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Objectives
The aim of this lab exercise is to help you get started on your first assignment. 
Getting Started
1. Open up Unity and create a new 3D project.
2. Download the following two packages from Moodle and drag and drop them into the Asset Window:
a. QMaze.unitypackage
b. QMazeClassLibrary.dll
3. Create a new folder called Scenes and save the current scene in it – call it what you wish.
4. Delete the default Main Camera in the window as you will be initially testing this using a First Person Character controller. In a FPC, the camera is usually mounted on the character controller’s head – a child object.
Configuring the Maze
1. Add an empty game object to the scene and rename it to QMazeEngine or whatever you wish.
2. Go to the Assets Window and locate the QMazeClassLibrary.dll file and expand it as shown below:
a. Drag the QMazeEngine to the object you created in the last step.
[image: ]
3. Your game object should now have lots of properties that you can configure for generating the maze.
Maze and Piece Size
4. As a start, set the maze size to a 10 x 10 maze – you can play around with this later.
5. For the piece size:
a. It is important that the piece sizes match the size of the prefabs.
b. Expand the following folder in the Assets window: QMaze  Examples  ExampleScene1  Prefabs.
c. If you click on the prefabs, you will see that the scale size is set to 3 x 3 x 3 by default.
d. Return to the settings for your QMazeEngine game object and set the Piece Size to 3 x 3.
e. Note: If you wish to use a different size, change it in both places.
[image: ]
Start and Finish Pieces
6. Expand the following two sections and for now, just set them both to Random Position.
a. List of Start Piece
b. List of Finish Piece Set Finish Piece count to 1
[bookmark: _GoBack][image: ]
Q Maze Pieces
7. Go to the section called Q Maze Piece Pack (Script) – here you need to specify a prefab for each of the pieces used to form the maze.
8. The prefabs are all in the following folder in the assets window:
QMaze  Examples  ExampleScene1  Prefabs
9. The names of the prefabs match the name of the different pieces e.g. None - QPieceNone
10. Set up all the pieces for your maze.
11. You can also set up some additional settings for each piece e.g. whether to use the piece or not and the frequency of occurrence.
12. As a start, you can configure as shown below or as you wish.
Base Pieces
[image: ]
Additional Pieces – Check all, except Intersection
[image: ]
Adding a Sky
1. Go to the following folder in the asset window: QMaze  Examples  ExampleScene1  Models folder and drag the QSkyDome prefab into your scene.
2. Go to the textures folder and drag the QSkyDome texture onto the QSkyDome game object you added to the scene in the last step.
Adding a First Person Character Controller
1. The assets you imported into the project come with a ready-made first person character controller.
2. Go to the prefabs folder and drag the QFPSController into the scene.
Generating a Maze Manually
1. You have two choices to generate a maze – manually or dynamically.
Note: for your assignment, I am expecting you to generate your mazes dynamically.
2. Select your QMazeEngine game object from the scene.
3. Click the “Generate a Maze” button in the Inspector window.
a. If you expand the QMazeEngine game object, you will see all the pieces generated for the maze.
b. You will also notice that the Generate a Maze button has now changed to “Destroy the Maze”.
4. Test your scene.
5. Note the QMaze asset generates an error message: get_skinIndex is not allowed to be called from a ScriptableObject constructor… Don’t worry about it.
Generating a Maze Dynamically
1. It is time for some coding 
1. Go to Moodle and follow the instructions under Lecture 3 Lab: Assignment Guide Script.
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