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Gravity Trails

Your goal is to plan, program, and playtest your very own platformer
game. You will begin by using a premade background like you did in the
Bronze Belt's Scavenger Hunt activity. Then, you will use the Unity
Asset store to find and build a unique custom level!

The game we will create together is influenced by a lot of different
popular 2D platform games. As you plan and program your game, think
about what you like about some of your favorite platform games!
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Plan and Design

Many platformers have a special mechanic that makes them stand out
against all the others. In Gravity Trails, the player can’t jump! Instead,
the player can control the direction of gravity.

Hollow Knight by TeamCherry Cuphead by StudioMDHR
Built in Unity Built in Unity

Each level needs a background, a goal, and a challenge. For example,
while there are enemies throughout the world, the player can collect
items to help defeat them. The ability to change the direction of gravity
affects only the player character. Part of game design is making the
player feel like are powerful and able to overcome the challenges they
face.

)@ Ninja Planning Document

Take at least 5 but no more than 10 minutes and complete your Ninja
Planning Document - Designing a Scene

Take a look at the sample projects below for some inspiration!

B
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Project Setup

Start a new Unity Project and name it YOUR INITIALS - Gravity Trails.
Select 3D template. Make sure you are using the 2022.3 LTS Unity Version!

After it loads, rename the Sample Scene to Level 1.

When your project first opens, it will have a 3D view. We can change that by
clicking on the 2D button near the Play Button.
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Next, import the Activity 01 - GravityTrails_NinjaFiles.unitypackage
provided. This contains the background, the ninja, the enemies, and the
other assets used to build level one. Click All to select all folders, then click
Import.

Import Unity Package n
Gravity Trails_NinjaFiles

All None

v

I Animation

v ar.controller
v

v

. .anim
Im Crusher
v B Crusher.controller
v (»)Idle.anim
*)FallDown.anim
*)ldle.anim
*)JumpUp.anim
*)Run.anim
Im Sprites
v I Crusher
v Midle
= frame0000.png
: me0001.png
rame0002.png
rame0003.png
ng
rame0005.png
rame0006.png
= frame0007.png

Wy StartScree
v I Prefabs

A M v
## Avatar.orefab

@ CODENINJAS'



Create a Quad object in your scene. Rename it to Background.

[Flcenter v @XGlobal v W

Create Empty
Create Empty Child

2D Object >
3D Object > Cube
Effects > Sphere
Light b Capsule
Audio > Cylinder
Video > Plane
Ul > Quad
Ul Toolkit ’ Text - TextMeshPro
Camera LT N
Visual Scripting Scene Variables
Ragdoll...
Terrain
Tree
Wind Zone

P Levell*
) Main Camera
&) Directional Light

Adjust the Background's Scale X to 65 and the Scale Y to 25. You may change
these values later based on your playtesting.

O Inspector

@ v Background

v

Tag Untagged Layer Default

P Transform

Position

Rotation
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Find the forestWorldBackground image in the Prefabs folder.

Assets > Prefabs

Materials Plugins forestWorldBack... Rp shuriken

Demonstrate to your Code Sensei that you have created the Quad and
attached the forestWorldBackground to it.
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If you notice that your background looks dark, look at the bottom right-
hand corner and make sure that the Auto Generate Lighting is on.

To turn it on, click on the "Auto Generate Lighting” button at the very
bottom right of the Unity window.

Make sure Auto Generate is checked in the new Lighting window.

® Lighting : O X
Scene Environment Realtime Lightmaps Baked Lightmaps

Lighting Settings

Lighting Settings As ® Settings.lighting ® ' New | Clone

Realtime Lighting
Mixed Lighting

Lighting Mode Shadowmask

Lightmapping Settings
Progressive CPU

Advanced
Direct Denoise None

Direct Filter Gaussian

v Auto Generate
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9 Add the Avatar located in the Prefabs folder to the scene. Place the Avatar
in the top left of the scene. You can change the position based on your
playtests.

1 o Take a closer look at the Avatar. Is it missing any body parts?
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The Avatar seems to be missing an arm and leg. Remember we had this
same problem in the Scavenger Hunt activity? What did we do to the
background, so the Avatar can look normal?

If you need a quick reminder, go back to the Scavenger Hunt activity and
check step 14!

"@ Sensei Stop

Describe what you must do for the Avatar to appear correctly. Make

the changes and show your Code Sensei that all Avatar parts are
showina.

Your Avatar should like the image below once you make the changes you
describe to your Code Sensei.
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A Walk in the Park

1 1 Playtest your game. What happens to the Avatar?

The Avatar is falling through the scene!

1 2 Similarly, to the Scavenger Hunt activity, we need to create multiple Quad
objects to have walking surfaces for our Avatar. To help us to keep things
organized, first create an Empty Game Object, and rename it Surfaces. Then
create the Quad objects inside the Surfaces object.

[ | l _; L rf

) Quad
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Place your first two or three Quad pieces on the ledges near your Avatar. The
Quad objects will look like white rectangles that will be used to detect

collision in our scene.
- ?

Playtest your game and try to go around the scene. Control the Avatar using
either the arrow keys or WASD.

The Avatar is still falling through the Quads. What can we add to stop the
Avatar from falling?

?

’@ Sensei Stop

Look at the Inspector for the Quad game objects. What non-2D component
needs to be removed? What 2D collider needs to replace it? Tell your Code
Sensei what changes you made.
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1 5 After you have modified your Quad objects to work with the Avatar, duplicate
the original Quad by right clicking and selecting Duplicate or pressing Control
+D.

Duplicate
Delete

Select Child

Position and resize these new Quad objects on top of all the surfaces of your
image. Remember to place Quad objects around the edges to make sure the
Avatar cannot leave the scene.

1 6 Playtest your game. Your Avatar will now be able to land on the Quad pieces

and the Avatar will not be able to go through the brown dirt areas.
= -
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We want to use the Cinemachine to have our camera follow the Avatar.

Select the Window tab then the Package Manager. Once the new window
opens, find Cinemachine and click on Install

= Package Manager
-+ ~ Packages: Unity Registry * Sort: Name ( v Filters+ Clear Filters
All Services

Alembic

Cinemachine

Analytics
2.9.7 - May 08, 2023

Android Logcat . . . .
From Unity Registry by Unity Technolegies Inc.

i a i HaleH fe
pumREon RN com.unity.cinemachine

Apple ARKit XR Plugin

AR Foundation
Description  Version History  Dependencies

Authentication
Build Automation ok Smart camera tools for passionate creators.

Burst i he Ci i
e you looking for the Cinemachine menu? It has

CCD Management

Cinemachine 9. i leg: et Store version
m your p BEFORE

Cloud Code

Cloud Diagnostics

Cloud Save

Code Coverage

Collections

Core RP Library 14.0.10
Deployment 1.3.0

Device Simulator Devices 1.0.0
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In the Inspector you should see a new game object Virtual Camera.

