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Please note that the assets are for use in your coursework and tutorials and not for redistribution.
Maze Generator Guide
Objectives
The document provides instructions on how to configure the maze generator asset.
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Getting Started
1. Open up Unity and create a new 3D project.
2. Download the Maze Generator Package available on Moodle.
3. Drag and drop the package into the Asset window.
Configuring the Prefabs
1. The assets for the Maze Generator are all located in the MazeGenerator folder.
2. The scripts for the maze generator have been precompiled into a DLL file. Click the little arrow to expand the DLL library file as shown below:
[image: ]
Configuring the Door
3. Select the Door prefab, located in the Prefabs window.
4. Attach the MGDoor script to the door prefab.
5. Set up the door’s orientation (North-South or east-west). For now, set to North-South as shown below i.e. check North_South Orientation
 [image: ]

Configuring the Tiles
The tiles represent the rooms in the maze.
Note: you can select multiple items and configure them at the same time,.
6. Select all the Tile prefabs and attach the MGMazeRoom script to them.
7. Each one needs to be configured differently. You can use the settings shown below as a starting point.
Tile_DR, Tile_DR_1
[image: ]
Tile_Start, Tile_UDLR
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Tile_U, Tile_U_finish
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Tile_UD_1, Tile_UD_2
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Tile_UDR
[image: ]

Configuring the Maze
1. Add a new empty game object to your scene and rename it to Maze Generator or whatever you like.
2. Attach the MGMazeGenerator script to it.
3. You need to configure the maze generator e.g. specifying how many rooms, the start and finish rooms, etc. An example configuration is shown below. See the PDF document for more information (warning: it does not contain much )
Notes
a. Min Distance to Finish is the minimal shortest path from start to finish, measured in how many rooms the player should pass to reach the finish. 
Note: Do not make this number too high, specifically not higher than the number of rooms to generate as there will be no possible minimum distance.
b. Entering the finish room will not automatically terminate the game. You have to code this.
c. Also you will need to make the doors open . Hint: you will most likely need to attach your script behaviour to the gates component of the door.
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4. Save the Maze Generator game object as a prefab.
Dynamically Generating a Maze in Play Mode
5.  By default, the maze will generate dynamically when you play the scene.
a. You can regenerate a new maze layout during play by reloading the scene using code.
Manually Generating Maze in Editor
6. You also have the option to generate a maze within the editor and save it.
a. Download the MGMazeGeneratorEditorGUI script file from Moodle and add it to the project.
b. You should not need to attach it to any game object but it may take a few minutes for Unity to register its presence. Try hitting play (this forces Unity to re-compile) and then stopping play.
7. Once done:
a. Uncheck the Generate On Runtime option (this will cause another checkbox option to display.
b. And then click on the Generate now checkbox (note it does not remained checked, it unchecks itself once the maze has been generated)
[image: ]
c. This will generate a new maze object for you and you should see the new objects in the hierarchy window.
d. I recommend that you make these game objects child game objects as follows:
i. Create a new empty game object and rename it to Maze or similar.
ii. Select all the maze objects generated in the previous step and make them children of the game object created in the last step. See screenshot (note that only a cropped view has been displayed).
[image: ]
[bookmark: _GoBack]
Adding a First Person Character Controller
Unity provides ready-made character controllers for you to use.
1. Go to the Assets window (Window  Asset Store). 
a. Search for the Standard Assets package.
b. Download and import into your game.
2. Select the First Person Character from the list and the supporting additional assets as shown below. You do not need the other character controllers.
[image: ]
3. Once the asset has imported, go to the following folder and drag the FPSController prefab into your scene.
Assets  Standard Assets  Characters  FirstPersonCharacter  Prefabs
4. Delete the default Main Camera added to the scene because with a First Person Character controller the main camera is mounted on the player character’s head.
[image: ]
5. Test and play your scene.
6. Hmmm!! Is the player walking through the gates?
a. Is this right?
b. What do you need to add to the gates to prevent this from happening?
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