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ABSTRACT

Playing Games has always been an integral part of human nature. With the
rapid advancement of technology, entertainment has evolved into a digital form,
leading to the creation of video games, which today constitute the most
widespread form of playing. Thig great variety has resulted in their
categorization, while their development and implementation are made possible
through specialized software, known as Game Engines.
Withing the framework of this thesis, a brief historical overview of the Unity
Engine is initially presented. The stages of designing and developing a video
game are then outlined, followed by an analysis of the creation process of the
video gameelkb&hosdt Wei ch was devel oped as
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Unity Scene
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Animator Component

B, .U~ fw Y Mas  Csh s XY 0 TS > 6 AT Animator.) ¥
B U . U 4ssa’ AN 7] hschSUA Y ASheE >, h A hY OB h' A
¢ Yo W 7 oht "TUnity @ Window A Animation A Animator. 5 A _ ° ¢ _h1tt _hth

N~y

Ch At U ~h ~ s h h "0 ">i8 Nha' > 0 Animation* hUh " o>
Window A Animation A Animation.l5 . 6 >, h A" hh™A~ A W~h ' Ch ~ h* ' hh
U B AU <wv>has® ¢ "Feg”™ ' w  ComponentAnimator.t A A~ A hh
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Animator & Animation Windows

19



1. " AAwI s W anh " &~ Ugreate _ U " h * _ 7 Animation ¢ h'"
U < gy CLVh Cos gy f o © s A WAnimation € h € h T AT >

CreateAnimation

rs_ AN > T T Animbtion T | T RS U< U 0 >SU S Y Usw AR T
B <w vSw S hh SEANSO Ah hAsTh "~ hegp ,h: 7~

+

Any State

WalkAnimation

Animator Display

1.0 " h T Apimator >U C T AN ¢ > R w S Mnpimaton U 4 >t T T 0 T
PV Rh At S e h gBATh T AN AN L s § o AN T e M w vh
Animation ¢ h © hU _ Entry A WalkAnimation (" 'U h <<' X AY > (e c ) "
L A T AfMAhh ™ € Y 7 Y wwa, W (BT h >w o " <waJ, s
“h<s Y “Animation > h.
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e = Animator Ht Audio Mixer

Parameters & Base Layer
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ist is Empty
Int

Bool

Trigger

ParameterTypes

B. 7. " TsU'<wsv'shh (UL Float)' U b >eh 7 v > h AT K
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>

mB Y AT >h > oh

Layers Parameters @& Base Layer
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Any State

ldleAnimation

Entry ]

WalkAnimation

Animator
m AR <Y ¢ < h R 8 <L Tt S Animation U W Ah w C A TS hw K h
TransionU " ™" . Adimation  _ * A >y U . "WalkAnimation ), > ¥ 7 AL
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Any State

IdleAnimation

Entry "b‘

WalkAnimation

Animator Transition
m _h A< S <" L T hsw_ T oAdw Ym0 Y s Ah <<ha

Animation U @ A% h A~ ¢ oW Sihy < h(YL N _ A h(J WalkAnimation * 4dle

Animation )¢ h** _ Ingpector’ hh ~ h ' 7" UV SsesARE >, h Ay s h

tion -= |dleAnimation

None

Animation

Conditions

Animator Transition Settings

Y1 C B C3E pWhalY Wt ANSES S Y MhSshkh sw SshE Ah <Su N
1 . ’ NES - U . -

oUWt >t At oA Y Uneheck. Y 7 UHasExit TimeS h ¢ -
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U ~ ¢ h><ghh ¢ w AR ) wsAnimation>h, S h S hahs' s A2 S A4S
Transition Duration ().
1. " AAwl skt S8 Yaw gonditions® hh _ " ° 7 I>sU>E T > 6§
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Has Exit Time

Settings
Fixed Duration
Transition Duration (s)
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ransior

Interruption Source

CAnimation WalkAnimation

Conditions

I & '.‘"JE | l' I n [']

Animator Conditions

L7 LM h AT % hh A 8 SBET h VA Statesh < ©fs Thaa Tt s
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animator.SetFloat("IsWalking", speed);
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3.8.5Al Navigation Package

[ "Al Navigation Package. ~ Unity BU _ s w A <™ ¢ <' 7, SAWA™ h <Csh ', A

[ S U AR R N N ¥ S A7\ U NV VN S SO (RN
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l_"’ls>"’U’"< J+A‘)<\M‘J">h“’l‘j”€"h“”"UB'“UW’AH\‘JW‘h

SN TRY AW h U ST YRS E>h € who Y h vt s 8§ h BB

B, h " >8 4% WY pJ hi"sh CEhjtrALhE U ATUL fh>h & h <t Chotooon
hU{V_L:kCHJU‘h'c_I'IhKKlag'entsB’ﬂh") ‘.:>|
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1 _Unity + “atw . ¥ >t j b D0 € who Y gt @s Ah B0 Ch h Y >t Y >

- e - .

PackManager, . ~ U U m b s O AWihdow A PackageManager

:nt  Services  Animation Rigging  Jobs  Tools  Window  Help

Panels
utactions (Input... —
Analysis
Al
Animation
Audio
General
Rendering
Sequencing
Mext Window Ctrl+Tab
Previous Window Ctrl+5hift+Tab

Layouts
Unity Version Control
Search

Aczzet Store
Package Manager
Text

TextMeshPro

Asset Management
Ul Toolkit

Visual Scripting

OpeningPackageManager
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r6_'spNf <7_17'PackageManager . ~ " T‘_hU @ AR _ ' K ‘s Unity Registry
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Install 'U. ., h’ A¥ _®AC (hahh ¢:A

* Al Navigation
a 2
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Paste
Paste As Child

Rename
Duplicate
Delete

Select Children
Find References in Scene

5et as Default Parent

Create Empty
20 Object

3D Object

Audio

Effects

Light

Video

ProBuilder

Ul Toolkit

Rendering

Yelume

Carnera

Cinemachine

Wisual Scripting Scene Variables

Convert To FBX Prefab Variant...

Export To FEX...

Al MaviMesh Surface

Ul MaviMesh Modifier Volume
I Rotary_Phone_on_Bas Lobby Ma. Maviesh Link

NavMeshSurfaceCreation

B, e Aw ot T W AMA s 8 Bigraschy > 8 A 7 NavMeshSurface, © 0
Chwow AT L. >h T 3Rgpectory AGomponent> ¥ A T NavMeshSurface
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MavMesh Surface
Layer Default
= Transform

[ « MNavMeshSurface

Humanoid
Default Area Walkable
Generate Links

Render Meshes

All Game Objects

Include Layers Everything

Advanced

Mav Mesh Data

Component

NavMeshSurfaceComponent
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[F v NavMeshSurface

Humanoid
" Humanoid

Mew Agent
Open Agent Settings...
All Game Objects
Include Layers Everything
Advanced

Mav Mesh Data

Open Agent Settings

[F v NavMeshSurface

Hurmanaid
Walkable
«  Walkable
Mot Walkable

Jump

Open Area Settings...

Include Layers
advanced

Mav Mesh Data

OpenArea Settings
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Agent Types

Mew Agent
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Agent Settings
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Mame

Built-in 0
Built-in 1

Built-in 2

User 10
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User12
User13
User 14
User15
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Area Settings
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4.2 Entry Menu
[h _fwaah “ W L AL ™ o o ¢ UnE 'S " A™Project, > 8 7
" A7 Bniry Scene

Ghost Seekers

SINGLEPLAYER

TUTORIAL
SETTINGS

QuIT

Entry Menu
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hf b Singleplayer
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1) Graphics Settings
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1 n Ah < <Fdlscreen/Windowed
2) Audio Settings
 MasterVolume(n <w ¥ <¢ '~ ", _ "W " LAY LT
 MusicVolume(n <w 1_ . ™ " Ut L Ay 4t Y
 SFXVolume(n <w ' .. “hy U B 1" Sh s, omfg, U O _ ' ,>h
C<s U >)yh
3) Control Settings
A B. "W _'B"IA Ah ANh's ‘Y U>E h st ¥ Y 3w hh
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Graphics

Controls

Settings Menun * ¢ © A h

4.2.1Audio Panel

34



[ ——— |

Audio Settingsn * ¢ © AN

1 _AudioPanel>U =~ A > " TUASHEAR <Su hCAh ' a7 h
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m'Chh Cw w7 h3Ppyrent GameObjecMaster,
Musig SFX),¢ h'h @hildrenw . ~ _ 3Skder, U 'sh’ A
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UnityEngine; e e

UnityEngine.Audio; SetMasterVolume( value) {
masterVolume = M .Clamp(value, 6.0001f, 1f);
p SetFloat(Masterley, masterVolume);
) Save();

ApplyVolumes();

SFXKey = SetMusicVolume( value) {

nusicVolume = Mathf.Clamp(value, 0.8001f, 1f);
GetMasterVolume() => masterVolume; p Fs.SetFloat(MusicKey, musicVolume);
Save();
ﬁpply\n’olumes()

GetMusicVolume() => musicVolume;

