Advanced Play Design
Week 3: Play and Objects

Documentation of work

Trying various scripts and functionality of things
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Testing codes: Testing the code took a longer time than | anticipated. These are the final codes |
arrived at. | used a teleport code for this circular game and a rotation code to rotate the text.
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1 -using System.Collections;

i | using System.Collections.Generic;
3

s

| using UnityEngine;

Zpublic class rotatefear : Monobehawiour

| pubilic GemeObject gearOne;
| public GaseObject gearTwo;

| 7/ Update is called ooce per frame
l void Update(}

{

gearOne, transform. Botata(d, -1, 8);
gearTwo. transform. fotate(d, -1, @);

Projects loaded and ready to use
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pubilic telepartTerget; n
public ¢ et the?layer;
private void OnTriggerEnter(Collider ather)

i
thePlayer. transform. penition = teleporiTarget. trassforn. pasition;
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Model:

Working with the model and adjusting the track:

| started with the track and the human head to look like this. But the track was very small and my
first person character fell down the track every time | tried to move the character. | had also placed
the track above the head of the person to represent human wants on their minds initially.
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Eventually, | decided to increase the track size above the head. As | increased the track size, the
human head became less visible and only the top of the head could be seen.
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The rest of the model was not visible at all, and hence, | decided to alter the track further.
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| tweaked the head and the model some more in Maya and arrived at this model, where the track
was large enough for the first person controller to run and the human head was clearly visible too.
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