

	Application Development (Games)
	Lab Exercise



Application Development (Games)
Lecture 9a Lab Tutorial Exercise
Using Events
Defining the Event Types
In your project, open up the Scripts  Utilities  CustomUnityEvents.cs file
Health Changed Event
Will be used to broadcast when the health changes and the new health value (float type) will be sent with the event notification.
1. Create the following HealthChanged event type.
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML1f2c59b.PNG]
Health Expired Event
Will be used to broadcast when the health depletes (health drops to zero). This event will not send any additional information with the event notification.
2. Create the following HealthExpired event type.
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML1f14043.PNG]
Weapon Changed Event: Challenge Exercise
Will be used to broadcast when a character’s (Player and/or AI) weapon changes. The new weapon (type: weapon) will be sent with the event notification.
3. Challenge Exercise: add the code to create this event type.

Weapon Change Event
The weapon changer script is responsible for changing the weapon. Thus, the weapon change event will be broad cast from this script.
Using the Weapon Change Event Type
4. Open up the BaseWeaponChanger script.

5. Add a variable declaration for the event to indicate that this script will be using this event type (the comments should already exist for this).
[image: ]
Broadcasting the Event
The event will be broadcast when the weapon changes, which happens in the ChangeWeapon method.
6. Locate the ChangeWeapon method.
7. Broadcast the event after updating the animations – there should be a comment in your file already.
a. The event needs to send the newWeapon as part of the event notification.
b. The new weapon is the item in the collection with index newWeapon i.e. weapons[...].
c. Send the event notification as shown below.
[image: ]
Receiving the Event
For the weapon change, the Base Character script will receive notifications of the changed weapon. This will allow the attack range and current weapon to be updated. You need to add a method to this script to receive the notification.
8. Open up the BaseCharacter script.
9. [bookmark: _Ref34202688]Add a new protected field to store the current weapon.
10. Create a new method called OnWeaponChange or whatever you like.
a. Make the method public.
b. Set return type to void.
c. Add a parameter of type Weapon.
11. In the method:
a. Update the field you added in step 9 to the weapon parameter value.
b. Update the attackRange field with the weapon’s corresponding property
Updating the AI Character Script
12. Open up your AI character script and make sure the following methods are using the attackRange and not the targetStoppingDistance
a. Update
b. IsAttacking
13. Save your changes.
Configuring the Event in Unity
14. Go back to Unity.
15. Select the AI character.
16. Locate the Weapon Changer script attached to it in the Inspector window.
17. Locate the Weapon Change Event and configure as shown below.
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML57e5c71.PNG]
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18. Repeat the same for the Player Character, this time using the Player game object and Player  OnWeaponChange.
19. You will also need to configure each of the weapons for both the Player and AI with appropriate values for attack range and damage amount depending on the type of weapon. The values are entirely up to you. 
[image: ]
20. Save your changes and test your game.

Health Changed and Health Expired Events
21. Download the Health script from Moodle and add it to your project.
Using the Event Types: Challenge Exercise
22. Open up the Health script.
23. Add two private variable declarations to indicate that this script will be using these event types:
a. HealthChangedEvent
b. HealthExpiredEvent
Broadcasting the Events: Challenge Exercise
24. Both events will be broadcast from the set method of the Amount property, but:
a. When do you want to broadcast the health change? Whenever the health changes.
i. Remember to check if the event is not null first.
ii. [bookmark: _GoBack]Send the updated health percent
b. When do you want to broadcast the health expired? What condition do you need? 
25. Complete the code to broadcast the events in the Health script.
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// an event to broadcast when the character's weapon changes
[SerializeField, Header("Register to know when I change my weapon.")]
protected WeaponChangeEvent weaponChange;
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// Broadcast the event and send the new weapon with the notification
if (weaponChange != null)
weaponChange . Invoke (weapons[newheapon]);
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[System.Serializable]
0 references

public class HealthChangedEvent : UnityEvent(f;cat> {3}

This event will send a float value (the new health) when'it is broadcast.
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[System.Serializable]
0 references

public class HealthExpiredEvent : UnityEvent { };

No additional parameters sent with this event.