GetSFXVolume() => sfxVolume;

masterVolume = 1f; e
musicVolume = 1f; SetSFXVolume( value) {
sfxVolume = 1F; sfx\.l'olume = Mathf.Clamp(value, ©.8081f, 1f);
Fs.SetFloat(SFXKey, st\n’olume)
01 =fs.Save();
ﬁpply\n’olumes()
(Instance == ) {
Instance =
DontDestroyOnLnad(gameObject)
{
Destroy(gameObject); ApplyVolumes() {
masterDB = Mathf.LoglB(masterVolume) * 20f;
musicDB = Mathf.Logl8(masterVolume * musicVolume) * 28f;

masterVolume = GetFloat(MasterKey, 1f); sfxDB = Mathf.Logl®(masterVolume * sfxVolume) * 28f;
musicVolume .GetFloat(MusicKey, 1f);

sfxVolume = PL T .GetFloat(SFXKey, 1f); audioMixer.SetFloat(" ", masterDB)

audioMixer.SetFloat("M
ApplyVolumes(); audioMixer.SetFloat(

AudioManagercs

1 b JQ‘BQ‘SCﬁth'/\*'U(."W N ‘hjUWB"Lw“’B“' "o N ﬁ /\ ¢ >‘+‘/\

Slider> & ' .A" " getter/setter,€ h_*U ' 4~ h S'>w s h A, "™ LA S A
T AR T Applyvolumes). e. © " " Mathf.LoglO()>w " h " A AR 7 ApplyVblumes

,

LU ST A Rmhchtcch T L N s N s E B T Y >
AudioMixer (AudioMixer® *~ A hC's A 38 A8 <wu ™AL AN SU T T A
Lt LYY S KK N 'th/\hﬁU<Wv¢'h'jsus7\'¢Bi:1:j>'5¢ty\hv'JV

~ ~ ~

Chg W G ATEAL)Y T ;“4>B>“.'4"‘5'

~ o

m'atw . Y SAsg L h Sliderh AL a7 U > elumeSlidercs.
U U W T A ‘h*5< <h v s "™ glidera 7oA Mw bt 5" AudioManagercs
‘U S htcgY €<t A >h"‘, '
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VolumeSLli : MonoBehaviour {
category;
der slider;

‘start() {
slider = GetComponent<Slider=();

currentValue = 1f;

(category) {
"Master": currentValue = Audic ager.Instance.GetMasterVolume();
: currentValue = ] =r . Instance.GetMusicVolume();
currentValue = Audi 3 .Instance.GetSFXVolume();

slider.value = currentValue;

slider.onValueChanged.AddListener(0OnSliderChanged);

onSliderChanged( value) {
(category) {
"M udioManager.Instance.SetMasterVolume(value);
~. Instance.SetMusicVolume(value);
Instance.SetSFXVolume(value);

Volume Slider.cs

J 7 .09 s S &cfipphw AT © ek hh'SlderU” h A h o w tUn Sehttw Y Sfispector
Y ¢ h ‘Skder_ ' Sah _ g 5 ’wh<V/‘\r§,Us " h"‘Uts S oh A A" h ¢ B C g AN
+  Slider
v
Tag Untagged Layer Player
Rect Transform

v Slider

+ Vaolume Slider (Script)

/AN
U ~ s h (Musig SFX).

- ' N - - - N

L YR Uh ('S h Y CCkB R YR T h LY tSah () fhh

=x

4.2.2 Graphics Panel
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GraphicsPaneln * ¢ ' A h

LU WAL R ASech VI s B

vU,] t N A-'B'{”l v > )W‘* Bv'_l>{5/\ A h ) '/\1"h'<_<hh VB:) />h$'

N

1. Resolution

2. Anti-Aliasing

3. Texture

4. Anisotropic

5. Fullscreen Toggle

6. Vsync Toggle

s<¥ " >utent, s hT w Aderipte's Y A SeltingsMenucs

y
UnityEngine.UI;
g System.Collections.Generic;

MonoBehaviour {
resolutionDropdown;
ggle fullscreenToggle;

e vsyncToggle;
own aaDropdoun;
un shadowDropdown;
wn textureDropdown;
own anisotropicDropdown;

ivate List<Resolution> resolutionsList = new List<Resolution>();

0 {

LoadResolutions();

LoadAADropdown();
LoadShadowDropdown() ;
LoadTextureDropdown();
LoadAnisotropicDropdown();
Loadothersettings();

LoadPlayerPrefs();

SettingsMenu.cs




¢

~

B

adResolutions() {

resolutionDropdown.ClearOptions()

resolutionsList.Clear();

ition[] allRes = n.resolution

> addedOption

Ha

> options = List=

(Resolution allres) {

option = $"{r.width} x {r.height} @ {Mathf.RoundToInt(( )r.refreshRateRatio.value)}Hz"

(!addedoptions.Contains(option)) {
addedoptions.Add(option);

options.Add(option);

resolutionsList.Add(r);

}

resolutionDropdown.Addoptions(options);

currentResIndex = 8;

C i = ©; i < resolutionsList.Count; i++) {

currentResolution.width == resolutionsList[i].width &&
currentResolution.height == resolutionsList[i].height &&

F.RoundToInt((
currentResIndex = i;

}

3

currentResolution.refreshRateRatio.value) == Mathf.RoundToInt((

resolutionDropdown.value = currentResIndex;
resolutionDropdown . RefreshShownValue()

‘ ' o~ N

A

LoadResolutionsFunction

J'"’ J¢S¢,h0'>wh[\’h‘""¢_{'*¢’H‘U">" SEAA Yo"

N

he
U _Resolution

& _ ANh 7 LoadRésolution§)w . ¥ © SU A AU T s &LE Lt ht wh Ay

L msmAm s h x 7 Dropdownt . b AU (hoan <

¢

B

resolutionDropdown.ClearOptiong )™ U, h *'"<ss’ "0 ~ . ¥ sU &~ hv_ Dropdown
" A AW, ¥ebolutionsListClea( )™ #U° Ak*® U hhyg ' ¢ 6 <bth A _

>

K

1. " AAwh 6 F™ wabJAnhgflRes>e h Ah < U s Ah ‘A,
* AN w AMashSetU .t UST s AN ' h C h <7 TTh Sk Ah <4 8RR
>, h AL "2 7Wh "wa b’ (M " ¢ s s ‘< @w hy >~ s
Dropdown.

rBV]A"J,,'w

s~

A_

[W<B <wl LU :hﬁUB_ ‘7w, Yh Ahs< “YDfopdownh AUM T A B

“w, h Ah Kk nva

“w, h AT Dropdown

"HShChtCh YA S IBAh AWE R TTBAS , h ALY

NG

1
~

~ v

IY'ThR S BA h <A RN " AL © ¥ W 1 ¢ B¢ format® A"
A SV AR U p hht, a0 Kwksa O Y w Y Dropdown,
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LaadAADrcpdown(J {
aaDropdown.ClearOptions();
List= > aaOptions = t >() { "Disabled", ™2x", "ux",

aaDrupdnwn.Addetiuns[aaUptinhs);

currentAd = @;
(QualitySettings.antiAliasing) {
2: currentAA = 1; -
U4: currentAA =

8: currenthAA =
}
aaDropdown.value = currentAA;
aaDropdown . RefreshShownValue();

LoadAADropdown Function

B0 00 AS - L TR T hTA s Anti-Aliasingt O ' . mhomthh L
U ' 4 7 hh> shht ' "ws’ ) <~ hUv_ Dropdown>s ' A" " "
aaDropdownClearOptiong).1 . " AAWL ¥ 5h Y Srd’ ey “Ch >~ " " >wAas
Ch 'K~ “w " Droptown [wW<i™" * > ¢ "' Aw, Y iU PApt-Aliasing

€ he'>, h A" yAs B " " Dropdown.

--LaédTextureDrnpdnwn[) {
textureDropdown.ClearOptions();

List= > textureOptions = List=
textureDropdown . AddOptions(texturelOptions);

>() { "Low", "Medium", "High" };

currentTexture = 2 — QualitySettings.globalTextureMipmaplLimit;

textureDropdown.value = currentTexture;
textureDropdown . RefreshShownValue();

LoadTextureDropdownFunction
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s>"3>% ‘U T 1T ">emhs’ ' gadTextureDropdownw . ¥ T U AN .
_Dropdown_ '_ ‘. " Jv 4 ' > 7 " {gxture®ptions. U <7 [ w <Y
hah o AL " Ay w 07 Y > w ™ Y QualitySettings.globalTextureMipmapLimit. 1
< aaYt YA LTt U ST S BAA _ dint BurrentTexture = 2-
QualitySettings.globalTextureMipmapLimit;6

n’ AfM'>w" 7" J"SH USgW > hy AT EA_ ARS Y T

A 0A High

A 1A Medium

A 2A Low
sU 8 U _ 'BI/\_"L‘k“'hI/\h ,wUh "Wy ARA A T T B O
h L ["W<¢"A' >8° _ ADropdown>5 ' A" W, T "N hoaA Yl s

L\J’]';A'*{lv

I_.:::_a.dAnisatrapic[)rnpd::—wn 0O {
anisotropicDropdown.ClearOptions();
List= > anisoOptions = List< >() { "Disabled", "Enabled", "Forced" };

anisotropicDropdown.AddOptions(anisoOptions);

anisotropicDropdown.value = ( JQualit ttings.anisotropicFiltering;
anisotropicDropdown.RefreshShownValue();

LoadAnisotropicDropdownFunction
&’ . AN 7 LoadAnisotropicDropdowr(). & * © ¥ s h T L) <Y J- A
L> T 7Y Tanigooptionst h_t'eA> , hoA ™ "' Dropdown h . Tw . Y, 38 A
Ath o ht mw g St Y ST | Dropdown.

