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Introduction
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Difference between Original and Final

. 2 B

— unityAssetStore(Karting Microgame)

&) unity Asset Store

= ZH
Karting Microgame

@ Unity Technologies

HEARE (E= sHAED)

GameStart Scene 2 37} & shortversion # A&t H
EQlA32E IEE 2N

Shortversion Scene Of|A] E2io] &l ZI0|& 52|11

Eal 210f| = Sign(Foli2)S 27t L Box Collider2
= 13

CheckPointe] 74 HE , 715t A2t HE

Game 5= == long & shortversion Scene2 2
A3l et & 9 HE 9l A52|E JEE 2HA

| -

You win SceneO||A| next game?| HES 52H long
Scenel & 3t

Long Scene2 E2 PrefabsE 0|23510] |2t
BackgroundAudio € 2 4 & C}2 Audio &
Kart Speed & HE

I Copyright©




How to and Will do (=4 B2 8I) - GameStart Scene

<

GamaStart

v < GameStart*
7 Main Camera
7 Directional Light
¥ 7] Canvas
7 Rawlmage
¥ (7] Button
o Text
F0 EventSystem

KART RUSHIGAME

\

K

GAME START
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How to and Will do (=4 B2 8I) - GameStart Scene

GAMESTARTBUTTON ||
u

]
Default  ~

Color Tint x
EGAMESTARTBUTTON (In &

+ NewBehaviourSerip @

using System.Collections;
using System.Callections.Generic;
using UnityEngine;
using UnityEngine.SceneiManagement;
public class MewBehaviourscript - MonoBehaviour
{

/AHHE 3

public void SceneChangel()
{

SceneManager LoadScene("shortversion™);

GAME START HHE 22! A| shortversion@ & ¥ M=t

tic
Visualize
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How to and Will do (=4 &2t 8ItH) - shortversion Scene

& HA shortversion Scene
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How to and Will do (=4 &2t 8ItH) - shortversion Scene

Assets » Karting > ModularTrackKit » Prefabs

ModularTr..  ModularTr..  ModularTr..  ModularTr.  ModularTr..  ModularTr.  ModularTr..  ModularTr..  ModularTr.

ModularTr..  ModularTr..  ModularTr..  ModularTr..  ModularTr..  ModularTr..  ModularTr..  ModularTr...

I AssetsikarﬂnngodularT rackKIL-‘Prefabs

7|E0| E2 prefabsOll Al EBES FIIHO 2 MAUBHOIA 2R BT
Eo| HElS RX|otE] MHHQ F¢ Lo|g S
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How to and Will do (=4 &2t 8ItH) - shortversion Scene

&} unity Asset Store

= 4 l 32

Down Town Pack - Lite

2 Gamemag Creation Stu... dkokokir 4

Sign2 AssestStore ChH2
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How to and Will do (=4 &2t 8ItH) - shortversion Scene

ﬁ + RoadSign ~ Staticv
y Tag Untagged * Layer Default v
Prefab  Open | Select Overrides -
» /. Transform o
¥ W3 v Box Collider @ =
Edit Collider F
goer m
Material £ CarWheels ®
Center X 0.89590 ¥ 5.2138f] Z -1.9947
Size X|7.7330 ¥ 1M.4278 Z1

Box Collider & A& -> SignO| AtsXHE 1Y
of CarWheeIs‘é = Slgn01| AsSA7L 5= E'B9|E§ =
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How to and Will do (=4 &2t 8ItH) - shortversion Scene

'OL-I% H-l)(d shortversion Scene

CheckPoint2| 7§~ 7}
- f&2 7 370, shortversion Scene2 57H& F7t
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How to and Will do (=4 &2t 8ItH) - shortversion Scene

2

HAE|AE AZHo| F7HH e 2 AZhs S7HAE

CheckPointE X|L}
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How to and Will do (=4 &2t 8ItH) - shortversion Scene

|ﬁ' ~| Checkpoint Static ¥ ﬁ l[Checkpoint Static -
| Tag Untagged * | Layer Default - - Tag Untagged . Layer Defauit .
Prefab__Open | _Select e - Prefab Open Select Overrides -
b J.  Transform 9
» & - Box Collider o » M. Transform e
¥ # v Pickup Object (Script) o » W@ ~ Box Collider o 3
Script PickupObject ¥ # ~ Pickup Object (Script) e
Gameplay Seript PickupOhbject
Game Mode Time Limit - Gameplay
Time Gained 3 — T Y . Tira | imsir -
Layer Mask Kart .| o — T A
Collect VFX Spawn P .\ Checkpoint (Transform) @ — Time Gained 5
CheckPointE& A|LtH FIFH QI A[ZHS 3X0A 5= HE
12
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How to and Will do (=4 &2t 8ItH) - shortversion Scene

Current: 23:20 ]
Bestlap: 2320 @v | longSceneChange _ Static~
Tag Untagged *  Layer Ul -
» i%  Rect Transform o
[ Canvas Renderer e
» &l v Image @
v @ v Button @
public void SceneChange?() sl U 2
Transition Colar Tint -
{ Target Graphic  ElongSceneChange (Image @
SceneManager LoadScene('long’); Normal Color rl
Highlighted Color >
Pressed Color >
Selected Color >
Disabled Color F|
Color Multiplier @ 1
N Fade Duration 0.1
GAME% Ol-E E%:; |Ong M'—IEE X‘— Mavigation Automatic -
%E’é’ —)lk— 9}'\% H'l%&iE% —;F—7|' Visualize
- On Click N |
Runtime On=  MewBehaviourScript.SceneChi=
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How to and Will do (=4 &2 8) - WinScene