£ Virtual Camera

If you do not see this object, then click on Cinemachine next to Window at
the top and select Create Virtual Camera.

Select the Virtual Camera game object. In the Inspector, drag the Avatar
game object into the Follow property.

v CinemachineVirtualCamera

Status: Live

Game Window Guide: v

Save During Play

Priority

Follow

Look At
Standby Update
Lens Ortho Size

Transitions

Body
A Aim

Noise

Extensions

Add Extension

10
A Avatar (Transform)

None (Transforif)
Round Robin

Transposgr
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20 Playtest your game. The camera is showing the empty scene behind the
background image.

T

Select the Virtual Camera game object. Click Add Extension at the bottom of
the CinemachineVirtualCamera component. Add the Cinemachine Confiner

Extension.

Extensions
Add Extensio (select)

v (select)
CinemachineCameraOffset
CinemachineRecomposer
Cinemachine3rdPersonAim
CinemachineCollider

CinemachineConfiner
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21 This component needs a Collider to act as a box for our camera.

v Cinemachine Confiner (Script)

Confine 2D

Select your Background game object and add a Polygon Collider 2D component.

a pol r|
Search
A Polygon Collider 2D
Ne ript

22 There should now be a green shape in your scene.

Q~ ] 6 # > B M~ P~
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1@ Lighting

If your scene is too bright, open the lighting window and adjust the
Environment Lighting Intensity Multiplier.

Click the Polygon Collider 2D component's Edit Collider button.

4 v Polygon Collider 2D

None (Physics Material 2D)

Layer Overrides

Info

Drag the corners of the green polygon to the corners of the background image.
Unity might draw thin green edges between the corners of your collider. When
you are done, click the Edit Collider button again.
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Enable the Polygon Collider 2D component’s Is Trigger property. If you do not
do this, then your Avatar will be forced outside of the background image when
you play your game.

4 v Polygon Collider 2D

Edit Collider A
d®o

WEICHE] None (Physics Material 2D)

Points
Layer Overrides
Info

Drag in the background game object to the Polygon Collider 2D component.

v Cinemachine Confiner (Script)

Confine Mode Confine 2D
Bounding Shape 2D | ABackground (Polygon Collider 2 ®
Confine Screen Edge: v

o
[

Damping

P levell*
) Main Camg
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26 Playtest your game. Now the camera will stay inside the collider.
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27 Does your Avatar look a little smushed?

Bt v Camera

Clear Flags Skybox

Everything
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Change the zoom of the camera by adjusting the Virtual Camera game object’s
Lens Ortho Size. Try values between 6 and 12 until you find a level of zoom that
you like.

v CinemachineVirtualCamera

Status: Live

Game Window Guide: v

Save During Play

Priority 10

Follow A Avatar (Transform)
Look At None (Transform)
Standby Update Round Robin

Lens Ortho Size

Transitions

Body Transposer

A Aim Composer

Noise none
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What Goes Up, Must Stay Up

Select the Avatar and in the Inspector. We want the player to control the
direction of gravity so the Avatar can walk on the ceiling.

e

>

’@ Sensei Stop

Go through the Avatar’'s components in the Inspector and discuss with

your Code Sensei what component allows us to control gravity?
Change the value of the property to see how it affects the Avatar.

Let's use this same logic in code so when we press the spacebar, gravity is

either positive or negative.
Negative
Gravity

Positive
p+Gravity

In your Scripts folder, create a new script named GravityFlip.

C#

CravityFlip
TR
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Attach this script to the Avatar and open the GravityFlip script in Visual
Studio.

Since the Rigidbody component controls the gravity, we need to access it
through our code.

Create a public variable that allows us to access the Rigidbody2D
component in our code.

! avatarRigidbody;

@ CODENINJAS'



Save your script and return to Unity. In the GravityFlip script component, fill
the empty slot with the Avatar (Rigidbody 2D).

r‘ v Gravity Flip (Script)

Avatar Rigidbody % Avatar (Rigidbody 2D)

Now we can make changes to all the different properties of the Avatar's
Rigidbody through our code. For this project, we will only change the
Gravity Scale property.

Return to the GravityFlip script. Write a condition in the Update function to
check if the player pressed the spacebar.

To see all of input names and keys go to Edit, then
Project Settings, then Input Manager.
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When the player presses the spacebar, flip the sign of the Rigidbody's
gravity scale by multiplying it by -1.

Save your script and return to Unity. Playtest your game and press the
spacebar. Is your Avatar now floating or falling on the ground?

Select your Avatar and in the Inspector find the Rigidbody 2D’s Gravity
Scale property.

Continue pressing on the spacebar. Do you now see how the Gravity Scale
automatically turns into either 2 or -2?

Gravity Scale =2

Instead of us manually changing the values like we did in the Sensei Stop,
we can now change gravity by pressing on the spacebar!

We are now able to go through the entire course, but we don’t want the
Avatar to look like it is floating.

?
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Playtest your game and select the Avatar. Begin by making sure your
Avatar's Gravity Scale is negative. Your Avatar should look like it is floating.

In the Transform component, look at the Scale values in the Inspector for
your Avatar. What happens when you make the X, Y, or Z scales negative?

’@ Sensei Stop

Describe what happens to the Avatar when you make each scale negative. Then

tell your Code Sensei what scale you think you should make negative when the
gravity is flipped so that the avatar looks like its walking upside down.
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Before moving on make sure your Scale and Gravity Scale components are
back to the original values as shown below:

O Inspector

." v Avatar

Tag Player v Layer Default

Prefab @ Avatar
Overrides - Open
- Transform e

Position X -2084 Y 8.0950 Z O

v Animator
O v Box Collider 2D
4  Rigidbody 2D
Dynamic
None (Physics Material 2D)

v

1

0

0.05

2

Discrete
Start Awake

Open the GravityFlip script. Inside the Update function's if condition, store
the current Scale values of our Avatar in a Vector3 variable. Name the
Vector3 variable newDirection. We are going to use it to flip the Y Scale
value.
0
if (Input.GetButtonDown("Jump"))

I
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When we experimented with the negative values earlier, we learned that it
can flip the direction the Avatar is facing. Multiply the newDirection’'s y
property with -1.

O

if (Input.GetButtonDown("Jump"))

)
L

avatarRigidbody.gravityScale *= -1t;
4

e "anstorm.localScale;

The Avatar's Y scale is 1. When the spacebar is pressed, it is multiplied by -1,
and the newDirection variable will either have a value of 1 or -1.

Y=1 Y =-1

Save your script and return to Unity. Playtest your game. What happens
when we press the spacebar?

The Avatar still is not flipping! Why is that?

Look at the Avatar's inspector. Is the Y Scale getting updated like we think it
is when we press the spacebar?
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Open the GravityFlip script.

