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LOMOTION STATE MACHINE

Locomotion system has 2 general : and

of 2 are constituted of

is constituted of and states

is constituted of (when the player goes to
) and (when the player goes to ) states

GROUNDED — OR — IN AIR

WALKING oRrR SPRINTING

ChangeGroundedSubState (GroundedsubState groundeds:

if (_currentState ! ralState.Grounded)

{

ChangeGeneralState(GeneralState.Grounded) ;

_currentGroundedSubState = groundedSubState;

if (_lastGroundedSubState !- _currentGroundedSubState )

{

tch (_lastGroundedSubState)

oundedsubState.Kalking:

K
undedsubState . Sprinting:

e

undedSubState.none

JUMPING OR  FALLING

ChangeInAirSubState(InAirSubState inAirSubState)
if (_currentstate |- GeneralState.InAir)

ChangeGeneralState(GeneralState.InAir);

_currentInAirsubstate - inAirSubState;
if (_lastInAirSubState !- _currentInAirSubState)
{

(_lastInAirSubState)

nAirSubState. Jumping:

nAirSubState.Falling:

rsubstate.naone:




PLAYER CHARACTER ROTATION

of is set with

d HandleRotation()}

ro;
. argetDirection = _cameraObject.forward * _inputPlayer._verticalInput;
IS Set by the Of tWO t: on argetDirection + _cameraObject.right * _inputPlayer. horizontalInput;
t tic a 15
targetDirection.y

if (targetDirection == Ve *3.zero)

{
Camera Vector %k Left Stl'ck Va/ue targetDirection = transform.forward;

Camera Vector * Left Stl'ck VG/UE qn targetRotation _ ion.LookRotation(targetDirection);

on playerRotation ernion.slerp(transform.rotation, targetRotation, _rotationSpeed * Time.deltaTime);

transform.rotation = playerRotation;

the player in the direction of this



PLAYER CHARACTER MOVEMENT

Movement of character is done in the of
. . . . . void HandleMovement()
Principle is the , this time a
Wl” be added tO . _moveDirection = cameraObject.forward * _inputPlayer. verticallnput;
_moveDirection = moveDirection + _cameraObject.right * _inputPlayer._ horizontalInput;
_moveDirection.Normalize();
. _moveDirection.y = @;
IS the than for bUt eaCh pa rt _moveDirection = moveDirection * _playerWalkSpeed;
|S by the (Walklng or Vector3 movementVelocity = _moveDirection;

2 _playerRigibody.velocity = movementVelocity;

sprinting depending of grounded sub-state)

¥

2. This that move player
in the world.



JUMP & WALL JUMP

void JumpInput()
if (_playerState._currentState == PlayerState.GeneralState.Grounded)
Jump disposes of a certain , this variable can be
, when player the next
is
if (currentGameObjectFrontOfPlayer != null)
{
JUMP WALL JUMP
JUMP
WallJump();
if (_currentJumpNumber < _maxJumpNumber)
JUMP COUNT r

INPUT PLAYER IS WALL IN IS INFERIOR T
—> GROUNDED —@—b FRONT OF —@-} THAN MAX NOTHING y o e
RECEIVED ? HIM 2 JUMP NUMBER g

?




CHECK IF PLAYER IS GROUNDED

1. The player starts with the , a
from the player position in the direction
of the ground at a

2. While the trace ,a
is (this force is used to simulate
gravity) and the current locomotion

3. When the trace , the current locomotion
is , force applied is removed and the
current

sics.Raycast(_startTransformGrounded.position, Vector3.down, out hit, 1.1f,

if (_startDelayResetJump == false)
{
inAirTimer = 8;
_playerState._currentState = PlayerState.GeneralState.Grounded;
Debug.Log("RESET NUMBER");
_currentJumpNumber = 8;
if (SetGroundedAnimTrigger == true
I

_playerLocomotionAnimato
SetGroundedAnimTrigger = false;

if (_playerState._currentState != PlayerState.GeneralState.Grounded)

inAirTimer += Time.deltaTi
:3 _playerRigibody.AddForc rm.forward * _leapingVelocity);

_playerRigibody.AddForce(-\ "3.up * _fallingVelocity * inAirTimer);

_layerMask ))




PLAYER CLASSIC ATTACK

if (_attack == false)

I
L

SetAttackNumber();

1. When of classic attack is , the weapon | onimtor setTrigger(-1rs e
and "
2. If enter during
the animation, they
id SetAttackNumber()
3. There are but , just
if (_attackNumber < 3)
the
_attackNumber += 1;
4. When an ,an and
o _attackNumber = @;
to play is , when
the , this integer is . When the
if player integer is

also



if (_playerRigibody != pinAttackActivated)
r
i

if (_currentSpinAttackTi _maxSpinAttackTime)

{
_currentSpinAttackTime += Time.deltaTime;
P AY R P I N A A C K _playerRigibody.AddForce(_spinAttackvelocity * Time.deltaTime * transform.forward);

_currentSpinAttackTime
_spinAttackActivated =
_playerAnimator.SetTrigger(
_startDelay = tru

1. When of spin attack is , a :_
in the where the i+ Cotaretay

if (_currentDelayBetweenSpinAttack < _maxDelayBetweenSpinAttack)

_currentDelayBetweenSpinAttack += Time.deltaTime;

2. This ’ if EEEE%EEEEE:;:;;{&&nS;‘inAtta
during the spin attack they

3. When is , and o s
player needs to Of this timer to - I other.GetComponentInParent<E ()3

healthManager = other.GetComponentInParent<Health!

