Script Changes: 14-Nov-2019
New Scripts Added
· IPlayerSetter: interface that will be implemented by all scripts that depend on the Player game object
· TrackTarget: new script used to check if game object (i.e. fish, etc.) is too far ahead/behind the target (player)
· Attach to Fish Prefab
· CustomUnityEvent: script used to define a set of custom events that extend the UnityEvent class provided with Unity.

Scripts Updated
Player Script

Added RegisterSceneObjectItem method
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Scene Controller Script

Added a new custom ObjectItemCreated event variable
This is a variable – add to start of script class. The variable is visible in the Inspector window.
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Invoke the custom ObjectItemCreated event
Send notification of event to any other game objects that have subscribed to listen for the event – that is notify game object when a new scene object item is spawned (created).
· Locate the AddSceneObjectItem method.
· Add as shown below.
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML5cd1e8d.PNG]

Updates in Editor
· Go back to Unity
· Select your Scene Controller game object in the hierarchy window
· You should see the new event in the Inspector window
· Configure as shown
[bookmark: _GoBack][image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML5e00125.PNG]
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Fish Script
Add new variables for TrackTarget class and Player transform
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Implement IPlayerSetter interface
· Make class require TrackTarget script to be added to the game object/prefab this script is attached to
· Add interface to class definition
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Implement the required interface method
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Initialise TrackTarget variable in Start
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Add new method called IsTooFarAheadOrBehind
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Use new method in Update method
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML5d8b7ca.PNG]

Spike Script

Add OnBecameInvisible Method
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private Transform player;

private TrackTarget trackTarget;
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[RequireComponent(typeof(TrackTarget))]
O'references
lpublic class Fish : BaseCharacter, IPlayerSetter

{
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public void SetPlayer(GameObject gameObjectPlayer)

{
}

player = gameObjectPlayer.transform;
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protected override void Start()

{
base.Start();
trackTarget = GetComponent<TrackTarget>();
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private bool IsTooFarAheadOrBehind()

{
if (trackTarget != null && player != null)
{
return trackTarget.IsTargetOutsideRange(player, minFollowDistance);
}

return false;
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void| Update()  |s=—————Update Method
{

//Debug.Log (movestrategyﬁd;a‘e highlighted code

if (moveStrategy != null)

{
if (IsTooFarAheadOrBehind())
{
// Debug.Log("Too far ahead/behind");
Die();
} else
{
moveStrategy.Move();
}
}
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private void OnBecameInvisible()

{
Destroy(gameObject);

}
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// Receive notification of new GOs and register them

0 references

public void RegisterSceneObjectItem (GameObject sceneObjectItem)

{
// Find all GOs that implement IPlayerSetter on the sceneObjectItem
IPlayerSetter[] playerSetters = sceneObjectItem.GetComponents<IPlayerSetter>();

I

if (playerSetters != null)

{
// Loop through and set (inject) the player dependency
foreach (IPlayerSetter playerSetter in playerSetters)
{
playerSetter.SetPlayer(gameObject);
}
}
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[SerializeField, Header("Register to know when I create a scene object item")]
ObjectItemCreated objectItemCreated;
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void Il\ddSceneObjectItem(Bounds bounds) | $——_This method
{

foreach(SceneObjectItem sceneObject in sceneObjectItems)
{ Add following highlighted code
int num = Random.Range(1, sceneObject.MaxNumber + 1);
for (int 1 = @; i < num; i++) {
GameObject newObjectItem = sceneObjecf.CreateItem(bounds);
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