1@ Sensei Stop

Look at the code we have so far. Discuss with your Code Sensei what

is missing and then implement the change necessary to have our
Avatar flip when the space bar is pressed.

After you change your code, save your script and return to Unity. Playtest
your game. Your Avatar will now flip based on the direction of gravity.
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You Shall Not Pass

45 Now that the player can navigate through the entire level, we can add
enemies to keep the game challenging.

For our enemies, we are going to use the Crushers from Robomania. If you
don’t want to use the crushers, use the Unity Asset Store to find the
enemies you want to use. They can be anything you want, but make sure
that the enemies are 2D.

In the Robomania activity, you programmed the Crushers to bounce back
and forth between the scene’s boundaries. In this scene we want to add at
least 4 enemies, and they will have different boundaries.
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46 Drag your enemies from the prefab folder into the scene. Adjust the scale to
make sure they fit in the environment. Make sure that your enemies have the
BoxCollider2D and Rigidbody components.

-]

et s

A good game designer does not want to add a ton of enemies to the world
because the level becomes too hard to complete. We need a good balance of
enemies so the player has a chance to get to the end.

SN 2= )

As you can tell from the picture above, it is almost impossible to get through
the scene without crashing into an enemy.

It may look and feel funny to the person creating the game, but this will bring
the game experience down for a player. Playtest your game a few times to
find a number of enemies that isn't too easy or too hard.
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Using what you have learned and the resources from previous activities, you
will program your enemies to bounce back and forth in your scene. If the
Avatar collides with the enemies, the level will restart using the Scene
Manager.

Let's work on our enemy movement first. On your own, program the enemies
to move like they do in Robomania. Use steps 14-36 of the Silver Belt
Robomania activity.

Create a public variable for the maximum and minimum bounds. This way you
can have different values for the bounds for all the different enemies.

maximumXPosition;
minimumXPosition;

Demonstrate to your Code Sensei that your enemies are moving
around the scene.
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Now that our enemies can bounce around the scene, create a new script in
the Scripts folder and rename it EnemyCaollision and attach it to the Avatar.
This script will check if the player collides with an enemy.

2

EnemyColli...

In this script we only want to check when the Avatar collides with the
enemies. If it does, then we want to restart the scene.

On your own create the logic that checks when these two objects collide. You
will have to:

e assign your enemies the Enemy tag,

e create an OnCollisionEnter2D function,

e check to see if the avatar collides with an Enemy, and

e restart the scene.

nEnter2D(Collision2D collision)

’@ Sensei Stop

Demonstrate and describe to your Code Sensei what happens when
the Avatar collides with the enemy.
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Seeing Stars

What can we do to help our Avatar defend themselves from the enemies? In
this section we are going to Instantiate, or clone, an object that our Avatar
can throw to defeat the enemies.

Game design involves making the player feel like they can overcome
daunting challenges! Let’s place multiple collectables for the Avatar to
collect and use to clear enemies!

3

You can use the Unity Asset store to find a game object you would like to
use as an offensive attack.

€3} unity Asset Store

In this example project we are using a shuriken. If you want to use the
shuriken, you can find it in the Artwork folder.

shuriken [®] shuriken

Click to expand the arrow and drag the shuriken on the right onto the scene.
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Select your object and assign it the Collectable tag.

Tag | Collectable

Give the object you are using a Box Collider.

@ Inspector

&3 v shuriken
-

Tag Collectable » Layer Default
o Transform
2] v Sprite Renderer
O v Box Collider 2D

Edit Collider

Material

@ CODENINJAS'



54 Place multiple collectables in your scene. We recommend having more
collectables than enemies. This way, we can ensure that the player has
enough chances to defeat the enemies.

K

4
-
il

55 To keep things organized, create an empty game object and rename it
collectables. Add your collectable game objects to keep things organized in
the Hierarchy.

@ CODENINJAS'

-



Before our Avatar can throw an object, the player needs to collect one. When
designing your game, you do not want to give the player everything all at
once. You want them to work for it.

Create a new script in the Scripts folder and name it Throwable. Attach the

#

script to the Avatar game object.

Throwable

Open the script in Visual Studio. We are going to Instantiate the game object
that we want to throw.

Create a public GameObject with the variable name objectThrown.

GameObject objectThrown;

Save your script and return to Unity. Drag the object you want to use in the
objectThrown property so it will know what prefab we want to clone.

f_‘ v Throwable (Script)

Object Thrown @ shuriken
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Now that the Avatar knows what object it will be using, we need to instantiate
it where the Avatar is positioned.

Open the Throwable script. In the Update function we want to place the
object in front of our Avatar.

if (Input.GetButtonDown({"Firel™})

Instantiate (objectThrown, transform.position, transform.rotation});

Save your script and return to Unity. To check which key press triggers the
Fire1, in the tabs above go into Edit then Project Settings.

File Edit Assets GameObject Component Services Window

Undo Modified Object Thrown in A... Ctrl+Z
Undo History Ctrl+U
Select All Cirl+A
Deselect All Shift+D
Select Children Shift+C
Select Prefab Root Ctrl+Shift+R
Invert Selection Ctrl+l
Cut Ctrl+X
Copy Ctrl+C
Paste Ctrl+V
Duplicate Cirl+D
Rename

Delete

Frame Selected F
Lock View to Selected Shift+F
Find Ctrl+F
Search All... Ctrl+K
Play Ctrl+P
Pause Ctrl+Shift+P
Step Ctrl+Alt+P
Signin...

Selection >
Project Settings...

Preterences.

Shortcuts...

Clear All PlayerPrefs

Graphics Tier >
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Select Input Manager, click the triangle to unfurl the Axes menu, and find
Firel.

Input Manager

This is wt can e controls to use with the UnityEngine.Input API. Consider using the
new Inpu ¢ d.

Axes
Size
Horizontal
Vertical
Firel
Name
Descriptive Name
Descriptive Negative Name
Negative Button
Positive Button left ctrl
Alt Negative Button
Alt Positive Button mouse 0
Gravity

Dead

Sensitivity
To throw the collectable, you will have to press the control key that is on the

left side of the keyboard. You can also left click on your mouse, as there is an
alternative positive button!
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If you don’t want to use the left control key as a way to throw your object, you
can delete “left ctrl” and replace it with the key you want. To see the exact key
value you need to type, click on the question mark button at the top right of
the Project Settings.

This will take you to the Unity Documentation. Scroll down until you find
Mapping virtual axes to controls.

Under Key Family you see the keyboard keys it is referencing. Under Naming
convention, it tells you the name you need to add in the Positive Button
component so that Unity understands what key you are pressing.

Positive Button

No matter what key you want to use, make sure you do have a specific key in
the Positive Button component!

Exit the settings menu and playtest your game. What happens when you try
to clone the object?