¥ <4 WinScene
) Main Camera
) Directional Light YOu WI N
¥ (71 Canvas
» (71 Backgroundimage
7 Text (TMP)
» (71 RestartButton

» 71 MenuButton
€0 EventSystem Restart Game

) MenuMavigation
¥ < WinScene*
71 Main Camera
7 Directional Light You WI N
¥ 7 Canvas
» (71 Backgroundimage
21 Text (TMP)
v & NEXT GAME Button L Mew
0 Text (TMP)

» [ MenuButton NEXT GAME

71 EventSystem
1 MenuMNavigation

Text -> NEXT GAMES 2 B A
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How to and Will do (=4 &2 8) - WinScene

E[a ~| NEXT GAME Button Static =
- Tag Untagged * | Layer Ul -
You WIN [ s Rect Transform e 3 i
> & Canvas Renderer @ It
b B~ Image e It
v @ ~ Button e It
“ Interactable "
NEXT GAM E Transition Calar Tint -
Target Graphic EMNEXT GAME Button (Imag &
Mormal Color Fa
Highlighted Color 2~
Pressed Color Vi
Selected Color I
Disabled Color Vi
Color Multiplier @ 1
Fade Duration 0.1
public void SceneChange2() Navigation R -
{ Wisualize
SceneManager LoadSceng(long ); On click 9
. FonmmeorreP| MewBehaviourScript.SceneChi» I
.| + Main Car @

NEXT GAEM HE& 25 A| long Scene2 2 T2t

—
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How to and Will do (=4 H2t 8H) - long Scene

Assels ) Kanlng ) MoclrTrackKit ) Prefabs

ModuarTr. ModuarTr. Modurlr. ModibrTr. Modulrfr. Moddarlr. ModusTr. ModuirTr.  ModuerTr.

MociihrTr Mu&ihrTr ModularTr. ModrT.. !Mh:hrTr MociJhrTr I.JluduhrTr

I Asaets!Kanlng}ModularT rackKIl,lPrefahs

7|Z=0| E2H prefabsj

M EEH
longScened| 2%H EdliEzS HIY
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How to and Will do (=4 H2t 8H) - long Scene

CheckPoint

CheckPointl| 7|8 F7}
- 2 7 370, long Scene2 97HE F 7t
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How to and Will do (=4 H2t 8H) - long Scene

Current. @ | shortversionButton | Static v
Best Lap: - Tag Untagged * Layer Ul -
; i+ Rect Transform @ 3+
-using Systemn.Collections; 2 Canvas Renderer e 3
using System.Collections.Generic; b &l v Image 9 3 !
us?ng Un?T}rEng?ne: v @ v Button @ 3
using UnityEngine. SceneManagement; -
-public class NewBehaviourscript - MonoBehaviour IniErEGHabie -
| [ Transition Color Tint -
\‘___.-J_MI-; HE IS Target Graphic E shortversionButton (Imag @
public void SceneChangel() Maormal Color rd
{ Highlighted Color rd
Scenehdanager LoadScene("shortversion™); Pressed Colar rd
Selected Color V
Disabled Color rd
Color Multiplier @ 1
Fade Duration 0.1
Mavigation Automatic -

Visualize

- On ClicR¥h_

Runtime On v\New BehaviourSeript.ScenaeChiv
|4/ Main Car @© |
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How to and Will do (=& B2t ) - Audio

@ ~  BackgroundMusic Static =
. Tag Untagged *  Layer Default v
b ) Transform e 3
¥ i ~ Audio Source L7 I /
AudioClip | 12 Music /@]
o0
-I% =) —|
3 +| Main Camera - GameStart Static*
. Tag MainCamera =  Layer Default -
# J.  Transform e it
» Wl ~ Camera e
[ ¢ v Audio Listener e it
F # + Mew Behaviour Script (Script) [ 7 s
¥ 0+ Audio Source e it
AudioClip /1 Bluebird ®

GameStart2 <}

@ + BackgroundMusic Static =
y Tag Untagged *  Layer Default -
b M Transform o 3
¥ 0« Audio Source e i
AudioClip /1 Bluebird @
. o O
Shortversion - S
¥ BackgroundMusic Static~

@,

Tag Untagged X

Layer Default

b . Transform [ 7 R
¥ L+ Audio Source e I3
AudioClip AIf_I_Had_a_Chicken
o0
long &<
@ +| Main Camera - WinScene Static
. Tag MainCamera =  Layer Default v
b S Transform e
b Bl Camera e 3
- . (@)
.1~ Audio Listener @ WinScene EQI-
b # « New Behaviour Script (Script) [ 7 s
¥ L+ Audio Source e 3
AudioClip A Friday_Fugue ®
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How to and Will do (=4 E2t ) - Kart Speed

KartBouncecs* = ¢ QAL

wintRay.cs

public bool BounceFlag { get; private set;

[Tookip("How much impulse should be 2
public float BounceFactor = 10f
[Tooltip"How fast should the kart reorier

public float RotationSpeed # 3f;

Kart Speed =

3f 0| M 5f=

kartBouncecs & > JEEdlcallae GameFlowManager.cs LoadSceneButton.cs

[c#] 7| Ef ot

- ¥ KartGame KartSys
public bool BounceFlag { get; private set; }

[Tooltip("How much impulse should be applied to the kart when it collides?)]

public float BounceFactor = 10f;

[Tooltip{"How fast should the kart reorient itself when colliding? The higher the vz
iload : =|5f; A RER S=3F MM sFE HE

2
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Future Works
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Thonk you!
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