&% healthManager !=

healthManager.RemoveHealthPoint(_healthRemoved, -gameObject);
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RESOURCES —

1. All are in one class «
» added to

ter{Collider other)

2' There a re Of resou rces : urceM rer ressourcesManager = other.GetComponentInParent<RessourceManager>();

1. Rings : with 5 rings are collected healthNumber is increased) [V s e b

2. Scraps : when a building is constructed scraps are consumed f

3. Golden scraps : used to buy upgrades and wrenchs e
4. Wrench :used to unlock paths

3 * W h e n a t h e pub oid AddScrap(int scrapAdde RemoveScrap(int scrapRemoved)

. . . . . 1
linked to it is and corresponding is (ot s
_scrapNumber += scrapAdded; if (_scrapNumber < @)
3
! _scrapNumber = 8;

}

UpdateScrapText();

UpdateScrapText();

1
b




BLUEPRINTS COMPONENTS

are

1. Attacks
2. Constructions

2. They

3. All are

IS

with them

divided into

when they are

in a special class

, this class

Bumper (Script)

=
Is Valid
Construction Index
Bumper Force

Bumper Jump

v Platform Manager (Script)

Construction List

Listis Empty

Attack List

Element 0

: Manager
Active Construction List
Element 0

Element 1

Current Index Cons

Current In

= bumperl|

B Eumper (Bumper Jump)

ScrapAttack (Scrap Attack 2)

(Rigidbody)

A TransformTracelnAir (Transfarm)
1

B Player | ource Manager)




BLUEPRINTS COLLECTIBLES

need to be of the
blueprint manager by on the
map

2. Whena , check
it unlocks and then check
to the list, if it is not the case

IS

3. When by blueprint manager,
,ifitis,
and :

1. Build construction
2. Attack

AddConstructionToList(int constructionIndex)
ion currentConstructionAdded = Gamel ._instance.Blueprint.ConstructionList[constructionIndex];
f (CheckIfConstructionIsAlreadyActivated(currentConstructionAdded) ==
_constructionList.Add(currentConstructionAdded);
_currentSelectedPlatform = _constructionList[_constructionlist.Count - 1];
_currentIndexConstructionList = _constructionlList.Count - 1;

UpdateUISelectedPlatform();

return true;

return f

d CheckConstructionCost()

if (_constructionList.Count > @)
1
if (_ressourceManager.ScrapNumber >= _constructionList[ currentIndexConstructionlList].ScrapCost)

{

ConstructPlatform();
_ressourceManager.RemoveScrap(_constructionList[_currentIndexConstructionList].ScrapCost);

~._instance.UIManager.SetBottomTriggerOn(t
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case EnemyState.Patrol:

{
if (_movableEnemy)

h (_patrolsubState)

atrolsubState.Move:

{
RotateEnemyToTarget(_currentPathPoint. transform);
MoveToTarget();

Stopho
Switchl 1SubState.Wait);

are divided in :

1. Melee Enemies _
2. Distance Enemies T

_currentWaitingTime += Time.deltaTime;

_currentPathPoint.WaitingTime)

if (_currenthaitingTime >
T

{

trolsubState.Move);

can be in :

1. Patrol
2. SeePlayer

3. In , enemies have the , they C

i
if (CheckAngle( player.transform))

composed of a (enemies can o - |
also by ) { :enemy.;witc‘hEnemyState(Eruem:."‘Enem_\lstate.SeeFlay;zr');

}

CheckAngle(T| rm target)

.
4. When , enemies :
angle = Angle(transform.forward, target.position - transform.position);

return angle < _maxYAngle;

enter in



MELEE ENEMY

1. When enterin

2. Once they , they
they and

3. If , they

f (_enemy != null && _enemy.AISensor._player)

_enemy . RotateEnemyToTarget(_enemy.AISensor._player.transform);

if (_enemy.CheckDistanceWithTarget(_enemy.AISensor._player.transform, _distanceRangeWithPlayer))
i

, they

_enemy .MoveTaTarget();

if (_currentDelayBetweenAttacks != @)
i
_currentDelayBetweenAttacks = @;

iy

if they enter in

_enemy . StopMovement () ;

if (_currentDelayBetweenAttacks < _delayBetweenAttacks)
I
1

_currentDelayBetweenAttacks += Time.deltaTime;
1
i )

else

{
AttackPlayer(
_enemyDamage . DoDamage () ;
_currentDelayBetweenAttacks = @;

iy




)

DISTANCE ENEMY o

_enemy . RotateEnemyToTarget(_enemy.AlSensor._player.transform);

if (_currentDelayBetweenAttacks < _delayBetweenAttacks)
.

1

1 . W h e n e n te r i n ) th ey _currentDelayBetweenAttacks += Time.deltaTime;

Attack();

t h ey i n Sta n t i ate - _currentDelayBetweenAttacks =

3. When this it
to player and it is

0]

if (_enemyDamage.Player 11 && _enemyDamage.PlayerHealthManager
r

1

Destroy( -gameObject);

currentVelocity ransform.forward * Time.deltaTime * _projectileSpeed;
_projectileRigibody.velocity = currentVelocity;
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Imentions. o o o o & o dhgiy

 Create complete 3C of a platformer game
 Create asimple Al system with an easy way to add behavior

* Give to Level Designers the possibilities to balance the game by
modification of variables in the editor

* Create all different features on Unity only in C#
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