The object appears behind the avatar and pushes the avatar forward!

We must reposition the object slightly in front of our Avatar or it will continue
to push our Avatar forward.
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Open the Throwable script. Create a new Vector3 variable and name it offset.
We will use this variable to calculate what side we clone our object, either left

or right.
Vector3 offset;

Right before we Instantiate, in the Update() function and inside the if
condition, we want to set offset to equal a new Vector3 that positions the
object one position to the side of the Avatar.

offset = Vector3(1, ©, 8);

The X value moves the object from left or right.
The Y value moves the object up or down.
The Z value moves the object forward or back a layer.

We want to position the throwable in the direction that our Avatar is facing.
To do this, multiply the new Vector3 by the Avatar’s transform.localScale.x.

offset = transform.localScale.x * Vector3(1, o, 90);

We want to use the Avatar’s localScale because it will give us a value of 1 or -1
depending the X direction it is facing. You can see which direction the avatar
is facing in the inspector while the game is running.

If our Avatar is facing to the right, Scale X is equal to 1.

I Overrides

i Transform

. - Position
ox Rotation
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If our Avatar is facing to the left, Scale X is equal to -1.

Transform

So far, we have coded the throwable to appear one place in front of the
Avatar, but we haven't told it where we want it to instantiate.

Inside the Update function’s if condition, create a Vector3 variable with the
name throwablePosition. Set it equal to our Avatar’'s transform.position +
offset. This way, the shuriken is always placed one unit in front of the Avatar
in the X direction.

Vector3 throwablePosition = transform.position + offset;

The last step is to Instantiate, or clone, the throwable using the
throwablePosition. Update the code from before by replacing
transform.position with throwablePosition.

Instantiate(objectThrown, throwablePosition, transform.rotation);

Save your script and return to Unity. Playtest your game and test creating a
throwable object when the Avatar is facing right and left.
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There is one problem. We do not want our Avatar to be able to clone an
infinite number of objects. We only want to be able to clone when we have
collected an object from the game world. Stop your game return to the
Throwable script.

We want to track the number of objects we have collected. Create a new int
variable and name it throwableCounter.

throwableCounter;

On your own, add to the Throwables script so that the Avatar only clones an
object if it has collected objects.

Create an OnCollisionEnter2D function that:
e checks if the collided item has the Collectable tag,
e increments throwableCounter by 1, and
e destroys the collected object.

Modify the “Fire1” conditional statement so it:
e clones an object only if throwableCounter is greater than zero, and
e subtracts one from throwableCounter when a throwable game object
is Instantiated.

’@ Sensei Stop

Work with your Code Sensei to answer the following questions based

on the above pseudocode. How does the Avatar pick up an item? How
many items can the Avatar throw? If the Avatar has not collected an
item, can it throw an object?
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Save your script and return to Unity. Playtest your game. If you select the
Avatar while the game is running, you should see the game object disappear
and the throwable counter value increase when your Avatar collides with a
collectable.

After you collect one, press the “fire1” key or left click. What happens? Our
throwables appear in front of the avatar, but they don't move!
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Throwdown

74 Right now, our object spawns in front of the Avatar, but that doesn’t help the
player defeat the enemies. We need to program the logic to make our object
remove the enemies!

In the scripts folder, create a new Projectile script and name it Projectile.
Attach this script to the object you are cloning. In our example, the shuriken
object is in the Prefabs folder.

@ CODENINJAS'
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As soon as our object is instantiated, we want it to move in the direction
the Avatar is facing.

We first need a variable that knows the direction the throwable should
move in. Luckily, we created the offset variable in the Throwable script that
tells us the direction the Avatar is facing.

To access that variable in the Projectile script, create a public Throwable
variable with the name direction.

public Throwable direction;

Since we are modifying the prefab object, we cannot use the Inspector to
attach game objects from the scene.

As soon as the throwable is created, we want to be able to access the
variables in the Throwable script. In the Start() function, set the value of
direction to the Player object’s Throwable component.

void Start()
{

direction = GameObject.FindGameObjectWithTag("Player™).GetComponent<Throwable>();

}

In the Update() function, increment the throwables transform.position by
direction.offset.

void Update()
{

transform.position += direction.offset;

}
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Save your script and playtest your game. Our throwable moves so fast! Can
you think of a way we can slow it down? Open the Projectile script.

We can slow it down by multiplying direction.offset with Time.deltaTime.

transform.position += direction.offset * Time.deltaTime;

Save your script and return to Unity. Playtest your game again. The
throwable is really slow now! How can we adjust the speed?

Stop the game and open the Projectile script. One way we can speed up
the throwable is by creating a public float variable named speed.

public float speed;

Multiply Time.deltaTime by speed.

transform.position += direction.offset * Time.deltaTime * speed;

Save your script and return to Unity. Click on the throwable object prefab
you are using. In the Inspector find the Projectile script. Give the Speed
variable a value. We recommend a value between 6-10.
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Al

82 Playtest your game. The throwable should now be moving at a good speed
for the player - not too fast or slow! It will also move in the direction the
Avatar is facing!

| ':I A E'II " J_::!

83 Notice that the object you instantiate never gets removed from the scene.

We need to destroy the enemy and the object the Avatar is throwing if they
collide.

We also need to destroy the object the Avatar throws even if it does not
collide with an enemy.
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In order to destroy the enemies, you must:

e give the throwable a unique tag,

e use the OnCollisionEnter2D function, and
e destroy the enemy and the throwable.

We have already created the OnCollisionEnter2D function in the
EnemyMovement script. You can use this function to hold the logic that
checks when the throwable collides with the enemy.

-
-3 .®

'

’@ Sensei Stop

Demonstrate to your Code Sensei that you have successfully

implemented the pseudocode that describes the interaction between
throwables and enemies.

Remember to save your script before returning to Unity. Playtest your
game to ensure the enemies and throwable are removed when they collide.
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Next, we need to destroy the throwable game object if it doesn’t collide with
an enemy after a few seconds.

Open the Projectile script and create a private void function called
DestroyThrowable().

DestroyThrowable()

This function will only be used to destroy our throwable game object. Inside
the function, add Destroy(gameobject).

DestroyThrowable()

Destroy(gameObject);

On your own, Invoke the DestroyThrowable function so that it destroys our
game object after a few seconds.

If you need a refresher on how to use the Invoke function, look back at the
Silver Belt activity World of Color activity.

’@ Sensei Stop

Demonstrate to your Code Sensei that your throwable is destroyed

after a few seconds. If you are not able to see the throwable vanishing,
use the scene view and zoom out so you can see it disappear.

@ CODENINJAS'



Show Me the Shurikens

8 8 Our Avatar is now able to collect items and throw them at enemies to get
past them! However, the person playing our game won't be able to click the
Inspector to see how many throwable items they have collected.

Let's create a way for our player to know exactly how many objects it can
throw at the enemies.

