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DESERT THEME .
» WALLS & GROUND — SAND STONE
MODELLING TEXTURE
( Easy Level ) > 4K TEXTURES FROM BLENDER &

POLY HAVEN




< My project (6)

Time - 00:19

FOREST THEME

» WALLS & GROUND -GREEN FOREST

MODELLING TEXTURE
( Medium Level )

» VOLUMETRIC FOG — USING PARTICLE
GENERATOR PLUGIN

» PRO-BUILDER TOOL (To construct Maze)
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CharacterSelection.cs X C* LoadCharacter.cs C* LevelComplete.cs

MazeEndPortal.cs

Users > pramodhroy > Downloads > My project (6) > Assets > Scripts > €* CharacterSelection.cs

ligagliqdCc Leloce wteC Lion - rFlonoopceliiav Loul

GameObject[] characters;
selectedCharacter = Gﬂ
activeCharacter = 0;

blic void onClick_Back() {
characters[selectedCharacter] .SetActive
selectedCharacter = activeCharacter;
characters[selectedCharacter] .SetActive(true);

public void NextCharacter()

characters [selectedCharacter] .SetActive(false);

selectedCharacter = selectedCharacter + 1) % characters.Length;

characters[selectedCharacter] .SetActive(true);

lic void PreviousCharacter()
characters|[selectedCharacter] .SetActive(false);
selectedCharacter—;

if selectedCharacter <= 0

selectedCharacter += characters.Length;

Active(true);

PROGRAMMING
( Character Selection and Loading )

2r', activeCharacter);

Start() {
foreach GameObject character in characters




LoadCharacter.cs C' LevelComplete.cs X ¢+ MazeEndPortal.cs

» pramodhroy > Downloads > My project (6) > Assets > Scripts > C* LevelComplete.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

LevelComplete : MonoBehaviour

TMP_Text contextLable;
TMP_Text scoreslLable;
v StartNot()
string completionTime = "0" + PlayerPrefs.GetString("completedLevelTime") + ":00";
st rir completionScore = PlayerPrefs.GetString('"completedlLevelScore") + "@0";
scoreslLable.text = completionTime + "\n" + completionScore;
PlayerPrefs.SetInt('"completedLevel”™, 0);
Y Update()
{
¥

PROGRAMMING

(CANVAS UI - LEVEL COMPLETION)




ter.cs C* LevelComplete.cs

Users > pramodhroy > Downloads > My project (6) > Assets > Scripts > € MenuScript.cs
1 using System.Collections;
using System.Collections.Generic;
using UnityEngine;
using UnityEngine.SceneManagement;
using TMPro;

MenuScript : MonoBehaviour
GameObject[] menus;
TMP_Text levelCompleteContextLable;
TMP_Text scoreslLable;

i Awakel()

Cursor. lockState = CursorLockMode.MNone;
foreach (GameObject menu in menus

menu.SetActive(false);
if !PlayerPrefs.HasKey('" completedLevel™)
PlayerPrefs.SetInt('"completedLevel, 0);
if PlayerPrefs.GetInt("completedLevel™) == @

menus [1] .SetActive(true);

—haracter"™, ©@);

ayerPrefs.GetInt("activeCharacter");

PROGRAMMING

(CANVAS UI - MENU CANVAS)

quitGame ()

Debug.Log("QUIT!"
Application.Quit

e wn

ndPortal.cs C* MapHint3.cs C* MazeHintLevell

MenuScript.cs X




erSelection.cs C* LoadCharacter.cs

> pramodhroy > Downloads > My project (6) > Assets

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

MapHint3 : MonoBehaviour
Sprite mazeImage;
OnTriggerEnter(Collider other)

Debug.Log("Entered box");
MazeHintLevel3.isPlayerInBox =

MapHint3.cs X

MapHint3.cs

MazeHintLevel3.mazeSprite = mazelImage;

OnTriggerExit(Collider other)

Debug.Log("Exited box");
MazeHintlLevel3.isPlayerInBox =
MazeHintLevel3.mazeSprite =

PROGRAMMING

(HINT DISPLAY)




n.cs C¢ LoadCharacter.cs C¢ LevelComplete.cs C¢* MazeEndPortal.

Users > pramodhroy

» Downloads > My project (6) > Assets > Scripts > € MazeHintLevell.cs

MazeHintLevell : MonoBehaviour

GameObject helpText;
GameObject panel;
Image mazelmage;
TMPro.TMP_Text timerText;
atic Sprite mazeSprite;
ti isPlayerInBox = false;

currentTime = @f;

Update() A

if

: B
26

By ¢

isPlayerInBox && Keyboard.current[Key.E].wasPressedThisFrame
Debug.Log("pressed!'");

mazelmage.sprite = mazeSprite;

panel.SetActive(true);

Keyboard.current [Key.E] .wasReleasedThisFrame
Debug.Log(" released!");
panel.SetActive(false);
mazelImage.sprite = null;

isPlayerInBox
if (!panel.activeSelf) {
helpText.SetActive(true);

PROGRAMMING

(MAZE MAP DISPLAY

— ‘E’KEY TRIGGERED)

currentiime += l|I1lme.deltalime;
formatedTime = System.TimeSpan.FromSeconds(currentTime).ToString
timerText.text = "Time - " + formatedTime;

MazeEndPortal.completionTime = formatedTime;

MapHint3.cs

@"'mm\:ss"

MazeHintLevell.cs X

N



.. PREMIUM

&5

"N

& B = " & "
; o] £ e PR - SRS
e : - - : s
T k. Lty i ‘.;‘."'." T
» ey . * - Dy AT
X L % S




PREMIUM

&5

"N

P e 3 A - S e
S . - . ‘;.;-\,'.- e




Controls

Movement WAS D
Sprint . Left Shift
Jump Space
Torch
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Time - 03:36
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Hold (E) fo glance the Maze Map % Hold (E) feglance the Maze Map
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Maze Hint s Maze Hint

s (Please use it wisly, you may not get an other chance...)) 1 (Please use it wisly, you may not get an other chance...!)
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Congratulations! = Congratulations!
2
A You've Solved Easy Maze! ; You ve Solved Medjum Maze! o
&
Completion Time 04:50 :< Completion Time 18:36
[
Go Back to try a different Maze! Go Back to try a different Maze!
Back ' Quit Back  Quit
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Maze Hint

(Please use it wisly, you may not get an other chance...!)

I:I il gu=y gl o

LI‘—:_'—I
T

i
i

- Jr:'
I

L[

u

o

sy




s  PREMIUM

- -

0:19:02 m =

Congratulations!

You ve Solved Medium Maze/

Completion Time 18:36

Go Back to try a different Maze/

Back Quit
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