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Application Development (Games)
Lecture 3 Lab Tutorial Exercise
Assignment Guide
Objectives
The aim of this lab exercise is to help you get started on your first assignment and set up the game environment.
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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.
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
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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
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Configuring the Maze
1. Locate the MazeGenerator prefab in the Asset s  MazeGenerator folder and drag to the hierarchy window to add to your scene.
2. Set the transform as shown below.
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3. Attach the MGMazeGenerator script to it.
4. 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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Adding a First Person Character Controller
Unity provides ready-made character controllers for you to use.
1. Go to the Assets window. You can either:
a. Right-click and select Import Package  Characters
b. From the Assets menu, select Import Package  Characters
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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