@ CODENINJAS'
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89 Create a Ul Legacy Text and Ul Image in the Hierarchy.

Create Empty

Create Empty Child

Create Empty Parent

3D Object >

Effects >

Light >

Audio >

Video >

ul > Image

Ul Toolkit > Text - TextMeshPro

T Raw Image b, A
Cinemachine b Panel W
Visual Scripting Scene Variables Toggle ;

Move To View Slider i

Alfgn \nf'lth View Scrollbar

Align VIE.‘W-TD Selected Scroll View

Toggle Active State Button - TextMeshPro

Dropdown - TextMeshPro
Input Field - TextMeshPro

-+ -

% Favorites

Canvas

Event System

Text
Button

Legacy

Uropdown
Input Field
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Rename your image to ThrowingObjectlmage and the Text to
ThrowingObjectText.

R levell*
§) Main Camera
WP Avatar
) Collectibles
&) Directional Light
50 Background

&) Virtual Camera
) Platforms
&) Enemies

&) ThrowingObjectimage
51 ThrowingObjectText

Select the ThrowingObjectimage. In the Inspector find the Image
component, we are going to change the Source Image to the throwable you
are using. Click on the circle and choose your throwable.

& v Sprite Renderer

Draw Mode

Mask Interaction None

Sprite Sort Point Center

Material ® Sprites-Default
Additional Settings
Sorting Layer Default

Order in Layer 0
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92 Position the ThrowingObjectimage anywhere on the Canvas and the
ThrowingObjectText next to it. We suggest somewhere at the top right or
left so we are sure the player can see the Ul

93 Resize and customize the ThrowingObjectText to your liking by changing the
Text components.

@ CODENINJAS'
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We can update the text value in our Throwable script. Open the script. Add
Using UnityEngine.Ul to the top of the script.

System.Collections;
System.Collections.Generic;

UnityEngine;
UnityEngine.UI;

We need to create a variable in order to update the text object. Create a
public Text variable named collectableCounter.

Text collectableCounter;

Save your script and return to Unity.

Drag in the ThrowingObjectText into the CollectableCounter component in
the Inspector.

[ v Throwable (Script)

Object Thrown @ shuriken

Throwable Counter O

Avatar Facing None (Animate Movement) ©

Collectable Counter B ThrowingObjectText (Text) ®
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Open the Throwable script again. We already have the throwableCounter
variable, which checks how many objects the Avatar can throw.

On your own, update the ThrowingObjectText according to the
throwableCounter value.

If our Avatar collides with a collectable:

e add one to throwableCounter, and

o set collectableCounter.text equal to throwableCounter.ToString().
When the player throws a collectable:

e subtract one from throwableCounter, and

e set collectableCounter.text equal to throwableCounter.ToString().

’@ Sensei Stop

Demonstrate to your Code Sensei that the offenseText can be seen in
the game and that it updates properly as items are collected.

Your game should update every time you collect or throw an object.

b

<0

(4] %
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Take it up a Level

Our Gravity Game now works! There are enemies, throwable objects, and a
user interface. Our goal in this game is to eliminate all the enemies and get
to the end of the scene to move on to level two.

For the forest background, the player needs to reach the top right of the
scene. If you used a different background image, your goal area may be
different.
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1 00 Add this new scene to the Scenes in Build list located in Build Settings.

File Edit Assets GameObject Component Se

Mew Scene Ctrl+N
Open Scene Ctrl+O
Open Recent Scene >
Save Ctrl+S
Save As... Ctrl+Shift+5

Save As Scene Template...

MNew Project...
Open Project...
Save Project

Build Settings... Ctrl+5Shift+B
Build And Run Ctrl+B

Exit

In Build
v Scenes/Levell
v ScenesfLevel2

@ CODENINJAS'
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Open the Level 1 Scene. Create a Quad object and rename it portal. This
object will be used to teleport our Avatar to level 2 only if all the enemies
have been destroyed. You can replace the Quad object with any other game
object you like. In our example project we found a portal and are going to use
it instead of the Quad.

Position the Portal somewhere at the end of your level. We are placing our
portal at the top right of our scene.

Create a new tag named Exit and assign it to the Portal game object.

@ Inspector =

o

[dj v Portal Static =

-
Tag | Exit ¥ | Layer Default -

Add a Box Collider 2D to the object, and make sure it has no other collider
components.
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Create a new script in the Scripts folder named Teleport. Attach this script to
the Portal game object.

¥

Teleport

Open the Teleport script in Visual Studio.

We first need to find out how many enemies are in the scene. Since they all
have the tag Enemy, it is easy to find out how many there are. Create a
public int, name it enemyCount.

1t enemyCount;

In the Teleport script’s Start() function we want to use the
FindGameObjectsWithTag function and .Length to get the total number of
enemies.

enemyCount = GameObject.FindGameObjectsWithTag("Enemy").Length;
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Save your script and return to Unity.

Playtest your game. Select the Portal game object, what number do you see in
the enemyCount variable?

Z \ + 8 B B
_ ;__ 1} I ! ...".":'_ ..----Ir-.P— !
____ |l | . | Y - ..'
S S o j_‘ = -
[ N L _en . isgn = e
= I = | i‘{' | |

Bl v Teleport (Script)

Enemy Count

In our example, Enemy Count equals four because we have 4 enemies in the
scene.

On your own, add code to the EnemyMovement script that subtracts one from
enemy count whenever our avatar removes an enemy.

The conditional logic is already in the EnemyMovement script, we just need to
connect it to our Teleport script.

’@ Sensei Stop

Demonstrate to your Code Sensei that the enemyCount variable is
decreasing every time you destroy an enemy.
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Return to the Teleport script. To move on to the level2 scene, the Avatar will
have to collide with the portal after the player has destroyed all the enemies in
the scene.

We will create a OnCollisionEnter2D function with a conditional that will check
for 2 things. First, it will check to see if the Avatar collided with the portal by
verifying that the colliding object has the “Player” tag. Second, it will check to
see if enemyCount is equal to zero.

Enter2D({Collision2D collision)

" &% enemyCount == @)

If both conditions are true, to the game will load the level2 scene. To use the
SceneManager, we need to add using Unity.SceneManagement at the top of
our script.

System.Collections;
System.Collections.Generic;

using UnityEngine;

using UnityEngine.SceneManagement;
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Back in the conditional statement, use the SceneManager’'s LoadScene
function to load the scene that is in build index 1.

Scenes In Build

v Scenes/level2 1

2D collision)

22 epne myCount ==

Save your script and return to Unity. Playtest your game! Destroy the enemies
and walk into the portal. Do you move on to the level2 scene?

Stop your game. In the Scenes folder, open up level2. If Unity asks you to save
your changes, select Save. If you don't, your work will be deleted.