--Loadﬂtherﬁettingﬁ[) {
fullscreenToggle.isOn = n.fullScreen;

vsyncToggle.isOn = QualitySettings.vSyncCount > 0,

LoadOtherSettings Function
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& . ANh 7 LoadOtherSettings(y ~ Al ¢ 1A' A" 7§ hZs Y a0 h
Fullscreen® h_*~ \/sync.

m*_h A ° >fullscreen. ~ ' "U" > >5 8 Bdolean' TU Csh<wh A h A b

_TW L A AN A >fullscteenB A U L m AR h S R h O Fullscréen, T ®
U Yt myg 7 b f@llscreenTogglésOne C ATRuéd foh o, T fshs Tt HiSe
m'_h A >'TVsync. ' U > _ XualitySettingsvSyncCount> 07;. U
>s _ hg " WU _w<¥ w3h Bdoleanr si h C_'t<as Y YUnity b Vsync
Ty
A 0A VSync Disabled
A 1A Vsync Enabled
gU _'s_ ' Bdolean® * ATfué' _ h A/syncs ~ m A T 0 Y T ¢ hPglseW AT A AN
higp A 1" >wAaY

ApplySettings() {
tion resolution = reseolutionsList[resolutionDropdown.value];
eenMode screenMode = fullscreenToggle.isOn ? FullScreenMode.ExclusiveFullScreen : FullScreenMode.Windowed;

n.SetResolution(resolution.width, resolution.height, screenMode, resolution.refreshRateRatio);

ettings.vSyncCount = vsyncTeggle.isOn 7 1 : @8;

aalevel = 8;
(aaDropdown.value) {
: aalevel = 2; H
. aalevel = 4; H
}: aalevel = B

" '

ettings.antiAliasing = aalevel;

tings.globalTextureMipmaplimit = 2 - textureDropdown.value;

(anisotro ropdown . value) {
s.anisotropicFiltering = AnisctropicFiltering.Disable;
anisotropicFiltering = AnisotropicFiltering.Enable;
s.anisotropicFiltering = AnisotrepicFiltering.FerceEnable;

SavePlayerPrefs();

ApplySettings Function

€ _ AN ApplySettings)w . & " SU,AM . h 7 > " Sh <cwh w
sV <7V ¥ " ChU' MropdownU h Ah,ow ¢ hoA

m'hh® " >y Y e3$e  hj < Resolution. ' A" w., T @YW i T ¢ “h
U2 “Dropdown.y _ " A AWy «Wh Y'>axs hojfgllscreénTogglesOnt hh*A h <™ 4 h
>8 hJ <w >h'(True/False)' w _ ~° >% & _hi < FullSreenMode ~
hU _ w < ¥ > lExculsiveFullScreerf hWindowed

rs_ ‘Awhl  sws h o) C W Usw AN <<hvIihpash < "0 ptho> s
R s me oY YA T T h TR YA s AR <
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1. " AAw>HERE s hjySyncToggleisOn>U ~ ~ AShs< <h v ™' hpfesw “ h b
> '¥SyncCount™ &1" 0.

iw<1"‘<.‘hh S K ht‘U' ‘C h L | “!Dro@pdownn]' h , 'US b Abh , wb kws , 7 > B
'eah A L:j’hj"" * S eDropdown_ 'S h St 0 X TR hCChotAfAW T, >
I S Yohsat b o 5bh
_[ '"KV¢<"”.“/\B@",:"'A_ ’Vyhv<‘<>‘"”8'"f"’\’lJ 'A"hl\l‘ ' q“\‘_erA
PlayerPrefs: ' _h'.A” " > > U . s ~ _ 7,0 LA

4.2.3 Controls Panel

FORWARD

W TAKE PHOTO
(WITH CAMERA HELD) SCROLL TO CHANGE ITEM

P '
| |

BAck
OEPN

9 i GHOST
SPRI DROP ITEM CROUCH PIcKkUP  INTERACT  SELECTION

LEFT SHIFT Q C E F B

[U "B APanelh ., ~ CFAas T W L AS DT ABIA. AR T AR A
>h ¢ sl Y U>b A oveth L AT L

4.3 Tutorial Scene

n. ' Une € *fU‘ §W_V'wl\j < “Ofutorial M 4 ' 4 " e whE ' AT Chh, Y7 R
PEAC S h o YUYt L A A_Tutorial h o T € s h s
T [ h‘wa"‘1>hh@’5\>’0ﬁ’w\h"' s WA B _Kh'ah
h Oy YY" "% h A h * >h
i ih>‘h_‘[§“:h/\B:_/}‘h‘/\__"h“U’B“’thU‘.‘h<’:",‘h/x\ h * >h
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[ V.V V- SR S
 [TAUU h<<'KIBMEAA_ WS>t " ] h << A

gU 2 ¢ hs >, h AT CTuterial ¢ hthy @ A ¢ <Y ST T s s Y
L7 OATIA AR T Al KR R et O s h T A T

Tutorial

Evidences

Tutorial Entry Room

4.3.1 Tutorial First Room

Tutorial First Room
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1.0 - 4% >h_“Tutorial " U > ¢ MU~ w ABS Custht AT " M h €

(Flashlight). [ * ™+ € s ¢ * hshw ggn':

1. 7 h>U “ b ¢ g 08 Sw AT( W,

h A ) 5)' >W AL A

2. [ - Z\hl R b SE7 oAb ¢
3.rh Ah U SET Y

gl S>U T mh ¢ b ¢y hos sgedpt PickUpController(). [ ™ . 4 S s €
KA . >h haw Kh hen ¢ "FEAW < AL " w,

>

script ®
SO T AN ¢ L gs YR 6

Pic
1 d .
eh our> enableOnPickup;
otGameObjects;
ly rb;
~ coll;
player, slotContainer, fpsCam;
m[] slots;
ct currentItem =
currentSlotIndex = -1;

pickUpRange = 3f;

dropForwardForce = 2f, dropUpwardForce = 1f;

equipped;
sLlotFull;

O 1

rb = GetComponent<Rigidbody>();
coll = GetComponent< ollider>();

(coll == ) {
coll = GetComponentInChildren<

}
player = GameObject.FindGameObjectWithTag("PLl

slotContainer

ject.Find("Slots").GetComponent<Tr
slots = [slotContainer.childCount] ;

slotGameObjects e0Object[slotContainer.childCount];

( i = 8; i < slotContainer.childCount; i++) {
Tr child = slotContainer.GetChild(i);

slots[i]l = child;
slotGameObjects[i] = child.gameObject;
}

fpsCam = ject.Find("Camera").GetComponent<Tra

SetItemState(equipped);

PickUpController.cs

N

e<s ' _ 7 _ Tseripth > ot

LW T U B Al € secha ks mhs U0 T mckiptS

h A OB >B AT

A

Cohye o8, . X AR o kL

~

BN AN T A ARy K b

A h

A

h

3wt ok " h@)’ S

> B
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1. " AAM“Starth'ah ¢ ~H >% hJss *hh , Components ~ 1 ‘.7
h A _ ' ¢ s(U.>Rigidbody, Collideds h™* " * ~ Bwabyr * ¢ s WFejpmh’> ~ ¢ A h
Componentdfh AL _ Un’ S>hif *™ 0 ¢ ¢:" " >wAah

 &>s hij pgtaye[h",\h ¢ _h/\U’ ‘B ”@1 PS> UIAT " E'sh T ST
Tag: Player.

1 &> _ hisptContainer Ah ¢ * MU “ s ° ~lpventory U w . 8Ch * ¢w '
S s Mgh e Wbk At O s s TR Y h T > N ehw
] th AL TS se h;\m,}w"/\v ShT ST % fhs s 0 oh N

[ slots># 'iA” " ¢ s“slotsContaineld <h i hU>% ' 1~  pw Ay “haT C 0 >
_sAAT h S w WS g A Rventory.y " AAWSL W hT O St Se b h o wt
Cw sy T mh ' W A@ameObject W T Al h <jgdexes> b
johrortew gt

T [w <%“A h ¢ _¢’h;5$BAw TS h>E CChph 6L tth T Ut > Tthat Y
k" ¢ @3 ''h . "hA_ " ST wEANBEATY ST > A
oo

N_SB hly ' <8 'h " (O™ CHth AT gAY AStEW S Y state

_ThoAa ot CsSESWATT" " SetltemState().

