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evin & Oliver’s IMPp Project



Why We Chose This Project

For his previous IMPp project, Kevin worked on a 2D Unity game. Kevin wanted a step up so he
decided to make a 3D game. Kevin then told Oliver about the project to and he agreed, so we
proposed the project to Mr. Danny. He gave us the go-ahead so we did a little exploration, until
we came across the Unity GameKit Lite asset library. We looked at a couple of tutorials and
decided that this was what we wanted, so we started the project.



Playing The Explorer.

This helpful guide can point you
in the right direction

Enemies take down health, which can be seen in the
upper left corner of your screen
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How we made “The Explorer”

To make our game we downloaded Unity Gamekit Lite, which is an asset library (a asset library
are a bunch working sprites), then using that we built our project with C# in VS Code.

This code below is for the moving platforms.

@ C+ SimpleTranslator.cs X

Users > kevinshi > KS & OL 3D Game > Assets > 3DGamekit > Packages > Interactive > Runtime > Actions > C* SimpleTranslator.cs

/O 1 IJsing System;

using UnityEngine;

Z_Q namespace Gamekit3D.GameCommands
{
€ public class SimpleTranslator : SimpleTransformer
>
& {
public new Rigidbody rigidbody;
I}D ) public Vector3 start = -Vector3.forward;
® ) public Vector3 end = Vector3.forward;

public override void PerformTransform(float position)

{

var curvePosition = accelCurve.Evaluate(position);

var pos = transform.TransformPoint(Vector3.Lerp(start, end, curvePosition));

Vector3 deltaPosition = pos - rigidbody.position;

if (Application.isEditor & !Application.isPlaying)
rigidbody.transform.position = pos;

rigidbody.MovePosition(pos);

if (m_Platform != null)
m_Platform.MoveCharacterController(deltaPosition);



Challenges & Positive things

One challenge we had was resolving conflicts and trying to add the pistol (a weapon you
can pick up in the game). However hard we tried, we couldn’t get it to fire the right way. We
ended up spending about a month on it and we had to let it go since we were taking too much
time. Something exciting about this game was that we got to make it from almost scratch and we
got to code and learn how to use Unity.

We gained a lot from collaborating on this project. We learned to use DevOps, Unity’s
version control system, as well as also getting to have a more developed project, resolve
conflicts, and coordinate work locations.



Changes

Since January, we worked on a third level of the project, which is a difficult challenge in
which the player has to pass through a series of obstacles including a maze, puzzles, and dodging
monsters ending in a boss fight. We also added invisible walls to patch a couple of cases where
you could glitch out of the map, and changed the health of Ellen (the player) and enemies




Mentor Help

Our mentor helped by reminding us to write what we are going to do with our time in class and
then after class we would reflect on what we did and what we did not finish. Also our mentor

help with a lot of bug fixing and planning.