Scene(s) Have Been Modified n

Do you want to save the changes you made in the

SCENEs:
@ Aszets/Scenesflevel 1.unity

Your changes will be lost if you don't save them,

Don't Save Cancel
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You might be wondering what we are going to do in level 2. It is now your turn
to create your very own 2D scene using the Unity Asset store!

For level 1, we provided 2D backgrounds that need Quad objects to create
floors and walls. For level 2, you can download and import Artwork and Prefabs
to create your own complete scene.

Go into the Unity Asset Store tab. In the Categories, apply the filters we have
below so you can find Artwork you like.

All Categories —

3D
B o
Characters
Environments
Fonts

GUI

Textures &
Materials

Add-Ons
Audio
Essentials
Templates
Tools

VFX

Pricing -

Free Assets
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1 1 5 Go through the different artwork and import it into your project. Look at what
we have made below using different downloaded art!
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1 1 6 In this level, you have the option to add more enemies or more collectables to
make your level more challenging and fun. We have added additional
collectables all around the scene that the Avatar must collect to pass level2.
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1 1 7 The crushers are still our enemies, but now there are additional traps! There are
rotating spikes that resets Avatar if it gets too close to them.

ﬁ_
3

@ CODENINJAS'




Al

1 1 8 You can even block off a collectable and program a way for the player to unlock
it!

Can the Avatar throw an object and break the barriers?

Or is there a switch that opens the gates for the Avatar?
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1 1 9 We have also modified level1 in order to align better with level2. In game

design, it is always ok to go back and make changes to your game so things
can match up together.

Instead of keeping the Quad object as our Portal, we replaced it with a Portal
object we found in the Unity Asset store!

1 20 Refer to your Gravity Trails Planning Document to build out the scene you
planned!
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Creating a Start Screen

In the Scenes folder, create a new scene with the name Menu.

Assets » Scenes

Menu

Open the scene! If you are prompted to save your current scene, make sure
to click Save. This way you do not lose your work.

Scene(s) Have Been Modified H

Do you want to save the changes you made in the
scenes:
Assets/Scenes/level2.unity

Your changes will be lost if you don't save them.

Don't Save Cancel

Our game menu will display four things:

e the title of the game,

e abackground,

e astart game button, and

e the controls the player needs to know to play your game.

Open both the Scene and Game tabs so it is easier to see what the Canvas
looks like when the game has started.
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In the Hierarchy, create a new Ul Legacy Text object. This object will
display the title of our game.

Create Empty
Create Empty Child
Create Empty Parent
3D Object

Effects

Light

Audio

Video

ul

Ul Toolkit

Camera Raw Image

Image
Text - TextMeshPro

WOW W W W W

Cinemachine > Panel

Visual Scripting Scene Variables

] Toggle
Mr_:n\.fe T? VIE\-OV Slider
Alfgn W'th View Sarolibar
Align View to Selected Saroll View

Toggle Active State

Button - TextMeshPro
Dropdown - TextMeshPro
Input Field - TextMeshPro

Canvas

Event System

Text
Button

Legacy

Dropdown

Input Field

This will create a Canvas with your Text inside of it and an EventSystem
object.

P Menu*

-

Viain Camera
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Rename the Text object to Title.

Click on the Tile object and in the Inspector. Change the value of the Text
property to the title of the game.

Change the other properties of the Text component to customize your
title.

Character

yRuntime
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If you are unable to see the changes you are making, you might have to
adjust the Width and Height of your text box.

O Inspector

@ v Title Static

v

Tag Untagged v Layer Ul

a

‘> Rect Transform

center

Another way we can customize the Title is by adding the Outline
component. Click on Add Component in the Inspector, search for Outline,
and click onit.

] v Outline

yhic Alpha
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Change the Effect Distance to make the outline smaller or larger.

ﬂ v Qutline

Use the Rect Tool to center the Title on the Canvas. You will know it is
centered when a Vertical Blue line appears in the screen. You may need to
resize the textbox to a larger size to see the blue line.
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| Gravity Trails |

1 33 The Start Screen is not quite complete! Let's work on the background. You
can use the forestWorldBackground that we used previously or find a new
background in the Unity Asset store.

Once you have the background you want, we are going to add it to the
scene. Drag the background you chose into the Canvas in the hierarchy. If
you don't see the background in the game view, make sure that the
background image is positioned where your camera is.

@ CODENINJAS'
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Prefabs

ﬁ shuriker

Your background image should now be visible on the game screen. Use the
Move Tool to adjust the position of your image.

Play Focused ~ & W B Stats Gizmos ¥
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Now that we have our background setup, let's move on to creating our Start
Game button. In the Canvas object, right click and go to Ul then Legacy then

Button.

P Menu*

&) Main Can

Rename
Duplicate
Delete

Select Children

Find References in Scene

Set as Default Parent

Prefab b

Create Empty
Create Empty Parent
3D Object

Effects

Light

Audio

Video

ul

Ul Toolkit

R N . " R AV

Image

Text - TextMeshPro
Raw Image

Panel

Toggle

Slider

Scrollbar

Scroll View

Button - TextMeshPro
Dropdown - TextMeshPro
Input Field - TextMeshPro

Canvas

Event System

Legacy

fo
StartGa

orldBackground

I
me
2m
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1 37 You should see a button created in the middle of the scene. Feel free to
position it anywhere that is easy for the player to see it.

Gravity Trails

1 38 We can customize the buttons appearance by making changes to the Image
and Button component in the Inspector. Try changing the Color of your

button!
ﬂ v Image
Source Image o[ UISprite
WETCHE] None (Material)
Raycast Target v
Raycast Padding
Maskable v
Image Type Sliced
Fill Center v
Pixels Per Unit Mu 1
@ CODENINJAS'
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In the Button component, you can change the Pressed Color so when a player
wants to start the game, they are given feedback that the button has been
pressed.

@ v Button

Interactable v

Transition Color Tint
Target Graphic k[ StartButton (Image)
Normal Color

Selected Color
Disabled Color

Color Multiplier

Fade Duration 0.1

Navigation Automatic

Visualize

Playtest the scene and click on the Button. Notice how it changes colors when
clicked.
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Stop your game. If you feel your button is to small adjust the Width and
Height to make it larger.

O Inspector

@ v StartButton Static

v

Tag Untagged

“n

‘v Rect Transform

center Pos X

-,-I

middle

Height
50

The last part of our button that we want to customize is the Text. Expand the
StartGame object and select the Text.

P Menu*
&1 Main Camera
al Light

/orldBackground
tartGame
ext (Legacy)
M

In the Inspector change the Text value to Start Game.
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Customize the text to your liking by using the other options in the Text
components.

-—
Start Game ‘

Paragraph

Alignment
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We need to add logic that takes the player to the first level when the button is
clicked. In the Scripts folder create a new script and name it StartScene.