SetItemState( state) {

( script enableOnPickup) {

(script != ) {
remote = script TVRemoteScript. TV_Remote_Script;
(remote != IR |

remote.playerControlEnabled = state;

}

script.enabled = state;

}

rb.isHinematic = state;
coll.isTrigger = state;
SetltemState Function

1. " A1 S0 " pivage © 'Y WAFASBECYADBY " w® Ah>s
B AB V"‘hl}BABUJ'V" Y Kshs A <3erpt<0h L AhAL A G >

> h,
rh:_h'h/\’ LU T hsegh T S swL BT <hams TG O Y
hA_ " S > 7' hshseripth A s A s @ Y PickUpController.cs) 4 * anh
S'HN CBlh ¢ A th ‘<<U<45’ h>sst A 0 € @1’_>_5N€_“®’ I‘Q"" ‘L‘J’ﬁ AL B A
¢ 7 h Rt Cop[Pwxkw T YT SComponentRigidbody _ ' s _ h | isKinematic

>, S>ANSAh R ChROA G s (RAW AT w s B rdleld T h L, 7 “False ¢ b
"1 IsKinemhatic T ' >h U Al EsY 5w A S mhwx gAY GC'hw hg A b
0t . >@BM"_ ° ° __BcollisTrigger= stated< s © _ > s" U MLCH €0 0 jUOLy € htt hoA
B /Eh"state:True,_ ' _ [:1 A AL -1 h‘>&55,/\’“|5"_4_‘|hwj\‘ ¥ " >us|:j1h "J“/\hh? h A B "
o1 e s B0 h < A
n- totwY, A ‘h>’tg U’ﬁ" ~n D<5"" L:J<w"_ n A t ¢ t>h>lus_ )\h A h 7 _,.I""/\hh'

SU " w T SaAlk T h waAmBA S @’@ss\)@“h < W 'BAT AR T PickUp( )V"U
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TN

j v “ho'seript. mpt Ah X R oAb Lt U S E W oAderiptU 0 Us A b
N ) U‘V\’ q. ) 1

() {
Hit hit;
hitSomething = Ph -Raycast(transform.position, transform.forward, i i s.DefaultRaycastlayers, QueryTriggerInteraction.Ignore);

(hitSomething) {

DoorScript door = hit.transform.GetComponent<DoorScript. 0;
ExitDoorScript.E exitDeor = hit.transform.GetComponent<ExitDoorScript.E
LightScript h lightSwitch = hit.transform.GetComponent i
currentPickup = hit.transform.GetComponent<P UpScr

ScriptVinyl.VinylScript vinyl = hit.transform.GetComponent

(door )i

cursor_img.sprite = cursor_focused;
(Input .GetKeyDown(He
door.OpenDoor();

(exitDoor )1
cursor_img.sprite
de.E))
exitDoor.Exitlobby(scene_index);
exitDoor.fadeoutCanvas = fadeCanvas;
(LightSmi-
cursor_img.sprite cursor_focused;
a
LightSwitch.Switch();

(currentPick ) {
cursor_img.sprite = cursor_focused;
(I GetKeyDown(HeyCode.E) currentPickup. equipped .slotFull) {
currentPickup.Pickup();
equippedPickup = currentPickup;

Code.E))
vinyl.CycleAudioState();

{
cursor_. .sprite = cursor_unfocused;
currentPickup = -
}
{
cursor_img.sprite = cursor_unfocused;

currentPickup = H

(equippedPickup !=
equippedPickup.Drop(’

CameraScripics

[T 1 s S SchpbswSA KU _ 'aas T W T oAy T Al 6 _has t S > Ah
B "W he<c'<ss © Y Y Y VA SAM < <Bf 47 R>HETC th CH > h

At S KU FE Aifll__s_"<‘t5 ¢“”n\‘_h.0:¢'|;%¢ h ‘E_qh*<<h_yw”¢ v 7\:@[\7\; K_ ">
AV A v sy Ml ARk Ul Y Tho AT O S Al 1 s

B
h

~ o '
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J T ¢ O 5 wstw Apdate(), © b fframes © 8 W ARayeast> ¥ AT

hC_"/\_h‘[‘jl”{“'<_A;“‘>5
1_1'V\y\/\h_\'/h‘lﬁ‘_’Ahl
Z_I'Q‘/\h B CrIC Al s vhoa hY > BCAR > 8 7 h
3.n' <- AT T SsmeY¥ pouthito U M 1 ¢ T hY g oA
4

;¢ 7~ K’

~ ~ >

NayersU >U ~ ah 1 ¢~ 8

n
Sl g ow L w7 ST T AR h vt WS B S W bATh
- d

(21

6. 1 U .U 0 AhASEU ®A_ " ¢ s iCpllideyU WL wWw o s A
>6 _ hj|sTriggér=true,A h T 1 A LA
1. " AAWY g h ST >xegkhwoifoh Ah € S, s ' " 8 "h"A_ " ¢’ >6 A7
U A B W EJ'B”‘V‘ 1 ¢ B¢ S’Cﬁpp.m‘/ur’ h | ™ l]J'>’h_‘|5_Ij1 LW LYY s
SV B AT L >h  UseriptDoorcsB AN S T AN G T s w oA hew KA Y G S EEA T
h < <hCVhBs s © €Y AYQW ™ Y (h > ¢ % 'Ah ARl hx<cUds ¥
: 1S CH A > W R BN <>EEhA e As (it e @I”s“cripti P2 >w_/(*U1" ¢

b owl T STE A

BA_ " ca_ihteah Y PickUpController” U T S U@ AK T w AthA T 6w > A
U Am s~ W, s "Script. Component hARh _ " ° Hpd ‘Al h <w ' ep
AR PickUp).n, © A LS BA LT T T SAATAN Y T s h o<t

equippedPickupa s > AR A * €T B ATG T T h T
[ W< _ A AR S ChTA ST SBEATUN U AU T mh
h <« <Jt” h “'BC'BE "6 ° ¢ Y AW Y 8 hw ~ ,>ew A0 " 8 VB AN
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Pickup() {
foundS5lot
assignedSlotIndex

= -1-"

i=8;i

< slots.Length; i++) {

(slots[1].childCount == @) {

transform
transform
transform
transform
foundSlot ;
assignedSlotIndex

.LocalScale =

= q-

(! foundSlot) {
D g.LogWarning("No a

r

slotFull =

{
slotFull =

(currentIte 114
currentTtem = gameObject;
currentSlotIndex
gameObject.SetActive(
SetItemState( J;
equipped

i

gameDbject . SetActive(
SetItemStatel
equipped = =

X

.SetParent(slots[i]]);
.localPosition
.localRotation

}.Zero;
nion.identity;

r

to pick up the item."]);

assignedSlotIndex;

);

PickUp Function

G ST pw ARl J % “Boolean> ¥ _ h i feundSloty hwW A findexs ‘ ahh

L h s “Yavenfory > B U 0SS ht Ch trhac < thuat t C s [ SSwIAh, AR >

;W_ !

K "thvslu _U:sv?\h' ",_>'€)\__"W‘4”h‘WJ"‘/\hﬁU"CB",[ﬁ ke v

h A vt ¢ U’ “>B 9\:’"‘5‘ S yﬁ“’h/\__hh<‘l’<" ‘<‘h>>vv5/\_t5hlj '<U _'_W"Q/\h B Y ‘hA‘ '
NV “Yh AT Y S B Y SwW AT

rl¢ A JB‘<VWJ*hv/\Uj>Bl45“h‘W“W"J>'“/\hh"¢*“fns/\ '¢,5’>5 AT

LY h Y LAY O AheY ¢ ~ S B

[WsB <wa ,h"A AN LSBT ChTA S L SERWT T Sk UL U

L8 AR ., 8w Yh >Ss™M A ¢y h>ssK Y h h’ A% WS hhs) w h

Lo \U, .>VB,L‘J1:¢-_| ‘

1@’0"‘U"L‘J1’¢¢‘h wh Athh ‘A OB T sE oMY S TR Y A

TSt chy f ot © s s Indehtory.

49



LWL AU tha DBEMIAL AN Ah T By
AR Drop(). & . ’ < 8 {J__hCameraScripts . ' Un’ ¢ _

Drop() {
(currentItem == 14
Debug.LogWarning("No item currently equipped to drop.");

GameObject itemToDrop = currentItem;
slotToClear = currentSlotIndex;

itemToDrop.transform.SetParent( 3;

itemToDrop.SetActive( 3;
pickUpCtrl = ;temTuDrop.GetCumpnnentcPich,piortr:llerrij;
(pickUpCtrl != IR |
pickUpCtrl.SetItemState( ) H
pickUpCtrl.equipped = ;
pickUpCtrl.rb.isHinematic =

(itemToDrop.name != "Writing Book™) {
Vector3 throwDirection = fpsCam.forward + fpsCam.up * 8.5f;
pickUpCtrl.rb.AddFerce(throwDirection * dropForwardForce, ForceMode.Impulse];
pickUpCtrl.rb.AddTorque(Random.insideUnitSphere * 184, ForceMode.Impulse);

currentItem = .
currentSlotIndex = -1;

CompactSlots(slotToClear);

; 1< slots.Length; i++) {

(slots[i].childCount > 8) {

GameObject nextItem = slots[i].GetChild(@).gameObject;
nextPickUpCtrl = nextItem.GetComponent<PickUpController=();
(nextPickUpCtrl != ) {
currentTtem = nextItem;
currentSlotIndex = i;

i=a8;

nextTtem.SetActive( ik
nextPickUpCirl. SetItemState( J;

nextPicklUpCirl.equipped =

Drop Function




rh A WAA h A D

A LB'(‘W'J‘U_>hlkl/‘\'L\J1’¢,{“h“.\NUB‘hv/\ e oK >
Aw o tvhp ot ho Y gt RUSGBATH Y mt AR T
Mo 0 WA LSH s ohC ChTeREA € B A L >Thes s h o<t
itemToDrop_ h A _ " € §J° S 6 M hhs'ww Alfindex_ ' ‘AW ' VK CihT Y sty
CATTE AN Sw st hw st >
1. " AAw, w W s A G B ADsw UAA L | A S> 8 "hac < h o

