZD.Impulse);

e s CREATE A BULLET PREFAB WITH A

:‘, v Sprite Renderer

T & 2D BOX COLLIDER & 2D RIGIDBODY

SET THE COLLIDER TO BE A
TRIGGER, AND THE RIGIDBODY TO
& HAVE 0 GRAVITY

CREATE A SCRIPT NAMED “BULLET”
' AND ADD TO THE BULLET

None None
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EULLETS #:5

CREATE AN
EXPLOSION PREFAB
IN THE EDITOR

Bullet : MonoBehawiour

Accets Bullet.cs > “z Bullet > onCollisionEnter2D

GameQObject hitEffect;

effectTime = GSf;

{Collision2D collision)

if i(collision.gameCbject.CompareTag(“Flayer™)
return;

GameCbject effe Instantliate(hitEffect, transform.position, Quaternilon.identity);
Destroyieffect, ectTime) ;
Destroy(gamedbjec

= Animator Tile Palette

Start Awake

None

F e T e T R
- - ) -
=] =] (=) I‘_ ]

Gun Transform

Fire Paoint

Bullet Prefab

Bullet Fo

= v Animator

rm Assets L Normal
= Animation Animation Scenes Sprites es Jackgro... 3ulle ulle Culling Mode Always Animate

Im Packages

CONNECT EVERYTHING AND OUR MAN CAN NOW SHOOT
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Mana Rock

MANA ROCK GAMING WEBSITE
HTTPS:// WWW.MANAROCKGAMING.COM/

KERSHAW COUNTY VIDEO GAME PROGRAMMERS, DESIGNERS, & ARTISTS
HTTPS://DISCORD.GG/3DGAPPVKCS
COUNTY

ACL [

KERSHAW COUNTY EVENTS PAGE
HTTPS://WWW.KERSHAWCOUNTYLIBRARY.ORG/EVENTS/PROGRAMMING-
WITH-CONORY/

KERSHAW

YOUTUBE TUTORIAL
ITTPS://WWW.YOUTUBE.COM/WATCH"?V=WHZOMFGJT50

CONCLUSION


https://www.youtube.com/watch?v=whzomFgjT50
https://www.youtube.com/watch?v=whzomFgjT50
https://www.manarockgaming.com/
https://www.kershawcountylibrary.org/events/programming-with-conor/
https://www.kershawcountylibrary.org/events/programming-with-conor/
https://discord.gg/3dgAppVkcS