Attach this script to the background you are using. In our project, we are
attaching the script to the forestWorldBackground.

O Inspector
[':'Ej v forestWorldBackground
- Tag Untagged ¥ Layer Default

L Transform

5 LY I
& X 1

l2] v Sprite Renderer

ﬂ v Start Scene (Script)

Open the StartScene script. We are going to use the OnMouseDown()
function to load the level we want when the player clicks on the StartGame
button. Create a public void OnMouseDown() function.
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In order for us to change the scene we are on, we must include using
UnityEngine.SceneManagement at the top.

System.Collections;
System.Collections.Generic;

UnityEngine;
UnityEngine.SceneManagement;

In OnMouseDown() function, load the level one scene.

e

SceneManager.LoadScene(1);

Double check your Built Settings to make sure that you call the correct scene
that you want to load!

Save your script and return to Unity. Playtest your game and try clicking on
the Start game. The button still doesn’t change the scene!

We need to connect our code to the StartGame button. Select the StartGame
object in the Hierarchy.

In the Inspector scroll down until you find the Button component, and then
the OnClick() component. Click on the + so that we can connect our
StartScene script to this button.

On Click ()

Listis Empty
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You should now see three slots, we first need to fill the one that says “None”
with the object that has the StartScene script. Drag in the background you are
using into that component.

On Click ()

Runtime Onl+ StartScene.OnMouseDown

B forestWor ®

Notice how we can now change the property on the right that says No
Function.

The component on the right is how we tell the button what script to look at
and the function to run. Click on the arrow next to No Function to see the
options we have.

On Click ()
Runtime Onl+ Mo Function

SRGIEENGINOM .-  No Function

GameObject

Transform

Default Ul M )
. SpriteRenderer

StartScene
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1 5 3 We want to access the function found in the StartScene script. Click on
StartScene then OnMouseDown().

On Click () BroadcastMessage (string)

- . Cancellnvoke (string)
Runtime Only + No Function

Cancellnvoke ()

2 FOICRW {1 MOM .- No Function
OnMouseDown ()

GameObject > SendMessage (string)
Transform > SendMessageUpwards (string)
artButton » ) .
SpriteRenderer > StopAllCoroutines ()
StartScene > StopCoroutine (string)

1 54 We programmed our OnMouseDown() function so that the game takes the
player to level1. We then connected the logic in our script to our button.
Playtest your scene, when you click the StartGame button does it load level1?
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1 55 Finally, we will add the controls the player needs to know to play the game! It

will look something like the image below.

@E@ﬂi@ ljiails

\ Start Game \

; i

Avatar Controls:
Move Left Move Right

s Gravity Flip Throw ] i
Left !
CTRL <.
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Import the Activity 01 - Keys.unitypackage. This package contains the
keyboard images we will use to make the keys.

Import Unity Package n

Keys

All None

v Artwork
“* Keyl.png
ey2.png
ey3.png
“# Keyd.png

Cancel

@ CODENINJAS'



1 57 Create a Ul Legacy Text object and rename it AvatarControls.

o
Audio >

Video >

ul > Image

Ul Toolkit > Text - TextMeshPro
Camera Raw Image
Cinemachine > Panel

Visual Scripting Scene Variables

] Toggle
M?ve T? Vle\jv Slider
Align With View T
Align View to Selected R —

Toggle Active State

Button - TextMeshPro
Dropdown - TextMeshPro
Input Field - TextMeshPro

Canvas
Event System

Project B Console Legacy

v

1 AvatarControls
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In the Inspector, change Text so that it says Avatar Controls. Customize and
position the text object to your liking. Look at the example below for some
ideas.

Gravityaligails
agRs
Start Game

— ;
Avatar Controls:

Runtime

In this activity our main character is the Avatar, but in other games the main
player might have a different name. You should change the name before the
word “Controls” for other game menus that you create.
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1 59 We want to include all the controls the player needs to know to control their
character. In this activity we need to show the player how to Move Left, Move
Right, Gravity Flip, and Throw.

Create another text object and rename it MoveLeft. In the Inspector change
the Text to “Move Left". Customize the text and position it to your liking!
Look at our example below:

Gravityaniails
-

Start Game

?

Avatar Controls:

@ CODENINJAS'

~\



1 60 Here we tell the player that they can move left, but using what keyboard key?
Below this let's add a key image! Create Ul Image object and rename it key.
Position it below the text.

= Hierarchy

+v

Create Empty
Create Empty Child
Create Empty Parent
3D Object

Effects

Light

Audio

Video

ul

Ul Toolkit

Cinemachine

Image
Text - TextMeshPro

L A . A A A

Raw Image

Move Left

1 61 We have made a few key images that you can use. In the Artwork folder you
can find 4 different keys.
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1 62 Make sure you have the key object selected, and in the Inspector drag the key
sprite that you like into the Source Image component.

id v Image

None (Material)

v

Set Native Size

We used the Key3 sprite. You should see the change in both the Game and
Scene view.

Move Left

1 63 To complete the left control image, we want to place a text object inside of
our image. Create another Ul Legacy Text object. Rename it leftControlText.

@ Inspector

[{ﬁ] v leftControlText

-

Tag Untagged

@ CODENINJAS'
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1 64 In the Inspector change the text to a left facing arrow < and customize it to
your liking!

Character

Normal

35
1
v

Truncate

None (Material)

v

r ——

Avatar Controls:
Move Left

Avatar Controls:
Move Left
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1 66 Like we mentioned earlier, the Avatar has three more controls in this game.
Repeat steps 159 through 165 to create the rest of the controls.

At the end you should have four total controls like the example below!

Gravity Trails Gravityalirails
-

“Start Game) I

Start Game

Avatar Controls:
Move Left Move Right

e

Avatar Controls:
Move Left Move Right

Gravity Flip Throw

Left
CTRL

Gravity Flip Throw
‘ Left
CTRL M

1 67 Playtest your Menu and have fun on level 1!
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Sharing Your Unity Project

In Unity, click File, then Build Settings.

File Edit Assets GameObject Component S

Mew Scene Ctrl+N
Open Scene Ctrl+0O
Open Recent Scene »
Save Ctrl+5S
Save As... Ctrl+Shift+5

Save As Scene Template...

New Project...
Open Project...

Save Project

Build Settings... Ctrl+Shift+B
Build And Run Ctrl+B
Exit

Make sure all scenes are checked. Under Platform, click WebGL.

gs
es In Build
s/iavall

Add Open Scenes

Platform E WebGL

[; Windows, Mac, Linux Use Player Settings

E Dedic: e t Shorter Build Time

| Windows Platform

Asset Import Overrides
No Override
No Override

Player Settings... Switch Platform
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Click "Switch Platform.” This may take a few minutes.

Switch Platform

Click Build And Run.

Build v Build And Run

Create a folder and save the WebGlL files in a location you will remember.