Parent, ¢ he'h <~ v Al A AN SelitemState)> 5 '1A" h, " "G >u

W ~

_ state=false [ N

_Th oAt S shUS wipvéntory _

1 "{\/\h’h"_‘.‘"h/\"‘

OWriting Bookdt ' " h'A _ t S B S ML wseg ot g Y " A AR
h CU"hI"BAW <« A BB |, h > T W o' o AhSAR L
B<” ¢ <! - ATAT>BR AT G BC s AN ' M AR T CompactSlotg) ¢ h
. h A'_A‘FfUh SEIANTAh AT G @’">w A ABB, h AT _h_WB_“l} e
B, " U ANE Y YT Y Y XK AYC B ' SwAY
CompactSlots( emptySlotIndex) {
C i = emptySlotIndex + 1; i = slots.Length; i++) {
(slots[i].childCount = B8] {
Transform item = slots[i].GetChild(@);
item.SetParent(slots[i - 1]];
item.localPosition = .ZeTO]
item.localRotation on . identity;
item.localScale = V
(item.gameObject == currentItem) {
currentSlotIndex = i - 1;
CompactSlotd-unction
(o3 Jqﬁqvfbfw'l\lf"/‘}@f',"J/{AhlhAl]fv‘h > tindéxes . A " ¢ B

Chexh sy

SBEC B CH ABwA AR A

LAY e T >pT hd g AW o< T
YU SC h't € h trjah

B A B

Cwh et T 68 [Rvemtoly | .

n
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SwitchToSlot( index) {
(index = 8 || index »= slots.Length) {
Deb LogWarning (™ t index out of range");

n
1 slot = slots[index];

(slot.childCount == @) {
Debug.Log{"No item in this slot");

GameObject itemInSlot = slot.GetChild(@).gameObject;

(itemInSlot == currentItem)

(currentItem != ) £
currentTtem.SetActive(
currentTtem.GetComponent<PickUpController>()7?.5etItemState( J;

currentItem = itemInSlot;
currentItem. SethActivel 1;

currentItem. GetComponent<PickUpController=()7.SetTtemState( J;
currentSlotIndex = index;

Debug.Log("Switched to item in slot " + index);

0 {
put . GetKeyDown (HeyCode . Alphall)
SwitchToSlot(8);

(Input.GetKeyDown(HeyCode.Alpha2))
SwitchToSlot(1);

nput . GetHeyDown (HeyCode . Alpha3))
SwitchToSlot(2);

SwitchToSlotFunction

.l n {\ AR 7 L_Jp'ddtelB < W I *hv/\\"*>'5" \01 ' In S B !_ '1 Vq;/\v U>_ 1A2—3.

1;U'h0[ thyg U T oA U - 5_'0_.' 1 ohesh><hs' A AR © 0t
SwitchSIot) > € * h > 8 AM"A w “hh" U T D A 2.

1_"{\/\h’t5_<vv1"h"/§‘0>31"h‘</gbh/\_‘¢3l|ﬁ\,emdry¢h5‘)“"/\
h " . higEm s a0 LXK WHhAA'" € B hCShs ™™ 'Sk AR 71 v K
* E ¢ 8 ¢ h “ HUAA T € B heSp AS s 7 _‘/\_V"‘/‘\>/\BW: ¥ndek . MAA " C BT SWAL A
c[W <‘VW._ VJ‘ ‘>hh A ¢ € @Us & W oVAhs> s ot SABE AT > __‘1ﬁdex>5

ChAM h <w Vh p A AN SetltémState)> 5 ' W~ h > A Y Arbe!
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4.3.2.Tutorial Second Room

Tutorial SecondRoom

1 47 16,” 3 h " Tutorial, ~ b ¢ Cohwo Cewh o, S8 U - s 7 ah @'5“’ h
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§ hem v v toh
1. [ % h A _ by sha b © h ‘wh Ryidences Ultraviolet. 5 A & A~
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r ~ 7 .UV Handprint

[ hscriptU . ' U >~  A_ WMFlashlights = A * j i 4 5 & Script_
Flashlight, > '4A* h . ™ % Flashlight.cs’ <~ UV Flashlightsw . ~ _ '/Boolean
> hj:4sUVFlashlight = True;

KU > VN CSU Y St h L st T U sl She h o ascs T Y STIAY
L . />*B ‘UVHandprint.csU . h ° A B _"hh'¢ n
r {

>

+
- N n

Rende rend;
ght[] flashlights;

01
rend = GetComponenthu nd
rend.enabled =
flashlights = F1nd0b]ectsDFType<F'| shlight>();

isLitByUWV =

C ight f -Flashllghts) {
lashlight && f.on && f.spotlight != ) {
T3 thandprlnt transform.position - f.spotlight.transform.position;
angle = Angle(f.spotlight.transform.forward, toHandprint);

(angle < (f.spotlight.spotAngle / 2f) && toHandprint.magnitude <= f.spotlight.range) {

f.spotlight.transform.position, toHandprint.normalized);
RaycastAll(ray, f.spotlight.range);

tHit hit hits) {
1lider.gameObject == gameObject) {
isLitByUV = F

(isLitByUv)

rend.enabled = isLitByUV;

SetHandprintVisible( isVisible) {
rend.enabled = isVisible;

UVHanprint .cs

[ 7 .1 ¢ s S Scliptsw A AT . > h .. Gompohenth AL ¥ < h iGameObject)
fw < YA B/h@"U_>h._h

1. " /\/\h “Start() ;h Ah S Yr'oms hj < RenderS h_'t_ ' > wW>s AN T <t
orend = GetComponentRenderep();6.1 . " A Awhls A B J1°™  emponentRenderer
hy _hA_ " S Bhs>y ass’ AN hefn “Ua C[wg™ > ¢ hhs

ha ¢ U"gss',\'hwhj*')gcripp “Ahth A hoC "U“'\‘;j.tsh:5tsl_ hj <¥ _w.
1. " AAwl 8 1dteUpdate)’ W _ 7 _ “>enderer. “h A _ " ¢ 83 hSwA T

hip A (a1 > ANh ¢ ¢5'<WJ ‘h"/\s SV S h Ay . g Y, hew o, st
_ ' _A\" BISUVFlashlight = True; 6 [ ' < T 4 thyhg Chothhgt Y oAb ey

h A * ¢ 8 h'Sis, MSs1 h v, thv hA G ERASTE M T S B T 58 WA N
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s B ' w, Scripph . v . Y Bksw Y A _ 8(F _ WV Flashlight.y __"w <~
A\

renderer. ~h SO ASEWAITYE ST RTA T A S, Y T A, s AR
h<| l. n

4.3.3 Tutorial Third Room

Plek Up (£)

Tutorial Third Room

L L DT SO SR o T e s AT A
A7 > TEMF Reader

A" b X mBIA Ah " UANSA AD S A WAThT 8 S h Y s
s hA_h S SHY YA >h EMES 6 .

O ¢ R @ Al wic s > h M Ys vE R C U CARN B T LA " Y EMF
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N

mthh” e >j h ' AY" a8 has ' Y YEMFReader h ' ¢ h U U "chr
< B ! YO htts BOA AWYL BB hta T h LYK BJBL 'Y htea T B YT Vot B Y
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" ) hsf< A<l AR DB A s s
WA Yposh’ [ "> h
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B<<U<ts” bywy' i <’
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1 . Ay .U N ANEC UL g ‘[n o AE AW " R S T A
DR -To: 1o/ SRR BW AWM C S RS Vv' 1 'h T AT B MHR ' 1uTthY oh
Uh A h_‘ > h

er other) {
(other.CompareTag("EM 1 {
EMF_Pulse pulse = other.GetComponent<EMF_Pulse>();
(pulse != &k lactivePulses.Contains(pulse) E& sphere_collider.enabled == ) {
activePulses.Add(pulse];
UpdateEmission();

r other) {
(other. - "1 {
EMF_Pu pulse = other.GetComponent<EMF_Pulse>(
(pulse != &k activePulses.Contains(pulse
activePulses.Remove(pulse)];
UpdateEmission();

J;
).

&k sphere_collider.enabled ==

EMF TriggerEntry

[ ™M A_ " ¢ EMPReadé . ¥ 'Component¥ ASphereCollider ¥ ' ‘A * >AMB ' Ah "
Trigger,t * <PAS " W, ¥ >wlhh " 8 hkR R h>enCg AR <wi bR AT
hA_ ' Cs " Swie™vsw >wehf b "Collider.

LA s e b > wpthw htgd: EMF_Pulsgi © 7 T Sw T " Callider. © EMF Reader
1. WBAU . U 8 Al'<bE >| h AU .>8Script>% A~ BMF_Pulse’ h

N "‘U/\_ _“‘/\h’s_<w'll¢_VI‘l‘»,@_),‘U ‘('\Urhv/\_l qbb$5hAv

<h >j h AY ‘'S¥vwvi>s hj<YhUW < h ‘h BA OB > AT

1. " AA W gt N W /Q_hs—w ) I A_'_“ tC U’V;‘B‘AW'_‘ B g O YhAT % A
PulseU & ° A 'w = h " ¥ ccshy ¥ (U sy _ EMF_PulseScript.

BA_ " Swh__Awav Y 1h At ¢ shU> wSpRereCollidet) s <w i_.Y8AU _ . A
hA_ " CEbSWASANSE "HA_ £ %ht ' Khh" " hy " activePulses
o JCBCBU‘Uﬁ>{Wp’0|§e_Vh\/\_‘QBI'>W/\V
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EMF_Pulse : Mon ur SetEmissionAmount() {
EMFSourceType { HasBeenCaptured H
Door, (Gh r.Instance |= G& -Instance.HasEMF) {

LightSwitch, I
Remote EI'i!FSn?uI ceType.Doo )
emissionAmount = .Range(2, 6);

i
EMFSourceType.LightSwitch:
emissionAmount = .Range(2, 6);

EMCEs EMFSourceType.Remote
0 { emissionAmount = .Range(2, 6); ;
(GetComponents= (: 2
rb = gameObj

: = = emissionAmount = 2;
rb.isHinematic = .

