Dead Keys Game Objects
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	Game Object
	Script
	Comments

	Default Directional Light
	
	Adjust intensity e.g. 0.2
Or remove


	Default Main Camera
	
	Remove, use one attached to FPC


	UI Canvas
	
	Canvas
· Render mode: Screen Space – Overlay
· Sort Order: 1
Canvas Scaler
· UI Scale Mode – Scale with screen size
· Reference Resolution: 1024 x 768


	UI Canvas  MoveControl
	
	· Disabled by Default
· Rect Transform: Middle Centre
· Button Script
· Set Highlight and Pressed Colours
· Target Graphic: Move Control Image (remember to click Set Native Size)
· OnClick Event
· PlayerNavigator.MoveNext
· This Game Object – SetActive(False)


	Player
	· Player
· Health
· PlayerNavigator
· Disable Unity FPC Script
	

	PlayerPath
Contains Waypoints A - E
	
	

	NPCs – Zombies 1 - 5
	· Enemy
· Health
· Enemy Word Controller

	Health Expired
· Enemy – DoDie
· This GO Explosion – SetActive (true)
· PlayerNavigtor.ShowMoveButton

Enemy Word Controller Typed Word Matched
· Player – OnWordMatch
· This GO – Health – Set Health.Value to zero

Enemy Word Controller Typed Word Error
· Typer – OnTypedWordError


	Triggers – Trigger Enemy 1 - 5
	· Target Trigger
	Target Trigger Entered
· Matching Zombie – Enemy.ChasePlayer
· Matching Zombie – EnemyWordController.ShowWordOfTheDay

Target Trigger Exited
· Matching Zombie – Enemy.StartIdling
· Matching Zombie – EnemyWordController.HideWordOfTheDay


	Typer
	· Typer
	Word Match Attempt
· Typer – Text – Animator.SetTrigger(ThrowText)
· Each Zombie – EnemyWordController.OnWordMatchAttempt


	Typer Canvas
	
	Canvas
· Render mode: Screen Space – Overlay
Canvas Scaler
· UI Scale Mode – Scale with screen size
· Reference Resolution: 1024 x 768


	Typer Text
	
	· Rect Transform: Middle Centre
· Width: 1000,   Height: 700
· Text Font Size: 3000
· Text Para Alignment: 
· Horizontal: Centre
· Vertical: Centre
· Add Animator component and set to controller-typesizer
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