@ Build WebGL
&« + 1 R Unity Projects > PS- Gravity Trails WebGL
Organize ~ New folder

. eyt e Name Date modified
W] Graham Ventures

B Code Ninjas Cor No items match your search.

8 This PC
®Y 2D Objects
M Desktop
E Documents
Downloads
Music
B Pictures
& Videos

ig OS (C)

Folder: | PS- Gravity Trails WebGL

Select Folder
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Go to GitHub.com and sign in. If you do not already have an account, create a
free account.

O Why GitHub? -~ Team Enterprise Explore Marketplace Pricing Search GitHub Sign in |Sign up

Username

Built for
developers

GitHub is a development platform inspired by the
way you work. From open source to business, you Make sure it's at least 15 characters OR at least 8 characters including a

number and a lowercase letter. Learn more.

can host and review code, manage projects, and

build software alongside 50 million developers.
Sign up for GitHub

By clicking “Sign up GitHub", you agree to our Terms of Service and
Privacy Statement. We'll accasionally send you account related emails.

Sign into GitHub.

O

Sign in to GitHub

Username or email address

Password Forgot password?
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1 75 In your dashboard, click the "+ New Repository” button.

Repositories

1 76 Create a new repository.

Create a new repository

A repository contains all project files, including the revision history. Already have a project repository elsewhere?

Import a repository.

Owner * RepositOW

pollysmith -

Name your repository,
most likely something that

.
I"QMII"\I'IC \ViaV N A'F \VialBlaalialeglal

Great repository names are short and memorable. Need inspiration? How about potential-system?

Description (optional)

® Public

[ Anyone on the internet can see this repository. You choose who can commit.

) Private

You choose who can see and commit to this repository.

Initialize this repository with:

Check the box that says
Add a README file.

Skip this step if you're impor’tiW
Add a README file

This is where you can write a long description for your project.

Add .gitignore

Learn more.

Click the “Add

Choose which files not to track from a list of templates. Learn more.

.gitignore template: None =

nitinnara”" hay
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177

Click the .gitignore template: None dropdown menu, and type “Unity”.

Add .gitignore
Choose which files not to track from a list of templates. Learn mare.

0

Thi:

b, Inc.

.gitignore template: None

.gitignore template

ir code. Learn more.

[ Fi\ter ignores...

‘he default name in

a
" None I

Actionscript

Ada

Agda

Android Help Con
AppEngine

AppceleratorTitanium

ArchlinuxPackages

Autotools

Add .gitignore

Choose which files not to track from a list of templates. Learn more.

)

Thi:

.gitignore template: Unity «

.gitignore template

[ Unity

' Unity

178

want to use.

[ Choose a license

Leave the “Add a license” box alone unless you know what kind of license you

A license tells others what they can and can't do with your code. Learn more.

This will set ¥ nain as the default branch. Change the default name in your settings.
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1 79 Click the Create repository button.

Create repository

B pollysmith / PS-Gravity-Trails

@ Unwatch ~ 1 Yrsar 0 Y Fok | 0

<> Code  (Dlssues 1 Pullrequests ~ (® Actions  [M] Projects [ Wiki @ Security [ Insights 181 Settings

% main - ¥ 1banch ©0tags Gotofile  Addfile~ About @

No description, website, or topics

&7} pollysmith Initial commit Ffoabfd now D) 1commits provided.
O gitignore Initial commit now [0 Readme
[ READMEmd Initial commit now
Releases
README.md 7 No releases published

Create a new release

PS-Gravity-Trails

Packages

No packages published
Publish your first package

1 80 Click Add file, then Upload files.

Go to file Add file =

Create new file

Upload files ® 1 commits
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1 81 Click “choose your files,” then locate the folder where you saved your game’s
WebGL files. Upload index.html, Build/, and TemplateData/

Do) ®

Drag files here to add them to your repository

Or choose your files

1 82 Click Commit changes.

L ¢ Commit changes

Add files via upload

Add an optional extended description...

® -o- Commit directly to the main branch.

1% Create a new branch for this commit and start a pull request. Learn more about pull requests.

Commit changes Cancel

1 8 3 Once your files are uploaded, click on “Settings”.

B pollysmith / PS-Gravity-Trails

<> Code (D) Issues 17 Pull requests ) Actions [ Projects [ wiki @ security |~ Insights i Settings

¥ main ~ ¥ 1branch 0 tags Go to file Add file =

mm

« » pollysmith Add files via upload 47438cc 10 minutes ago  ¥3) 2 commits
[ .gitignore Initial commit 13 minutes ago
[ README.md Initial commit 13 minutes ago

[ indexhtml Add files via upload 10 minutes ago

@ CODENINJAS'




1 84 Scroll down to “GitHub Pages”.

GitHub Pages

GitHub Pages is designed to host your personal, organization, or project pages from a GitHub repository.

Source
GitHub Pages is currently disabled. Select a source below to enable GitHub Pages for this repository. Learn more.

None ~ Save

Theme Chooser
Select a theme to publish your site with a Jekyll theme using the gh-pages branch. Learn more.

Choose a theme

1 85 Click the dropdown menu under “Source” and select "Main,” then click “Save.”

P Branch: main - B / (root) ~ Save
Select branch X
; heme u
[ Select branch ]
~ main
Maone
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1 86 Wait while the page is being published, you may have to click refresh until the
page is published.

GitHub Pages

GitHub Pages is designed to host your personal, arganization, or project pages from a GitHub repository.

+  Your site is published at https://pollysmith.github.io/gravityfalls/

Source
Your GitHub Pages site is currently being built from the main branch. Learn more.

Use this link to
share your
project!

¥ Branch: main ~ | / (root) ~ Save

Theme Chooser
Select a theme to publish your site with a Jekyll theme. Learn more.

Choose a theme
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1 87 Click on the hyperlink to open your game page. Test out your game to make
sure all parts work and look the way you want.

Start Game

Avatar Controls
Move Left Move Right

Gravity Flip Throw

s Left
pace | cTRL

1 88 Your game is now published! You can share the GitHub URL to have friends and
family play your game!
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Project Submission and Reflection

Now that you have a working game, take time to add your own
personal touches to the project. What aspects from other games could
you add?

Once you feel like you have a good product that represents your vision
of the game, have a Code Sensei and at least one other Ninja playtest it.
Use the Playtest Survey Planning Document for questions to ask them
when they finish. Record their answers in your Ninja Planning
Document.

Based on the results of the playtest and survey, make changes to your
game. Once you are complete, share the updates with your Sensei and
fill out the reflection section of your Ninja Planning Document.

Before you submit your game for grading, use the Gravity Trails Project
Requirements Checklist to make sure your game has all the required
features.

a@ Ninja Planning Document

Use your Ninja Planning Document to record feedback from Code Senseis
and other Ninjas in your Center.
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