(sourceType) {
EMFSourceType . Doo:
emissionAmount = .Range(2, 5);

i
EMFSourceType.LightSwitch:
emissionAmount = .Range(2, §);

Er‘!Fs::uru:eTypn:-. Remote
emissionAmount = Range(2, 5); ;
i
. . . emissionAmount = 2;
SetEmissionAmount();
CancelInveke();
StartCoroutine(DeactivateAfterSeconds());

IEnumerator DeactivateAfterSeconds()
Pt

: W ne(pulseDuration);
CancelInvoke(); gameObject.SetActive(
}

EMF_Pulse.cs

[7 0% s Scrippw ANB S ATOA D < T VBMF_PulsesU 17 A
h AL ¥ <hth A" C W SFAB Y h A hasd<c Uy’ h Y os

A . >h thme s U "hsa ' 6 8 hhls AW "> s

U ~ ¢ h Y enumEMPSburceType. | U h A _ * ¢ s hsw A~ hlfgpector.

VoAU " L AsIwWT JsTh ashsa 0 € )7 w s A% Bs T ' \Component

<

Rigidoody ¢ h™' _ 'UA'U’ . U 4 8 Ap 7 . 8% hasTw > B geript.

[ TscripthU _ "hAa” 0™ 7 " ®wsa " h '>h (haw wAthA _* ¢ g7 6 Child _
ioh > hn "¢ ¥ A BMF_Pulse’ htag: EMF_Pulse

J NS W B ARG C YA VA IS AwA L sh(J v "EMF ReaderU @ A h
oo eTEn h " oAY 7 7 " Hierarchy :
(Paren)g A _ " O F " A8 K™ T8 SwAT

|

|

(Child) EMF_PulsgWith Tag: EMF_Pulse
CEB A _ Cantellnvokeuv " U’ S B ‘_/\hh" B h > h _ "¢‘h"‘5\|5’>u:"5l‘ _ ¥ A s 1veh 1 hy
hU h  _ “script.

J w<vse ¢ wA®Getoutine! AN T <o T St T T Y0 X € BUUS WA
EMF‘_h‘JB"ZIO{B‘_BU_'hB@'Iﬁ?‘BHUN'_hV)h/\_hU@ih’/\l’h<<U<{B'h‘B'
vh mh ¥ 1B K * Cs A A8 1" AwPylse
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changed = activePulses.RemoveAll(p == p == || !p.gameObject.activeInHierarchy) = 8;
(changed) {
UpdateEmission();

-_UﬁaateEmissiun{} {

-

totalEmission = 8;

( pulse activePulses) {
totalEmission += pulse.emissionAmount;

(totalEmission > @ && (!emissionActive || currentEmissionLevel != totalEmission)) {
ApplyEmission(totalEmission);
emissionActive = ;
currentEmissionLevel = totalEmission;
(totalEmission == 8 && emissionActive) {
DisableAllEmission();
emissionActive = ;
currentEmissionLevel = @;

UpdateEmissionFunction

G AR h N s s 'Update()€ hEC Al ¢ S AMB A > ChaAB<<' <h

1 R s C hhaN ot s “ha's AT SPulseUd L W . _hUS_¥EMF_Pulsecsn . T T A
L, _ AR B" A" > T LA CEMEY A > h £0hy < <BUN L T
th " h, LY thm S Yt hht wE A AV h ¢~ BEMF. m' th ~ hy s:* 4 >h

B™* " n& Sr"EMAp <8 "

rs > R 'hO EMBB AT "0 0 A7 > Nevell
neE v hCCEMB-n AU T SBA L ¢ s S Bulselével4

D

[ EMF Readerv . 8 "4A_ Ah _ Ah' Ah>w? "Tevel5.m' Al >ijhe *' >,
U g > 85 MA_ hAmshs A Ah  Ah(hhhg s
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N_ T4t >hms s ByidehceU SU Al >, h AT REA h O L
SU © 7 ASeET 8 AU ANS BV > A ¢ EMF"Reader

ApplyEmission( amount) {

( audio audioSources) {
audio.Stop();

relativeIndex = amount - 2;

(relativeIndex == 0 && relativeIndex < audioSources.Count) {
audioSources[relativeIndex].Play();

i = 8; i < materialsToToggle.Count; i++) {
(i == relativeIndex) {
materialsToToggle[i].EnableKeyword("_EMISSION");

{
materialsToToggle[i].Disablekeyword("_EMISSION");

ApplyEmission Function

U 0 AL AR T ABET A BAS, A AT R < el T U AL

_ " A" ¢ BEMF'Readermhh” [°" h >h' <% " .*‘V.U ‘U T ¢h <Vh,[J'A__“EMF
Reader> s '.A" " > " 7~ a7

[h _Rbhanh o n ShUA script EMF_Pulse™ © ' > W emissionpulsey & ¢ hAJh A8
2A5" MCO 1 _' A T8 T L - _VEMFLFEVE|5)PBCJ‘5h{ sw, L B
< LT 3sadl CSsEht v w <Y Abe< Ul B3l '0A 0 O0A 4D mtoh
hooo YA <"1 Amolint_CTTA shs” thits't o gt u th AR hA o h T Ye

U >wah,, g~ h 7 >0 ShEAY > "agmounts A 1T € B BYCAN R <<t <

"L h AUt T A BN LEMFU hAahe rt G
gU _>8 Y A8 <s j h i cthh wen 4 sJ0 vt thg s EMF_Pulsecs
h <<hy > 'me " Endission” & As T M 7 Y > h WAL B B WV B> T
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DisableAllEmission() {
( audio audioSources) {
audio.Stop();

C mat materialsToToggle) {
mat.Disablekeyword(™_EMIS N"):

DeactivateReader() {
activePulses.Clear();
DisableAllEmission();
emissionActive = :
currentEmissionlLevel = 8;

DisableEmission& DeactivateReader~unctions

[wsy P U ST UsE A TeUses T STUAT M@ S
hs As U s EMF Readets . 'U >8 "N "0 " S50 “ahs Y TUA B
oSk v st (h 0 oh C Beript.

~
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targetObject;
emissionObject;
materiall;
materiall;
lider sphere_collider;
FirstMaterial =
=) ot emfReader;

i

Of{
(Input.GetkeyDown(KeyCode.F))
ToggleMaterialAndEmission();

TEggleHaterialAndEmissinn(} {
(targetObject = || materiall || materiall = || emissionObject == ) {

.LogWarning("A gn all objects and materials.");

targetRenderer = targetObject.GetComponent=

(targetRenderer == J ;
Material newMaterial = isFirstMaterial ? material? : materiall;
targetRenderer.material = newMaterial:
r emissionRenderer = emissionObject.GetComponent<
(emissionRenderer == ) :
Material emissionMat = emissionRenderer.material;
(emissionMat.IsHeywordEnabled("_EM
emissionMat.DisableHeyword("_EMI
emissionMat . EnableHeyword( ™ _EM

isNowEnabled = !sphere_collider.enabled;
sphere_collider.enabled = isNowEnabled;

(sphere_collider.enabled == VI |

emfReader.DisableALLEmission();
emfReader . DeactivateReader();

isFirstMaterial = !isFirstMaterial;

BOY S8 AT kS FESY MM Al S At A P s
EMF Reader h _fsans '™ "7 h <<hy ' ‘me ' YEMISSION ® Hrue> "' A~
Y 'UAs WAL s Y EMF (Level1)€ hst A s 10 woa8phereCollider ¥~ © IsTrigger
U L U S Sy w > A RSSsh AR T o As T S8 K AN A << A
BA_ ¢ mhgE As F°™ " “EMF, SphereCollidehUs A s (F1°™s € h h
Y Ah T U he Y T < U AW AL ECVEME Y Sxho

¢ h <~ 'S B

U’"h>WKB'.‘ n
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4 .3.4 Tutorial Fourth Room

Reveals its form
Vanishes

-y

Tutorial Fourth Room TestArea

1. BOAS8IA™ 6 S ” 0 Wy @ At Cewth , S B SN (s
SU T WM AD L8 Y VBAT NGRS R GAT BT SB(U R L AT YT Ch B WY A
AT > Manifestationd). _ " A T hh A hwt >sh"gA A h o A s> hhoA T SAE T
) "“_ Un’ ¢ “WI’}/\UJ’ <>" C,.77'"Y NGRS (1">Jh¢ B Cllsiysw‘/\_huu_’ I’)_B‘B_ '
AB b h U ST AW AderiptU B AT . >h hAW AR A h>s>h

~

>
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A~ GHostAppearEvidences. ¢ h' ° AJsZ ¥~ >sh” A'h " i< h Kseript
,h A A S#h “hehs , hch >

4 3.5 Tutorial Fifth Room

Thermometer

Pick Up (B)

Ghost Room
0°C Only then it is Vaiid Evidence

Tutorial Fifth Room
1 U >8 A h | “Tutorial >WU > S S h <A h “us*whAathC ' & hy h gFsw ~s "
: Y A h ¢ BYCrhht B AR T > > >

[™ 8 > Ry swaMy RS T 7" U8 sihh <BOhH L AT YT LS AT
j Y cch ¥ A eEVidence. Y. h A _ R BREW  CChs® A s YL L >h (Y
Y h A hw,ssht Yt 8 h e SEBRE . <§ S hE <''IA' h T S B h

>

w '’ B _Ah

(<’ &hi "“he ~ > >¥J “&Kh ~ ' U S"¢ 870 ¢ Y h “hshw ' h

Vs W, Bt hovoslh Lo T Y s T > B <Y E>th e th A h o T bt A
‘s 7 >Y ¢ 7hit,oshh Y YA L st T s T > h YT h A R T S AT s v
VOB T > o>whh 7Y CAhsE't _ AJgs KUY Y Y S hhiAh < AR A A hpttshh wY ok
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01

currentTemperature =

0 {

timer += Time.deltaTime;

(timer >= updateInterval) {
(isInRoom) {
(!IsTutorial) {

(G 3 r.Instance != EE Gh ) r.Instance.HasFreezingTemps) {
targetTemperature = -6.5F;

currentTemperature = f.MoveTowards({currentTemperature, targetTemperature, temperatureChangeRate);

{

targetTemperature J2F;

currentTemperature = E ¥.HoueTuwards(currentTemperature, targetTemperature, temperatureChangeRate);

{
targetTemperature —6.5F;
currentTemperature = Mathf.MoveTowards{currentTemperature, targetTemperature, temperatureChangeRate+1f);

randomO+fsat Range(-8.3f, 8.3f);
currentTemperature lamp(currentTemperature + randomOffset, 19.5F, 28.5f);

(temperatureText [= ]

temperatureText.text = $"{currentTemperature:F1}=C":

-

(statusIcon != && coldSprite != EE normalSprite != ) {
(currentTemperature < 7.5f)
statusIcon.sprite = coldSprite;

statusIcon.sprite = normalSprite;

}

timer = 8f;
ThermometerDisplaycs

[0 0 Ascript’ | ¢ > YwWeA'L B TV B T > >e<w i, 'ABpdlean. ' > "
isinRoom.1 &# U . U ¥ Ah" “" A "C8Bews hWABB Ly B
Tutorial,> ¢ SU A Ah L s s 6" € Ty T b > h As
Singleplayer

R R I e LV D R R

, hoa _httshhf “wh Ryidence. FreezingTemperatures

o[w<>"wl/\’h‘"5‘ﬁ’+>h “.Yh oA h > Sh s »>Y ¢ " ht °ssh > £ M hhY
200 U >p <
B/\‘B’>"¢5”h/‘>h"h"hU'B’7'.5 ""h g<chy Y'wepaBl B YV E 7 S>SY Swiv A
{lh V’BBI qlvc:/\l’{lv

>
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N

hoah o w > ™ 57 PhermometerRoomTriggercs
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iTrigger : MonoBehaviour {7 0 % s S Sctiph WA AT
ay thermometerDisplay; B2 AT AAY hoa oSN T B
B A<y 110, "hh A ¥
_""u-th-.er‘.tt CE > B T T Tt Y
(other. tompnrﬂTnuL Ghost Room™) ) { ,h A R Sy
thermumeter[}l_,p'l.a_-.r.SetIan:-m{ ); ' s h YL 3SE Y ASHESY Tag

= GhostRoom. [ "™ 4 ¢ ¢ 7" >wAh

. 7' U >~ wagphereCollider

= . T _ YU tw Y sCemponent

(other. ‘ﬂmﬂir;'lle;t:l-L_--:I = H.J {1 DR Rigidbody _ isTrigger= True.

thermometerDisplay.SetInRoom( ); B. >4 ABIA AN AR h
B <wi L h"A B> aQollide> v A b

h < ColliderU w. s%y © >

tag.1 _ UA'U . va coh /\5 Cw

sU T w S TS 0T seriptAT A trde, 4 b, Y Tsl 6T hw farse S ¥

>

4.3.6 Tutorial Sixth Room

Ho

Pick Up (E)

Ghost

Ghost Writing
(Test it in the next room by placing it on the floor)

(e]

18U >8>0 ™ ¢ w8 A Ah _ ATh Chsttht AT g Y

Writing Book), . U *hU _ s <8U >sIA~h * wEviderceU >U ¥ % h A _ hath>h
hJ ¢h <, , B
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C g k");
bookHolder GameObjec ots"]).GetComponent<T
PUC = GetComponemt< 1 =();
(bookToPlace ==
1 . LogWarning( not found un holder!");

1g.Log("B d: " + bookToPlace.name);

(Input.GetHeyDown(KeyCode.F)) {
TryPlaceBook();

T-r-].rIZ"Lace Book() {
(bookToPlace == ) .

ra.main.ViewpertPointToRay( Vector3(8.5f, 8.5F, 8f]);
.Raycast(ray, F Hit hit, maxPlacementDistance, placementlLayer)) {
.Drop();

.game0bject.transform.SetParent( J:

bookToPlace.transform.position = hit.peint +hit.normal = 8.5f;
bookToPlace. transform.rotation .FromToRotation( .up, hit.normal);
bookToPlace. transform.Rotate(18 8 Bf, Space.Self);

r3 toPlayer = (Camera.main.transform.position - hnukToDlace.trans-Fnrm.positinn'_];
toPlayer.y = Bf;

on . LookRotation(toPlayer.normalized, bookToPlace.transform.up);
= lookRot;
bookToPlace.transform.Rotate(8f, +95F, Space.Self);

BookPlacercs

[0 W Ascripth LK AT > R D S0 Lt et <

Ch . >E U % hA_ hahshl o ' 8yahaAh  Ah' AhUsA: @0

rh __h'h/\’ A_"VS‘CFith ’ /\"ﬁ‘/\[l:_j’l‘l W &y o hr v 0 >>W5/\_Bhlj x K _C‘M‘/\h

U Y > saaws” B Sa o e gt U Sy TLh A

ho, "8 i)(g_‘l‘j‘_'_>\h[‘\)<"¢_a:6’¢,"' U BVYV)&RaycasthU'_‘Q/\h >85 " h
_TW s UTU oo A €T TS W AfeA’ ¢ gJ” w o kaYer: Floor . YU T
fwo v“ _>|ﬁ‘spect0r.r1 > ”V‘N ¢ V>‘I:W/§_hBW’_ s ATH OB T >y Z\‘p%iﬁonq h*
Rotation _ 7 ' <8 CU ARy ~ > h "~ >~ "shwy h htth <> >x Ah " 0

DrophU _ PickUpControllerU” ‘ hs A' > " lnventory _ ~ U * ¢ _h'_ h <i<c' h& M
h, h > " s Writing BookhU _ Inventory.
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4.3.7 Tutorial Seventh Room

¥

Tutorial SeventhRoom

1.8 <86 4 A~ h > ¢>h hi AB A" ™ Sanity Medicationce. =~ " " |
Sanity Medications © A h Al ™ ~ . Y. h >wQahityU w . sU C _Tdp S hU oA
A L hxxk s h Y >t h A hCRmy G h > T AL o Y

B~ " h<<™ A
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= asource;
med_taken;

(lused && Input.GetKeyDeown(HeyCode.F) &5 (sanity.sanity + 38+) == 188f ) {

sanity.RestoreSanity(368F);
asource.PlayOneShot(med_taken);
used =

Sanity Med!");

SetPlayer(SanityMan r playerSanity) {
sanity = playerSanity;

SanityMedcs

[ U "W A scripth . ¥ 7 4 Sanity Medication® h'*._"' >Ah 7 Sanity . YU Sm"h
hou™ U SY  sah S e hjx¥ ATsahityU h, . fscript
SanityManagercsU™ 8~ A" . >h (b AW A DA’ Su_ a0 AS
Sanity . U 7 S hA R A > T L TSN S

1. " AAWY €W h  h"A SanityMedication” 1 ' h wWlh B Sw rs T ST thea
S0 Tw oIkt owm < sanity, S ARt L (kS s WL U <
UG "0 oAS T O T - A30.0IMNT ¢ Banity T oUW SEhtt T A Aw L s b

“w _ Y  ‘Medication. used=true,! ‘A>T AN T omh o Nk p o 0

4.4 Lobby Menu

rs "A<Y ¢ <"_"’,‘|:L]tdria|"01 e h>||5 _hy b “ ] ’B”_h'BIL‘)\ >SBACT AT
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BU _ Entry Scengw . "B A h € Bt
YU Cwh, Y sat eDontDestroyOnLoadt h ¢ ¢ he'’ gtatic. [ oA _ " C B > A

h wipt tw L T BTN T AU

U hUr tUEC AW AT Y ASusT h ) A Y W S8 he A h
CO> T EUAL)Y

h < 4U.." ~

Lobby Menu

N

"OAC AT Y SameObjects b

Ahta < 1 WYY AT WU " seript

[ 174 08 ¢ 3w AR Y ih> GameObjects

1) ‘AudioManager
2) LevelManager

4.4.1 AudioManager

MasterKey
MusicKe
SFXHey

GetMasterVolume() => masterVolume;
GetMusicVolume() => musicVolume;

GetSFXVolume() => sfxVolume;

masterVolume = 1f;
musicVolume = 1f;
sfxVolume = 1f;

(Instance == ) {

Instance = :

DeontDestroyOnLoad(gameObject);
{

Destroy(gameObject);

i

masterVolume .GetFloat(MasterKey, 1f);
musicVolume GetFloat(MusicKey, 1f);
sfxVolume = etFloat(SFXKey, 1f);

ApplyVolumes();

70

SetMasterVolume( value) {
masterVolume .Clamp(value, 8.0601f, 1f);
.SetFloat(MasterKey, masterVolume);
ave();
ApplyVolumes();

SetMusicVolume( value) {
musicVolume F.Clamp(value, ©.0001f, 1f);
etFloat(MusicKey, musicVolume);

SetSFXVolume( value) {
sfxVolume thf.Clamp(value, ©.0001f, 1f);
etFloat(SFXKey, sfxVolume);
Save();
ApplyVolumes();

ApplyVolumes() {

masterDB .Logl8(masterVolume) = 20f;
musicDB Logl@(masterVolume * musicVolume) » 2¢
sfxDB = Mathf.Logl@(masterVolume * sfxVolume) * 28

audioMixer.SetFloat( , masterDB);
audioMixer.SetFloat( musicDB);
audioMixer.SetFloat( s¥xDB) ;



U "0 AS 4 theh Rt s e L s <wa L S wAchEl f PauseMenu
A SettingsA Audio Settings

mUthh” e e VS sswash o osb W w Y UM hw o, Y A AL

UL ALTTTA AW >E U h Awake( YU T h w e ' Start, § hs'? A D
) 7 ‘J(lﬂ‘I - >h /\h_ = ch(“lr ~n ),,{B "t >Il ~ 'q,lh‘v‘W,_>vBW‘ /DW\‘Stance

[ Instance< s * _ T4 "AECT Y ASFEh <w S s > 8 7 JSeriptt bt
Lohtwse >hj SY‘,‘W’.A,h‘.Cﬁ ©LtEw' S hhhy ANJS” h hnU" N Bl)lf o
Cw o TG h>wh oAt ¢ Bk AT S dseripthUh A . DontDestroyOnLoad), .
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oAb TRt oAb SetMagsterVolume SetMusicVolume SetSFXVolume.
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4.4.2 LevelManager

<<

h
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B LevelManagem -
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12 Widow's Reach

orrecty identify the Ghost

ake S photos of interaction or the ghost
ake

10 photos of interaction or

the ghost -
Get the ghost to haunt and survive the haurnt

the Investigation in le

j—gf Complete
7 |

s thhan 6 min

Do not use Flashlight

Total: 9535 Ghost Type Encountered

Deogen

SideMissionsCompleted
.U >8 TN <
A 7 RésultsUl.cs
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4.4.2.1ResultslU & ResultsManager
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statlImage;
t stat2Image;
stat3Image;
statldImage;
statSImage;
stat6Image;
Total_Text;
Ghost_Name;
InvestigationsDone;
DeathsCtr;
CorrectGuess;
money ;

) {

ce found!");

T Instance;

InvestigationsDone = 1;
(r.isCorrect) { money += 38; statlImage.SetActive( ); CorrectGuess = 1; }
(r.PhotosTaken >= 5) { money += 18; stat2Image.SetActive( )i }
(r.PhotosTaken == 10) { money += 28; stat3Image.SetActive( g 1
(!r.DeadHaunt) { money += 25; statUImage.SetActive( ); 1 { DeathsCtr = 1; }
)

e
(r.TimeSpentInGame < 6f) { money += 25; statS5Image.SetActive( i}

(r.FlashlightOFF) { money += 48; stat6Image.SetActive( ); }
Total_Text.text = money + "§";
Ghost_Name.text = r.actualGhostType.ToString();

.Instance != ) {
.Instance.AddMoney(money) ;
.Instance.SetOtherStatValues(DeathsCtr, CorrectGuess, InvestigationsDone);

FindObject0fType<Pl: UT>()7?.UpdateStatsUI();

g.LogError("Playe ins e not found!");

ResultsUl.cs
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r Instance;

GhostType actualGhostType;
GhostType playerGuess;
isCorrect;
TimeSpentInGame=1686;
PhotosTaken;
DeadHaunt = H
FlashlightOFF;

01
(Instance == ) {
Instance = -
DontDestroyOnlLoad(gameObject);
{
Destroy(gameObject);

SetResults(GhostT or.GhostType guess, G v .GhostType actual) {
playerGuess = guess;
actualGhostType = actual;
isCorrect = (playerGuess == actual);

SetAdditionalStats( time, photos, died, NoFlashlight) {
TimeSpentInGame = time;
PhotosTaken = photos;
DeadHaunt = died;
FlashlightOFF = NoFlashlight;

ResultsManagercs

s<¥ ' ' >wWResultsManagef W _ ~Ah hAhpy . _ 7 hg ! ' SAh ‘we s >pah
i A ‘W'/\§Cript0’ ‘j T o TR ‘A A g v h'iws” _sh{ ‘A h
1. Awake' w _ ~_ A _ " ¢ g b6 AT Csgeriptth AL Singletony . " A AW, s " h

h ¢Y <Y ¢ YAhN 'Er‘:s !

- N '

ESetResult§)s * Al T AT A >, L NED <Y G thY A
ChA TS TR h > e AR el UL T >, 0 AR S AL D A
E A >8 7 _ ANTA jsGorrectr 8 CU AN T h T ResultsUI

' v

cSetAdditionalStatg)+ W . 8 <t U <O'>s _hj g h w” " ISideMissions)
hah , wo ' Uhms>e SO AR " b Y ResultsUl
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ur
ney Instance;

totalMoney = 0;
playerlevel = 1;
currentXP = 8;
xpToNextLevel = UB;
TotalDeaths = 8;
TotalInvestigations = 6;
CorrectInvestigations = 0;

~("Level Settings")]
xpIncreaseRate = 1.2F;
maxLevel = 99;

wakeQ) {
(Instance == J{
Instance = ;

)
DontDestroyOnLoad(gameObject);
LoadPlayerData();

{
Destroy(gameObject);

SavePlayerData();

LevelnMoneycsPartl

LM R TR O
Singletoh® N, > "~ - AT S

script, ' U _ 7 AT BRT & LS
1. " AAWT BTN T has ! .
AR 7 | dadPlayerData( ) Uh * ABh_“hhicho

>
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§ >
¢

currentXP = P
xpToNextlLevel

TotalDeaths =
Totallnvestigations
CorrectInvestigations

LoadPlayerData Function

B_ U >8 YN s T apsh s ARh S h Ay WL 5 E
h/\_’ "_/\"V'ls:h“’qh<v’fs>3‘j‘”/‘ﬁ‘_{}i’{h‘:_) 'V'__/\_V"hA}B"C‘B‘>W/\
Stpth Y Y CLANT AS Bk Yy BT

n' < hig"h (}: - B'A T <t
totalMoney = PlayerPrefsGetint( BotalMoney6 , 0 ) ;
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>  hj <' w .
s> &w ' ¢ hSavePlayerDatal | h ’ AEh_“hhCch
SavePlayerData() {
rPrefs.SetInt("TotalMoney", totalMoney);
.SetInt("Pl: 1", playerlevel);
.SetInt("C , currentXP);
s . SetInt("XPToNextLevel”, xpToNextLevel);
‘s . SetInt("TotalDeaths", TotalDeaths);
s.SetInt("TotalInvestigations”, Totallnvestigations);
.SetInt("CorrectInvestigations", CorrectInvestigations);
SavePlayerDataFunction
U . Y sEY h Y '_B'l:J".I ¢ At ¢ ) "Uos h:lbs{ hh  h
[ 11 ¢ s ¢ 5 Betint( DotalMoneyd totalMoney), 4 shAJ ¢ _ fU>s j b T4
L U S R3S TR Y N U AT A
hyy © ' ¢ ""m“>_|s"Us L7 ">\ hj L‘{"BD"‘ > >
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AddMoney( amount) {
totalMoney += amount;
AddXP(amount) ;
SavePlayerData();

AddXP( amount) {
(playerlLevel >= maxLevel)

currentXP += amount;

(currentXP >= xpToNextlLevel && playerlevel < maxLevel) {
currentXP —= xpToNextlLevel;
LevelUp();
}

SavePlayerData();

LevelUp() {
playerLevel++;
xpToNextLevel = Mathf.RoundToInt(xpToNextLevel * xpIncreaseRate);

(TryGetComponent=< >( Audi ce audio)) {
audio.Play();

(playerLevel >= maxLevel) {
currentXP = 8;
xpToNextLevel = 8;

SetOtherStatValues( Deaths, ValidGuesses, Investigations) {
TotalDeaths += Deaths;
Totallnvestigations += Investigations;
CorrectInvestigations += ValidGuesses;

LevelnMoneyFunctions
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& _ ANh 7 SetOthervalue®)h . ~ “hK ™ " >w AT h 0 U UST-OC b _h
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fE CCAS WL S T B T h T TR S AR wash(h Ah o, w TRy T h
o_h ot T, USChLcshttth C b ©h A h 7 ResetPlayerDatd),t U hhomsttt gL
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ResetPlayerDatal) {
Lay -5 .DeleteAll();
totalMoney = 8;
playerLevel = 1;

currentXP = 8;

I
xpToNextLevel = U8;
TotalDeaths =
TotalInvestigations = 8;

CorrectInvestigations = 8;
SavePlayerData();

2] r

ResetPlayerDataFunction

4.4.3LaptopUl & Player Stats
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Laptop Ul
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CameraSpotGameObject
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